/| 'JJJ "*-JLUH REPOT: jJJJ,JJJJ' JETSHSHes

.: E
.
:
=
3

: LORD, I{]NCS Ly wnngﬂﬁgmn 9

| st @klla? i
DDFIEDAD(EE?A';‘E CONEX UPDATE: PART?

|

EMPIRES

Brand new Expansion
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Once the Dwarfs ruled a mighty realm, an empire of
ing peaks and deep shadowed vaileys.

Thase days are lang gone, but the kings of the Dwarfs long to reclaim
their heritage. This manth it looks as it the dreams of the Dwarfs may
come lrue!

Mighty Fmpires is a brand new map-building kit that lets you
create a campaign setting for vour games of Warhammer, Each player
in the game starts off with a territory that they hope to build inlo a
sprawling realm. But you will not be the only one with lerritarial
ambitions, as vour opponents also have dreams of conquest. These differences must be
settled upon the Warhammer battlefield! Each game of Warhammer you play has
consequences: victory will enable you to expand your realm, while defeal may see your
cities sacked and mines pillaged! | plan to gather a greal throng and reclaim the realm of
the Dwearts for myself, What will vou do?

Empire armies are swelled with a whaole rafl of releases this month, too: Flagellants,
Battle Wizards, and a kit that makes either a Helblaster Volley Gun or a Helstorm Rocket
Battery. These manling war machines are unproven in my Dwarf eyes, but they seem to be
guite destructive, as you can see in our Nemesis Crown battle report on page 46.
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MIGHTY EMPIRES

A new 30 map-building kit that will enable you to take
vour games of Warhammer to the next level!
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ORAGONS OF MIDDLE-EARTH

The: Dragans of legend are cold-hearted and cruel.
Learn how to use their mighty abilities here,

ALSO IN THIS ISSUE...

hore miniatures for your war efforts,

AMM e
“ﬂ'ﬂ'ﬂ e Pray to the Emperor, for the Chaos Space Marines
e ipatanth. are coming!
J0 WARHAMMER: MIGHT OF THE EMPIRE
More forces for the legions of Karl Franz,

46 BATTLE REPORT: COUNCIL DF WAR
The evil Marghur takes the Nemesis War deep
intey the Empire.
86 STANDARD BEARER
Jervis discusses painting,.
89 CITADEL TOODLEOK
Using our entire paint range for layering.
90 MODELLING WORKSHOF: DESERT BOARDS
Making a multi-system gaming sctup,
103 FRONTLINE
The latest events and activilies near you!

122 GRDERING DIRECT

Mew Gondor miniatures on Advance Order.

WHITE DIVARF 331 - JULY 2007

SONS OF SANGINNIUS: PART TWO

The: full, official army list for these, the most noble and
vet most cursed of the Adeptus Astarles,




NEW RELERSES

MIGHTY EMPIRES

\A/ADALAAARED WARHAMMER EXPANSION
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MIGHTY EMPIRES

SELVCHTHE KONIGRTICHT A

Mighty Empires is a brand new expansion for
Warhammer that allows you to lead your armies
on an epic march of conquest across the
Warhammer world!

This expansion can be used by following the rules cantained in the
box 1o link your Warhammer battles together, creating vast empires
fram the 48 plastic hex tiles provided, or you can go as far as
plaving highly detailed campaigns set in specific parts of the
Warhammer world.

MIGHTY EMPIRES
BONUS TILES

. s a0 S8 WHITE DWARF TILES
sl gl AVAILABLE THROUGH
E A DIRECT FROM

| SEPTEMBER
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This Warhammer Expansien

contains a rulebook, 48 man
tiles and 132 gaming markers
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i

Frochet cosle! 99020295001
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CONTAINS 42
DOUBLE-SIDED
MAP TILES AND
6 MOUNTAINS

>>>TURN TO PRGE 17 FOR MORE INFORMATION ON THIS EXPANSION
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WARHAMMER CHAPEL

This bax S8l cantains 1

LETADEIAREALE T
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mlastic Warkammer Chapel

WARHAMMER CHAPEL ~ £15
Prodict cads: 79120299014

Sewlnind by Colin Grayson
Aley Hedsiedn & Mark Harrison

Thits hox 581 comtains 1
plastic Warhammer

Walchiower

WARHAMMER WATCHTOWER £18

Procive: code: 9RII026F013
Scwprea by Calin Gropson,
Alwor Hadsrram & #ark Harrison
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THE EMPIRE

EMPIRE CHAMPION EMPIRE GRIFFON
STANDARD BEARER

This hilster pack cantains 1
metal Empire Griffon

This hlister pack contains 1 Standard Bearer

: AR EMPIRE GRIFFON . £7
EMPIRE CHAMPION o8 STANDARD BEARER -
E Frétduct code: PROGO2OEZ 1T

reclct codle: FI0R022 14 Seulpted by Mike Andersoa

Stulpted by Mk Anderion HEd

EMPIRE BATTLEWIZARDS  §

ENRMPLES OF
COMFLETED EMFPIRE
BATTLE WITARDS

=
o
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This multi-part hox set
contains 2 plastic

LIEHT WRIARD

@ Empire Battie Wizards

. eMPIREWIZARDS  £10

I Producksode: 99120202014 - i
Heulgted by Briod Meson s .i :
i & !
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. >>>TURN T0 PAGE 36 TO FIND OUT _

é MORE ABOUT THIS VERSATILE KIT GOLD WIZARD AMETHYST WIZARD
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EMPIRE FLAGELLANT WARBAND
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This muiti-part hax sat
contains 10 plastic
Flageliants incleding a
Prophet of Dopm

FLAGELLANT WARBAND = £12
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WHILE STOCKS LAST!

This multi-part regiment set
containg 20 plastic

:mcﬂu“ : m3m' GIMENT €20
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EMPIRE HELBLASTER VOLLEY GUN/HELSTORM ROCKET BATTERY

WEATATIEAA AN RAE
[t il Lo

This maiti-part box sl
contains 1 plastic Empire
war machine ihat cam he

assemhled as eithera

Helbtaster Volley Gun or
Helstorm Reckel Battery

HELSTORM
ROGKET BATTERY
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____NEW RELEASES

BLACK LIBRARY

-y

website, where hooks may be purchased directly.

| www.blacklibrary.com

e B R e B 0 B B e R

FULGRIM

It is the 31st millennium, and humanity is at the peak of

its powers. As the Great Crusade, led by the Warmastler
Horus, continues to conguer the galaxy, Fulgrim, the
zod-like Primarch of the Emperor’s Children Space
Marine Legion, leads his warriors inlo baltle against a
vile alien foe, From the blood of this campaign is sown
the seeds thal will lead this proud Legion 1o treachery,
taking them down the darkest paths of corruption. ..

FULGRIM 6,99
oy Groham Monaill

56 1-gdd 1a-47a-9

Fiofiines for ARGsImaies Darmases o
SRS

Written bw Graham
MecNeill, Fulgrin is the
fifth thrilling hook in the
Horus Heresy series.

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 worldwide, as well as in bookshops in certain countries. However, if you are
k finding it difficult to get hold of any of these publications then go to the Black Library

I Danik’s World, a regiment
i of the Vostroyan Imperial
! Guard is left stranded

¢ behind enemy lines,

i forces and hordes of Orks!

¥ ON SALE JUNE 301h

INVASIONI

t From Lhe shores of
| Empire, this anthology by
- some of our best-loved

| theme of invasion in the
¢ Old World.

'L.J\r.,'..u.u" urmavite ane! wamsenivez, Dénan (ilac sredu
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T = T R e

IIEBEl WINTER

Armid the snowy wasles of

—_— 1.w.u.53|r-!;:'gh1rn

trapped betweon rebel

REBEL WINTER L6.99
by Sreve Forker

ISBM: T-34414-4E83.7

Steve P:

l.l-?l THET A LA LECTY
FRERE LW TR T b

Maggarth to the dark
forests at the hearl of the

authors explores the

INYASION! £6.99
ediied by Mare Gascogne ood
Chirtghan Cunn

WEEML T 344184506

|,-.|-M,-.m TR, Prices oA @ e of
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REBEL WINTER
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. Forge World makes a huge range of resin kits and accessories. These include super-
| heavy Baneblade battle tanks, Titans, upgrades for Games Workshop's plastic kits,
| scenery pieces and busts of some of our most popular characters. These products are
intended for experienced modellers and are only available directly from Forge World
or Warhammer World.

www.forgeworld.co.uk
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This massive Warhammer
Shrine is a complete multi-part
resin kit with detailed interior.
This model is ideal for
representing a Bretonnian Grail
chapel or an Empire temple.

Farge Warld offers a
large range of resin
scenery pieces for
Warhammer,
Warhammer 40,000 and
The Lord of the Rings
strategy battle game.
Listed here is just part of
their massive selection
of Warhammer scencry
— check oul their
website [or mare.

Model designed by Simon Harris,

Stone walls

Collapsed stone walls
Well

Bloomery

Blacksmith's forge
Collage

Watchtower
WARHAMMER COACHING INN Sable

Lanes

Roadside shrine

Wooden bridge

Stone bridge -
Ruined stone bridge
Ruined pillars
Gothic graveyard set
Gothic ruined sections
Gothic altar

Plinth of skulls

Siege works

i el

Empire mortar
emplacement

‘Empire cannon .
emplacement iT4
Ruined Chaos temple
Orctotem
Albion standing slones
Tomb and altar
High EIf monolith

A huge Warharmmer
coaching inn with
removable roof and
upper floor

Miodel desipned by
Siman Harris.,




LET THE GALAKY BURN!

GOMING IN
SEPTEMBER

t the very birth of the Imperium of Man, fully half

of the Emperor's most trusted Space Marine

Legions turned against him in a bitter civil war.
Brother fought brother, and Mankind stood on the brink
of extinction. Ten thousand years after their defeat,
those same traitors still launch their Black Crusades oul
of the Eve of Terror, intent on nothing less than the
destruction of the Imperium,

Chaos Space Marines are the darkest villains, traitors
to the Emperor and renepades beyvond redemption.
AVhether they dwell within the mysterious Eyve of lerrar
in whal remains of their vast Traitor Legions, or wage war
across the Imperium in piratical renegade warbands, they
are the most dangerous foes Humanily can face.

I'his September sees the relegse of Codex: Chaos
Space Marines, providing gamers with all the information
they need to collect and build a Traitor Legion or
Renegade Space Marine army for Warhammer 40,000,

The new book provides special rules for the servants of
the Ruinous Powers, including Cult troops such as
Khorne Berserkers and Thousand Sons, as well as special
characters such as Lucius the Eternal and Huron
Blackheart - the Tyvrant of Badah!

Of course, no new Codex would be complore
wilhout a range of miniatures to accompany it The new
Chaos Space Marine models truly are something special.
Players can now cuslomise their Lords and Sorcerars by
means of a new plastic kit, representing a mighty
champion in Chaos Terminator armour. New plastic
Chaos Space Marines and Chaos Terminators hox sets
make il possible 1o build a unigue-looking army, while
the plastic Possessed and Chaos Spawn box sets are truly
something to behold!

Mat content with that, weve made a batch of metal
Lards, too, including the brand new Huron Blackheart;
check out the previews on Lhese papes,




R G R B R T s

Pictured here are just a few of the amazing new
Possessed miniatures. This eagerly awaited multl-part
plastic kit hits the shelves this September.




THE

MESIS
CROWN

The Nemesis War begins in earnest as the website
opens. Now is your chance to fight for your faction!

As gamers across the world endeavour to secure
victory, the fate of the fabled Nemesis Crown hangs
in the balance. If you haven't signed up vet, then
vou can still do so. Sis weeks of gaming await - get
those games planned, for every battle vou win could
lip the balance in favour of your army.

The Nemesis Crown CAmpaisn is running now,
and will end on August 107, You can check the
campaign’s progress, and read the resulls when it
finishes, at:

nemesis.games-workshop.com

TOME OF SALVATION

Packed to the gunnels with evocative background
detailing the life, imes and ways of the priests of the Old
World, the Tome of Salvation is an essential addition to
any game of Warhammer Fantasy Roleplay. Not only are
there a whole host of new miracles and divine items for
priestly characters, there are scores of new careers, items
and customs designed Lo add depth Lo any WFRP
character, Full details of the Empire's cults, both official
and otherwise, complement a whole host of detail on life
in Sigmar’s nation, from local customs, festivals, calendars
and rites of passage. Available soon from:

www.blackindustries.com

ORIl L e e e

MORE WAYS TO PRY THROUGH DIRECT

Wi are pleased o announce Lhal we now accept pavments
made with Visa Clectron and Sclo cards through Direct and
the Online Store. Together with Visa, Mastercard and
Switch, it has never becn sooeasy to pay for your madels!

Electron
DIRECT AND WARHAMMER WORLD

A pilgrimage to Warhammer Warld is a special event for
any hobbyist with loads of great things to see and do. One
of the services we've liked to offer has been allowing
habbyisls o place a Direct Sales order and collect it on the
same day, Unlortunalely we're moving our dispatch centre
aff site and this means that from August 1st we'll no longer
be able o gel orders picked and returned “while you
wail”, To make up for this, we've arranged that any Direct
orders placed in Warhammer World will be sent to any UK
address caompletely free of chare!

A fond Farewell...

After almost 18 months in
charge of the Studio White
Dwari, Guy Haley has departed
for pastures new, Grombrindal
and all the White Dwarf team
wish the Goblin King the very
hest for the future,
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FOUNDATION PAINTS INCOMING?

As seen in White Dwarf 328, Citadel
Foundation paints are now available in
individual pots. Packed with pigment, these
paints are specially formulated to paint
over any colour, making for a perfect

basecoat every time, CITALYE) TTADEL

g 3 L FOUNDATIO | . JUNDATION

Individual pots are available in-store now. MECHRITE oot b oRmacauNT
RED PURPLE

MECHRITE
RED

A R A A
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OUT OCTOBER 2007!

In October 2007, the classic Talisman game returns
with a brand new edition, and it's betler than ever!

lalisman is a fantasy board game for 2-6 people.
Plavers control a myriad of characters, from warriors to
a powerful sorcerer. In this perilous adventure, play
centres around the journey of these gallant heroes to
find and claim the Crown of Command, a magical
artefact with the power o make its bearer the true ruler
of the kingdom. Only with strength, courage and
wisdom will the players survive the ultimate test and
beat their opponents 1o victory,

First released in 1983, the classic Talisman game
had a strong following, and this edition is sure to
appeal to fans of the timeless original and new
adventurers alike,

With nesw speedy play rules written by the
lependary Rick Priestley, and fabulous new artwark and
campaonents, this is the best edition of the game ever!
For more information, log onto:

www.blackindustries.com
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Every Monday, the Online Store and Direct will
choose a new selection of models for the Freepost
Weekly offer. If your order includes any of the
models chosen that week, your entire order will be
sent direct to your home iree of postage charge!

During June and July all Warhammer Battalions
will be included in the Freepost Weekly offer fo :
help you wage war in this summer’s Nemesis Crown
glabal campaign!
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MOUNTED CHROS SORCERER TIES MOGELES oA

THE ONLINE STORE
WHILE STOCKS LAST!

This metal blisier contains
1mounted Chaos Sercerer

MOUNTED CHADS SORCERER £11

Froduct code: PROG0201 174
Scuiphed by Alex Hedsinbm

ON SALE JUNE 29th
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COMING NEXT MONTH

WARHAMMER

Mounted Chaos Sorcerer (Online Store only) 29/06/07  £12.00
Mighty Empires Warhammer Expansion 07/07/07 E30.00
Empire Flagellants warband 07,/07/07  E12.00
Empire Flagellants regiment : 07/07/07  £20.00
Empire Volley Gun/Rocket Battery 07/07/07 £12.00
Empire Wirards hox sel 070707 £10.00
Empire Griffon Standard Bearer 0707707 E7.00

. Empire Champion (Direct only} 07/07/07  E6.00
Waltchlower 07/07/07 . E18.00

Chapel 07/07/07  £15.00

PPPTE s
'WARHAMMER NEXT MONTH [ R

Battle for Skull Pass hobby set : 11/08/07  £50.00

: tﬁﬁw;m»»@wv:, AENT % £ ;

v4z$ e “i 1 ‘”:¥i_i" i

ik g&*‘v? ‘!‘z* 3 SR Reted :
Battle for Macragge hobby set 11/08/07  E£50.00
Chaos Space Marines army sel 25/08/07  £110.00

iy 3&?&%‘2%1*3": :;;.?"\-“F_ f ‘_\i: : : g d iy
Sl %ég fgé priweinsinh ,<1¢.\;'w & )
The Return l:lf' the King journey supplement 04/08/07  E£12.00
Gondor in Flames sourcebook 04/08/07  E10.00
Morannon Orcs box set 04/08/07  £15.00
Kniﬂ,h‘l‘.'i-l_]f Minas Tirith box set 04/08,/07 -+ £12.00
Minas Tirith Battlehost box sel 04/08/07  £50.00
Dol Amrqth Captain (mounted and on fool) 04/08/07 ° E12.00
Dol Amroth Standard Bearer (mounted and on foot) 04/08/07  £10.00
Men-at-arms of Dol Amroth 408/07  -£7.00
Armoured Boromir (mounted and on foot) 04/08/07  E12.00
‘Rider of the Dead 04/08/07 © £6.00
Clansmen of Lamedon 04/08/07 - E£7.00
Forlong the Fal and Anghor the Fearless 04/08/07  E£12.00
Axemen of Lossarnach /0807 £7.M)
Serpent Riders box set 04/08/07  £25.00
Suladin the Serpent Lord (mounted and on I‘onl,'l 04/08,/07 £12.00
" Serpent Guard 4/08/07  £7.00
Mines of Moria habby set 11/08/07  £30.00
Wildmen of Druadan hox set 18/08/07 - £15.00
Serpent Rider : i 18/08/07  £6.00
‘%"”m@_‘i-vi Vl-q%"“#"‘f&':‘!’;:‘;?‘;;.i; oy Wy J
-.<<§‘°3 r9<':-*_<«.
Larie mn«éwv%v*d TIERR LA
Adeplus Mechanicus Battleship (Direct only) 04/08/07 - ET8.00
Adeptus Mechanicus Cruiser (Direct only) 04,0807 ET2.04)
Adeptus Mechanicus Light Cruiser (Direct only) 04/08/07 "E12.00 Axemen of Lossarnach
OTHER RELEASES
The Horus Heresy: Fulgrim . IN/06/07  £6.99
- Tome of Salvation - A0/06/07  E£30.00

Rebel Winter i /0607 £6.99
Invasion : MYO0T  E£6.99

You can buy our products from
the following sources

—

Riders of the Dead

o o cuvrse
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i iy oo

Fiefuns for Nosbana sorposes sk Brogue! coments sap vive Prociucts 290 wipanfas ng insssemieag Samais I'ﬂT f Emsicls may e e izEs SOV
T v ¥

apalivily A0 v L o] rEiavers

B | A R R R R R TR s




Map Making

Jervis Johnson and Mark Jones discuss
the development of this brand new
Warhammer Expansion.

Campaigning
The White Dwarf team play some

games and show you how their
campaign is progressing.




Sy T B g A WV S

MPIRES AT WAR!

Mlghty Empires is the ultimate map-making kit, allowing you

to take your Warhammer armies on a crusade across vast

realms. We scrutinise this brand new Expansion kit.

Mountain Tiles

When building your maps, vou
generally start with a mountain tile.
In the suggested rules, mountain tiles
are difficult to conquer and can
supparl revenue-producing mines.

River Tiles

Rivers lead from mountain tiles and
must be connected to other rivers until
they flow off the map or lerminate at a
marsh tile. River tiles also support
mines in the suggested rules.

Marsh Tiles

The marshland tile gives you the option
of ending a river before il reaches the
end of a map. It can also represent
swamps, bogs, fens and all kinds of

wetland areas.

| Flip Sides
| The new plastic map tiles
i1 | are extremely versatile.
i o] with the exceplion of the
! mountain tiles, all the
hexes are actually
double-sided. This gives
you a staggering 90 tile
options per kil and an
almaost infinite number of
map configuralions.

Forest Tiles

Forest hexes are cleverly textured —
on the following pages you'll see
how they can represent numerous
geographical features depending on
how you paint them

ack in the early '90s, Games
B Workshop produced a game called
Mighty Empires. The game was best

known for its hexagonal card tiles that
allowed vou to build a vast empire, which
vou and vour friends teied to conguer and
start your own fledgling empires.
Originally intended as a campaign system
for the third edition of Warhammer, it
spon hecame a fully fledged empire-
building game in its vwn right.

Fast-forward 17 vears and Mighty
Fmpires has been re released. There are a
few notable difference: bebyeen this
version and it pradecaszarn the most
obvious heing the change from cardboard
to plastic tiles  more on those later. There
are also far subller modifications as Jervis
lohnson, the project leader, explains.

“mighty Empires is no longer a game in
its cn right, but an Fxpansion for

MIGHTY EMPIRES

Warhammer in the same way that Cilies of
Death was an Expansion for Warhammer
40,000," says Jervis. “l wanted to create a
swalem that would link your games of
Warhammer together, giving them mare of
a point,” he continues. | designed the
system expressly to emphasise the
importance of fighting battles. A good
performance in baltle allows you to do
some more actions on the map. If you win
by a Massacre or Solid Victory, you'll be
able to do quite a lot of things an the map;
build new castles, upgrade setlements to
cities, and caplure new tiles, for instance. If
you lose then you'll have fewer options
during the conguest and build phase. What
this does is place the focus on playing
pames of Warhammer, and so the map
becomes an entertaining and visual
representation of how well you have been
doing in your games.”
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Cities

Cities {unsurprisingly)
represent concentrations
of your empire’s
populace. In the supgested rules they are
not only difficult for the enemy to conguer

Farmstead Tiles

These tiles depict agricultural
.. land, and signs of civilisation.
- City markers look especially
good when they are placed on
these hexes,

Unique to this Expansion is that the
rules in the hooklet are not really rules at
all, but suggestions. “If anything, the rules
presented are just a typical example of
what you can do,” says Jervis. “Personally
I've never playved in a campaign where
we've used the same rules twice in a row.
It's the very nature of campaign systems to
constantly change, adapt, or start from
scratch with a completely different set of
rules. 5o we decided with this version of
Mighly Empires to, first and foremost, make
it a really greal map-making kit, where you
can make super maps either based on the
Warhammer world, or af your own
devising. The rules presented are an
illustration of the way vou could play a
campaign, Therefore | tried o keep Lhe
rules quite short and created them in such
a way that they would be the basic
foundation of a campaign system. It is very

s
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but, crucially, count as 2 tiles when
working out which of the participants has
the largest empire.

Castles

# In the suggested rules, Castle
& pieces make it much harder
fior your enemies Lo conguer your Liles.
This makes them great for guarding your
borders, or for prolecting mines and cities
in neighbouring tiles,

rules, mines can be placed on river and
mounlain tiles. Mines are valuable
resources and will invariably be targeted
by rival players.

Mines

As the primary means of
income in the suggested

Pennants

The pennant markers
provide a visual
representation of which
plaver owns which tile. All
other playing pieces (mines,
cities, etc) have holes in
which to place pennants.

Plains

roads or streams.

These tiles represent wide open
¢ spaces and verdant grasslands,
Some feature indented grooves
that can he painted to represent

easy for players to expand or add things to
the rules and take them in different
directions as they see fit."

With such a flexible “take-it-or-leave-it
approach, Jervis has been free to do what
he likes to do best — tinker and tweak. The
rules in the booklet are just the starting
point and |ervis has carried on developing
and working on them, the results of which
vou can find online at the Mighty Empires
section of the wehsite. “The extra rules I've
written demonstrate how easy it is to
expand your campaign system. You should
feel free Lo use them, adapt them or come
up wilth vour own versions!” e

M

To get extra rules for map building,
racial characteristics, seasons and
loads more visit:

www.games-workshop.co.uk/mighlyempires

www.games-workshop.co.uk/mightyempires { 19 - K

Pick Up and Play
Once assembled, the map
is very durahle. Even with
pennants and other
campaign pieces
attached, the map can he
picked up and moved
around, or even mounted
on a wall and plaved over
vertically. The tile
connectors hold the map
sturdily, so there is no
need to glue them in
place, meaning the map
can he disassembled and
re-built at any point.

i,
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D OF THE DEAD

" The desert realms of the Tomb Kings once harboured a mighty civilisation of
feuding cities, their occupants obsessed with death. Now, thousand of years
later, the Tomb Kings rise once more to battle with enemies old and new.

Desert Forest Tile

On this tile the textured base
that usually represents dense
forest has been drybrushed to
look like inhospitable, rocky

areas of sandstone,

River Tile

Rivers are arteries of life in
desert landscapes and this has
been highlighted on the river
hexes by signs of irrigation and
agricullure,

Mountain Tile

The mounlains on this map have
b been painted with a base coat of
" Dark Flesh, and then given a
drybrush of Fortress Grey and
Dark Flesh.

BUILD YOUR OWN

WARHAMMER

DESERT BOARD!

SEE PAGE 90.

= "
Dasis Tile

On this map one of the marsh
tiles was painted as an oasis,
simply by painting the water
areas a healthy looking
agquamarine colour, and some
of the raised texture lo look
like palm tree canopies. You
could easily come up with
special pasis rules for your own
desert campaigns.
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THE REALM OF ULRIC

The City of Middenheim sits atop a pmnac]e of white rock known as the Ulricsbherg.
From Middenheim’s many tall towers it is possible to view the Middle Mountains to
the northeast, and the sprawling Drakwald Forest to the southwest.

. EIf Ruins

. On this tile lots of the raised texture
has been picked oul in light greys to
* represent ancient Elven ruins from

Drakwald Forest

For this map we have used many
. forest tiles painted in dark greens

the time when the High Elves had
dominion over the land,

to represent the impenetrable and
forbidding forests that dominate
the centre of the Empire.

Coastal Tiles

The map hexes are so versatile that

your imagination is the only real limit.

In this example, three river tiles have
been painted up to represent a
coastline. One side of the river has
been painted as a fertile green land,
the river itself has been painted as a

sandy beach, while the remaining
area has been painted Regal Blue
with a light drybrush of Skull White to
represent cresting waves. Details such
as roads and lakes in the “sea” areas
were filled with fine sand before
being painted.

Middenheim

For this map the city was
placed on a mountain tile and
painted in light stony colours to
represent Middenheim sat atop
the Ulricsberg. Your map
markers can be painted in
colour schemes to represent
famous landmarks.

www.games-workshop.co.ulk/mightyempires <2‘J ;
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knights hold land on behalf of the nobility, while the peasants who form the bulk of
the country’s population live in perpetual squalor.

Mountains

The mountains on this tile were
basecoated Scorched Brown and
ziven a heavy drybrush of Codex
Grey. A lighter drybrush of Fortress
Grey was then applied. Finally, a
light stippling of Skull White was
added to the mountaintops.

Farmsteads

v The fields were painted with
} Scorched Brown, followed by a light
" drybrush of Gravevard Earth. Stop at
this stage for muddy fields. To get a
wheat or corn effect, apply jurther
drybrushes of lyanden Darksun
followed by Bleached Bone.

Forest of”
Ardéenz==

River Tile

The water eifect on the river was
achieved by using a basecoat of Midnight
Blue, followed by a layer of Regal Blue
towards the banks, Add two or three
successively lighter layers of a Regal Blue
and Skull White mix, working your way
towards the river banks each lime,
leaving the middle of the river darkest.
To finish the effect, a thin Skull White
and Regal Blue mix was painted in very
thin lines on some of the banks to create
the current and sandbank ciiects,
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A REALM OF EVIL

hildﬂw EMPIRES

Lying between the Worlds Edge Mountains and the Mountains of Mourn, the Dark
Lands are an inhospitable realm shrouded by a pall of sulphur and smoke. Only evil
creatures dwell here, including the industrious but cruel Chaos Dwarfs.

Tar Pits

The forcboding, desolate plains of
the Dark Lands were given a Chaos
Black undercoat, followed by a
dryhrush of Scorched Brown or
Codex Grey in palches across the
landscape. The glistening tarpits
were created with blobs of
superglue and then, when dry, a
laver of "Ardcoat.

The Fortress
f \.’nra

Ruined castle

This castle piece was made inlo a
ruin by cutting into it with the pin
vice and plastic cutters. It can then
become a permanent feature of the
map or you can make up some
special rules Tor controlling the
ruined castle tile,

Volcanoes

The volcanoes were achieved by
clipping off the tops of some
mountains, then drilling into them
wilh a pin vice. Superglue was
dribbled down the sides of the
mountains. When that had dried
and hardened, streams of lava were
painted on top (see lava field tile).

The Gates

The BI.'a-:k..-
Fortress..

The D aemnnb
Stump "

&+

Sludge river tile

The river of sludge was created with
a basecoat of Catachan Green
before fine, watered-down lavers of
various colours were painted on
lop. The colours we used were
Bleached Bone, Graveyard Earth
and a mix of Chaos Black and
Catachan Green.

Lava fields

On this map the marsh tile was
painted up as a magma field. This
was achieved by painting the water
areas first in Mechrite Red, then
Blood Red, followed by Fiery
Orange and Golden Yellow. Fine
lines of a Skull White and Golden
Yellow mix were added for the final
highlight. The highlights should
waork inwards, so that the lightest
layers are in the centre,

wiww.games-workshop.co.uk/mightyempires {23 - 4
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| GETTING STARTED

! We found the following method the most efficient way of getting your
Mighty Empires tiles painted and ready for the all important map-
making part of your campaign.

tiles and all other components from

the frame, using plastic cutters and/or
a sharp hobby knife. Give each tile a guick
clean up, especially around the rims where
there is often a small mould line,

1 Clean your tiles. Carefully remove the

Lindercoat. Once your tiles are
2 cleaned up, and vou have no doubt

had a play putting them together, it is
lime lo undercoal them. We used either
Chaos Black or Skull White spray
depending on the colour schemes we had
planned. The important point to remember
is that the tiles should not be connected
when you spray. Don't forget to spray both
sides of the files.

dry, you can fit them together. Note

that this doesn’t have to be the actual
configuration you will be using on your
campaign, it is just easier to paint the
- basecoal with the map tiles connected,
Once you have an undercoated and
assembled map it is lime Lo grab a big
brush — a Tank brush or Large Flat
Dryhrush is ideal - and start painting on

3 Create a map. Once all the tiles are

your chosen basecoat.

Painting Pennants
The pennants are used to
denote which liles and
assets are owned by the
players during a game.

It is important that
they are clearly painted
in each plaver's colour or
livery. You can choose Lo
just paint them one flat
colour as a quick and
easy gaming marker, or if
you wish you can paint
them up as realistic army
banners, complete with
transfers or even hand-
painted army icons!

Mark Jones is best known for making
the fantastic scenery thal you see in While
Dwarl each month, so he was a natural
choice Lo make the tiles for the Mighly
Empires sel,

“All the stuff | make is Studio-hound so
it was great to actually create something
that hobbyists will be able to get their
hands on, assemble and convert. | just
hope it gets a good reaction,” says Mark.

O course, the design process for a new
product is never as simple as it sounds. The
plastic tiles are the first of their kind and
needed guite a bit of development. “The
first fssue wis making them double-sided,
We had o develop a way Lthal allowed us
to put three-dimensional textures on both
sides of the tile, whilst allowing the hexes
to still sit on a Mal surface, We found that
by adding a surrounding lip we could acdd
lextures as long as they were no taller than

@'WHITE DWARF  MIGHTY EMPIRES

the rim, which also provided a stable
surface. The mountain tiles would
ohviously have to be ane-sided, as the
peaks rose above the rim. This does give
those whao are adventurous enough the
optian of a blank tile to madel on if they
cut the mountains off the other side.”

Far Mark, the real challenge came with
sculpting the different textures onlo the tle,
The surface detail had to work so they
could be painted in various landscapes. For
instance the forest tiles can be painted up
as a lush preen canopy or as a barren
rocky landscape, “Another lest,” adds
Mark, “was making the plains tiles suitably
different fram each other without making
them instamly recognisable — ie. that's the
temple tile, or the farm tile. They can be
painted up very distinetly should you wish,
but | wanted a vague look about them so
they could fit in anywhere.”



There are m;m}F ways to generate ynur maps. Fnr a cunmstent but
randomly generated map that all players can participate in, we
recommend the following method:

Start by separating out the mounlain
1 tiles. Place all the other tiles in the

Mightly Empires hox lid {which is the
perfect depth for this — they think of
everything!). In the tradition of all great
fantasy maps, you start with a mountain
range. Take two mountain tiles and
connect them together to starl the map.

q”“'

Z box lid without looking (we found
that handing the box lid under the
table stops peeking) and places it on the

tile is then placed on to the map ina
pusition of the player’s choice. The lwo
caveats are that it musl be placed so it

the map, and that it docsn’t block a river
{unless, of course, it is a river or marsh
tile). Continuing round the table, plavers

One player now takes a lile from the

tabletop so a random side is facing up. The

connecls with at least two other hexes on

add tiles to the map following these steps.

A player can decide to add a
mountain to the map instead of a tile
drawn from the box lid. He can do
this even afler he has drawn a random Lile.
River tiles can only be placed with one
end connecling to either a mountain tile or
another river tile. They cannol be placed in
such a way that the end of the river is
hlocked by a plains tile, The only thing that
can connect to a river is another river tile
ar a marsh. If it proves impaossible to place
a river, then add whalever is on the reverse
side lo the map instead.
Plavers keep adding tiles to the map
until they run oul or decide that the land is
big enough for conquering!

Lay of the land

There are many different methods of creating
your maps. You and all those participating
may enjoy the random method as described
on this page. You may already have a strong
idea about the land you are fighting over and
so wish to place the tiles in a very specific
way. Or, like the examples on the earlier

pages, you may want to create an actual area
of the Warhammer world. Whichever method
you choose, half the fun of Mighty Empires is
designing the map!

wiww.games-workshop.co.ulk/mightyempires {25 /-4
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'YlNG A CAMPAIGN

The Whlte Dwarf Campaign is in its third turn at the time of writing.
The realm is being fought over by numerous races, and here’s what has
happened so far...

Goblins vs. Bretonnians

The Gablin Big Boss had chosen the “All or
Nothing"” event, which meant that if he won
he would get double empire points (and so
quickly establish himself as a dominant
power in the region). However, the gamble
did not pay off - after a very tight game the
Goblins could only manage a draw and so got
no empire points while the Bretonnians took
the usual 2 points for a draw result and were
able to claim a plains tile.

Dwarfs vs. Vampire Counts

The Dwarfs played to their strengths by
deploying around a hill, mounting a staunch
defence due to the unusually large
complement of artillery in the army. The
Vampire Counts attacked the hill but were
forced to retreat in the face of such a vast
array of gun emplacements. Matt had
shrewdly chosen the “Elite Army" event for his
Dwarfs, and se could ignore the Special and
Rare restrictions in the game, The Dwarfs
managed a selid victory and so were able to
claim a mountain tile.

Turn 1

The first phase in the campaign turn is for
the players to choose an event from a list
of eight. Players with the smallest empire
choose first, and then vou wark your way
up to the largest empire. As this was the
first turn, no-one had an empire larger than
a single hex, so the order in which the
events were picked was decided by a dice
rall, The next phase was Revenue, but the
empires had yel to expand beyond their
capital cities so there was no gold about.
This took us inlo the Challenge phase,
which was much mare eventful. The
Coblins and Bretonnians faced off, both
perceiving each other as an immediate
threat because their capitals were so close
to each ather. The Dwarfs wirned their
attention to the Vampire Counts, whilst the
Skaven challenged the Empire, who fought
bravely but lost to the foul ratmen,

Getting started
Players start a campaign
by placing their capital
city marker on the map.
In our campaign the
order and choice of tile
was determined by how
quickly the players
painted their city marker!
Matt Hutson (Dwarfs)
was the firsl o paint his
city, and so went first.
The other armies are
Eretonnians {(Andy Hall),
Skaven (Glenn More)
Goblins (Guy Haley),
Vampire Counts (Mark
Latham) and Empire
(Christian Byrne)

WHITE DWARE  MIGHTY EMPIRES

The final part of the campaign turn was
the Congquest and Build phase. Guy's
Goblins could only watch despondently as
the Bretonnians claimed a tile close ta the
mountains. The Dwarfs had a Solid Victory
and so were able to claim a mountain tile
(il costs three empire points, rather than the
normal two, o claim mountain tiles). There
was alsa an empire point spare for Matt's
[warfs to launch a raid, and the Dwarfs
gained an extra 60 gold pieces as a result.
The Skaven managed a Narrow Victory
cver the Empire, With three empire points,
they claimed a plains tile and then built a
castle (although, as theyv're Skaven, this
probably invalved them finding an old
ruined castle and infesting it). As unused
points cannot be saved for further rounds,
Mark’s Vampire Counts and Christian's
Empire went on raids to gain some much-
needed revenue.
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Map at End of Turn 2 BRRLID

BE MattHutson ~ Dwarfs

__| Andy Hall' [ | Bretonnians |

7 Glenn More Skaven

I Guy Haley ' [ [ Goblins @il 1
| Mark Latham Vampire Cnunts

[ Christian Byrne = Empire =

Turn 2 Overview

Dwarfs vs. Dwarfs Dwarfs 3 .
Bretonnians Narrow Victory Bretonnians 1
Gaoblins vs. Vampire Counts Vampire Counts 5
Vampire Counts Massacre Goblins 1
Empire vs. Empire Empire &
Skaven Solid Victory Skawven 1
Events
Turn 2 _ Skaven had to battle each other once ?:ﬁ:::,::;::;:%ﬁf;d
It was back to the Events phase for the again. The Dwarfs won a Narrow Victory phase in which players
second turn. The Goblins, Empire and against the Bretonnians and so look three choose from a list of
fampire Counts were still to move beyond empire points. Mark's Vampire Counts occurrences that can
their capitals and so were classed as the provided the first Massacre of the game by have varying effects on
smallest empires. After the dice-off, Guy slaughtering the Goblins, The Greenskins the campaign — anything
got to choose first, this time plumping for were not having a greal campaign so far! from the destruction of
the *Land Grab” event in the hope of trving lhe Skaven and Empire re-fight was s!t!fs’ Ia:?d .!‘"‘1.'{15 "lr
to calch up after a disappointing firsk trn, interesting, as Chrislian spent gold pieces TLF:.:’:HJ‘:‘J;‘EII;H ::,L:“
Andy picked “Liplomacy” for his from the raid in the previaus turn to buy an listed, and players can
Brelonnians and prevented the Goblins extra cannan, which provided enough of add their own to make
from challenging him this turn, no doubt to an edge Wwooeek out a Solid Victory! the list even more varied
avoid a re-match In the Canguest phase the empires if they wish. You should
There were soll no munes an the map slowly started 1o expand, with most players aim for at least twa more
and so the Revenue phase was bypassed trying Lo claim hexes that were river or events than you have
again, although some plavers had gaold in mountain tiles sa they could build mines in players (ie. in a ten-man
their treasury from the raids undertaken in the following phases. At the close of :'I‘."mlm'!’;“ I'f"“'“ twelve
3 : (R Loiss el . ificrent events).
Turn 1. It was straight into the challenges, campaign Turn 2, the Dwarfs clearly had

This time the Dhwarfs and Brelonnians the lead as they were the proud owners of
would fight, the Goblins faced off against a working mine in the mountains and three u
the Vampire Counts, and the Empire and tiles in their realm. wer

www.games-workshop.co.uk/mightyempires @?!r :



i Map at End of Turn 3

Turn 3 Overview

L

&

Dwarfs ws. Bretonnians Bretonnians 4
Bretonnians and Emplre Empire 4

and Empire Massacre Dwarfs 1
Goblins vs, | Goblin 1 Goblins 4
Skaven Solid Victory Skaven 1

Race-specific
Counters

Glenn, the Skaven player,
is currently in the process
of converling his capital
city marker hy sticking a
giant ral model on top of
it! This is a very stylised
way af illustrating which
cities belong to whom,
and give the map a
unigue look. Other ideas
include anvils for Dwarls,
and even skulls and bones
for Undead players.

For inspiration
and Lips visit:

www.games-workshop.couk
Smightyempires

Dwarfs vs. Bretonnians

The campaign rules allow for exciting multiple
battles. In this 3000-paint battle, the Dwarfs
faced 1500 points each of Bretonnian and
Empire models. Matt may have been facing
two forces but, due to the mine in the
mountains, he could field an extra 250 points’
worth of troops. The game was fiercely
contested to start with, but the combined
might of the human armies took its toll on the
Dwarfs and the battle ended in a Massacre.
Because it was a team game, all team members
received one less empire point than they
normally would, so Andy and Christian earned
four empire points, and Matt gained one.

The End Game

In Turn 3 the Empire and

Matt's Dwarf city, he can

Bretonnian gambit had paid off
and the Dwarfs had been
pushed back. Not only have they
suffered a major setback by
lesing their mine, the Dwarfs’
main city is now under threat.
With Andy's Bretonnians
conquering a tile right next to

potentially conquer it next turn
and win the campaign. But
alliances are fickle and maybe

Matt's Dwarf gold can sway the
Empire to his side. In the White
Dwarf bunker we're all poised to
sea what the next challenge
phase will bring...

Turn 3

As the Dwarfs began to emerge as the
dominant empire, the other players began
to plot their downfall. A *Disaster” event
was placed on the Dwarfs by Andy’s
Bretonnians, followed by the “Foal’s Gold”
event from the Vampire Counts, which
prevented the Dwarfs taking any revenue
for the campaign turn,

Due to some judicious negotiating
behind the scenes, both the Empire and
Bretonnians challenged the Dwarfs to
hattle. The Vampire Counts were held up
in diplomacy, leaving the Goblins and
Skaven 1o fight (this may seem harsh on
Mark, but it worked out very well as he
wenl on haliday that week). The Skaven
and Goblins clashed and, despite the
Gaoblins losing over 40 of their number in
one terrifying Skaven Magic phase, Guy's
Greenskins pulled it back and finally

MIGHTY EMPIRES

rmanaged to win a game!

The Conguest and Building phase was
a busy one. Christian placed a mine on the
river and expanded into the mountains.
Andy conguered the [warf's mountain tile,
destroyving their precious mine and
reducing Malt's empire in size. No doubt
vengeance will be taken for that
transgression in the forthcoming urns!

The Gablins also took a mountain tle,
making that chain of tiles increasingly
crowded! After suffering a defeat, the only
thing the Skaven could do was raid —
something the ratmen are obviously very
good at as Glenn rolled high, gaining 110
gold pieces for his treasury.

After the last phase in the third
campaign turn, the map was beginning to
take shape, and there will be plenty more
battles before a viclor can emerge and
claim dominion aver the land. =
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DWARF TILES

- You will have already noticed that free with this issue is a speclal Whlte [}warf

Mughty Empires frame. Jervis explains how to use the new tiles and markers.

Empires tiles, and three new markers. This frame

adds forked rivers Lo the Mighty Empires tile set.
You'll find them very useful for splitting rivers up or
joining two separate rivers together. They don’t require
any additional rules in order to use them - just add
them to your set and have fun!

The three new markers included with White Dwarf
represent a Dwarf Brewery, an Ore Idal, and a Wizard's
Tower, You can use these markers in two ways. The first
and most straightforward is simply to count them as
mines; in this case the revenue that they generate doesn’t
represent gold or diamonds dug from the ground, but
rather beer from the brewery, magical anefacts from the

This issue of White Dwarf includes two new Mighty

wizard's tower, and good old-fashioned Waaagh! power
from the idal.

Alternatively you can use the new markers as special
and very rare things that can only be huilt by certain
races (it still costs one empire point to build them). 5o,
for example, only a plaver running a Dwarf empire could
build the brewen:. Only one of the new markers can be
built by an empire, and if the marker is captured by
another race then il is destrayed. For instance a Dwarl
plaver could build one [Dhwarf Brewery in their empire
iand no more than one!, and should it ever be caplured
then it is destroyed and cannot be built again,

If vou go for the second option, try applving the rules
below 1o the new markers.

!

Dwarf Brewery

May anly be built by Dwarfs. In
each battle you fight, you may
pick one unit to have been
fartified by a barrel or three of
potent Dwarf beer. Roll a D6 o
see what psyvchelogical effect the
unit has become subject 1o

1: Stupidity
Frenzy
Hatred (of all enemies)
Immune to Psychology
Stubborn
Unbreakable

= a0 I

l_Wizard’s Tower

day be built by The Empire,
‘ampire Counts, Hordes of
Chaos, Bretonnians, High Flves
and Dark Elves. In each battle
you receive one common magic
item for free (see page 122 of the
Warhammer rulebook),
Randomly determine which item
you receive, You may give the
itern Lo any character that would
normally be allowed to take it
and is not at their maxirmum
allowance of magic items.

You can buy extra White Dwarf Mighty Empires
Frames from GW Direct from September!

| Orc Idol

May only be placed by Orc &

Goblin empires, [t allows the Orc

& Guoblin plaver ta call an the
Power of the Waaagh! twice
during each battle, rather than
only ance.

www.games-workshop.co.uk/mightyempires {29 P’
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i ! he Empire is the greatest realm of
Qut now! { Men in the Old World, and has
endured for over two thousand
years. Though beset on all sides and from
within by dark forces, the Emperor Karl
Franz has nurtured this sprawling =ealm
4 Empire Army Sel into a powerful collective of city-states y I hese mae
and provinces. L C the down
ar, and

The new and recent
releases for the Empire
al-a-glance:

4 Empire Reinforcement
Battalion. i
X = ldced «
4 Empire RBattle Wizards. _ll -
dlone
# Flagellant Warband
4 Flagellant Regiment

4+ Helblaster Volley Guny/
Helstorm Rocket
Baltery.

4 Empire Champion,

4 Empire Grifion ;
Standard. i i h . met toe
Reinforcerments Battalion




-] Empire players have been spoiled of

late, with a host of exciting releases.
We take a closer look at the Empire,
because there’s never been a better
time to gather an army of Men...

In the book...

This 96-page Warhammer
Army Book features:

4 A complete history of

The Empire, from the

¥ lime of Sigmar to the

field an entire army of multi-part plast this mont vou'll pr i : iy reign of Karl Franz.

whic h is 4 Complele descriptions

and rules for the brave
warriors and heroes
of the Empire, war
existing Empire rothing le machines, and heroic,
e from the ) ans there are legendary figures.
r:ur there. First up are Lhe Wi M FOES 0 i onith. Thl
rds. Each ame i Bearer
5 FOUE arm
ner. F:

4 New army lisl.

# A showcase of the new
miniatures range,
providing guides to their
colour schemes, banners

mace ;Lr'lrl is .1\“1|I.1h]v.-_' anly and insignia.
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Army based on

BATTALION AND

_REINFORCEMENT BATTALION

o Warrior Priest
Heavy armour and
extra hand weapon.

98

€ Wizard (Lv. 2)

: Ring of Valans. 120

Wizard (Lv. 2)
Dispel Scrofl. 125

8 Knights

with Musician,
Standard Bearer,
Preceptor and the
Steel Standard. 244

20 Swordsmen
with Musician,
Standard Bearer and
Duellist, 145

10 Halberdiers
(Detachment). 50

10 Crossbowmen
{Detachment). 80

9 10 Handgunners. 80
©) 5 Outriders

Musician, and
Champion with
grenade-launching
blunderhuss. 129

@ Great Cannon. 100

(D) 20 Flagellants
Prophet of Doom.
210

Helstorm Rocket
Baltery. 115

TOTAL 1496

SR

The new Empire Army and Reinforcement
Battalion box sels are a great way to start
ofi your new Empire force or, if you have
an Empire army already, to add new things
to an existing one,

With this in mind we sel about
experimenting with the Ballalion box set
and the Eeinforcement Batlalion, By
adding just a Warrior Priest-blister pack
and a State Troops box to these two deals,
you can easily create an effective and
great-looking Empire army of 1500 points.

This army works by wearing the enemy
down with a hail of spells and bullets,
before finishing him off with a devastating
counler charge. Thanks to the war
machines and Wizards in the force, by the
time an enemy army has managed to
lrudge ils way across the battlefield, the
Ermpire army should have taken some fairly
large chunks oul of il targeling its cavalry

"4:1;*332 “WHITE DWARF. MIGHT OF THE EMPIRE

and skirmishers first. Meanwhile, the
Handgunners, Qutriders and Crosshowmen
should simply pummel anything else. This
army can unleash a terrifying 40 handgun
shots each turn, plus ten crosshow balts!

The Helstorm Rocket Batteny will
probably only hit once or twice in a game,
but when it does land on target, the enemy
suffers! With that in mind, fire it into the
densest enemy formations, maximising
your chances of it scattering onto
something useful, even if it misses.

The Swordsmen, Flagellants and
Knightly Order, led by the Warrior Priest,
all wait patiently for the enemy to close in,
before launching a deadly counter altack.
Hopefully, our barrage of cannon shot,
rockets and bullets have whitlled down the
enemy sufficiently —if nol, then it's lime for
the fighting men of the Empire o earn Lhe
Soldiers Schilling?



Army based on

EMPIRE ARMY BOX

This force, based around the Empire Army
box, has a much more aggressive tactical
approach than the previous one, and is all
about storming forwards as fast as possible
ta smash the enemy apart in close combat.

That's not to say that this army can’t
hold its cwn in the Shooting phase, but
that it focuses on hitting hard in the Close
Combat phase. The main thrust of the army
comes from the large unit of Spearmen,
who-are joined by a Captain and the
Warrior Priest, With these two Heroes
leading the unit, it should be a match for
almost anvthing that it meets, and it will be
supported every step of the way by the
unbreakable Flagellants.

The wo unils of Knighls have the
dangerous duly of hunting down and
defeating any elite enemy units that would
threaten the main push, They should also
bix looking for ways 1o bring a flank charge

4 £
par A

e

in support of the Spearmen and Flagellants

its not always possible, but if vou can
pull it off it works great. We recommend
pulting the mounted Captain into one of
these unils, loa, as his exira combat ability
can really make the difference in a hard
fight. The Pistoliers can join up with the
raving cavalry bands as well, although
they're best served nol gelling inle combal.
Lise them instead 1o redirect dangerous
units away from the fighting, or Lo gel
around behind enemies that are likely 1o
break, destroving them as they flee.

The missile elements of the farce
should sit back and offer long range
support, while the Helblaster can offer
covering fire to the combat troops. Use the
Outriders to provide fire support where it's
needed most. Just remember only to move
them if it's crucial to vour plan — they're
only efficient when they're shoating.
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€D Captain of the Empire
Heavy armour,
harded warhorse,
the Riting Blade and
shield. 75

Captain of the Empire
Full plate and pistal.
Bd

Warrior Priest

Heavy armour and

exlra hand weapon.
98

20 Spearsmen
Shield, Musician,
Standard Bearer and
Sergeant, 140

9 10 Crosshowmen. 80
@- 10 Handgunners. 80

o 8 Knights
with Musician,
Standard Bearer and
Preceptor. 224

e 5 Pistoliers
Champion with
repealer pistol, and
Musician, 114

€ 5 Outriders
Musician, and
Champion with
grenade-launching
blunderbuss. 129

@. 5 Knights
Inner Circle with

tdusician, Standarnd
Bearer, Freceptor.
170

20 Flagellants
Prophet of Doom.

210
(B Helblaster Volley
Gun. 110

TOTAL 1494
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Having looked at a couple of approaches to building an Empire army,
Adam Troke takes a look at how best to use it on the tabletop. Follow these

tips for victory in the name of the Emperor!

with the Nemesis War building up, there's
plenty of opportunity to do battle against
the many dire foes in the Warhammer
world. With either of the forces presented
earlier, the logical thing to do is to add
units that will play to the strengths of the
armies, The Steam Tank is one of the best
shock units in the Warhammer game, and
one of them will complement the
aggressive nature of a close combat army
perfectly, while Greatswords, Swordsmen
and more Empire Knights would provide
an even firmer footing. |

Far a defensive force, adding more
missile units is always a sound plan.
Consider adding another Great Cannon or
a Mortar and a few mare units of
Handgunners to the force, or possibly a
Wizard Lord. These will quickly take the
army to 2000 points and facus it even
closer towards blasting the enemy apart.

Spells and handguns!

Careful deployment at the start-of the game
can have a massive effect on how your
army is poing ta fare throughout the batlle,
and this is certainly true in the case of
armies thal rely heavily on shooting - it's
pivotal that you don‘t block your own lines
af sight. With that in mind, | generally
place my missile units first, and then
pasition my close combat unils in places
where they don't obstruct the shoaoters —
and they can react to defend them when
the time arises.

Another thing to consider is whether
there are any terrain features in your
deployment zone thal can either help or
hinder vour unils. Woods can prove to be a
real nuisance, because they block line of
sight, enabling enemies to advance
unmidested, while hills can provide an
awesame firehase for vour missile troops,
allowing them to fire in two ranks and over
the heads of your own soldiers. Buildings
can also be very useful, as long as they've
pot enaugh floors to allow your warriors to

fire aut from them. Placing a unit in a
building gives it unparalleled fields of fire
as well as protection from return shooting
and combat. Sticking a Wizard inside is
equally valuable, since the building’s
footprint will enable him to affect a larger
area than he would normally.

Go get ‘em
If you're willing to play aggressively, a
combat-oriented Empire force can really
cause trouble for your enemy. The key is
not 1o lel your opponent dictate the flow of
the battle — you've got to go for the kill
from the start. That means positioning your
warriors so that they can get stuck in
straight away. All your close combat units
shauld start as far forward as possible,
while missile troops will need (o deploy so
as 1o either move forward Lo offer support,
or sit comfortably back in vour ocwn
deplayment area if the enemy is likely to
meet you halfway. Regardless, go for the
attack straight away — maove vour units
farward boldly.

Oine of the things vou'll be able to do
as you and your opponent set up your
forces is work oul which of your units will
be hest for dealing with his — try and
arrange it so that you face off against the
appropriale enemies where you can, By
deploying vour shooting troops, Tollowed
by vour fastest units, you can achieve this
more easily, since they're either nol
concerned with who they face, or they're
fasl enough to move into a new location
during the game,

Lastly, with a combat army it's crucial
that you neutralise enemy firepower and
magic as fast as possible — there’s nothing
worse than having war machines and
Wizards blowing paping holes in your
army. To that end, be prepared to throw
caution to the wind, and get your cavalry
stuck into the enemy with the sole g
intention of killing off these dangerous
elements — go to it!
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: W Wizards have been an integral part of the
att e '[ Z ar $ Empire armies since first being taught
: rudimentary spells by the High EIf, Teclis.
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*"’LI sht Wizar

Thee Vttzaras of the Light Crder are sometimes Svribolisod by the Comet of Powen, Wizands of
knewr as White Wizards ar Risrophanis, masters this Qraer study the Lore of the Heavens, which
o the Wind of Hysh, rame from the Wind of Az,
’ 2 " i 3 T T
HGold Wizard S e e
o izar : o ‘Slght,;. izard .
o A

*: Drawing their powver fron death andd e diing, The Wizards af the Goidan Order stody (he {are The Lare of Fire, ar Pyromancy, sears upon the
f?‘TE’n'ﬁ}fﬁl‘ Wizards practise the Lore of Death, of Melal or Alcheny, witich Baws wpon the Wind Wi of Agshy. The Key of Secrets is the srenibal
camiad wpoe the Wind of Shyish, of Chamne, of thewe of Hhe Bright Ceder,
: |
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Battle Wizard kit
0} 0,

Wizard Key
1-5  Wizard heads.

" Gold Wizard

izards are strange figures who the Winds of Magic to evil and destructive -"taﬁ“F- L
Wwicld awesome magical powers ends and only those skilled in the arcane ; -ight Wizard,

and are privy to secrets beyond arts may stand against such power., i
the ken of narmal folk. Arcane power Battle Wizards hurl balts of energy at 10 Amethyst Wizard
courses through their veins and lurks the foe, confound them with illusions or e EIfﬂ':“i'
hehind their eves like thunder before a steal away their courage. To be a Wizard in 11 Brght Wizar
storm. No sane inhabitant of the Empire the Empire is to understand the power at - stafitop.
willingly courts the attention of a Wizard, the heart of the world, and though each Celestial Wizard
for they are unpredictable and, some can bend one of the eight Winds of Magic i slaff s
whisper, tainted by the very magic that to his will, such power is not wielded | 3=15 Right 5 .
they wield. The services of Wizards are lightly. To lose control of such dangerous 16-18 Leit Sleeves. LK
much sought after by the Elector Counts, as energies would be to damn one’s soul Lo - Hpod, -
many of their enemies employ potent an elernily of torment al the hands of the :
shamans or fell sorcerors. Such foes bend Drark Gods themselves. .. "

M WS BS § T w 1 A Ld

Wizard Lord 4 3 3 3 4 3 3 1 L]
Battle Wizard 4 3 3 3 ] 2 3 1 7
Empire Wizards may choose their spells from any ane of the Lores of Magic from the
Warhammer rulebook,

.
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A symbol of the growing ingenuity of Men, the Empire employs
some of the most potent war machines in the Warhammer world,
blackpowder weapons of incredible power.

_'__";:;balley Gun/Rocket Battery kit

. Helblaster/
Helstorm Key

1-4 Helblaster barrel.

Crank handles.

4850 Gun case.

21 Fr Ty e
i’*;iﬂgg:..WHITE[)WAHF MIGHT OF THE EMPIRE
ek k.



Afler watching the spectacular fireworks of a Cathayan
emissary to Altdorf, Master Engineer Herman Faulkstein
was inspired to transfarm this eastern technology info a
weapon, His early research blew apart entire laboratories
af the Callege of Engineers, but the permanently soot
blackened Engineer never lost faith that his designs had a
military value.

Faulkstein's original rockets were wildly inaccurate;
madly corkscrewing weapons that had no chance
whatsoever of hitting anything other than jeventually) the
ground. Further refinements such as fins, long sticks added
to the base of a rocket and a launch carriage 1o aid aiming
turther improved stability and accuracy, However, when

Helblaster Volley Gun

The Helblaster Volley Gun is one of the maost infamous
hlackpowder weapons ever invenled, ils devastating
firepower able o lear aparl an entire regiment in one
thunderous volley, The lethal creation of the deranged
Engineer von Meinkopt, its terrifying reputation has spread
Lo all corners of the Old Waorld. Its nine separate barrels are
divided into three decks and are turned by means of a
central crank, which means that it can unleash devastating
hails of shat that engulf its unfortunate target in a firestorm
af leaden death. Even heavily armoured Chaos Warriors
can be shredded by a-single volley, though with such
devastating power comes great risk. Helblaster Volley Guns
are notoriously prone to sudden, cataclysmic explosions.

ST TR e e T s

WD

. Y

the rockets did manage to land on target, the results were
devastating, with entire enemy regiments blown apart by
an earth-shaking cascade of shrieking, explosive rockels.

M WSBS §S T W I A Ld
Rocket Battery - - - - 7 3 - - -
Crewman 4 33 31 3 1 .:F
Range Strength  Wounds Caused Armour Save

12"-48" 5 1 -2

As a result, those crewmen who operate a machine so
likely to catastrophically blow them to tiny pieces tend to
be fully paid up with the priests of Morr.

M WSBS 5§ T W | A Ld
Helblaster - = = F 3 = - =
Crewman 4 F - 3 3T .3 T
Range Hits/Shot Strength  Armour Save
24" Artillery dice 5 3
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Tﬁis month heralds the release of the new plastic

Fl a cll ant Flagellants, allowing you to add more variety than ever
before to your units of dispossessed madmen!

Flagellant Key

1-10  Heads.

Left flail arms.

Left oulchabees.

Bunlc plaque

: Hanyng ht-.ll.




those amongst the Empire populace who become

displaced, their homes and livelihoods removed by
calamity. Due to hopelessness and horror, some such folk
are driven mad, and cling to the belief that this hardship
is surely a sign that the End Times are nigh. Forming
warbands and roaming the Empire in scarch of further
proof of impending doom, the Flagellants join battles
wherever they can, fighting with a crazed frenzy, heedless
of fear or harm,

We asked Neil Hodgson of the Studio Hobby Team to
paint us one af the new Flagellant Warband box sets. The
new plaslic miniatures are multi-part, allowing you to

I n times of war, plague and natural disaster, there are

Stage 1

Once the models have been assembled and undercoated, the first thing to
do is basecoat them; the colours Neil used are detailed helow. Turn the

page to follow Neil's step-by-step guide,

AW Ny & T e

e T i

create a Warband of individuals rather than a uniformed
regiment, and this poses its own challenges.

Neil cleaned up all the plastic frames by scraping off
the mould lines with a hobby knife, and assembled a
regiment of ten men, taking care to ensure that the models
all ranked up together as he went. Finally, once the glue
was dry he gave the models an undercoat of Chaos Black
spray and gol down 1o the painting.

In the guide that follows, we'll follow MNeil's progress
step-by-slep on a single model, highlighting the parts that
you can reproduce on the entire regiment, and those thal
are unique, such as the Prophet of Doom and those models
wilh the most accessories applied to them.

STAGE 1

PAINT CLIPTH:
Calhan drem

PAINT FLESH:
Tl Flesh,

PAINT WK NI
Bestial Hroem
PAINT METAL:

doitgur Aol

PAINT PARCHMENT:
L Lt s

Chaos Klack,

PAINT FIRE:
fyanden Dark
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el 3

s :

e o oy, B4 Bam g oy
Fgg: [RI3 2
St P T N PRI T S
P R R b e S
F S sl s
T o Sl e el e *

H!;tmhmm. 1A

- Stages

! STAGE 2
WASH METAL:
S0% Chaos BlackS0% Brown nk

: i E PAINT METAL:
WASH EVERYTHING: | o Boitgun Meral.

S04 Back fnkdS0% Brow nk,

WASH METAL:
30 Fnakebite leathenS0% Hery Cvange,

- Usa Standard brush »

WASH METAL: g% DRYBRUSH METAL:
30% Fnaredite leathenS0% Fiery Ovange. 1 M Bitver.

FrTE Hair stages™

HIGHLIGHT CLOTH: HIGHIMGHT FLESH; g .I
.

R Caithan Browa, Tallary Flesf
ey Feorched Brown HIGHLIGHT WooD:
R Adegias Hatle Grey, Biestial Brown,

ey Black, DRYBRLUSH METAL:
sithri! Sihver.

“ HIGHLIGHT PARCHMENT ANLY BOWE:

50% Calthan Srovwn50% Snakeldle Leather

WASH HAMR:
TN Hlack Inks
F0r%. Heowan bk,

PAINT HAIR:
Codex Lney

HICHUGHT CLOTH:
F0r Calthan Brown/S0% Snakeldle Leathen

Foarkresy ey,

E:: HIGHLIGHT HAIR: 'EK__) HIGHLIGHT HAIR:
i
s k

F5% Srall Whi'
o

TE% Soorched BrownE5H skl White 5% Fontras

WEY.

F0% Adepius Rattle Grew2 3% Codex Grep,

0% Chaos Black25% Coolex Grew’

il *Ta pive some variztion ta the hair colowr, Neil used ink washes fo tnt the colowr Brown,
T fegal Blue, z

Orange anel Yellow inks are great for this whan watered down.




PAINT FLAME:
Giugier Yeliow,

PAINT TOW OF FLAME:
Faery Oangre.

FAINT BASE OF FLAME:
S04 Ciolder Yellow'
S04 Skl Wihire

PAINT TOP OF FLAME:
Hlazing omange.

Weathering Stagcs

DRFBRLJSH
A0 Chans Black’
A% Codkese G

JJI"PH*!U,!.H’
Cp- aveyard Eanth,

DRYBRLSH
Blesschend Bone,

STAGE 5
HIGHLIGHT FARUHMENT ANLY BONE:
S0% Kiverd Brovny30% Bleached Bore
W HIGHINGHT FLESH:
RO Tallarm HeshS0H EIF Flesh,
HIGHLIGHT ROFES:
Hubonic Brawn,
HICHLUGHT HAIR:
Sew glatadl step-hi-siap fprevions page)

STAGE &
e HIGHUGHT PARCHMENT:

Lihenel S,

HMHLNGHT Wi

0% Bestlal BrownS0% Desent Yeiiow,

PAINT FLAMES ANIY BONES:

s detall steg-Di-step dabove).

DRYBRUSH WEATHERING:
B el step-top-sten (el

- Use Detail brush » [+

Command group

Flagellants don't have
command groups as such,
but the Prophet of Doom is
worthy of some extra
attention. Neil has added
extra accessories to this
model, including a flaming
headpiece! Likewise, one of
the models has been
assembled as a “standard
bearer”. Though it has no
in-game effect, it looks
greal in the front rank!
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THE EMPIRE

This 96-page Warhammer
Army Book features:

+ A complete history of
The Empire, irom the
time of Sigmar to the
reign of Karl Franz.

+ Descriptions and rules
for the brave warriors
and heroes of The
Empire, war machines,
and heroic, legendary
figures,

* Army lisL.

* A showcase of the
minialures range.

EMPIRE STATE TROOPS

State Troops are the infantry
that form the mainstay of the
Empire army. i
This boxed set contains Hl-plastic Citadel

miniatures that can be assembled as
Swordsmen, Spearmen or Halberdiers.

EMPIRE STATE HANDGUNNERS

State Handgunners have
access to black powder i
weapons and crosshows. s

This boxed sel contains 10 plastic
Citadel miniatures that can be P
assembled as Crossbowren or : :
Handgunners. :

EMPIRE PISTOLIERS/OUTRIDERS
The light cavalry of the Empire
is armed with exotic weaponry

from the College of Engineers.

This boxed set contains 5 plastic Citadel
“miniatures that can be assembled as

Ou!rld:—:rk ar F’lthilE'Tb

EMPIRE KNIGHTLY ORDER

The Knights of the Empire are
the most poweriful troops at
the Emperor’s command.

i

This boxed set contains & plastic
Citadel miniatures.

AU IATF



EMPIRE BATTALION

The Empire’s armies are made
up of disciplined, professional
soldiers, heroic knights and
mighty war machines. None
can doubt the ingenuity or
tenacity of an Empire soldier
on the battlefield.

Fhis hoxed set is a greal starting point
for an Empire army, 1L includes 10
Empire Handaunners: [or Crosshowmens,
10 Empire State Troops, 5 Pistoliers {cin
be built as Cuitriders), 8 Knights and a
Great Cannon (can be buill as a Mortar).
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War has come to the Empire! Not just one foe, but’ m.my’faces trespass across the
southern lands of the Empire in search of the fabled Nemesis Crown. This artefact of
untold power was created by the greatest of all the Dwarf Runesmiths, Alaric the Mad -
a title he gained soon after he forged the Nemesis Crown. As the Emperor meets in
council with his most trusted advisors, Morghur, the Master of Skulls, sets an ambush.

s the armies of the Emperor
Arnarﬁha”ed their forces and gathered

in preparation for scouring the Greal
Forest in search of the Nemesis Crown, a
council of war was ordered by the
Emperor himsell, Such a meeling of the
Ernperor's most trusted and able advisors
and generals was organised with the
utmast secrecy. A fortified inn close to
where the Emperor’s forces were due to
camp was chosen to host the gathering. As
the main Imperial force billeted nearby,
Karl Franz and his bodyguard of
Cireatswords attended the meeting. Kurt
Helborg and Ludwig Schwarzhelm were
among the many high ranking officers
present to discuss plans for the upcoming
campaign. Unbeknownst Lo them,
torighur, Master of Skulls and Scion of
Chaos, had learned of the council, and
even now plotled o assassinale the
Emperor before the search for the Nemesis
Crown could even begin,

The author of the Memesis Crown
campaign, Andy Hoare, and veteran
Ermpire general Adam Troke agreed to play
aut this epic battle report. Adam would
guide Karl Franz and his loyval subjects,
while Andy would control the bestial
hordes of Morghur, The game would be
plaved over an 8' x 4' table, with a
massive 4000 points a side, as befitting a
hattle that features both the Emperor and
the ddaster of Skulls. The scenario that
we'd be playing was Council of War from

the Nemesis Crown baoklel,

Mdam began by placing all his
characters — including the Emperar and
Deathclaw - within 6" of the inn. The rest
al the Empire army remained ofl the table
al the start of the game. From Turn 1
anwards, each unit in the Frapire army
would enter the battlefield from either the
north or south end of the road on a D& roll
of 4+. As per the scenario rules, the
majority of Andy's Beast Herds started the
game in Ambush. The few Herds that
cannot use the Ambush rule, including
Morghur, the Centigors, Minotaurs,
Bestigors, Dragon Ogres and Shaggaoth,
started the pame deploved within 18" of a
short table edpe,

The Emperor's personal banner (lew
irom the inn's walchlower, making this parl
of the building count as a Monument of
Clory special feature - any unit that
controls the tower Hales the enemy. With
the scenario set and the initial forces
deployed, it was time to begin,

Game Statistics

Armies: Empire (Adam Troke)

vi. Brasts of Chaos (Andy Hoare).

Size: 4000 points.

Location: Clearing in the Drakwald.
Scenario: Council of War

iNemesis Crown booklet pg 30).

MNotes: The tower of the inn counts as a
tMonument of Glory special feature,
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Adam Troke is the * in thase

resident expert Empire

general in the Studio.

Thaough best known for

his work on The Lord of

the Rings strategy battle E 2

game, he's also a mean 2 & ‘ nE : _ 1 *Daom and

Warhammer player and dwean asid 4 : A an : n reduce the Beastmen's already
S Rnk auhor A $ 1 ! i army is [ ershi them that bit

Fh3
ledd by his Imp
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sort of operation.
:hme:'-nt:_. toxe

giments that [ am bringing
table — I'll be taking a large blo f
ich count as Core troops

COITUE
Warrior Priest. Since there's a

thanks to what hit them.

able to

anventional, but |
with the limited road

Karl Franz
Lheat v, Lihal miar

e Kurl Helborg,

Walfgang Von Tink
:Maﬁter Engmeen

o 20 L'..rr alswords

ician

bearer and Duel
@ Muortar.

0 10 RPJL-.guard Knights

Helstorm Hmh.t Battery
115

@ Helblaster Volley Gun.,
110
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t Beastmen

o are the actual B
HurJ. a Wargor

Andy Hoare is a games

developer and gamer of

some experience, though

he much prefers armies

that involve tanks. It was

Andy who authored the

Memesis Crown booklet,

and wrote the scenario

we're playing today. skgor Chariats
round out the
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uff! The only unit 1
but didn't is a
r'r'uplr reasan that, in

rules.in play

Of the bi

which should be capat

pretty muc h dn'r'thlr @/

might be in order. The scenario splits

Adam’s forces up as rnm_h as it d

nol exacthy where, my units *..-'i|| arriv

0 4 X E-E-aﬁt Herds

: B O 2

0 10 Warhounds.,
l@ 10 Warhounds.

.@. ] I“II'ITJ'[:II.JH

Ambushers: Beast Herds with the Ambush
rule do not move onto the table until the
Beastlord’s brayhorn is sounded. All Beast
Herds set up in ambush then enter the table
at a point of the Chaos player's choosing if a
Leadership test is passed. If the test is failed,
the herd enters at a random table edge

determined by rolling a scatter dice. SCRAL

www.games-workshop.co.uk/war




-.-'"“'-' et A Ly A K N A A s A
{3 ol b E fobna At o

L B
{ =g
& ]
._‘sr
3 :k.

| ’Cbe Emperor Ambusbed cune sz

: Morg’hur started the pame isolaled towards

. the far west of the battlefield 1o keep his Drunken Charge
warping influence to a minimum. On the Adam's plan to rout the Centigors with Deathclaw backfired as the beasts
£ S_DUTI"IWDSF flank the Chaos Ogres, Dragan became dangerously drunk and subject to Frenzy, so charged into the

- Ogres, Minotaurs and Shaggoth marched Emperor with reckless abanden In turn 2. The Centigors caused a wound,

i - dowh the road towards the inn. The which was annulled by the Emperor's Ward Save from the Silver Seal. In return,
Bestigors in the centre of the Beastrman as Adam succinctly put it, it was “time to Ghal Maraz them in the facel’ Karl
line moved farward and remained hidden Franz only killed one of the Centigors and this was not enough to win the
from the Empire council by the wood in combat. However, the Emperor refused to flee, and in Empire turn 2 he set

i the centre of the board. On the northwest

’, % uﬂank three chariots trundled forward,
.t" while just ahead of them the Centigors

%17 also moved towards the inn, the Emperor’s

flowing pennant clearly in their view. Al

g this stage there was no magic, shooting or
ccombat (Al

40 Ul the Empire turn, Deathelaw flew

£ purposely forward to within 6" of the

s .= Centigors, with Adam hoping thal the

% Griffon's piercing screech would scatter

* “the four-legged Beastmen in lerrar. On the
wst road, Kurt Helborg, Ludwig
Schwarzhelm, Dolphus Hund and
Benjamin Stern readied Lheir weapons and

i bravely moved along the road towards the

i hulking Shaggoth. Luckily far Adarm, word

about the Centigors with a vengeance, wiping them out!

14 had already been sent of the Emperar’s

i plight and reinforcements started to trickle
onto the hattlefield from hath the south

i and north edges (8.

1 The Magic phase was brief (C), while
20 the Shooting phase was distinguished only
48 by the Engineer missing the Shaggoth with

= ® * “his Hochland long rifle despite the
iiiy - cheature’s size!
'3;\ i Andy started the second turn by
:; - sounding the bray horn and calling all the
?‘ -+ ambushing forces to appear (0}, The
% Shaggoth lumbered down the west road 1o
s . engage the Emperor's finest heroes, while
< the Chaos Ogres and Dragon Ogres left
the south.road in search of other prey.
; The Empire’s second lurn saw more
sregiments arrive. The south road was now
‘hlocked, so all came an from the north.
The: Pistoliers, Helblaster, Rocket Battery,
< Handpunners, Oulriders and a regiment of
Spearmen all marched inta play. The
Flagellants and Halberdiers turned to face
. the Beastmen that had ambushed from
. behind, Hawever, all attention was
* jocussed on the contingent of characlers
% ‘. @4 wha charged the ﬁhagguth Unfortunately
W ‘this was too great a task for Captain Hund
“i**"’fv - and the Warrior Priest, who both fled from
& -Lhe Terrar-causing creature, leaving jusl
Kurt and Ludwig to face the gigantic
[ragon Ogre. In the ensuing combat, Kurt
caused 3 wounds with his Runefang, while
“the creature’s scaly skin prevented
- Schwarzhelm from finishing the job. In
_; Creturn Kurt sufferéd 2 wounds () from the
axe of the great dragon beast,




Empire

Empiré' T‘;_iru"l‘_ : : % o1 SR : A Karl Frae
SEia o Sepe Tl e ity : 8 Ko Flelbary

Barery
Coe

1 Beawt
T Warko

311129 UmoYJ sl

HThe first Magic phase fizzled out, as there
were no Bray-shamans on the battlefield
to take advantage of the Winds of Magic.
Adam stored three power dice in his Rod
of Power in preparation for the next Magic
phase.

. }oday

A regiment of 20 Swordsmen marched on
from the north end of the road. To the
south the Flagellants, Halberdiers and
another regiment of Swordsmen entered
the fray.

Adam's Rod of Power failed him and he
lost all the stored power dice. However, he
still managed to cast Walking Death on
the Reiksmarshal to make him cause Fear.
Forked Lightning cast by the Celestial
Wizard In the tower wounded one of the
Tuskgor Chariots.

Beastman Herds and Warhounds
appeared on all sides of the board. Two
large Herds, one with the Beastlord,
appeared on the south road directly
behind the recently arrived Flagellants
and Halberdiers.

Helborg was wounded five times by the
Shaggoth, whose strength reduced the
Reiksmarshal’s Armour Save to just 5+.
Adam really needed the Empire hero to
survive, All eyes were on the dice as they
clattered on to the table to give Adam
threa successful saves. Kurt took two
wounds, but the Shaggoth still lost the
combat. The Dragon Ogre was resolute
and defiant in front of the Emperor's
Champion and Reiksmarshal and so would
not flee.

www.games-wnrkshﬁp.cnalwﬁmhign
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- With the Centigars no longer blocking the
0wy, the chariots charged into the Emperar
b and caused a'massive seven impact hils.
Deathclaw was wounded wice while the
1 Emperor took only a single wound thanks
to his Ward Save. The Beast Herds on the
south road charged the Flagellants and
Halberdiers, whilst the Ogres attacked the
] Swordsmen, Marghur moved towards the
% Syoads, and o Adam’s dismay the Emperor
e found himseli within the range of the
gé “4 Beastman's Fssence of Chaos power —

0 Deathclaw was wounded, and Karl Franz
s*"" 1 ° ycould only watch in horror as a hideous
}g‘} «-apawn materialised next to him. Nearby

! * Herds of Beastmen also began to take
.-‘5-1.-mund:-'. and turn into spawn [(A).
In the Magic phase, Adam dispelled all
. of Andy's casting attempts apart from Sleed
: " of Shadows, which allowed the Bray-
shaman in the north to move behind the
Handgunners, close to the Empire artillery.
In combat the Tuskgors struck the Crperor
bl hard, leaving both Karl Franz and
: Deathelaw on one wound each! Angered,
; the Emperar hil back, destroying one
Chariot outright, while Deathclaw forced
the other 1o flee,
The Chaos Ogres cut through the
Swordsmen and then averran into the
: engaged Halberdiers (B The Halberdiers
i were overwhelmed by the large Beast
#. 0 Herd and the flanking Ogres and were
i destroyed by the pursuing Beastmen. The
 Flagellants ended up in combat with the
Beastlord and his Bray Herd (C).

hew x
oF
&
¥

?‘; T A unit of Crosshowmen were the only
o reinforcements to appear for the Empire in
s the third turn. The Swordsmen in the north

sformed a battle line with the Engineer
- behind the inn, and the ballered Cmperor
wisely flew back o join them. With the

Shigpoth gore, Kurt and Ludwig returned

"o the gates of the inn, and Captain Hund
rallied, as did the Warrior Priest,

“u With the artillery now able to fire,
+ Adam found he had-a choice of targets.
.- The Rocket Battery aimed at the large
+1 Beast Herd that had run down the
sHalherdiers to the south. The rockets

; a “struck home and the Beast Herd
Sang ?“d[qappmrﬂd in a cloud of acrid smoke.
“fhe Bray-shaman that had flown into the
'!-r‘hplrr' reinforcements in the previous
fagic phase now faced a fully loaded
Hislbl astar Volley Gun, which promplly
rnisfired! Luckily for the Empire, Adam
rolled a & on the Mislire lable, meaning
that all the barrels ifired before the war
i -machine finally exploded, The Bray-
. tshamian was lurned into a smaking pulp.

i E;ﬁ WHITE DWARF - COUNCIL OF WAR
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e Spawn of Morgbur cuns

Pelborg vs. the Shaggoth

Having survived the Shaggoth's furious attack in the last round, the
Reiksmarshal could not realistically survive another round of attacks. 5o
he bought his Runefang to bear and took the Shaggoth’s three remaining
wounds before the monster could raise its battleaxel Helborg's great
warhorse reared and the Reiksmarshal let out a victorious cry - the
Dragon Ogre was slain.




H Morghur's very presence caused the deaths of a nearby Beastman and three Bestigor,
and wounded a Minotaur. By the end of the Beastman Shooting phase there were five
Chaos Spawn on the board, all dangerously close to the Emperor.

B The Chaos Ogres killed the Swordmen’s front rank before the State Troopers could even
hit back. The remaining Empire soldiers fled, but the Ogres pursued and caught them,
overrunning into the flank of the Halberdiers.

: .. C The Flagellants were charged by the Beastlord’s herd from the rear. The zealots
" sacrificed one of their own to Hate the Beastmen, but the Baastlord scythed down four
of their number, leaving only one dispossessed madman left to fight!

ﬂﬂml Fled 3
) Heant Hend 4
i Beast Herd 5
0w |

? i i
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¥a



ssault on
The feisty Boar ...

H The Chaos Ogres Bﬁaﬁtmaﬂ turn 4
charged the Warrior
Priest, who decided to
flee rather than fight.

The Beastmen
charged through the
woods into the
regiment of
Spearmen. The Emplire
soldiers bravely
repulsed the attack
and sent the Herd
fleeing off the
battlefield.

The Flagellants

* literally threw
themselves against
the Beastlord’s Herd.
Though they were
wiped out in the
attempt, they did
manage to slay Andy's
Bray-shaman.

o D The Rocket Battery
took alm at the Ogres
and fired, but the
rocket veered north
and landed harmlessly
just in front of the
brutes.

e The Engineer

unleashed a pigeon
bomb at the Herd in
the northwest. The
witless bird exploded
on target but failed to
wound any of the
hardy Gors.

The Outriders fired at
the Chaos Hounds,
killing three with their
repeating
blackpowder
Weapons.

The Reiksguard
Knlghts moved onto
the battlefield via the
north road. Already
spying a likely target,
they made their way
past the east side of
the inn.




Cower Assault

The Minotaurs assaulted the tower, trying to take control of the
Emperor's Banner. Assaulting a building is a lot more difficult
than attacking in the open. Only three of the seven Minotaurs
could attack. Because the Greatswords were in control of the
Monument of Glory special feature they Hated the Minotaurs and
were able to re-roll their attacks. The combat ended in a draw; not
enough for the Minotaurs to take the watchtower.
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The final turns began with the Spawn of
i iMarghur dominating the arca between the
7 wwoods and the west side of the inn, The
Minotaurs assaulted the tower, ance more
determined to rout the Greatswords and
_ claim the Emperor’s banner. The Herd in
- the far south charged the lone unit of
4 Crsshowmen. The Chaos Hounds in the
cast swerved sharply to charge the
¢4, Outriders and a Spawn slithered forward
*m confront the terrified Engineer. The
& Chaos Ogres and the Beastlord’s Herd
formed a rough battle line across the south
- road and marched towards the inn.

s tsi e [n the Shooting phase, Morehur
owarped and twisted those on his own side
S mrve more (A). In the lower assaull, the

i Grealswords managed Lo repel the
L Minotaurs again (B The Outriders quickly

- despatched the Warhounds for no losses of

their own,

As the Eeiksguard rode further onto the
ricld they were joined by their Grand
tdaster and the Emperor's Herald, farming
an extremely powerful unit. The Mortar
and Great Cannon finally arrived onto the
battlefield to the south. With both Bray
shamans dead, the Empire Wizards began
to dominate the Magic phase (C) Andy
managed to save some dice to spitefully !
dispel the Warrior Priest's abilities as he
tried to heal Kurt Helborg,

& In the final turn of the game the Ogres
rallied from their earlier magically induced
“panic, The remaining chariol and Beasl
Herd in the north charged into the
Swaordsmen, the impact killing five,
Prespile the high casualties the Swordsmen
remained defiant, The Beastlord's Herd
“charged the cannon crew who downed
tools and fled from the tabletop. With one
last push, the Minotaurs finally broke the
" iGreatswords” hold of the tower by killing
& A7 eight of the bodyguards and taking it for
their cwn.
, 2.7 Seeing the loss of the inn, Karl Franz
it e across to his loyal Reiksguard who
* . moved forward ready to charge any who
dared to come close. Adam focussed his
&f' _ spells on the Chaos Ogres, who weathered
‘1;' Fonamerous sorcerous assaulls bul remained
% wi Fresolute, Andy wisely kept his dispel dice
;@ﬁi sand used them to nullify Adam’s final
%g* w attempl to heal the Emperor with the
: _?;__'- SWarrior Priest - this ensured thal the
S Beastmen were not denied valuahle
Victory Points for wounding the Empire
general. Adam’s last action of the game
: was to shoot at the Ogres with Qutriders.
%{;ﬂ Another brute was bought dovn, but once
Lt ¥ again the brutish Ogres refused to break.
;-} _».. The beasts retreated into the woods and so
i the battle ended in a bitter stalemate:

g
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H Morghur's corrupting influence killed a Minotaur, and yet another
Spawn appeared on the battlefield. The Bestigors lost another two of

their number, but we had run out of Spawn models (there were now

nine on the table), so no more could be placed]

B The Empire counter-assault was brutal, with the Greatswords causing
another five wounds on the Minotaurs who hit back, killing four more
of the Emperor's elites.

L

In turn 5 the Ogres lost four wounds in total from 5teal Soul and Wind
of Death, which finally caused the monsters to panic and flee south.

C

Karl franz vs the Spawn

The Spawn that had charged the Engineer caused a wound and won the
combat. The Engineer put his mechanical steed into top gear and fled 18"
away from the gibbering monster! Unfortunately for Adam, the Spawn
could now finish off Karl Franz, which would mean the day would belong
to Chaos. There was a hushed silence as the dice were thrown. All hits
were aimed at the Emperor himself. Andy scored 3 wounds, and the
Emperor's Armour Save only deflected one. Adam then rolled for his
Ward Save, needing two 4+ rolls to keep the Emperor alive. Rolling a
double 4, Adam was able to breathe again; with righteous vengeance the
Spawn was easily dealt with and the Emperor survived once again!




s himsell, but the protd
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The Redemption of
Dolpbus Pund

Dolphus Hund had stood by Kurt Helborg in
the early stages of the game, ready to
charge the Shaggoth, but had then fled and
had spent the rest of battle hidden behind
the courtyard walls, With Chaos Spawn now
clawing on the other side of the wall,
Dolphus chose this moment to atone for his
earlier shame. He leapt over the wall and set
about attacking the monstrosities, slaying
one in a decisive series of blows. The many
other Spawn began to surround him and
the Empire Captain was last seen hacking
away at the mutated creatures, fighting on
even when all seemed lost.
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Andy: That was close! Throughout the
pame both Adam and a variety of Design
Studio pundits were convinced the Beasts
would win the day. [, on the other hand,

foe-rippers!
This award has to go to
the Minotaurs, who kept

going “9525'5‘;"““ could see thal a plaver as experienced
ALY *] Greatswords despite with his army as Adam is with the Empire
3 stalwart opposition and i U : T
g, et of Hiale nisinbar could potentially pull something out of the
o Jaliic variiadl N0 & bag, and he nearly did, several limes.
i¢ " Chaos Spawn when Without killing the Emperor, | just couldn’t

# my hardest to get him, throwing pretty
much everything | had at him.

The closest | came to fulfilling the
scenario abjective was when one of the
many Chaos Spawn that Morghur had
created overran into Karl Franz and
inflicted three wounds upon him. If Adam
had failed just one Ward Save, the day
would have been resoundingly mine.

But he made them all, and the full
Victory Points bonus for killing Karl Franz
was denied me. Because of that, | had to
settle for a draw.

The pame almost went against me right
at the end, but it wasn't until we had
added up Viclory Points that we saw this.
I the last turen, | kepl my bvo Dispel Dice
in arder 1o stop Adam's Warrior Priest
healing Karl Franz back to full health. No
matter what spells were thrown at me, |
kept hold of those two dice like my life
depended on them. When Adam had
finally used all of his other spells and
had failed to draw those two little dice
from me, he used Healing Hand. And
| dispelled it — Franz remained

wounded, and -half of his Victony
Points were mine.
Another.point at which |

HE:‘.? - Morghur got too closel score enough Victory Points, though | tried
i
¢

Retum to the Derdstone

could have prasped defeal from the jaws of
victory was when the Greal Cannon and
Mortar appeared directly behind the Bray
Herd and my Beastlord and Wargor, The
Beastmen now found themselves
sandwiched botween the Qutriders and the
Knights on one side, and the artillery
behind, The only possible option was to
charge the Great Cannon crew, denying
them the enfilade they had lined up so
nicely. If I'd have been lured into charging
the Qutriders, they would have fled,
leaving the Knights a clear charge.
Fortunately, charging the Great Cannon
crew instead carried the Beastmen safely
away, but it was only possible because
they were Skirmishing under their Raiders
rule and could therefore charge in any
direction.

But, even ending in a draw, the game
was an incredible one, The highlight for
me came when the Minolaurs finally broke
the Greatswords., | knew they would take a
lot of punishment assaulting the building,
50 il was a huge reliel when they finally
swepl the enemy away, rushed up the
tover and did something unspeakable on
the Emperor's personal colours.

Coolest of all was the fact that the
“historical refight” turned out pretty much
as it did in the background. In the opening
of the scenario it states that the Emperor's
hodyguard of Greatswords were
slaughtered to a man defending the
Emperor’s banner, and that Karl Franz led a
glorious counter charge that saw off the
Beastrnen. As more of the Emperor’s army
arrived this is exactly what we imagined
would have happened next

If T was a Beastlord...

Adam: Andy’s plan went pretty
well, but I'd have done a few
things differently. First and
foremost I'd have taken more
Shamans. | was pleasantly
surprised to only be facing two
lower level Wizards in the Magic
phase and | think this cost Andy
dearly. Several times his units
ended up tripping over each
other for lack of room, so
having a few less Dragon Ogres
and a couple of Level 4 Bray-
Shamans would have been the
way to go.I'm glad he didn't
though, because I'd have
probably lost.
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Adam: Darmn Morghur, and his foul kind!
Damn him to the darkest cormners of the
- Drakwald! That constant stream of Chaos
Spawn were more than | could deal with,
and very nearly inflicted an embarrassing
defeat on me. Kudos to Andy, to be fair -
only some last-minute magical blasting
from my Amethyst Wizard, and a less-than-
courageous withdrawal by my key
characters saved me from a crushing loss,
So where did it go wrong? Well, |

cotld blame it on Hubert for not
generating “Doom and Darkness”, but he
was actually my saving grace, successfully
unleashing spell after spell onto the
Beastmen. Mo, it went wrong when | used
all my clever tricks on Andy in the playtest
games earlier. Not only that, but he
adapted his plan accordingly. He screened
dorghur beautifully, so as to prevent Karl
Franz from leaping in and smashing him
apart with Ghal Maraz (a plan | had been
arrogantly proclaiming | would execute
prior o the game)l, He blocked off one of
my road enlrances quile successfully, loo,
and he made some lremendously good
charges with his unils, especially the
Chariols. Nope, this wasn't really a battle
of terrible mistakes on my parl - rather a

call *

oy

¥

catalogue of things that Andy did right.

What else is there to say really? Well, |
was enormously pleased to land a hit
squarely onto one of the Beast Herds with
the Helstorm, and to blast the Shaman to
bits with the Helblaster. War machines
often struggle in scenarios such as this,
with their depleted lines of sight and the
fact they lose at least a whole W Lo
movement (aften more, like with the
cannon and mortar), Both managed to
inflict a pretty decent toll on'the enemy,
especially the Helblaster that exploded in
comedy fashion, blasting the Shaman into
next week before doing so.

Oine of the best things about the way
this Battle Report ended was the fact that it
continued to tell a story. With the
Reiksguard Knights rallied up and ready to
charge, | was finally in a position where |
could wreak some revenge on the
Beastmen. Karl Franz was safely out of
harm’s way and | had enough of an army
left tor really give Andy a run for his
maoney. Sulfice o say that the devious and
petly altempl by the Dark Gods Lo
assassinale the Emperor Karl Frane has
failed! The Nemesis Crown will belang 1o
the Empire, mark my words!

“ Damn Morghur, and his foul
kind! Damn him to the darkest

corners of the Drakwald!

7

If 1 was the Emperor...

units in right behind them.

Andy: What would | have done differently in Adam's place? Not much - he’s a
consummate Empire general, and he was at the mercy of his army coming on
piecemeal. Perhaps his only mistake was leaving space behind the Flagellants
and Swordsmen when they came on, allowing me to bring my Ambushing

i

Pero of the Pour

It always helps when you
don't blow yourself up
when casting magic, but
even so this fellow was
frankly amazing. His
torrent of spells was
simply staggering, made
even more effective with
the Rod of Power. Not
only that, but he was the
most suave looking
gentleman on the
battlefield.
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FIGHT FOR THE GREATEST PRIZL
IN THE OLD WORLD'S HISTORY

throughout the Old World and beyond,

rumours have spread thal a greal prize,
an arcane artefact of unlold power, has
been unearthed deep in the Great Forest
of the Empire. It is said thal the relic — an
ancienl Dwarf heirloom - remains
unclaimed, and now nations and races
from all over the world are mustering
their forces to enter the Great Forest
south of the Middle Mountains.

It is now time to call your force to

arms and ready yourself for an epic

E n taverns, inns and meeling places

Website Features

» Campaign background

e Interactive war-room
and map

* Useful downloads

* Weekly hobby articles

* Delails of local, in-store
summer events

* Army storylines and
results updated weekly

* Personal statistics and
leaderboards

campaign where you will aid your faction
in the search for the artefact, the fabled
Nemesis Crown,

Signing up for the campaign couldn’t
be easier. Go online and log on to
nemesis.games-workshop.com and follow
our simple registration process. You will
then be given a unique code that will
activate your free account. Once you have
an account you will be able to access
special areas of the wehsite and post your
results to influence the campaign and help
your faction win the ultimate prize.

The campaign lakes place deep in the Great Forest.
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Special Events

All Games Warkshop
Hobhy Centres and
many independent
stores will be running
hattles and other evenls
over the duration of the
campaign. Ask your
local Hobby Centre staffl
fior details,

New Releases

There are loads of brand
new Citadel miniatures
COHMINg your way,
including the fantastic
new Empire Flagellants
kil. (See page ),

Timeline

16/05/07

Woebsite goes live with
ongoing weekly updates

25,/06/07
Registration begins

27/06/07
Six weeks of franlic
£AMINE COMMENCEs

50807
Campaign ends

10/08/07
Resulls posted

NEMESIS.CAMES -
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DRAGONS OF
MIDDLE-EARTH

For thousands of years they have dwelled in the dark places of the
world, and now the Dragons are here! Donning suitably fireproof attire,
Mat Ward goes in search of the secrets of these deathless draconics

6d  WHITE DWARF  DREAGOMNS OF sMIDDLE EARTH



here some creatures, such as the

Balrog, endure only in legends of

certain races, Dragons are
regarded as despoilers across all Middle-
earth. The existence of Dragons is nol
known only to the ancient races of Elves
and Dwarves, and nor does it cease at the
borders of Gondor and Rohan.

Dragons are talked of even in the
isolated and parochial Shire — albeit in a
fanciful and disbelieving sense. Terrible
places are compared to “Dragon’s Dens”
and some Hobbils are described as brave
enough to “jump down a Dragon’s throat”.
Even in this, the quietest cormner of Middle-

Ligle
s

earth, Dragons have made a lasting encugh
impression, one that stands in testament Lo
the evils they have wrought.

It is true that most Dragons have been
forpotten, their names lost in the mists of
lime. Even so, the fates of several terrible
beasls have been preserved by the evils of
their deeds. Gandalf talks to Frodo of
Ancalagon the Black, a mighty Dragon of
yore whose fire was even powerful enough
Lo consurme the lesser Rings of Power.
Théoden gifts Merry a horn taken from the
hoard of Scatha the Warm, anather great
Dragon wha could hoast the destruction of
at least ane Dward hold, Of course, most
famaous of all the Dragons Lo terrorise
Middle-garth is Smaug, despoiler of Erebor
and ruination of Durin’s Folk,

Physically, individual Dragons can vary
to an enormous degree. The most
dangerous are winged, able to travel
several leagues in one beat of their leathery
wings, whilst others must rely on their legs
for locomotion. Though all have thick,
scaly hides, the colour can vary
enormously, from brilliant reds and golden
oranges through to sepulchral greys and
midnight blues. These colours have no
bearing an the abilities of the Dragon, but
do serve to dislinguish one draconic tyrant
from anather,

Dragons are huge and savage creatures,
able 1o crush armour and bone as
unthinkingly as a Man would snap a twig.
This formidable might is often coupled
with the ability to breathe greal gouls of
flame, or a beguiling nature as enrapluring
as the darkest of magics. [ragons are
almaost impossible to dominate, ar even
reason with, for their ferocious strength is
invariably wedded to a keen intelligence,
the egual of any loremaster of the wise.
Dragons do what they wish, when they
wish Lo do il - only a dire threat can stay a
[}ragon from ils goal. As such, Dragons are
perhaps not truly evil, but rather utterly
amaoral. In vigour and wisdom Dragons are
as high above Men as the Men are above
cattle — Dragons are predators, and all in
the world are their prey.

www.games-workshop.co.uk/khazaddum
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The Ol Mind Trick

The absolute hest way to
nail an enemy Dragon is
with Gandali (or possibly
Saruman). If you can gel
past the Dragon’s magical
resistance with an
Immuhilise, you can then
surround and overwhelm
it. Even if the Dragon
doesn't expire on the
spot, vou might be able
to gel it to flee,

WHITE DWARF [

| PR 1 L 1= '

Dragon Points Value: 250
F S D A W C M/W/F
712+ Fi 7 4 7 4 3 L3 F:
Wyrms of Legend
A Dragon may have lwo of the following
abilities at additional cost:
Breathe Fire . .. 30 points Wirmtongue . 50 paints

Towgh Hide . Al pesirils

Sudden death

A quick glance at the Dragon’s profile is
enough to sot the heart apace. 1L has all the
ruthless combat ability of a Mordor Trell,
and then some. Not enly does a Dragon
fight like a tiger (albeit a much bigger,
mare ferocious tiger) it is Resistant 1o
Magic, causes Terror, reduces enemy
Courage, and charpes as if it were a
dMonstrous Mount; nol bad at all for a mere
250 points. That said, the Dragon does
came with a slight downside. Being
ancient creatures, Dragons are loathe to
throw their lives away in battle and so
each time one suffers a wound, they must
pass a Courage lest or flee. This may sound
prablematic, but | assure you it's not
Courage 4 and 3 Will points makes failure
af at least a few tosts very unlikely. Besides,
your enemy’s gat to wound the Dragon
firsl. Al Defence 7, that's not sa easy, and
af course you're going to make that a bit
harder by being cunning.

F MIDDLE-EAETH

Choosing a victim

Much like Gilavhar and Mordor Tralls,
getting the most oul of a Dragon is reliant
on picking the right targel to attack: in this
case, Warriars, With lols of Attacks and a
high Strength, the Dragon can chew its
way through an army if given the chance,
but you've got 1o maintain momentumn, and
this means choosing targets that vou can
kill. Such is the size of the Dragon's base
that it can normally charge at least two
maodels, and such is its power that it will
reliahly kill any Warrior other than an Ent
in a single wrn. Just beware of Heroes!
Even though the Dragon's Fight value is
superior to that of all but Elven Heroes,
one unlucky turn is enough for Aragorn,
Imrahil or Dain to land several wounding
blaws and force those incredibly
unwelcome Courage tests,

Have wings, will travel

You don't have to upgrade your Dragon,
but | doubt that anyone reading this article
is going to pass up the chance to have their




scaly beastie do even more damage. Well,
are you? | thought not.

Drapons come with four options: Fly,
Breathe Fire, Wyrmlongue and Tough Hide.
Only two can be selected, capping vour
Pragon’s points cost al 350, so ils worth
giving thought to the abilities you'll get the
best use out of,

For me, a winged Dragon is all but
essential — it's effectively a license 1o go
wherever you want. A Dragon that flies can
hit hard and withdraw out of counterattack
range before the enemy can react. It's a bit
like having a Nazgdl on a Fell Beast really,
a rock-hard and unstoppable one. The
classic ability to pair up with wings is
Breathe Fire. We've got real dragon-fire in
The Lord of the Rings — not the apologetic
stuff like in other games. If a Dragon
breathes fire on vou in Middle-earth, vou
iand the six or so puys next to yvou) burst
into flames, run arcund for a bit and then
die = no hall measures. As such, this is an
cplion for the true-pyromaniac, or at least a
gamer with pyromaniac lehdencies who's
got some cavalry in his army, and would
love to make the enemy spread out a bit. [f
the anemy hasn’t spread out, they will the
first time you gleefully shout
“Whaooomph!™ and start ralling o wound
against a 3" section of his battle line.

Mind over matter?

The remaining two options: VWyrmtongue
and Tough Hide, are respectively there for
those with subtlety, and those without,
Wyrmtongue allows the Dragon to cast
spells at the enemy - specifically, Transfix,
Compel and Sap Will. This little combo
allows you to unleash your Dragons on
enemy Heroes — unsurprisingly, a
Transfixed Hero in combat with a Dragan

Ignorance is Bliss

For a more challenging approach, try
to slow the Dragon down by feeding it
ane Warrior at a time, no more, no
less. Whilst it's slowly devouring your
willing volunteers, you can
concentrate on dismantling the rest of
the enemy army and force Courage
tests for the force being broken.

is not long for the waorld, Tough Hide, on
the other hand, is there to improve vour
combat odds the old-fashioned way:
making you harder to hurt, Two extra
Wounds is nice, but +2 Defence is oven
nicer, giving you extra protection against
those aforementioned Courage tests,

So, in summary, what kind of army
does a Dragon suit best? Truth is, it's pretry
good in any army. Its combination of
muscle, lirepower and speed make it a
perfect addition o Maria Goblins,
Fasterlings, Ores, Spectres, Spiders, Warg
Riders... you gel the idea. The only real
condition is 1o make sure the rest of vour
army can't easily be squashed by bowfire,
The Dragon’s might will be for nothing if
the rest of his army runs away.

Elven Steel

Many Elven Heroes can
fight a Dragon on equal
terms, and most have a
sufficiently high Courage
that they’'ll do so without
hesitation. If you really
want the job done, iny

in Gil-galad. Not only do
he have a Fight value of 9,
but his magic spearcan =
easily penetrate even
Dragon hide.

www.games-workshop.co.uk/khazaddum



DeEEPWOOD DRAGONS

Main Contingent:
Dol Guldur

i 1 Spider Queen
75 puoints
8 25 wild War
200 points
€ 5 Giant Spiders
100 points
ﬂ 2 Baf Swarms
70 points

Allied Contingent:

Monsters of
Middle-carth

300 points

Total: 745 poi
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DRAGONS 2 EAsT.

The choice of Dragon to work: alongside
this army is a difficult one. Easterlings lack
for artillery, and a fire<hreathing reptile is a
good substitute, On the other hand, the
golden legions also suffer from having no
wizards af their own, Which 1o choose?
I've gone for a flying, fire-breathing
Dragaon, because the resultant large-scale
destruction really appeals 1o me.

You'll notice that this army is relatively
compact al a mere 34 models, bul every
model in the army can take a pounding.
Easterlings and Dragons make for'a nice

combination; the Dragon deals with enemy

archers, allowing the Easterling spear
formations to go relatively unmolested as
they close with the enemy.

Far best results, try to think of your
army not as 34 models, but rather three
large models: the Dragon, and two
Easterling phalanxes. On a board with

dense terrain, use vour phalanxes o
control choke points while the Dragon
flanks the enemy - few armies can survive
being caught between pikes and a raging
monster. On more open ground, keep the
Easterlings logether, the better Lo fend off
enamy cavalry,

This army does best against the twa
extremes, Hordes of military detritus, such
as Habhbits, can’t really touch it as
everything has high Defence and Fight
values. At the other end of the scale, Elves
and Dwarves lack the numbers to counter
the advantage a Dragon brings. This is by
no means an easy match to win, but does
favour the Evil plaver. Where this force
suffers is against the middling armies, such
as Gondor and Rahan, who have both high
Defence values and relatively inexpensive
troops. As a rule, you can expect to be
outnumbered two to one in such a match.

Main Contingent:
The Easterlings

[ 1] Easterling Caplain
with Easterling halberd
35 points

€} Easterling Captain
with Eagterling halberd
55 points

€) 16 Easterlings

fr wilh shields and 10

with shields and spears
148 points

015 Easterlings
5 with shields and 10
with shields and spears

140 points

Allied Contingent:

Monsters of
Middle-earth

B Dragon

with Flv and Breathe Firg
350 points

Total: 748 points
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PAINTING YOUR DRAGON

A Dragon model instantly becomes the centrepiece of any Evil force, so
here are some tips for painting your very own winged horror.

The claws and horns wore
] Srarched Brown,
highlighted with &
i iy af Secarehioed
Breveen and Bleached Bone,
Increasing amounis of
Blgzched Bone were added
I e ik for @ach
scihmegient igh

The eyes were fasecoated
with Broneed Flesh, and
highlighted with Bleached
Bane. A few glazes af Yellow
Treke ackded a glnasy sheen,
Finally, a diod of Skoll White
was aprliod s a highligh,

Painting Scales

i ther inelivicfeal scsiles
T Koed Giore, You may

2arT need .""."l-"'.'l':!.l cadn o
f M AN even Cavenng.

Hegin by apphin
hasecoat mixe
parts Red Gore ho an
Liche Purpie.

Apply a finer highlight of
Blazing Crange araumnd the
vl of P sealas,

Paind @ fayer of Bianed.
v il Kool grocnd dhe
outer eelpe of each scale as

Frery Chrarnge,

WHITF IDWARF IRAGEISS CHF M E-EARTH

Highlight the sharpest edpes
af the mast prominent scales
with a very fine laver of




The wing membrane was paimted
in exactly the same colours as the
scales, but make use af the
drybrishing fechnigue.

The fnngie was hasscriled with @
e of Clanos Black andd Red Gore,
to which Bleached Bone was
acded for subsequent highlights,
The final highlight is a mix of
Bleached Barne and Red Gare.

Colour Variants

We asked Mark Bedford of
Forge World fame to paint
us a Dragon in an
alternative colour scheme.,
This green-scaled beast
uses a naturalistic palette,
and is based on pictures of
real-world reptiles. The
colours below were used
on the scales, using the
same technigues as the
red Dragon.

Base Coat

75% Catachan
Green, 25%,
Scorched Browi.

Highlight 1
Catachan Cireen

Highlight 2

Fi% Catachan

i 25%
Kommaide Khaki,

Highlight 3
S0% Cadachar
Cireei, 50%

Kommando Khaki,

www. games-workshop.co.uk/kharaddum




| SONS OF

ANGUINI

In the concluding part of our Blood Angels Codex, we present the complete army
list for this ferocious and proud First Founding Chapter and their Successors.
Everything you need to plan and choose your army is contained herein.

| WAR

/40,000,




list that will allow you to field a

Blood Angels Space Marine army, or
one of their Successor chapters, and fight
battles with it in your games of
Warhammer 40,000.

The army list allows yvou Lo pick an
army based on the troops thal could be
fielded by a Blood Angels Baltle Campany,
with attached support drawn from ather
Companies in the Chapter. The Blood
Angels excel at close quarter fighting, and
in order to reflect this we have placed a
special emphasis on the assault troops
included in the army.

Befare vou choose an army you will
need to agree with your opponent upon a
mission and the total number of points
each of you will spend, Then you can pick
vour army as described below.

ThE following pages contain an army

Using a Force Organisation Chart
The army lists are used in conjunction with
the force organisalion charl from a mission.
Each charl is split into five categaries that
correspond to the sections in the army list,
and each categary has ane ar more boxes.
Fach box indicates that vou may make one
choice from that section of the armyv list,
while a dark-toned box indicates a
compulsory selection. We've included the
chart used with Standard Missions for your
reference, below,

Missions and points

These army lists are primarily designed for
use with the Combat Patrol and Standard
Missions from the Warhammer 40,000
rulehook. They may also be used with any
other missions that use the Force
Crrpanisation charts, bul please nole that
play balance may be alfected i they are
used for anything other than a Combat
Patrol or Standard Mission,

The Mission yvou decide to play will
determine what (if any) restrictions apply to
picking your army, See the Combat Patral
ar Standard Missions sections of the
Warhammer 40,000 rulebook for details of
the restrictions that apply.

Using the Army List

Onee you have picked the mission vou
will play and the size of the forces being
used, vou are ready to pick vour army.,
Look in the relevant section of the army sl
and decide what unit you wanl 1o have in
your army, and what upgrades vou want {if
anv). Any uperades thal are laken must be
showwn on the model. Once this is done
subtract the points value of the unit from
vour total points, and then make another
choice, Continue doing this until you have
spent all of vour points. Then vou are
ready to do baltle!

Arm}f List Entries

Each entry in the army list represents a
different unit that vou can use in a hattle.
Fach unit entry in the army list is split into
seven sections:

Linit Profile: Each unit entry includes the
name of the unit, the profile of any models
the unit can include, and the points cost of
the unit without any upgrades.

LUinit Composition: Where applicable, this
entry lists the number and tvpe of maodels
that make up the basic unil.

Linit Tepe: This entry refers 1o the
Warhammer 40,000 Unit Tyvpe rules
chapter. For example, a unit might be
Infantry, Yehicle or Jump Infantry, and be
subject 1o a number of special rules.

Wargear: This entry details the equipment
the models in the unit carry. The cost for
all of these madels and their equipment is
included in the points cost for the unit.

Special Rules: Any special rules that apply
tor the unit are listed here, Descriplions can
be found in the previous issue, or the
Universal Special Rules section of the
Warhammer 40,000 ruleboaok.

Oplions: This section lists all of the
upgrades vou may add 1o the unit if you
wish to do so. If a model is equipped with
something listed in the Uinit Upgrades
section then vou must pay the points for i,
and comversely vou may not take an
upgrade unless a madel in the unit actually
has it.

fransport: This last entry refers to any
transport vehicles the unit may take. These
have their own entry in the army list.

Designer’s Nute

You will notice that
several squads in the
Blood Angels army
cost more peints than
their counterparts
from other Space
Marine Codexes. This
extra cost covers the
points required for the
Death Company
maodels the squad will
allow you to take. For
example, choosing a
Tactical Squad allows
you to take one Death
Company model, and
so the cost of the
Death Company model
is included in the cost
of the Tactical Squad.
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STANDARD MISSIONS

COMPULSORY
1 HO)
2 Troops

1 HG
4 Troops
3 Elites

DPTIDNAL

OFTIONAL
3 Fast Attack
3 Heavy Support
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DANTE, LORD OF THE BLOOD ANGELS

WSESSTWIhLdS\r

.

* Anarmy can
cnly include
one Cammander

Dante 6 544 3 5 4102+
Unit Type: Wargear:
+ Jump Infantry. * Frag prenades,
krak grenades.
Individual: Perdition pistel.

The Axe Mortalis.
Death Mask of
Sanguinius,

Dante. s Jurmp pack.
* Artificer armour,
* |ron halo.,
MEPHISTON LORD OF DEATH
WSBS ST W | ALd Sv
Mephiston & 5 5 3 3 6 4 10 2+
Unit Type: Wa.rgl:ar
* [nfantry. * Frag grenades.
* Krak grenades.
Individual: ¢ Plasma pistol.
o Anarmy can ¢ Force wedpon.
anly include one * Psychic hood,
Mephiston, * Artificer armour,

LEMARTES, GUARDIAN OF THE LOST

Lemares

* Unit Type:

& ;I;.:ldf'.-'idua.l:
X
i

Lemartes.,

WSBS ST W | A Ld Sy

5 5 4 4

3 5

* Jump Infantry.
#

* Anarmy can
only include
ane Chaplain

Wargear:

Frag grenades.
Krak grenades.
Bolt pistal.

Crozius Arcanum,

Rosarius.
Death dask,
Poweer armour,
Jump pack.

_ BROTHER CORBULO

. Corbula

. Unit Type:
¢ » ‘[pfantry.

P i Individual:

L e An army can
only include one
Brother Corbulo.

E SAMGUINILS ¢

WSBS S T W I

—
A Ld Sv |

3 544 3 5 310 .'§+‘

Wargear:

Frag grenades.
Krak grenades.
Bolt pistal.
Chainsword.
Exsanguinator,
The Red Grail.
Power armour,

310 .'5+J

200 POINTS.

Options:

# |f Drante is in the army, the Standard
Bearer in one Honour Guard may replace
his Company Standard with the Blood
Angels Chapler Banner for +15 points.

Special Rules:

* [earless.

* Independent Characler.
* Riles Of Battle.

Unit Type:
* Infantry.

Options:
+ Mone.

Special Rules:

+ Fearless,

+ Independent Character.
» Lord of Death.

* Feel Mo Pain.

Psychic Powers

* Wings of Sanguinius.
= tdight Of Heroes,

s Transfixing Gaze.

Options:
« None.

Special Rules:

* [ndependent Character.
* Honour of the Chapter.
¢ Litanies of Hate.

Options:
= Mone.

100 POINTS i{

Special Rules
+ And They Shall Know No Fear,
* |ndependent Character.



TYCHO, CAPTAIN OF THE 3RD COMPANY L

WSBSS T W ALdSy |
[Cpt. Tycho 5 5 4 4 3 5 310 2+ |
L P O S SN PU S bty SR SR
Unit Type: Wargear:

¢ [nfantry. e [rag grenades,

s Krak grenades.
Individual: = Haolt pistol.
= Ap army can = [ron halo.
only include * Combi-weapon
one Captain Ibolter/meltagun).
lycha. *  Artificer armour.

CHAPLAIN = 1o»oNi g

——
WSBS ST W I AlLd Sy
LChapfdirl 5 544 2 57393+
Unil Type: Wargear:
s |nfantry. * Frag grenades.
* Krak grenades.
5pr.-r|al Rules: = Holt pistal.
Honour OFf The * Rosarius.
Chapter. * Crozius Arcanum.
* Independent *  Power armour,
Character.

s |itanies of Hate.

LIBRARIAN

B WSBSS TW I AlLdSy |
|Libarian 5 5 44 2 53 9 3+ |
UInil Type: Wargear:
= Infantry, + Frag grenades.
+ Krak grenades.

Spe-:lal Rules: * Balt pistol.

And They Shall * Force weapan.

Know No Fear. + Peychic hood.
+ Independent + Power armour.

Character,

Options:
s None,

Special Rules:

s And They Shall Know Mo Fear,
* Preferred Enemy: Orks.

* Independent Character.

» Rites of Battle.

Dptmns*

* Replace bolt pistal with a plasma pistol
for +15 points.

Take a storm bolter for +5 points, a combi-
flamer, combi-plasma gun or combi-
meltagun for +10 points, or power fist for
+25 paoints.

Take meltabombs for +5 points.

Take a jump pack for +20 points or Space
Marine bike for +30 paoints.

Replace all other wargear with Terminator
armour, storm bolter, Rosarius and Crozius
Arcanum for +25 points,

120 POINTS JE £

Dplmns
* Replace boll pistol with a plasma pistol far
+15 points.

* Take a storm bolter for +5 points, or a
combi-flamer, combi-plasma gun or %,
combi-meltagun for +10 points.

* Take meltabombs for +5 points.

* Take a Space Marine bike for +30 pmnts
* Replace all other wargear with Terminator
armaour, storm bolter, force weapon and

psychic hood for +25 points,

Psychic Powers:
* Wings of Sanguinius.
* Might of Heroes,

Blood Angels Organisation

As in all Space Marine chapters most non-combatant
roles are performed by Servitors and human serfs as
Space Marines are a far too rare and important
commodity to be used for such mundane tasks.
However, there are Space Marines whose primary role is
not necessarily a battlefield one, such as the Librarians
and Techmarines. In addition, The Blood Angels

headquarters staff includes a number of ranks not
found in other Space Marine chapters, which reflect the
unigue nature and character of the Blood Angels army.
These include the Sanguinary Priests who perform the
rituals when new recruits are drawn into the Chapter,
and the Curators or Guardians who protect the
Chapter's holy relics such as the Shroud of Sanguinius.
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COMPANY CAPTAIN
[ wsBSSTW 1 AlLdsv|
|Captain 5 5 44 3 5 3103+ |
R S S S D S S S
Unit Type:
* Infantry.

Wargear:

Frag grenacdes.
krak grenades,
Bolt pistal.
Chainsword.
Iron hala.
Power armour.

HONOUR GUARD

Oplions:

Replace bol pistal with a plasma pistol for
+13 paints,

+ Replace chainsward with a power weapon
far +15 points, a power fist or single
lightning claw for +25 points, a pair of
lightning claws for +30 points, or a
thunder harmmer for +30 points.

+ Take a storm bolter for +5 points, or a
combi-flamer, combi-plasma gun or
combi-meltagun for +10 points,

* Take meltabombs for +5 points,

* Take a jump pack for +20 points.

* Replace all other wargear with Terminator
armaour, plus one of the following weapon
options, for +25 points: slerm boller and
power fist or power sword, a pair af
lightning claws, or a thunder hammer &
storm shield.

Special Rules:

+ And They Shall Know No Fear.
* [ndependent Character,

+ Rites O Battle.

125 POINTS iF

A Blood Angels army may include one Honour Guard for each Independent Character that it
includes. The Honour Guard does not use up any Force Organisation chart selections, buf is

otherwise trealed as a separate HO) unit,

[ WSHSSTWIALI:ISV'
Veteran 4 4 44 1 4 2 9 34 |
e )
Linit Composition: Wargear:
* 5 Veteran Space + Frag grenades.
Marines. + Krak grenades.
: + Bolt pistol.
Linit Type: + Bolter or

chainsword.

- b * PU'\."\."E'F Al FTCELIT.

Special Rules:

+ And They Shall
Know Mo Fear.

Transporl:
s An Haonour Guard squad without jump
packs may select a Drop Pod, Blood

dedicated transport vehicle (see pi4
for points cost).

L

Options:

s Entire squad may be given jump packs for
+25 points.

s Up to two Veterans may replace their boll
pistol with a plasma pistal for +15 points
each.

*« Up to twe Velerans may replace their
bolter or chainsword with a power
weapon [or +135 paints each, or with a
power (isl far +25 points cach.

* Up o wo Velerans may replace their
bolter or chainsword with a flamer for +5
points each, meltagun for +10 points
cach, or plasma gun for +13 points each.

* One Vieteran may be upgraded to a
Sanguinary Priest with an Exsanguinator
for +20 points.

« (Jne Veteran may be upgraded to a Tech-
Adept, replacing their power armour with
artificer armour and their chainsword or
bolter with a power weapon, for +20
points. Tech-Adepts have the Blessing of
the Ormnissiah special rule,

* One Veteran may be upgraded 1o a
Standard Bearer carrying a Company
Standard for +10 points,

+ One Veteran may be upgraded to a
Company Champion, replacing his
chainsward ar balter with a power
wiapon and combat shield for +25 points.

+ Any Vieteran may have meltabombs for +5
points per model.
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& ELITES =

DEATH COMPANY NO POINTS e

A Blood Angels army may include up to one Death Campany unrit. The Death Company does
not use up any farce arganisation chart selections, but is otherwise treated as a separate Elites
i, Note that the number of models in the unit is determined by the number of squads in the
army, as described in the Unit Composifion entry below:. It does not matter how many models
are in these sguads; each allows vou fo take one Death Company Marine. You don't have to
take all {indeed any) of the Death Company you are entitled to if vou don’t want to. Ten-man
sguads that split into Combat sguads entitle vou to one Death Company model, not two.

Oplions:
* You may lake additional Death Company
models if vou wish, as long as the total

: WSBS S T W I ALd Sv|
| Death |
| Company 4 4. 44 1 42 9 3+ |

, | number of madels in the unit doesn’l I
Ti= ERTI AL N exceed 10, Each additional madel that Designer’s Bty

Unit Composition: you take cosls +30 poinls, Note o
* 1 [Death Company maodel for cach of the * The entire squad may be given jump Pl b o Thg ik
following units included in the army: packs for 43 paints per model. DE::I_' Pt At
- Honour Guard. s s uFim z-d sEEete

- Terminator Sguad. Transport: with I:r fl;sﬁs s TR

Weteran Assault Squad. A Death Company with ten or fewer models e §
Assault Squad. that does not have jump packs may select a p:wa::iweap:::: b preabip
- Tactical Squad. Blood Angels Rhing or a Drop Pod as a Shou cr.tlurll miie ‘T
- Devastator Squad. dedicated transport vehicle (see phd for S e g i
points cost) fDMhnt s et
Unit Type: Wargear: — AN W e H A
* Infantry. * Frag grenades. Special Rules: tc':"t all Death h 4 gL :.-:'
» Krak grenades, s [earless, RE:I“dI?:wa::;:ks“E Y
= Boll pistal, + Tegl No Pain, thg K A

* Boller or * Furious Charge, ma;e :“ "IH Ef "

chainsword. * Black Rape. g for e Soax

* Power armour,

TERMINATOR SQUAD 200 POINTS e g

——————————————————————— - it
: WSHSS TW I Aid sy | Dtloss. . _ :
ferminator 4 4 4 4 1 4 2 9 24 | = Any Terminator model may replace its
:_ | power fist with a chainfist for +5 points J
_______________________ per model. 3=
Unit Composition: Wargear:
+ | Terminator + Storm bolter, In addition, you can choose to either have;
Sergeant. * Power fist = All models replace their usual weapons
+ 4 Terrninators. (Sergeant has with either a pair of lightning claws, or a
power sword]. thunder hammer and storm shield, for no
Unit Type: * Terminator additional points cost;
* |nfantry. Armaour. Or
* (One Terminator may take a Cyclone
missile launcher for +20 points, or replace
1 his storm bolter with a heavy flamer {(+5

! Transporl: [ paints), or an assault cannon (+30 points).
| = Terminators may select a Drop Pod as |
: a dedicated transporl vehicle (see pdd | Special Rules
| far poinls cost). [ * And They Shall Know No Fear,
P SN T S B ! * [Deep Strike.

The First Company

Of the ten Companies comprising the Chapter, the 1st equipped as Terminators, Blood Angels Veterans fight as
Company is invariably the most powerful, consisting Assault Squads, rather than Tactical Squads like other
entirely of veteran troeps. This company is the only one chapters. However they are deployed, Bloed Angels

to use the treasured Tactical Dreadnought suits, fighting Veterans excel at close-gquarter fighting, and form units
as Terminators upon the field of battle. When not of hard-hitting shock troops.




& ELITES =

FURIOSO DREADNOUGHT 100 POINTS pe-

WSBSS1 A F 5 R
4 4 6 4 2(3) 121210

Furinso
|

Unit Type:
* Walker,

Wargl:ar
Two Dreadnought close combat weapons,
one with built-in storm balter and one
with buill-in meltagun.

s Smoke launchers.

o s o R, B o e e
2 g :

g ey i e

s i e W T £

* Searchlight,

i

itiife DREADNOUGHT

% [ wwssiA Fsk
| Dreadnought 4 4 6 4 2 121210 |

Unit Type:
+ Walker,

Wargear:

* Assault cannon,

* Dreadnought close combat weapan iwith
built-in storm balter),

+« Smoke launchers.

« Searchlight.

TECHMARINES

{)pﬂﬂns
* Lpgrade to a Venerable Furioso
[Mreadnought for +20 points,

* Upgrade to a Death Company
Dreadnought for +25 points.

» Replace storm bolter with heavy flamer far
+5 points,

» Take extra armour for +15 points.

Transpaort:

* A Furioso Dreadnought may select a Drop
Pod as a dedicated transport (see page 84
for points cosls),

Dptlons
s Lpgrade to a Venerable Dreadnought for
+20 points,

» Replace Dreadnought close combat
weapon with missile launcher for +10
paints,

» Replace storm bolter with heavy flamer for
+5 points.

» Replace assault cannon with a multi-
melta, plasma cannon or win-linked
autocannon at no additional cost, ar with
a twin-linked lascannon for +20 points.

e Take extra armour for +15 points,

Transport:

* A Dreadnought may select a Drop Pod as
a dedicaled (ransport {(sec page 84 for
[Hinls cosls),

75 POINTS i{:

A- Binod Angels army may include one Techmarine for cach vehicle chosen from the Elites or
‘Heavy Support sections of the army list (not counting dedicated transportsi. The Techmarine
* does not use up amy force organisation chart selections, but is otherwise treated as a separate

' Elifes unit.

WS BS S
Techmarine 4 4 4
Servilor 4 4 3

TR
TWI1 ALdSy |
4 2 4 2 9 24 |
31 31 9 44 |

 Unit Type:
‘s [nfantry.

. Wargear:

= Artificer armour.
‘= Boltgun or bolt
& pistol.

~® Frag grenades.

% L Krak grenades.

. Power weapan,

"= Servo-arm,

OF SANGUINIUS |~ & ¢

Special Rules:

* And They Shall
Knowe Mo Fear.

* Blessing of the
Cimnissiah.

Options:

+ Replace bolt pistol with a plasma pistol for
+15 points,

+ Replace servo-arm with a servo-harness
far +25 points,

+ The Techmarine may be accompanied by
up Lo four Servitors armed with a servo-
arm and close combat weapon for +25
poinls per model. Any servitor may
replace its servo-arm with a heavy bolter
or multi-melta for free, or a plasma
cannaon for +10 points per model.

Transport:

* May select a Drop Pod, Blood Angels
Khino or Razorback as a dedicated
transport vehicle (see pB4 for points cost),



H ELITES d

VETERAN ASSAULT SQUAD

150 POINTS i{;

* The squad may include up to five
additional Veterans for +25 points each.

WSBSST W | Aldsy| Options:
Veteran 4 4 44 1 4 2 9 3+
Unit Composition: Wargear:

» 5 Veteran Space

Frag grenaces.

Marines, + Krak grenades,
= Bolt pistal.
Unit Type: + Bolter or
* |ump [nfantry. chainsword.
* Power armour.
-

Jump pack.

Special Rules

¢ Combat Sguads.

And They Shall
Konow Mo Fear.

+ Up lo three Velerans may replace their
boller or chainsword with one weapon
from the following list:

- Storm bolter for +5 points each.

- Combi-weapon for +10 points each.

- Power weapon or plasma pistol for +15
paints per model.

- Power fist or single lightning claw for
+25 points each.

- Pair of lightning claws or a thunder
hammer for +30 paints each.

Any Veteran may take a combat shield for

+5 points per model, or a storm shield for

+10 points per model.

* Lip to bwo Veterans may replace their
halter ar chainsword with a flamer for +5
paints each, a meltagun for +10 points
each, or a plasma gun for +15 points per
model,

* Any Veleran may have meltabombs for +5
poinls per model,

Transport:

+ The Squad may remove ils jump packs Lo
caunt as Infantry, and may then have a
[Frop Pod or a Blood Angels Rhino as a
dedicated transporl vehicle at no
additional cost {see page 84 for the poinls
cost of the Ehino's aptions).

80 POINTS
13

Dpt.l ons:

The 5quad may include five dddltll'_?ﬂzﬂ
Seouls for +65 points,
Any model in the unit may replace its

j WSBSS T W I AlLdSv |

| veteran 3gt. 4 4 4.4 1 4 2 9 44

| Scout 4 4 44 1 41 B 4+ | 2
R i)
Unit Composition: Wargear:

* ] Veteran

Scout armowr,

Sergeant. = Holt pistal.
* 4 Srouts. * Frag grenades.
* Krak grenades.
Unit Type: * HBolter,
* nfantry.

Special Rules

+ |nfiltrate. « The Sergeant may take meltabombs for 45
+ Move Through points.

Cover.
+ Combat Squads. Transport:

And They Shall
Know Mo Fear

balter with a shotgun, chainsword or
combat blade for no additional cost, or a
sniper riflle al +5 points per model.

* One Scoul may replace his bolter with a
heavy bolter for +15 points or a missile
launcher for +20 points.

+ The Sergeant may replace his bolt pistol
with a plasma pistal for +15 poinls.

+ The Sergeant may replace his bolter with a
power weapon for 4135 paints, or a power
fist for +25 points,

* A Scout Squad may select a Drop Pod as a
dedicated transport vehicle (see page 84
for points costs).

All Blood Angels must
prove themselves as
Scouts before being
inducted into one of
the other Companies.
Bound by their motto,
“Be bloody, bold, and
resolute”, Blood
Angels Scouts are
trained to work deep
into enemy territory,
using their superior
combat skills to
eliminate imporant
objectives.




ASSAULT SQUAD

'____ e —— e |
| WSEBS ST W I A Ld Sv |
[ Veteran Sgt. 4 4 4 4 1 4 2 9 34 :
| Space Marined 4 4 4 1 4 1 8 3+ |
E S R A N T e

Unit Composition: Wargear:
= 1 Veteran * Power armour.
Sergeant. + Jump pack.

* 4 Space Marines. + [olt pistal.
» Frag grenades.
* Krak grenades.
» Chainsword.

Unit Type:
* Jump Infantry.

Special Rules

s And They Shall
Know Mo Fear.

* Combat Squads.

* [Deep Strike.

TACTICAL SQUAD

|
: WSBSS T W I AlLdSy|
(Veteran Sgt. 4 4 4 4 1 4 2 9 34 |
| Space Marined4 4 4 4 1 4 1 8 3+ :
s R e SN SNEE|
Unit Composition: Wn rgear:
* | Veleran * Frag grenades.
Serpeant, = Krak grenades.
L, * 4 Space Marines. = Bolt pistal.
= Bolter.
Unil Type: = Power armour,

# nfantry.

> TROOPS »

140 POINTS ‘r

Options:

I'he squad may include five additional
Space Marines for +110 points.

Lp to two Space Marines may replace
their bolt pistal with a plasma pistol

for +15 points per model.,

The Veteran Sergeant may replace his
bolt pistol with a plasma pistol for +15
points.

The Veteran Sergeant may replace his
chainsward with a power weapon for +15
poinls, of with a power fist for <25 points.
The Veleran Sergeant may take
mellabombs for +3 points.

The Veleran Sergeant may take a combat
shield far +10 points.

Transport:

The Squad may remove its jump packs Lo
caunt as Infantry, and may then have a
Drop Pod or a Blood Angels Rhino as a
dedicated transport vehicle at no
additional cost (see page 84 [or the points
cost of the Rhino's options),

115 POINTS
2 -‘E

Special Rules
+ And They Shall Know Mo Fear,
+ Cambat Squads.

Optmns.

The squad may include five additional

Space Marines for +75 poinls,

* The Veteran Sergeant may replace his
balt pistol with a plasma pistal for +15
points.

» The Veteran Sergeant may replace his
halter with a chainsward for free, with 2
power weapon for +15 points, or with a
power fist for +25 points.

e The Veteran Sergeant may take
meltabombs for +5 points.

* One Space Marine may replace his bolt
with a flamer far +5 points, a meltagun
+10 points, or a plasma gun for +15
points,

¢ [[ the squad numbers ten models, one
Space Marine may replace his bolter wi
a heavy bolter, multi-melta or & missile
launcher far +10 points, with a plasma
cannan for +15 points, or with a
lascannon for +20 points,

Transport:

+ Tactical squads may select a rop Pod,
Blood Angels Rhino ar a Razorback as
dedicated transporl vehicle (sce page 84
for points cosls),
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FAST ATTACK

BIKE SQUADRON

: WS BS S TWtﬁ.LdSv—i

| Veteran gt 4 4 4 4501 4 2 9 3+ |

| Biker 4 4 445141 8 3+ |

Unit Composition: Wargear:

= 1 Vieteran = Frag grenades,
Sergeant. * Krak grenades,

* I Space Marine * Holt pistol or
Bikers. chainsword.

* Space Marine
hike with twin-
linked balters.

* Power armour.

Unit Type:
* Bike.

Special Rules
* And They Shall
Know Mo Fear.

ATTACK BIKE SQUADRON

B T T T 7
{ WSEBS S T WI ALdSv |
| Attack Bike 4 4 4 45241 8 3+
Unit Composition: Wargear:
* 1 Attack Bike. * Frag grenades.

* Krak grenades.
Unit Type: = RBolt pistol.
* Bike. * Space Marine

attack bike with
twin-linked
bolters and heawy
bolter ar multi
melta.

+ Power armour.

Special Rules
¢ And They Shall
Know Mo Fear,

LAND SPEEDER SQUADRON

| Type BS F S R |
| Land Speeder  Fasl, 4 101010 |
[ Skimmer (
Unit Compaosition: Wargear:

* Heavy Boller ar
multi-melta.

* 1 Land Speeder.

Unit Type:
¢« ehicle Squadron.

110 POINTS

Dptluns
The squadron may include up to hwo extra
Space Marine Bikers for +30 points each.

* The Veleran Sergeant may replace his bolt
pistal with a plasma pistol for +15 points,

* The Veteran Sergeant may take
meltabombs for +5 points.

* The Veleran Serpeant may take a power
sword for +15 poinls or a power (ist for
+25 painls,

* Upto two Space Marine Bikers may lake a
flamer for +5 points each, a meltagun for
#1100 paints cach, or a plasma gun far +15
points each,

50 POINTS t{_

Options:
* The squadren may include up to hwo extra
Allack Bikes for +50 points each.

65 POINTS ‘E

Dptluns
* tday include up to two extra Land
Speeders for +65 points each.

¢ One Land Speeder may add a Ty phﬂ-(m
missile launcher for +10 points.

* Lip o bwo Land Speeders may be given a
heavy flamer for +10 points each, or an
assault cannen for +35 points each

6 ood Bngels s
e ) 'a:i."lj;;

8

The Assault Squads of
the four Blood Angels
Battle Companics, as
well as those from the
Bth Assault Company,
are rrained to use
bikes or Land Speeders
in addition 1o their
jump packs. Whether
a fast strike force is
required, or bloody
hand-to-hand fighting
is the order of the day,
the might of Blood
Angels Assault Squads
is unguestionable,

Successor Chapters

Collecting an army based on a Blood
Angels Successor Chapter is just a matter
of using the Blood Angels army list
presented on these pages and painting
your miniatures using the appropriate
Successor calour scheme (or make one up
yourself). To represent the various
Commanders of the Successors, you can
use the named Blood Angels characters
such as Dante and Mephiston - you just
need to come up with new names.

Fleshtezrers Biaad Drinkers

Angels Sanguing




« HEAVY SUPPORT "

W5 BS
| Veleran Sgt. 4 4
Space Marine 4 4

Linit Composition:

= 1 Veteran
Sergeant.

» 4 Space Marines.

Unit Type:
* [nfantry.

Wargear:

*+ Power armour.
+ Boll pistal.

* Frag grenades.
* Krak grenades,
s Boller,

Special Rules:

* And They Shall
Know MNo Fear.

* Combat Squads.

LAND RAIDER

P hpe
Tank

| Land Raider
e, i S

Special Rules:
¢ Power Of The
~ Machine Spirit,

e Assault Vehicle.

The Land Raider
Crusader is the
ultimate shock assault
vehicle, based on a
design pioneered by
the Black Templars
Chapter, Although not
common in the Blood
Angels Chapter, the
Crusader variant is

i | favoured by some

Company Caplains, as
it srrengthens the
Blood Anpgels” already
fearsome assaults,
making it a superb
line-breaker vehicle.

¥

|
, La nd Raider
| Crusader

LAND RAIDER CRUSADER

—

Special Rules:
* Power Of The
Machine Spirit.

e Assaull Vehicle.

_: : QE SAN{"LIINIL.S-
AT ea}%u,“.“

Type

Tank

BS F 5
4 14 14 14
Wargear:

*  Twin-linked
heavy bolter,
wior twin-linked
lascannons,

* Smoke launchers.

» Searchlizht.

BS F S R
4 14 1414
Wargear:

* Twin-linked
assault cannon.

« dulti-melta.

+ Twao hurricane
holters,

*  Frag assaull
launcher.

* Smoke launchers,

# Searchlight.

+ Take a humerskiller missile for +15
* Take extra armour for +15 points.

Dptn:-ns.

s The squad may include five additional
Space Marines for +75 points,

The Vieteran Sergeant may replace his
bolter or bolt pistal with a chainsword for
free, ar his bolt pistol with a plasma pistol
for +15 points,

The Veteran Serzeant may replace his
chainsword with a power weapon for +13
points or with a power fisl for +25 points.
The Veteran Sergeant may take
meltabombs for +5 points.

Up to four Space Marines may replace
their balter with 2 weapon chosen from
the following list: heavy bolter or multi-
mella for +15 points per model, missile
launcher for <20 points per model, plasma
cannen for +25 points per model, or
lascannan for +35 points per model.

Transpaort:
* Devastator squads may select a Drop Pod,

a Blood Angels Rhino or a Razorback as a
dedicated transport vehicle isee page 84
for points costs).

250 POINTS
£ =

Options:
+ Take a pintle-mounted storm bolter for

+5 points,
points,

Transport Capacity:
* 10 models.
* Space Marines in Terminator armaour count

a5 twia models,

250 POINTS 1

Options: _
¢ Take a pintle-mounted storm bolter for

+5 points.

« Take a hunter-killer missile for +15 points,
* Take extra armour for +15 points,

Transport Capacify:

I & models.

+ Space Marines in Terminatar armour count

a5 bwo models.



85 POINTS F

(00D Angel s e

W

SRR PR TSR P SR 5 e ARMY

| ptions: BADGES

| Type BS F S R | o R ;

| Whirlwind Tank a 11 1110 | * Take a pintle-mounted starm balter for Aneia ki

Wargear:
o Whirlwind
misaile launcher.

* Smoke launchers.
= Searchlight,

+5 points.
¢ Take a hunter-killer missile for +15 points.
¢ Take a dozer blade for +5 points.
¢ Take extra armour for +15 points.

device intended to
be carried by all
participants in a
given campaign.
The design of an
army badge is

PREDATOR 70 POINTS | straightforward; a
e T R e S S g lF geometric shape
[ e B F s | O it ] RS
Pradator Tarik 4 1329 10 axe a pt_n e-motnted storm Doller lor ey are normally
- = S T N £5 paoints. _ - _ painted onto the
* lake a hunter-killer missile for +15% points. right greave (the
Wargear: * Take a dozer blade for +5 poinls, part of the leg
* Aulocannon, ¢ Take extra armour for +15 paints, armour just below
* Smoke launchers. + Replace autocannon with twin-linked the knee pad), and
= Searchlight. lascannon for +35 paints. on most of the
+ Take side sponsons with heavy balters for supporting
+25 points or with lascannons for +60) vehicles, Examples
points. of typical army
badges are shown
VINDICATOR 125 POINTS | below:
IE
I Type BS F S R : E]F.F.'_I'im" intl e S LT
Vindicatar Tanilk & 18 V10 i n:*a_ pintle-maunted storm bolter tor
NSRS ROl | +5 points. _ " i ol
* Take a hunter-killer missile for +15 points.
Wargear: * Storm bolter, = Take a dozer blade for +5 points,
* Demolisher Smoke launchers. * [ake extra armour for +15 poinls,
CANMon, * Searchlight.
BAAL PREDATOR 100 POINTS o
1
ST « o | Options:
: Baal Predator .-E::::E s R ¢ Take pintle-mounted storm bolter for

Wargear:

*  Twin linked
assault cannaons.

* Smoke launchers,

4 131110 |

+ Searchlight.
s (wver-charged
Engines,

Thl.lir.l;.ril e h'mui::'rl‘ of Lergely s an as

+10 paints.
*+ Take a hunter-killer missile for +15 points.
+ Take side sponsons with heavy holters or
heavy flamers for +25 points.
* Take extra armour for +15 points.




. DEDICATED TRANSPORT VEHICLES
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1 The Blood Angels
“eedl hirst Tor bartle, and
are always cager to gel
to grips with the
encmy as quickly as
possible. They employ
a large number of
transport vehicles,
which storm towards
the enemy amidst
h’cﬂ""{ ﬁﬂ}.

Admost all Blood
Angels vehicles bear
identifving markings.
Usually these arc a
single blood drop icon
in the Company
colour, along with 2
nummber signifying
cither the vehicle
number (for a tank) or
the Squad number (for
a transport), thus:

Certain Blood Angels units have the option of selecting a dedicated Iransport vehicle. These
vehicles do not use up any Force Chiganisation chart selections, but otherwise function as
separate units, See the Transport Vishicles section of the Warhammer 40,000 rulebook for
details of how these vehicles operate,

BLOOD ANGELS RHINO

Rhino

Wargear:
s Storm boleer,

* Smoke launchers.

« Searchlight.

RAZORBACK

P Razorback

| “Wargear:

£ Twin-linked

heavy bolter,

i

e Wt

UDROPPOD

———
Type BS F S R |
Tank 4 11 11 10 |

Special Rules:

* Repair,

o Overcharped
Engines.

T |
Type BS F S R
Tank 4 11 1110 |
s ot t® et B 1LY

Smoke launchers,
« Searchlight.

: Type BS F S R :

4.Brop Pod  Open-lopped 2 12 1212 |

.}""_ EH g B B g o e N 8 2l Sy e |
" Wargear: Special Rules:

* Storm bolter,

*« |nertial Guidance
System.
* |Immobile,

40 POINTS ilE
Options:
e Take a pintle-mounted storm bolter for
+5 points,

* Take a hunter-killer missile for +15 points,
s Take a dozer hlade for +5 points.
s Take extra armour for +15 points,

Transport Capacity:

« 10 models.

s fay not carry models in Terminator
armaour.

50 POINTS lE
Options:
« Take a pintle-mounted storm bolter for
+5 points,
Take a hunter-killer missile for +15 points.
Take a dozer blade for 43 points.
Take extra armaur for +15 points.
Replace twin-linked heavy bolters with
twin-linked lascannon for +30 paints,

* & & &

Transport Capacity:

= & madels.

* May not carry models in Terminator
arrmour.

50 POINTS o

Transport Capacily:

* 10 models,

* Space Marines in Terminator armour count
as two models,

¢ May lransport a [readnought, which
counts as len models.



SUMMARY

TROOP TYPES

WSBS § T W | A Ld 5v Page
Attack Bike 4 4 4 H5 2 4 2 8 3+ 79
Bt I N R G T T e e
Chaplain 5 5 4 4 2 85 3 9 3+ 73
‘Compary Captain 18705 04 040808 13 003
Corbulo 5 5 4 4 3 5.3 10 3+ 72

(bR R e R M *@i‘iﬁ‘%ﬁ

Death Company 4 4 4 4 1 4 2 9 34

Hermanesi LIHEISNIAHE M4 BB 3 BT "”?ié

Libirarian 5 5 4 4 T 5 3 9 I+

‘Mebhiston 11T IBHR LI BNE L T ‘P@

‘%: oLl 4 4 4 4 1 4 1 E 4+ 77
SR A R R R M e
‘%p.-i:u M.-:rlllt 4 4 4 4 1 4 1 8 3+ 78

g i R M R e R TR

Techmarine 4 4 4 4 2 4 2 9 24+ 75

Mermiinator o511V LI I MR L R
Veteran 4 4 4 4 1 4 2 9 3+ 77
VEHICLES
Armour

BS - Fronl  Side  Rear  Page
Drop Pod 2 T AT b . 52
(lahd Raidler 100000 g i g R ma
Land Raider Crusader 4 14 14 14 HO
ihand Bpeiele T I BN Lt TR T ORI R LD
Baal / Predator 4 13 11 10 &1
iR RN R R g
Rhino 4 11 11 10 52
Windbeda S IR L e R
Whirlwind 4 11 11 10 i1

Armiour

WS BS 5 Fronl Side Rear 1 A Page

RANGED WEAPONS oot :
Weapon Range Sir. AP Type s b
Assaull cannon 24" 6 4 Heavy 4, Rending G 4.
Autodanaon; 11111 iﬁﬁ%i%?’?‘ii‘:‘%h*ﬁﬁ%%ﬁm 4 ‘5
Bolt pistol 12 4 5 Fistol

Halfgor +1H 12 ELE 2L A0S L R e [ L DR TEEEEELEE

Flamer Ta r1|p|d|4:' 4 5  Assaultd

HebviBslet 1T Bpr i 11080 Lot Tt B D SR TR TR EER D)

Heawvy flamer Templale 3 4 Assault |

Uascirindn f 400 E AR T I9T I Ty U1 DS EISEER S iﬁi' -
hr1 |dl]'1{ r {Frag) 48 4 &  Heavy 1, Blast*

RO A O 1B D0 R B

MEIT.-:gun 12" B 1 Assault 1, Melta Fikaigt
Nbltiimelta 12000024008 e el TR
Plasma cannon 16 7 2 Heavy 1, Blast, Gets Hotl

Plasmd gluf {500 1702 Eﬂﬁﬂﬁi&fﬁmﬁ%‘”ﬁw' °

Plasma pistol 12" 7 2 Pistol, Gets Hot! s
SO NN AR R a0
Sniper rifle 16" X 6 Heawl, 'inrpsr Prnmng il A0
Shonti belige 1T 2e T IRseli s S -

Typhoon missile  448° 5 5

Heavy 1, Blast,
Twin-linked

* A missite Lauscher con five aither frag or krak missiles,

Sed the Warbammaer 40,000 rulebook for an explanation of
WEAMIN Ty s

ORDNANCE

Weapon Range  5ir. Type

D-:*mollqher

:w-_wxoe-.:i«"¢ il

If you'd rather not cut up your copies uf White nwurt‘tand
who could blame you?), you can download the fﬁl'HElEtt ;
Blood Angels Codex as a handy .pdf file at: =

Ire; bt 4 4 b 12 T2 1 & 3. 30
BReiole ; WWW. games—wnrkshﬂp.c? uhﬂ:ﬂnudangels
Blood Angels Badges and Markings Chapter badse:
‘arn an the left
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Fresh from his
endeavours on the
Blood Angels
Codex, Jervis
Johnson needs a
hard-earned break.
Booting up his
hobby servos, he
sits back and
unwinds with new
models and
paintbrush in hand.
Hark as he speaketh
of his favourite part
of the hobby...

STANDARD

The release of the new Citadel
Foundation Paints range has spurred
much impassioned debate and not a
little soul-searching here in the Studio. So
much sno, in fact, that the topic has even
heen discussed in the secret lair that is
known simply as Rick Priestley’s Office, a
place that is held in awe and fear
throughout Games Workshop. Few dare
enter Rick's lair, and those that do
invariably leave with their sanity blasted
by what they have seen, babbling
incoherently about being forced to devour
endless bacon butties and cups of tea,
while at the same time being shouted at
by a strange creature known only as “the
Ranter”. Brrrer, | gel goose-bumps just
thinking about it!

Bul | digress, The paoint | really want 1o
make is thal the new paints have caused us
Lo take a long hard look at the painting
side of the hobby, and have Tilled us with a
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desire 1o do more o reflect it in its full and
glarious splendour. In particular we've
decided that we really should be doing a
it more to show just how vibrant and
engaging a hobby painting Citadel
rminiatures is in its own right - in other
words not just as a way of getting your
army ready for battle. In arder to pet the
hall relling on this | thought P'd spend a bil
of time in this month’s Standard Bearer
poing over why we think the painling
hobiby is so imporlant.,

“Painting is like the lellering thal runs
through a stick of reck, its always there
and never stops™ - so said my colleague
John Stallard, someone wha's worked al
Garmes Workshop jusl as long as | have
fwe've pul in over hall a century bobween
the twa of us!). 1 think |ohn's point is an
important ane, which is why 've put it
right at the start. What John was addressing
is the way that painting is an integral part




of the hobby, and permeates every single
aspecl of il In facl people were collecting
and painting Ciladel miniatures for vears
befure we invenled Warhammer and gave
people a reason lo play with them!

Even if you weren't around in those
primilive limes, 'm pretty sure that it will
have been secing a nice display of painted
Citadel mintatures that first drevy vou in to
the habbhy. Ta this day | find it pretty much
impossible to pass a cabinet of painted
miniatures without pausing to have a look.
And who amongst us hasn't paused during
a game with two fully painted armies lo
loak at the spectacle and say “Thal just
loaks coall”, or stared in wonder al the
entries for a Golden Demon painting
competition and said “Thal is simply
awesome!”, or looked with pride al a
newly finished paint job and said “I'm
really pleased with that!™ | think it's
impossible o deny thal painting, and
painted Citadel minialures, runs through
just aboul evervihing we di in the hoblby.

“Ohars is a crafl hobby made all the
mare glarious by the pageantry of tabletop
gaming!” These words were written by
none other than the “Ranter” himself,
olherwise known as the really rather
charming Alan Merrett. He was reacting in
a typically forthright fashion to the idea
that painting is of secondary imporlance Lo
gaming, rather than as an engaging pastime
in its own right.

Mo, | know that there are people out
there who will try to say that painting
madels is not important to them, and that
they will happily play with unpainted
miniatures, ar cardboard caunlers, ar
wooden blocks, or whalever, These
arguments have always seemed slightly off
the mark to me; 'm pretly cerlain that,
when all is said and done, whal uniles us
all is the desire 1o have a huge army of
well-painted Citadel minialures, For
various reasons some peoaple find this hard
to achieve, and are therefare willing to
play with substitutes of some form or
another as they strive to get a painted army
ready. However, if they could, they would
cerlainly rather use painted miniatures.
Adter all, why would they ever play our
games il they wouldn't?

An end in itself

However, both John and Alan were also
making a decper point, which is that
painting lies right at the heart of the hokbby,
and always has dane. Many, many
hobbyists anly paint — far more than those
who only game - and the vasl majorily al
us spend far more time painting than we
do gaming. As Alan pointed out, the
Cames Workshop hobby is a crall hobby
just as much, if not more, than il's a
gaming hohby. What makes it a truly great
hobby 1s that not only can vou paint,
model and covert your miniatures, bul vou
can play games (ool

Mainy peaple collect and
naint their favourite
cluraciess, never intending
Ier waargharne wiih them.

This said, | know thal many people
worry aboul painting, and wonder il they'll
ever be able 1o match the standard set by
mare experienced hoblbwyists. The truth of
the matler is thal painting Ciladel
minialures is a deeply salisiving hobby in
ils awn right, bul one thal recguires lime

“ Painting is like the
lettering that runs through
a stick of rock; it’s always
there and never stops. ”

and practice to do well. Like so many
things, the more time and effort you pul in,
the more yvou get out. Personally, | don't
think this a bad thing - | think it’s a
really good thing. After all, i painting
wirs easy and guick then anyone could
do it | hope this doesn’l come across as
an elitist altitiude (though 1 know it
mav!} - it's really just that 1 feel that part
of what makes the hobby special is the
dedication and pood-old fashioned
chsessivensess i requires of ils parlicipants,
And, of course, the reward of all af that
eiforl is a preal looking collection of
Ciladel miniatures, something you can take
real pride and pleasure in, and say to
voursell #) did thar!”

This paint has really been driven home
to me in the course of the conversations
I've had with my iellow hobbyists in
Warhammer World. A fow months ago |
asked people to write to me if they woerne

SO indaienes can peesend o
challenpe for coven the most
arcamplishen painten

www.games-workshop.co.uk
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Karl Franz is a very paweriul
characher on the fabieton, and
ark Impressive miniature for
arivone’s collartio.

VWrite to Jervis al:

Jervis Johnson

/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$
United Kingdom

visiling Warhammer Warld, and if | could |
would pop over and have a chat with them
aboul the hobby and what imerested them
about it I st admit that 1 did this with
some trepidation, and colleagues at work
warned me that | was bound to get asked
lots of rules questions or be grilled about
what was coming out from the Studio next.
As it happens quite the reverse was true;
the people that 1've met so far
have mainly be been
interested in talking about
their own hobby, the games
and campaigns that they have
plaved, and in particular they
have talked about the craft
side of the hobby - the
models they have painted, the
armies hey have collected,
the lerrain they have made, and so on. The
guestions they had were usually about
these things, rather than the minutae of the
rules or whal we planned o bring oul in
three maonths’ time,

Confidence and respect
This, then, is the kind of thing we've heen
talking about in the haunted confines of
Rick's office. It's led us to the conclusion
that there are two things we necd to be
spending more time on.

Ihe first of these is illustrating the skills
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needed o paint Citadel miniatures with
confidence. The Foundation Paints arc
actually a huge step forward in this regard,
as they allow a painter 1o apply a salid
basecoal colour right on top of a black
undercoal. However, we're also busy trying
oul other new Lypes of paints thal can be -
used lo achieve other effects, and we're
working away al coming up with better
methads of showing painters how to use
the new things we develop, You'll have
seen examples of these articles in recent
issues of White Ihart, and another
example is the layering chart we're printing
in this very issue (sec page 89). This chart
shows the paints we recommend you use
in arder to achieve certain colours on your
miniatures {the same chart will also be
included in our Foundation Paint sets from
now on). Once you have gained
confidence using the layering technigue
shown on the chart, you will soon find that
you start experimenting with different
combinations of paint, and you will slarl Lo
develop your own unigue painting slyle.

This lasl point is an imporlant ane,
because we don'l want 1o dumb down the
painting hobby Lo an exercise in “painting
by numbers” — we feel thal the painting
hobby deserves lo be treated with real
respect, Collecting and painting Citadel
minialures is an engrossing, lilelong hoblby,
and one where even the most experienced
painter has something new to learn. We
wanl 1o reflect this by showing off the very
best examples of the miniatures painters’
arl, and gelling the masters of the hahby to
explain exactly how they achieve the
stunning effccts that they do. Once you
have the confidence you need to paint
Citadel mintatures, we want to be there
helping you to explore the hobby in its
glorious completeness.

Herwever, we can't do this all by
ourselves. So, please write in if there is
something you would like to see about

“ Ours is a craft hobby
made all the more
glorious by the pageantry
of tabletop gaming! ,,

painting in White Dwarf, or if there is
something you think might he of use to
other painters. Let us know what we're
gelting right, and what wrang, and what
you'd like to see in future issues. Perhaps
you want to learn more about specific
painting technigues youve seen or read
about, or perhaps vou have vour own sel
of “top tips” that vou'd like 1o pass on, or
some pictures of a model vou're especially
proud of. Whatever it is, just drop me a
line at the address on this page - 'd love
oy hear from you.
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“-This month’s toolbox is the first in a two-part painting special,
« explaining how to achieve a three-step layering technique.
This issue, we focus on some commonly used colours.

The Three-step Layer

Use the colour charts below for reference.

Using this simple technigue in conjunction with the
colour charts will result in a striking model, perfectly
suited to the gaming table. The charts have been
created and researched by the 'Lavy Metal team, who
even painted the examples.

— B4 Range

Citadel Paint

Faint the selected area with the darkest colour;

make sure you cover the whole area.

Next paint over the area with your mid-lone;
2 cover mosl of the area except for the recesses.

Finally, paint the highlight colour onto the .

pronounced raised areas,
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Rich Colours

Example - Shade Main Colour Highlight
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Natural Colours

Example Shade Main Colour Highlight
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BATTLELHLY

Next month we
OW to apply the
technigue 1o text
wood, metals an

take a logk at

three-stage |ayer

ures such as skin
r

d power armour,
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MODELLING With the release of various wargames scenery kits recently,

WORKSH OP we thought it an ideal time to look at making a gaming table

full of beautiful terrain! Here we take a look at making a
desert board, which can be used in any of our games.

maost rewarding things you can do as
vist, for you'll get more use
out of this one item than from any other
scenery you may rnalue from scra

B uilding a gaming board is one of the M_ﬂtErlﬂls

rruulmudo of planets in the Wi e in the followi
the Land af the [ in for the four
r, ar the southern realms in The Icm for the
Lard of the Rings strategy battle game. : rill, wo W
We have chosen a desert landscape for SCFEy er {FEmem aber that power
this articl huT thr:'. advant F.',L-' f hujldim alw require adult
wur
3 and hammer.
and board or Large decorating brushes,
will wrk P
mes systems.

B

DESERT anmmannnnns

2

Modelling Workshop
is your indispensable
suide to getting the
-most of your models
and terrain. Here,
we look at how to
‘set up a gaming
board of your own.

it




sing the hardwood batons, Mark

began by making a wooden frame

isee below) to support the board.
The batons are drilled and screwed
together, and the overall size of the
finished frame should be &' x 4', Once the
frarme is complete, lay it on a flat surface
and apply glue 1o the lopmost edges.,
Carefully lay the MDF board onto the
frame [vou'll need saome help with this 1o
make sure it fits the frame flush), Leave the
glue to dry, and knock a few panel pins
through the board and into the frame to
secure it permanently.

Once the board is assembled, it needs
to be textured and painted. Mark covered
the surface of the hoard with PVA glue and
poured modelling sand over it. [ts best to
apply the glue in strips across the board,
about 12" at a time, so that the glue
doesn’t start to dry out before vou add the
sand. Tip off the excess sand and collect it
up to use again later. Once the sand is
completely dry, check for bare patches
and repeat the process il necessary.

Once painted, the sand should
be sealed and will provide a
tough surface for gaming.

Yo might fike Io tidy up the edges by
painding the bators Graveyard Farth.

Once the board is completely dry and
textured, it needs a basecoat of Bestial
Brown paint, which not only primes the
surface, but seals the sand, too. As vou'll
need a lol of paint for this basecoal, il's
well worth finding a DIY store that mixes
up pols of custom emulsion for yvou, and
gelling them to match the colour 1o a pot
ol Bestial Brown, Once you've basecoated
the board, finish painting it as shown
iright), and you’'ll have a complete desert
gaming hoard!

Basoooel the board with Bestial
Brown paint, being sure to work
the paint betwoen the sand grains
(1), Next, with a large brush, give
the entire surface a heavy
ciryhreesh of Womil Brown paind (20,
Finally, give the boord a lighier
drvbrush of 2 50450 Vomit Brown
and Skall White mix (3).

The finished board, All vou
need now is some berrain and
models - some examples are
provided overleaf,




LAND OF THE DEAD

he Land of the Dead comprises that lead into the Land of the Dead.
endless slretches of parched desert, Citadel Gaming Hills have been
littered with ruins and obelisks that painted to match the desert board, while
hearken back 1o the days when the ancient the Arcane Ruins (A} have been used to
Kings of Khemri ruled a vast empire. create the manaliths and ruined temples.
The Habby Team have made a variety Finally, the team has given special
of monoliths and small Khemri-themed treatment to the Citadel woods (B,
pieces for us to mark the ancient roads creating parched deserl trees,

RATH ErERY] Lk
'l."fu"‘l{ Ly u;‘-"i.-n-! 3

@ Arcane Ruins

Released last manth,
the Arcane Ruins box
sat provides a variety
of pillars and obelisks
that can be arranged or
converted however you
like. The hobby team
have added bits of the
frame to scenic bases,
but they look just as
great straight out of
the box - it’s entirely
up to you!

@ Temple of Evil

- Az well as a whole bunch of
scatter terrain made from
Arcane Ruins frames, the

. Hobby Team got Chad
Mierzwa to construct an
impressive centrepiece for the
Khemyri board. Using two
Arcane Ruins sets, a Citadel
Gaming Hill and a sheet of
plastic card from a local
hobby shop, Chad knocked
together this Temple of Evil

_relatively quickly.
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@ citadel Woods

To make these long-dead desert trees,
the hobby team constructed several
Citadel Woods kits minus their leaf
canopies, All the sculpted details on
the bases that looked obviously
“leafy” were covered over with sand to
fit the desert theme. Once assembled
and undercoated, the tree trunks were
painted Khemri Brown, and then
drybrushed first with Dheneb Stone
and then Skull White. Finally, the non-
desert parts of the bases were covered
over by sticking modelling sand to
them with PVA, before being painted
to match the gaming board.

(® Khemri Obelisk

This ferehoding ohelisk is made
mainly from parts of the Arcane
Ruins kit. The gruesome crow’s
cage, dangling skulls and
watchful raven are spare plastic
accessories taken from the
Warhammer Giant frames.
Raiding your leftover plastic
frames is a great way to find
extra bits of detail for your
modelling projects.

www.games-workshop.co.uk/warhammer/terrain - 93
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transformed into irradiated wastelands by

hether they are ancient and
barren Dead Worlds, Mecron
Tomb Worlds, or have been

arhital bombardments, desert worlds are
comman in the Warhammer 40,000
universe. This example is of a desert

planet that is home to Imperial oulposts, It

could be part of an industrial planet, ar a

military garrison near the Castern Fringe.

@ City Ruins
The City Ruins box sets
are incredibly versatile
kits, which can be
assembled in a variety
of ways using the
plastic wall panels and
myriad accessories. The
three building types
available are the
Sanctum Imperialis,
the Manufactorum,
and the Administratum
buildings. These can be
assembled in a number
of ways, or mixed and
matched to create
unigue buildings.

@ Tank Traps

The Warhammer 40,000
Battlefield Accessories set
features several tank traps,
which bring any far-future
warzone to life! Once
assembled and stuck to a
sandy base, these were
drybrushed with Boltgun
Metal and given a wash of
Black Ink. Finally, a mix of
Snakebite Leather and
Blazing Orange was applied
to the recesses as a wash, to

represent rust.
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The simple addition of some
Warhammer 40,000 battlefield

accessories, a Gaming Hill and some City
Ruins transforms this otherwise barren
landscape into a futuristic battlezone.,
Again, the Hobby Team have gone to
town, sticking tank traps and crates of
ammunition from the battlefield accessory
frame onto scenic desert bases, ensuring
that everything fits into the desert theme.




@ Gaming Hills

The Citadel Gaming Hill and the
Modular Gaming Hill both feature
ready-textured surfaces and modelled
rocky areas. The Hobby Team painted
the sandy areas in exactly the same
way as the gaming board. The rocks
were given a sandblasted look by
drybrushing them with an equal parts
mix of Bestial Brown and Codex Grey,
then again with an equal parts mix of
Graveyard Earth and Fortress Grey,
before highlighting them with a light
drybrush of Bleached Bone.

@ Supply Dumps
Also on the Battlefield
Accassory frames are these
barrels, fuel cells and ammo
crates. By gluing these
together into piles, you can
make effective clumps of hard
cover. The hobby team
painted these with Adeptus
Battlegrey, before
drybrushing them first with
Codex Grey, then Fortress
Grey. Like the tank traps, a
rust-coloured wash has been
applied in places.

www.games-workshop.co.uk/warhammerd0000/terrain - 95
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he lands of the Haradrim are exatic with more gaming hills, make for a very
and far-flung, ranging from stretches atmospheric setup for The Lord of the
of plains and windswept cities to Rings stratepy battle game. This setup
endless, baking desert, To fit in with the requires a bit more scralch-building than
desert gaming board, we asked the Hobby the other scenery sels shown earlier, but is

Team o make us a set of tents to form a well worth the extra effort.

nomadic encampment which, coupled

) Haradrim Tents

Glue two blocks of
polystyrene tagether to
form a single block (1).
Carve the block to form
a tapered circle (2).
Carve the upper portion
to form the roof (3).
Make a frame from
strips of balsa wood (4).
Cover the tent with bits
of paper tissue soaked
in PVA glue (5).
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The Lord of the Rings Terrain set

This box set is full of great accessories for The Lord of the
Rings strategy battle game. By painting the broken
statues and sections of ruin in dusty, desert colours, you
can easily add them to your desert setups to represent
the last vestiges of the Ndmendrean kingdoms.

The Battle of Pelennor Fields

This sourcebook, focussing on the
struggles between Gondor and Harad, is
full of fantastic tips for scenery building
and Harad scenario set-ups. From desert
encampments to Mimak-painting,
there's a wealth of material inside.

TH SRS METST A
ELLCK

i e the tend has Been
£ m i sheed o Base, you can
o B RERRL T paiaal it in natural
it 4 i brown tones for
a realistic hide-
coverend Giish,

www games-workshop.co,uk/thelordoftherings/terrain - 97



'-tabies with the very best scenery and terrain. No matter
it you play there is a range of terrain that will fit your table.

WARHAMMER
WATCHTOWER

WARHAMMER FORTIFIED MANOR

i WARHAMMER
‘1p! |MIGHTY FORTRESS
) "+ | Mothing is mare impressive on
by the table than a castle! Also
s available in component parts.

S T

WARHAMMER
ARCANE RLINS

WARHAMMER
WALLS AND FENCES
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WARHAMMER 40,000

CHAPEL OF SANCTUARY

A fully painted ruined

chapel complete with

slaineed glass. A great

battlefield centrepiece.

Figues ol gk

CITADEL WOOD

WARHAMMER 40,000 £
BATTLEFIELD ACCESSORIES

A versatile kit full of tank raps,

ail barrels, supply cases and more!

CITADEL GAMIMNG HILL

URBAN BARRICADES AND WALLS

CITADEL MODULAR GAMING HILL

WARHAMMER 40,000
BASILICA
ADMINISTRATLM

WARHAMMER 40,000
MANLUFACTORLUM

WARHAMMER 40,000

SANCTUM IMPERIALIS THE LORD OF THE RINGS TERRAIN PACK
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INDEPENDENT
STOCKISTS

The Most
Convenient Place
to Shop!

e In Your Local Area

* Most Popular Boxes
and Hobby Supplies

e Official Sellers

With over 500 locations in the
UK there is never a local
stockist far away, making them
perfect for that quick resupply
or hobby need.

They concentrate on stocking
our most popular products,
meaning you're more likely to
find exactly what you're
looking for!

All our stockists are official
sellers of Games Workshop
games and hobby products.

Find your local stockist using our handy map based store finder.

www.games-workshop.co.uk/storefinder |



' Seeking Space Marines? Wondering where to find
Warhammer? Lost and looking for The Lord of the
Rings? Stores belonging to the Youngsters Group can be
found all across the country. With over 40 Youngsters
Group members stocking a range of Games Workshop
products, you can be sure of finding something to your
taste near to you. We've listed the Youngsters Group
stores and their locations below. To find out more
details please check out the Youngsters Website at:

www.youngsters.|td.uk

2nd Impressions, Blackheath, London

B & M Cycles, Brentwood, Essex

Carousel, Meston, Cheshire

Chesterfield Co-operative Sociely, Chesterfield, Deryyshine
Chichester Toys, Chichester, \West Sussex
City Cycle Centre, Ely, Cambridgeshire

E Rider and Son, 5t Albans, Herlfordshire
Enchanted Wood, Haslemere, Surrey

Fleet Toys, Fleat, Hampshire

10 Giles Sports, Toys & Cycles, Cartertan, Oxon
11 H Duck, Marlbarough, Wiltshire

12 Halesworth Toy Shop, Haleswarth, Suffolk

e N

EIIEHTEII LONDON
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13 Hamlins, Berkhamstead, Hertfordshire i :
14 Happy Returns, Hamgstead, London Fabe :i - i
15 Howard Marshall, Gerards Cross, Buckinghamshire “W E ....g 5 J

16 | Clark Toys Gifts & Nursery, Brecon, Powys
7 ) Yule & Sons Ltd, Forfar, Anpus, Scotland
18 John Sanders, Ruislip, Landon
19 Kerrisons, Morwich, horfolk
20 Kid's Stuii, Burgess Hill, East Sussex
21 Kid's Stuff, Tonbridge, Kenl
22 Kid's Stuff, Uckfield, Fast Sussex
23 Midlands Co-op, Slalford, Staffordshire
24 Models and Computers Plus, Boston, Lincolnshire
25 Mana's Tov Chest, Cullompton, Devon
'1\ 26 Pettits of Wallingford, Wallingiord, Cwxan
27 Play Inside Out, East Sheen, Middlesex
28 Romkrish Lid, Witney, Oxon
29 SMF T/A Tovtown, Dumfries, Scotland
30 SPS Stationery, Calne, Wiltshire
31 Simpson & Sons, Stowmarket, Suffolk
32 Sports & Fashions Ltd, Huntingdon, Cambridgeshine
5 % 33 TP Activity Toys, Slourporl on Severn, Worcestershire
34 Toy and Nursery.com, South Harrow, Middleses

ey

|, Crirrikis

35 Toy Box, Beccles, Suffolk
vl 36 Toy City Ltd, Wood Green, London

37 Toy Shop, Teesdale, County Durham
38 Toys n Tuck, Ravleigh, Essex
39 Toys Tovs Toys, Barnet, Hertfordshine
40 Toys Toys Toys, Welwin Garden City, Hertfordshire
41 Toyshop, Royston, Hertfordshire
42 Toyslop, Pulney High Street, London
43 Treats, Frinces Rishorough, Buckinghamshire
44 Trinder Bros Ltd, Banbury, Cxon
45 W) Daniels, Windsor, Berkshine
46 Youngsters World, Fast Dereham, Norfolk

www.games-workshop.co.uk/storefinder 101
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Nazlal Exhibition Centre (NEC), Bummgham

Tickets cost £25. Tickets are available to White Dwarf
Subscribers from 9" June 2007, and on general release
from 7" July 2007. Order yours by calling 0115 91 40000.

Persons between 12 and 15 years of age must be accompanied by a
parent, guardian or other responsible adult.

it Check out www.gamesday.co.uk
Ihis exclusive Miniature for more information about the show.

is available at Garmes Dy 2007)

12 Copwright Games Workshop Lmbed S00F Games Worashng, Warhamener GV, 40k, Wertamere: 32,000 Devics, Games ey, Goddzn Deren, White Dwarl, Back Library, Wartammer Hstonmal Black Indusine:, Sabertoms
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Store and Community news

FRONTLINEQ! |

| Froncline: W Warbammer 40,000
| The Nemesis Crown Grand Tournament | Gondor in Flames
~* Find out what's going on in ? Check out the review of this =2 Orcer these fantastic new

stares over the course of this season’s Grand Final and miniatures now and be the

| Advance Order:

summer's campaign, and see who won the title of first to lead the forces of the
how you can get involved! Overall Champion, 2007! White City into battle!

Check out this month's Store & Club finder as well as the Evenis Diary D)

www.games-workshop.co.uk/shopping 103
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Saturday 14th July

Prepare for battle on the Night of Witches!

As the war for the Nemesis Crown summer campaign continues,
we invite you to test the might of your army and your skill as a

general. On the 14th July, come along to one of our Hobby Centres

and take part in the Battle of Hexensnacht; the Night of Witches!

{" exensnacht; the Night of Witches,

/‘)iﬁ a night of dread for the people of
ﬂ‘___ the Old World. The gibbous moons
glovwer in the night sky, and the corrupting
winds of Chaos blow hot and strong in the
close summer nights, These dire signs are a
summaons to the fell creatures of the waorld,
calling them farth to Hexensnacht!

Ancient stones glow and pulse with the
demented power of Chaos, and Beastmen
howl and dance in bloody frenzy. All
creatures af Lthe least Chaos lainl are drawn
o the wild places to chant and writhe in
mindless obheisance to the Kuinous Powers!
In this vear of war the fell influence of the
MNemesis Crown inflames their fury,
imbuing them with a raging bloodlust and
joy af killing!

On the Altdorf-Talabheim Road, in the
village of Egondorf, strange bestial
creatures have been sighted, their eyes
possessed of malice. Rumours abound ol

wE

children being snatched from thieir beds in

the night and aof foul sacrifices in honour of

the Dark Gods,

Meanwhile, at the myslerious stone
circle of Marchen's Henge located near the
Old Forest Road, voices can be heard in
the depths of the night, their inhuman
chanting carried by the winds that blow
down from that fearful place.

Since time immemaorial the good men
of the Empire, Bretonnia and the Border
Princes, have locked their doors and
shuttered their windows against this night
of witches, but this yvear is different.

This year the armies of Men and
Dwvarfs are marching in search of the
Semesis Crown and the power it could
grant them. Great armies find themselves
camped in the darkened glades of the
Creat Forest. They are huddled topether
around their campiires, waiting in silence,
when the screaming starls...

i

Call your local store for details

www.games-workshop.co.uk/storefinder

www.games-workshop.co.uk/nemesiscrown

. rage as opposing sides

| INCSTORE
JACTIVITIES

Farces of Citadel Minfatures .
are thoughtfully assembled
and miodelled. Massad ©

legions of modelsare

LA
preparation for their coming
: P Siag

struggle for supremacy in

alectrifying games. . *
i rpu;ps_ this sound like .~}

+ samething YOU wauld like to
be invelved in? Well you can,

And it allhappens in Games
Workshop Hobby Centres in

 the United Kingdom every

‘singleweek! | :
“ . GamesWarkshop stores
“run & full range of their.own
activities on a weekly, and
aften dally, basis. These range
from exciting campaigns and
tense leagues to fun palnting
‘competitions and madelling
workshops, - 1o o

.| There are also monthly
(events which are run
natiohiwide, often to ]
celebrate the launch of a new
army or hebby range. All .
Hobby Centres run the . 5

All events and activities

--are absolutely FREE for you
_- %o Joinin and have a go. Make
* sure you ring, or visit, your

local Hobby Centre for full
details of all the events and

activities they are runningin_

order to sign up and get’

. activities differently, butthe =
i ‘theme and the date will - -
“always bethesame, © " o0

invelved! gt

You can find your local =~
Hobby Centre by tumning to:
page 108 or by logging onto
our online Store Finderwhich
includes maps and directions
of how to get to yolr local
GamesWorkshop, ;' ©
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This isn‘t the first time
manager Rob McTaggart
has been in Wl'u!e Dwarf.

X

|

5

J.i 1]\

Games Workshop Swansea has moved home and White Dwarf
decided to pay this famously active store a visit and discover the

secrets of these hobby pioneers.
OUTPOST SWANSER

ales ‘cily by the sea’, Swansea is
located deep in south VWales, 55
miles from Cardiff and 100 miles

from Bristol, GW Swansea is a true hobby
oulpost and the staff are prowd to be on the
frontline, It's not aften White Dwarf visits
the store and even though it was a week
day loads of people had turned out to say
hello and have a chat.

LOGATING SIWANSER

[he store has been in Swansea for 11 vears
and was previously located on Princess
Street. However, after the Snotlings gol inlo
the waterworks of their old store (with
games being plaved with umbrellas — no
really, ask the staffl) it was lime Tor a new
location, The slore has now moved araund
the corner lo Kingsway. It's really casy to
find as Kingsway is the main shopping
slreel in Swansea, and the store is across
the streel from the main surgery and

church. Store manager Rob McTaggart
explains, “if you reach the beach you've
gone too farl”

ADDRESS:

Cames Workshop Swansea,
53 Kingsway, Swansea, 5A1 SHO)

TELEPHONE:
01792 463969

OPENING HOURS:

Manday to Saturday:
Sunday:

'Svmn:ua Swordmasters’ cluh

undil Togm

10pm - bpm
11am - 5pm

down and have a E'!r‘m,—-

m.uames-wurksnnn.co.uklstureﬁnder
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STAFF SUPER HOBBYISTS

Swansea is blessed with hobby experts, all of whom want to help their customers to

improve their skills, no matter what their level.

Jjon lones

lon has been in the hobby for 20 years and
is the resident army building and collecting
expert. Mot sure what to buy next to defeal
your friend’s all conguering horde? Wanl o
know what to collect next to make a
complete company of Space Marines with
full support? Jon's the man.

Here is but @ fraction of fon's enormous 15,000 poinks
af imperial Guard!

‘Or Doug Cameren

Doug is the store’s painling knowledge man, and has painted
mast of the slore armies, He once painted 3,000 points in two
weeks, bul can also lend his hand to more detailed wark such
as Harlequin diamond patterning. Doug is also halding special
‘Dr Doug’ painting clinics on a Thursday evening with some
one-to-one tition. Ring the store o book a place.

rown for the nnlmf}r |
The town of Marion st

him. Infiltrating spf:a hz\;&
thc Wﬂards 1

forces within must fight or d

no quarter being given or
strects of the town.

Saturday ZISt

Book your plac
-and bring

is a
our new

Kerston Bloom

Kerston has built nearly every board in the
Swansea slore, including a scale Helm's
Deep and an amazing Batlle for Skull Pass
board. 50 il you need help making that
gaming board or modelling vour latest
conversion then you need Lo pop inta
Swansea and have a chat with Kerston!

Kerston says that making tervain s easy - it's all abowr
the preparation.

Store Treasure
White Dwarl di:.:.uu.rl:d
painted

n Swansea's
cabinet. The model was
painted by Wil Davies
who's been in the hobby
15 years. Wil savs the
help from the stafi over
the yEArs was Tm'aiuahle.

"

www.games-waorkshop.co.uk/storefinder
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RE & GLUB FINDER

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

ki

red in the store listings.
OPENING TIMES

Monday - Friday: 10am - 6pm
Saturday: 10am - 6pm
Sunday: 11am - 5pm

* Cames Workshop Stores in shopping
centres still open and close according Lo
shopping centre times,

= Some stores are nol open every day, or
open at 12pm weekdays. Please ring the
relevant store for delails,

* Some of our Hobby Centres feature
special Gaming Room facilities with
increased gaming space and more tables,
providing the ultimate gaming venue!

IN YOUR LOCAL AREA

Widith owvier 500 locations in the LYK there is never
a local stockist far away, making them perfect
for that guick resupply or hobby need,

THROW DOWN THE GAUNTLET!

Whether vou are new to the hobby or a veteran
gamer, GON clubs are an ideal place to find
and challenge new oppoenents, Play in
campaizns, leagees and tournaments in a
friendly environment with fantastic scenery, all
created by dedicated hoblyists like you!

csrues workssop  HOBBYCINTRES

Hobby Cenlres are Games Workshop's own retail outlets. Each store provides gaming
and painting facililies and is staffed by expert hobbyists! Hobby Centres are marked in

FREE!

PAINTING & MODELLING ADVICE

All Cames Workshop slores offer free painting
and modetling advice, from friendly staff with
years of hobhy experience!

GAMING & TACTICS ADVICE

Cur star can give you sound factical advice,
halp vou build battleswinning armies and clear
up most of vour rules queries,

BEGINMNERS PROCRAMMES

Every Hohbby Centre runs its ovwn special
Beginners' programme o help you starl
collecting, painting and gaming with armies of
Citadel minitures,

CALL YOUR NEAREST HOBBY CENTRE FOR MORE INFORMATIONI

GoueS WorksHOP  INDEPENDENT STOGKISTS

Games Workshop Independent Stockists are official sellers of Games Workshop games
and hobby products. Independent Stockists are marked in black in the store listings.

MOST POPLILAR STOCK LINES

Irdependent Stockists concentrate on stocking
our most popular products, so youo'ne maone
likishy to find exactly what vou're looking for!

USE THE STORE FINDER TO FIND YOUR NEAREST STOCKIST!

Gaming clubs are groups of fellow gamers and hobhyists who meet regularly to enjoy
the hobby together. Gaming clubs are marked in blue in the store listings.

THE GAMES WORKSHOP COMNECTION
GON-registered clubs work closely with Games
Workshop on events like Games Day, Condlict
events and Campaign Weekends, making them
an integral part of the Games Workhop hoblny!
Use the club listing o find a GON gaming club
nizar you and get involved]

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GO members i puaraness the highest staodand of customer sendice ani safen Az part of gur angoing cormiiiment i oar casionies,
we o ot praroie any chalt aulsiade of @i Caning Clab Sehaonk,

108 WHITE DWARF FREOMTLINE
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USING THE STORE AND NEWES LOCATINS
CLUB FINDER

O cw Livingstone
A simple step-by-step guide

& cw Windsor

1} Alan's Model Shop, Newcastle
‘2 Fenwicks, York
L3 HobbyCraft Swindon
‘4 HobbyCraft Watford
O the following pages, you will find a list of all our current
Games Workshop Hobby Centres, Independent Stockists and
Garmring Clubs. The list is organised alphabetically and arranged
by county, First vou need mo know what county vou're in.

(5! HobbyCraft Wolverhampton

Having found the county you're in, simply work throwgh the list fo
find all available stockists and suppliers. Contact details can be
found with each entry, A key is provided below to help yvou see
what is available at a glance,

oo W HOBBY CENTRE
1 bramples Laragg Koy i e
GUNCOIUE
[ — Iy e e—.
TELFORE, Sanda Games HOBIY STOCKR 1S
Tl T 4L2 U7k 7 s i bablvy gaving a5 painding s

LEELS, Hohporai; INDFPESDENT STOCKIST
Tel: 01 E b A CHbicial el oF Games Wasion

Gamws Warnes podurm

MEWCASTLE LIPS TYRF,
Alan's Mol Shap:
Tel: 91 255 5hSd

Or you can call Direct on

10 9140000
MAPS AND DIRECTIONS ON THE ONLINE STORE FINDER

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!

SEW STORE OPEMING

AdN ¥3ANH FJH01S

r'
GAMES WORHKSHOP NOTTINGHAM

Conact Dotads

Address

LR HEIECE P =
Garies Werkshap Online Stora Finder

RAHOOrE X e GETAR WETkEnop Onira Sore
Mrder

r(,am.-; Warkshog Hobby Centres

Just type in your road name and city,
ar a full post code and then click on
the ‘Search’ bullon below,

On the next page there will be a map
of vour area, with all GW stores, GCN
clubs and Independent Stockists
marked.

Click on any location o view a
detailed map and a full set of
directions from your address directly
ta the store or club!

www.games-workshop.co.uk/storefinder

Independent Stockist

GCM Club

www.games-workshop.co.uk/storefinder 109
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The Directory

AN

W BRISTOL:

AF The n-,nl'. r, B5l R

Tel; OHI7 343 1533

W B I!TUL CCRIBRS CAUSEVEAY )
L The iall. B534 5107
Tiel: 2330

B-R,ISTDL.. Area 51;

Te: Q117 2144655

BRISTOL, HobbgCraft:

Tl 017 4% T 1

EL'N BRESTOIL, hmhun- Knighis:
Alan Wwavkas

IRS 5 .
L "fl:I" Tanvoy esEmsn.com

BENFORDSHIRE

W REDRCHED:

10 Craylriars, paEe0 140

Tl (07 0287 GRAY

LUTEN, Ditakers:

Tel: 07382 406595

CRAMFIELD, unp.mu:i Werbaliap:
Tl 011104 757

BERKZRIRE

= G WA IDENMHEAD:

U 3 Pelaarkst Slneml, SLG RS
Tal: 762 ARG 1747

GW READNMG!
Ol aad, RGT TG
Tel: 0716 955 &89
CW WINDSHE;

¢ Flece, 514 10F

BEACKMELL, Oitakers:
Teul: 17 0440 ARG 4
ERACKMELL, Toy Planel:
Teel; ©17.344 436262
READING, HobhyCradt;
Tel: 0718 302 5&0h
SAMDHLRST, Tn:_-f-.nrld:
Tl 11252 B7 5550
WINDSOR, W Danlels:
Tel; 11733 #2108
GON MAIDENHEADY, Madgameri:
Coreacs: Francis fise
|- fsjra@imey plus.cam
GO READING, The Spikiy Chubs
Carac: David Cole
E-mail: ppikiepcidsEharsailonm

BIRMIMEHAM ARER

GW BIRMIMGHAM:

Lt L. Hulling Link, 53 455
Tel: 27 633 7

ey il Cenees, DVE SLE
-'| "“n-i-'lﬂ 1a1s
ow SCALIHILILL;

« G SLTTOK COLDFELD:
4547 Bermrgham Rual, B2 100
el 0130 134 31 7%

g Cenire,

wl; 0190 172 3207
CW WOLVERMAMPTOMN:

iIHM.I‘dG-HM'l Consoke Games:
Telo o1zt 47
GREAT BARR, Gaming Crepl:
al: (120 360 080
i:.l'l'tl"?ﬁ COLDFIELD,
s
'i-li!:.l ?'.ﬁ.l??:.l':-
WOLVERHAMPTOMN, HobhyCrafi:
Tol: DB4E 051 £543
f S DUMMEY, Dradliry Darkdopikic
i Paul Shekdor
-:I. 01354 228 36]
GO WIOLYEEHAMPTONN,
D By Chabie
: Cilng
01908 134 £33
Fema s pes rpenlielad 8hcimail ok

BECKINEHAMSHRIRE
GV HIGH WYDDAMB
Ll 2% Thee O lagen Do, EFTL ZHT
Tl 4% 454 1492

G PMILTON KEYMES:

viury Boadmel, Miu 240

Tel: 0190 525 0477

AYLESELIRY, Boar ke cewilics:

el e 401000

ELICKINGHAR, Ahacus Tovs:

el 01 250 AFATS

GERARDS CROSE, Howard Marshall=
Tel: 11753 22952

MILTOR KEYNES, HobhyCraft:

Tel: B1208 308 330

FikIMCES RESBOROUIGH, Treats:

el 01 B 144352

GCN HIGH WT({:IMHF

Armagedd

G PE nnm‘m‘nn
I rih Sree
Tel: 01723 250 05

ELY, Clty L‘rd! Lr!ﬂtrl:'.

Te [N

HUNTIMGIR, spurl: & Faskbons:
Trl: OT A0 A54541
PETERBOROLGH, The Gluey Gahling
Tiel; (11 945 GRE RBOE

PETERBORCILGH, Westgate
Dreparlmit Storei

Tol; G0 735 563131

PEI'ERHUHULLH Your Slor:

ST MEOTS, First ﬂampulur Camiss

Tel: 07480 186513

ST MEQTS, Wiestigali Dopts il

Slore:

Tels 07 iNE AFLEAY

:rmacu, Westgate Department
[{1L:H

Taul: 17 4 TR POESTE
WISHECH, The Gluoy Gobdin:
Taal; 1171495 SREROE

CHANMEL ISLANDS

FERSEY, 5T. HELIER, The Little Shop:
Tl €130 PRR1RE

GUERMSET, 5T. FETERS POET,
Cl.rnl.m:l'

e AREFLADS,

Jersey Privaterrs Garmisg Chals:

Corvack: Faul Moo
1334 73A192

11 Fao £
Tel: 0124 431 1967
= 0¥ i CCLESFIELD:
Ches

AR

1_.w wAH’IIh{"'H"J‘J
Unit 15 Sank Strect Time Souan:,

Tel: .I."-J 65 1984

ALTRIMCHAM, The Gaming Crypt:

Tal: 147 w24 a1y

CHEADLE. Famlaslal

Tel: G147 491 1130

CHESTER, HabhyCraft;

Tel: 01244 650 110

COMGLETO IJun: Toys & Cycles:

Tel: 01106

CREWE ABC MurH Spoart:
;01370 365 N8B

(.H.l'wl PDMr‘S \'Il'.ldﬂ Wgrld;

fFIFI\F fac s a Bno:

HRUY ekl [ By B
fﬂl'.lD‘iHA\'l.
Stirse Wiehh Models & Hislibies:
el 01938 735 225
NESTON, Carcusel!
Wl 0150 36 A21
SORETHWICH, Level 13
Tel: D160 43053
SMORTHWICH, Ther Mudel Sheps
Tel: D160% 226 3R
STALYERI Hardcastlis:
Tal: D167 IHNS 2
STOCKPORT, HoblveCraft:
Tal: 1167 429 3400
HYDHE, Gaslings Toymasien
Tel: 0167 427 2000
WIDKEE, The Hobhy Shop:
Tel: M1574 341 947
GCM CHESTER,
Ruyal l'u:hl of Minbed Boards:

ehia fry @iyl con
GEN MACCLESTIELD,

DT0ES 1 2
E-mai: hamadine2 0024 vahoo co.uk

* L'.'r't MIDOLESBNULIMI'
un‘ilu\i TED THR
al

HARTLEPLHOL, Illumﬂ!.
Tel: 01432 333 19

HNRIL[P‘.K.H..- “'!ﬂl.all‘ Depariment

-d "IH-‘" 244 337

GEN WD ESRROUGH,
ﬂn%*#uu:h Gamen Chalic
Conizct: Colin Wilson

Tel: 0704637 27 37

Conlact
Tel: 11 Gt

G TRURDH
1

RI a4

BDDMI\I
Tel: 01 205 FFCAA

HLUIDE, Mitrn RC:
Tel; 07200 351 15
BLUDE, Maore ¥
Tel: (01200 352 1
FALMAMUITH, Wondcrand:

Tolid 326 313 571

m.‘rL! Hlewetls nl'm:.lel

Tal F3R 75012

MEWQLIA‘I' Planet Hobbywood:
Tel: OT&37 B52 24

ST ALBTELL, Adeka Tavic

Tal: COE 720 73125

ST ALSTELL, M.'ld far Binlabecs:
Tul; 10320 72259

ST I%ES, uram-'! Hoard:

Tel: OL730 7OB4E

Conacn: Kord Daker
F-muail: celinlkr @] oom

1 bk o, 11 6507
Tel: 19 229 1063

W DARLINGTOM:

71 Skinmwigae. 0L FLX

2 338 24R1
EAHMARD CASTLL, Toy Shogs
Tel: 01333 37 306

EISHOF ALCKLANLY,
Wrindsock deoduls:

Tel: 013248 609 7ih
SEAHAM, Camis of Y¥ar:
Tel: %15 917 110

STOCKTOR O TEES,
Stackinn Modeller:
Tel: 01642 516 RED

m\'—IN-ELINES\, Huwaths;
Tel: 01279 B20 435

BN ERS--WINDERMERE,
Ersusd Adkin
Telz 11549 4+ ar

COCKERMOAUTH, The Toy Shop:

Tal; (180 425055

KESWILE, Li.dand Tavs and Mohhies;
Tel: N17&A 775 275

FEHAITH, Har'.-m yalime

Tel: D17E 364 475

WLYERSTONM, Sawvdusl ‘i SAilches:

al: 11009 AH2 PR

WIGTON, facksons Déecast Models:
el D857 142 5T

DERBYSHIRE

Y LFLRBY;

42 Sadler Ciake, DET 3L

Tel: 1143 247 1657
ASHROLURME, Lumibuards Fuops:
el 11415 145115

BELPER, Childees Chaboe:
Tel: M1773 325005

BUXTOR, Kasvles Toyas anid Modids
wl: (.25 &24 203
CHESTERFIELD, Chesterfield
Dpartsseni Slure:

Tel: 1146 320 200
CHESTERFIELDY, Peak Honokslore:
Tal: (11246 201 R0
GLOSA0, Wain Services:

Tel: 01457 853 548
TLEESTOM, Mkiston Co-og:
%l 01159 327 T
MATLOCK, Shane:
il ORI 332 482

DEVON
= W EXETER:

Eidw Il S, F‘EA EMY
Tel: 0139 246
W PLYAOUTH;

5-1|( ;'ullln{ull Sm:\‘r FC1 1R
el o

ot et 1011 1400

Jel: 1163 LA T
BARNSTAPLE, The Hattlerne:
Rl 11271 121 294
DARTMOUTH, WG Pillar & Co
Fel: MARLE &332 130

HCINF'IE.N Hunllun Ty Shup;
T 014804 43741
KINGSERIDGE, The Trading Post:
Fedo L Sl 5 UG
NEWTOR ABEOT, Ausiing:
Fel: (1626 333 444
H.'II“UUT" \1D-d!| Shap

l'ﬁ'-'ISTOC Ii.ulmiumlpr
Tel: 01AZZ &6E3 1
TEIGHMOLTH, IMMM Tophaas
T R n0

TIVERTORN, Wings ™ Wheels:
Tol: 11664 T43 319
TORRIRGTON, ling Fadims
Ted: M1ROE ] w TIS

DORSET

LW BOLIRM DALAITH;

24 Poer Oftico Read, BHT TES
Tel; G20 231 0
Ll C'ﬂ' PDUIE

e Cancee, BH1E TER
SR14
th’HDUTH Hobbyoraft:

Tel: 0an i

BRIHFORT, mu'lu}mubcr'
Tesl: (AT ALAY

EHAFI'EBIJIH' Hl.l'ﬂlrg'
Tal: 177 052 1%
SHERBOURME, The Cornet Hiouse:
Tel: CH15A5 15 1S
WEYMOLTH, Razeamalaz-
Tel: 21105 700 L
1_.r_ ] I'L')OI F, Battbescar:
t: Pal

eland

1M RS
e Hh:lulr:cc:lr-'o uk

- Thee Moidmas Conbe, (A2 WH
MERE T LR HILE]

O L

J Sowthcrurch Rrad 357 IME
Tel: 3170 240 1251

W THURRDCK:
.l-'ui‘ 4150, Leerd 3,
ﬁlu RANg T
170 2de 71335
S.".FFHUN WAL R, Game Un:
1 High Seewr, Tl 01 Lix Sund i}
mIDON. Hubl:rVCr-:&.

4 3 |

s 1L

i

!RENTI\‘DOU, BidM Cycles;

Tel: M 377 214 342

CHELMSPORD, Toymasler Kingdoms

Teel; (11 243 493 355

CLACTON O SES, Clacton Art &

Crall Cenire:

Tal: 11254 430 Gk

HARLOW, Marguec Models:

Tal: 01779 427 Vi

HOCKLEY, Hislsbiitivii:

Tl 111 P2 A T

LEIGH-DM-5EA, Caliver Hooks:

Tal: 11772 473 AR

MALDOMN, Cnlln Bllu. ol

al: D021 351

‘k‘fr FIGH, T.n-rl h Tuk:
1364 775 51

¢ ik lw=ail ool

doalie: waw hun'mrasault ook
GCHN COLCHESTER, Colchestior
l'.:a-c! Lluh.

ncuccl hesemamasc vk o ok
GOW SOUTHEND,

Southesd Foy Soldiem Clib:
Contact: Paul Cayrar

Tel: O7ERL 660 A1

E-mai : clubsnnuid=#nium.cam
GOCK SOUTHEND,

Warzone; Sosthent;

nntact: Michadd Ryan

B AN

vampyidilii uevenderoouk
GEN THLURBOCK (L akeside Shopping
wiall, Tempus Fugiiives;

Sl Suirt Wackaness

I

i g s 0.k

BOURTOR, 08 THE WATER,
Bourfoss Moshe| Railwap:

bed= a5 KD dan
GLOAMESTER, Balih: Hadiours
Fed U 30 432075

STROLD, Pmaftﬁamel'

Tol- 0B 243 7420

TEWKESBURY, Toy Zome:

Tol- G164 P23 770

Gk DURSLEY, Durdey Games: Club;
Contaact: Gan Bishop

(M L c o

NAMPSHIRE

GV BASINGSTORE;
5 Podters Walk, RGI1 700}
Tl s 0 25 Rk, SOG0

L'.'r't PORTEMOUTH:

i P|"|I 14l
Tel

W SOUTHAMPTORN;
21 Las: Ehrect, 5L
Teel: AR 13
GW WINCHESTER:
35 |ewry Sirept
Tel: 059 26 1192
.\I.IJEREHUT The Gare Shap;
Tal: 7 443

Hopgosaurus Toymastor:
4 152 2h1

FLEFT, Flewt Tops:

Tal: 3743 2] 392

CGPORT,
Tal: JE192 5 X

FAILFOED O SEA,

Malicrl Modols lrd Hulibiea:
Tl 113460
NP MILTON, anfldhl.n Pilneiz
Tal: 1445 617 Uds

I‘I"'I'FHSFIFID Fnll:r Shindels:

Tl 11740 267

H:'I'EHSFI:ELD F|.m e

Tel: D170 367 271
FOHTCHESTER, Wior Mundels:
Tel: 12392 451 16
EIRGWIRHD, T
Tel: 11425 479 444
BOWGEY, Roundabaout:
Tel: M7

ol Birmgaannl:

Tel:
WATEELI.'TIEI'!'JLIE, Fun‘:n.r Tops Lid:
Tel: 12342 2eh 255
WATERLOOYILLE, Paul's Hobiby Shop:
el 1705 259 166

GCH BASINGETOKE,

Sardl Muppeets Society

Bareiel Dilien-James

E-ma BT peE. o

GON PORTSMUTH,

Hamsmier M Aln

4_n_aks s dtoirei ook
GOM WATROHED,
Walfurd 'ﬂhrx,-m.ll Fueratinn:

HEREFORBSHIRE

|, Ty Tarps Ty

Tl E--H'- CHGG

HEREFDED, Hereford Model Shop:
%l 01402 152 Aua

| FOWAINSTER, Marlins Medck &

Lradls;

Td: N156E 513 7A2

RSSO WYE, Reenlutinm:

Tl 0198 5 ]

HERTFORDSHINE

L) MEL HEMFSTEAD:
HPTIL

15 Heriags Ckon, ALL LEB

rEE 1191

BERKHAMSTED, Mamlins:

Tel- 11243 854 a2

BIJ!H?P'S STORTIORD, Brardmans:
it 34 £33

DDCKRJ&TEHS_. Surray & Erand;

Tl 2064 450 327

HARPEMDEM, h"l‘lbﬂmﬂ!.

Ted- (NIGHI 7&7 &

I;lElTIFCIHD.- '-'I.qulm Muodels;

ol 0

HITCHEN, M.mrl-r Pindids:

Fel-014BE 423 304

LETC HWAOHRTH, Mindel Bemages:

Folz UT4hE Li4 254

ROYSTON, Toyshop:

Tel- 017B1 241 270

ST ALBAMS, E Rider and S0n:

Pl 01727 B:4 20

STEVEMAGE, K5 Mozl

ol D UTE5E TG Gl

WELWFYN CARDEM CITY, Torps Tays

Toye:

Tel: D707 127 314

WATFORD:, Hu&-rl':il?-

Ted s GUAS O5T L300

ISLE OF MAN
OLGLAS, Tupmastir:

Tl D024 hid 154

ISLE OF WIBHT
COMWES, Chivirtons hawsigint:
e OTURL Z2E 07

EWPOHLT, Toy & Models:
TEGTUES 5e8 450
RYDNE, The Sports & Model Shop:
LH B R e L
RYDYE, Fur, Facl and Fastasy:
Tol; G965 617 333

GW BLLIFWATER;
Ll 6520, Lpge: Thames ¥alk,
III cavane, Grecnhithe, Kend,

I-.II 12 2‘7‘ TEED

110

WHITE DWARF FREONTLIME

CW Store

Hobby Stockist



e

l"r'- CARTERBLEY:

13, Iror Bar Laen, ©T1 2HN

2530

GW MAIDSTORE:

75 Pudiding Lane 'L1ll1 P4

TEl: 062 20T T4

G¥ TUSNBRIDGE 'ﬁ-ElL’i
arries Siee, Thi 2R

S L] i

ASHFOIR| J' l'.urvpulor\]lrl:

T 0233 BR1S90

BEXLEY HEATH, I'.rl Kraey:

Tod - 020 2

RROADST: i,T:rm.- f S

ol OIS BLE TG

THATHAM, Maymiss
Tl 103 400 03

LHAYIHRLD, Hubh:.i.raﬂi
#. RISHD 713208
LIOIYLE, |1-I'I1'.'|'! Mudd:.

‘1va'- Culbertablis and Mudels:
Tl 1674 GRa ARG
GRAVESEND, The Stamg Cenlre:
el 01474 534 166

HERNE BAY, Speariins:

el nzir 17 us

MAIDETONE, ththri.ﬂ

el DIb2 23
MAARGATE, Tuymaster Kinglom:
Tl B 22 i
CHFINGTOR, ]H lnﬁmnr—
Tzl 1R
SEVENCARS Ll'u-lmlr:
Tel:mra |
?E;L'E\IU.W ME'MD'H'!I
i
SITTIMHULE\IE A Blundell & San:
Teli1PEs 424 37

TOKERIDGE, I‘.:L Slull:

Tel: 11722 353 145
WODDCHURCH, The todil Shap;
Tel: (1213 Bel D25

GON ASHFDRD,

slaﬂmpc r.:.mlng Grosg:

GOM TUNERIDGE WELLS, Tunbsidige
Wrnlly War g Seinty:

Camacr: Calin Smne

zn

g e ik

G BLACKPOOL;

ﬁhfﬂh LIRDIER LURE, Rnundahou

Te:OlRlz 637 144
BLACKHURR, Babcaye:

Tee: 0 252 Ko7 43
BLACKEHLIE errer&inn!l
T (1 25 45
BOLTON, Hohh\'(rml

Ted - 04 202 FF4 300

BLESLEY, Compendium

Tl 01283 457 60

BLEY, Conmays Tovmester!

Tl BIRIT RO 200

THOELEY,

Hatspsnis Tops & Mursery Waorkd:
B G257 B 045

CLITHERCIE,

lr‘.‘iCﬁSTEIL Mikro Markels:
Tol: 1524 B4 43R
LEIGH, Toymaster:

Wl 11943 671 116
SMORECAMEBE, Micro Markets:
wh (1524 16 J0G
DLDHAM, Drlakers:
ol BI0TG 200 343
THEMISKIRK, Taylers:
el 1TE2E 57A51h
I{.’IﬁE.EhI:IME, Eenserdake Modik:

1 78 251
FRESTOR, thl:rrl'nil'l.
el 77 £ 20
THORERTOR-CLEVELYS,
oy 2aavs Colkectahlisc

o142

ml

LEICESTERSHIRE

GW LEICESTER:

'|u,--| LE1 5ET

ASHEY-DE:LA-TOUCH,

Stiweir's Mndals:

Tel: 0541 416 K37

COALVILLE, Geodis Toymaster!

Tel: 007 530 H3Z

I'thkLE'r Penclillio Model Spot;
107455 23Ead

¥ GRIMSD

ka1 1LE

[1y]

Ted 0152 254 807

BOSTOR, Medels and Computers:
Ted- 001 205 345 102
GHARTIHAM, ﬂ.rbun £ Watts:

Ted . CIARL F
GHANTHAM,
Poetprinee Models asd Hobldes Lid
Ted- D147R 532 001

LEILTH, Castaline;
Ted IG0F RO2 140
MABLETHORPE, Balas Topmaster;
Bl 01507 471 128

SCLINTHORPE,

Shermans Mode Shup;

Tl B1724 F42 430

SKEGMESS, The Mesdel Shop;

Tl 754 TR 420

SPALDIMG, Massn’s Models:

wl: 01778 T2 A5h

G LINCOLN, Gobstyks
filact: Arng Deafield
;0124 B4 1RO
nal: addateld Bt porseorld com

[aE]

0
s LFE
Tel: D08 Jo A7y
= Gy BROWILEY:

)

LW EMFIELD

A Lenod ks Boad, ENT 204
Tal: 000 ARG 5256

LW EPSUR:

f'l.'l.' HAMMERSAITH:
Al Wh LR
it 17

G‘h I!fNSlNG'I [$ 1.5

Shege 7, Langer Sgaane,
Kensngor Church ‘:Irucl. Wt ALH
Tel: QLT Q47 7

i."r't '[Ih'\f.i.'l".'.lh DN THAMES :

Wi AP
Iel T
GW EICHMORD:
i, Westmesier House,
Finerd, T
Tew: COIGH 4B 57 JJ
G ROWAFOIRD:
2 Duadrt Arcade, RM1 3ED
Ted o 7oy RE 11
G STAIMES:
8 Clarence Sroct
JITH A8k 0TS
G SLITTOM:
. Timez Square Shopping
BT TL
MR 770 454
* GW LIXBRIDGE:
Linit 52, s kil
Trw Prviliors Sreqy

el G0Y Ly ALy

f'r'-' WATRORD:

seene Hoad, Harleouin Centre,
b

3 245 |I|I|

LL‘IPH.‘\M _ILIMTI(JN, Tavshap:
wl:

DLl‘I\K‘H 1‘11! J'url Sationers:

fINCHlE l.mur! C-amﬂ.
Tal: 0208 146 3327
GREENFORDY, HobbyCrafi
Tel: 0208 747 7500

HERME HILL, fst Willise:
Tel: 0207 713 9455

SBIIIIH.'.E, Hasrk:
al: 70 1234
PLTNEY, Ti 3

Tel: D208 T35 9555
RUISLIF, Jobe Samdor:

Tal; 11&9% 654 Rk
WIMBLEDON, Elvs:
(IR E T
TWDE:ID GREEN SHOPPING CENTRE,

Tel: Q208 BAT 0770
G CLAFTARY, £
Clapham Wargames Guild:
Ciorgact Thirmas Peit
Tel: (TPIRR 96D W
E-rnail: inlodclzpharrevaparersomuk
GCN COVERT GARDEM,
Cross Gasing Club:
et Kar MeWilon
th
Barl BP0 e s
DR WANSTEALL
Tanelura “‘nru;mv,-c(lub

Tl- G161 7S TES0
GO EUNCORN, Haltos Disemess:

1l Sropping Cesire,
1157

B
D151 201 0905
'|'.|'Ff SCAUTHPORT:
2 k Flacn

|||.-v|1.|-| "\.-\.
ST HELENE, ICF Gaming:
Tol: MI744 735 705
GEM LIWERPOOL,
Liverponl Cuaming Guld-
Comact: Lean Lynch
Feimiis TERETI O [THETET REERT Y
GCM ST HELEMS,
51, Heloss l:.-amlru. Club;
| Tew

E-miil: pnulkennant®hcimail.cors

MIDOLESEN

EAST SHEEM, Mlay Inside Ttz
Tul; La02) Fub 229

H&T SHEEN, Pandemanium:
axEd 70 ARk

‘ifILlL'l'. Jennings Stores:

Tel: D202 A4 THM

HORFOLK

oW NDHWIFH-

. RHI

EAST nsnm starmns Toymisser:
Tal: 01362 G097 &%
EAST DEREHAN, 'l'uung:rers Wnrid:
Tel: 07362
FAKENH-"IK l.w Luous Tovs and Gifts:
Tl G120 0S5 TTH
GORLESTOM, Tay King:
Tul; G495 451 R
HDL‘I_. Starliags Toymarsder!

L0l 263 713 107
HllhﬂAhTﬂh. Huretanion kodels;
Tel: 0485 511304
RIMGS LYK, B Muodels:

I FELI
[

RIME LYR,

Tl: D555 TR0 R
PR, Hﬂ1|l.'l'|e|.
Tiel: 31

hORWICH,. Kurrisans;

Ted: QT aIlE 34008

WOHIWICH, Lasglips:

el D LlS b2lbay

RORWICH, 5 P Mods:

Tel- 1S5 HEFAPR

SHERINCHAM, Starlings Tosmsasier:
Tel: 31 2R% RIJ 164

TAVLEHAM,
Tel- G160 B
WROKHAM,
e =

t-(h BECL 5, (urluus'llﬂn.

naan

Erall: gizaninus@tiscall co.uk
GON MOETH WALSHAM,
Elackiish:

Contact: Rickand killa
Tel: QFFA0 Fog2aF
tbanenstoouk

{'A.'\I hm‘l’l{. Licat Seanil:
: kb ehing
.N-' 140
mal: whiewaler COA8hotmal . cory
GO DL BLUCKENMHAR,
CHd Auchenbam Bone Creshin;
Contact: Paul Siding
ezt
wessvbentamondihebuce ookl mes

EOIRRY, Weslgale Dugariment Siure:
Tezl: 001330 2% 525

KETTLHINGG, Batilemaster Games Lid;
Tel: 01330 414 B&O

HKETTERIMG,

Garcen Arq;a Cards & Gamis:

Tal: CHE S0 J%9 248

KETTERING, Terpmaster Kingdom:

Te! h 12 507
RCHTHAMPTCIN, HobbyCrait:

Tisl: Ol Gild 501 KOG

DUMNDLL, Cundel Kews;

Tal: 01432 271 513

RILUSHIDEN, Oshorne Sports & Toys:
e s M35 51 4T
WHLINGEDROUIGH,

Soffwane Seller;

Tid . 01933 440 58]

GOl MORTHAMPTON,
Mirthamyston Warkinds:

Contect: hark Peat

1 37

E-rual arkys paray ISR horsail com
GCR BLISHIHERN,

Phaenily Gaming Club;

Contct: Damell Lex

Fel- 1933 411 552

Exmail: clirsdl s 1@nilwer id com

NORTHUMEBERLAND
AEHiHL'.TClh Hﬂ Hax Models:
Tl - 01670 52127

EERWIHK l.'lﬂ\l 'I'WED.

Berwick Compuber Games amd DTh:
Rl I 14 551

HIXHAM, Hohhs Depariment Slore:
Tl 114%4 502 151

SDEPLTH, 10 Allan;

Tel: BIRTO 503 15R

GCN BYTH,

\Inrlhl.lrbrlm ﬁdfmuurfhmld.

il e linegd hotmai

HATTINGHAMSHIRE
W ROTTIRGHAM (Cantraliz
dda briar Lane, MG 00
Tel: 0115 B&R 0531
G WA RHAMMER WORL:

lloe Rl Lisicat, MIGT W5
Tel: 15 916 541
MARSFIELD, Thee Games Emponium:
Tl D16 G0 D22
M.'lNSFJElI:r I pii ralinen:
611 TR
Nf'r\"\li! ——
Tol: 01636 673 116
NO' HGHAN, HobiyCraft;
VA1 R4
SUTTUN-IN-\H!HFIELIJ.
Bastion Gaming:
Tel: C1F&TA 157164
SUTTON-AIM-ASHAELD,

oym
Tel: 01523 5357 B12
Wﬂﬁkﬁl”JP 'u'lndrl Rase;
Tizl:
GEM K I!'.B'I"I\I ASHFIELD, K.l.A:
Conwacr: Che Wrebsior
C-muail: Blac kak nnddnmsy ne
CCN NOTTINGHAM, D Wt Mobta:
Comtact: Soott Miskn
T 15 440873
L-mail: seoti. mskivghinpemword com

G QWI:]HI'!-

ABIN('I:H'.DN,. Tt Ty

Tel: 524 144

Y, Trinadier Bros:
<131 205 261 346

HILETEI, um

Te: 1ARD 32

CARTERTOMN, l:.dcﬂpnrm

13 B4d 146

CHRFORD, Bumﬁh Tepmaster:
Tel: C1HAS 241 244

THAME, Fied Pedaller:

Tl Dl HaL 2h0 002
WALLIMGRORD,
Pcbmmf'mlllngfnrd'

T G au] KL 58

WITKEY, Romikrish:

Fedz L1983 Fd 579

GON OXFORD, Owford Gamieg Chats
Bl

B
- + ik e BT reorkdoom
O WALLINGROED,

Snl.ﬂh Cifordshire Wargamess:

PEMBROMESHIRE
HAYERFORDWEST, Emry's:
Tel: 21437 774 §

= W SHRFWST
[ECNTU R
Tal: 21174 10 B
TELRORD, Sarela L'.:ml:-s

Tal: cH%wA2 a7k 752
BEIGEMOCETH. Hobhy Horse:
Tiel: 2174 & Thb (5D

CISWESTHY, Funfayre:

Tel: Q%01 AFD

|u|:.m: l:aucﬂlru. Korezht Cames:
Tel: 01452 417
C{N SH!FH-SHI_.H‘I'
Galekeepers mw: Cluh:

* CW BATH:

510 Westgre Buildinas, Avoe Sinct,
Aa1 LN

Te 0122 533 4044

ARICHGEVWATER l:qmn, Marl;

Te: 0127 B 32 &77
BLIERHAM O SEA, GW Hurlisy:
THY 11

CHARD, Camis Wizand:

Tel- D1 Ak 23 D41

FROWAE, The Ellenbray Press:

Tol- (1575 467 139

FHOWAE, Frome #odel Centres
Ted= 1373 463205

Emm Taymaster:

In’llhlil-i--'l.l'.l Mlm-hmul Terpa &
Siudel
Fd: U4 E 705 5501
TALINTOR, Hmlim
kel 01023 115 0357
WILLLY, Wl padels:

Tl 01742 675 2R

WSO SLIFER-WAHE, [] Tovs:
RO 478 151

YEOWIL, Yearil Collecters Contre:
wl: 07933 403 700

YEOVIL, Witch Engine:

al; 1935 427077

STAFFORDSHIRE
+ GV BLIRTON ON TRENT:
wnk &, Unian Court,
QLI 1A
el 1124 153
G STOKE:
Saaffand 52, 571 110
el 1175 220 5267
CANN
Tals

von Sireek

ShbS

POSGTON, Mini-men;

Tel: 31722 315 810
MEWCASTLE LIWDIER LYWAE,
Samadnwmer Muodels:

Tel: D732 10 b
EI'AFH".EI'.I ] Caan
Tel: 705
STAFFORD, Tean Fat Gahline:

Tial: €O 0% 294 4
STCHE-CIN-TREMT, Battezane Games
& Collecialdes:

Teel: CiF U3l Lyl
STCHE-OR-TREMT, Minimen:

Tl €t 02 1%

TAMWORTH, Gend's Tops:

Taal: CHLA0 BT P95

TAMYWORTH, Hobbyorafi:

Taal: i 427 UKD B0

GER CARNMOCEK, Games Club
Cannock!

e EEvahou co.uk
GOR WALRALL 'F-'Jrhlr:h of Yealsall:

u.:'lu'm uf_walsaligharrail.com

SEFFOLK
& W IPRWICH:
19 HButenmaksl, 111 26|
Pel= 01475 210 0

Independent Stockist

GCN Club

w.games-workshop.co.uk/storefinder



 FEENNEEE s e

ﬁ.l_lk'f E1H FI'!IN'll MNOS, Mokl Junclion:
1: 07234 753 &%
WR'{ ST, EDWLMDS,
Starlings Torpmastir:
Tel: 07284 7R1 his
FELIKSTONWE, Wizarnds Tanis:
Tel: 7 444 B 551
Hl\LEEI.'l.'DETH Halnumﬁ Ty Shap
Tal: 011566 A74 27
EIFSWICH,
Galuny Models B Hobbies Lid;
{473 730 270
IPSWICH, Tryworld Ipswich:
Tol: 01474 720 535
LCAWESTOFT, Toymashir Kingdeic
Tl M1502 565 obD
\II'H-'MJ.HKFT M:nm. Tosdaml:
[l )
FT, I'.I | Collee laldes:
bl I.-

|'.|

bul’fulk a.nd Lanes Gamers;

M l\. Aldhose

) FEAY

l'Ch EECCLES, Crypt Keepers:

Tol: 070712 W0 544 1afer Gpmi

GOk IPSWICH,

Sawvarmm 'I.'l.'-ruimh Cluh:

Uenlact: Wart Helden

Tl [ L]

L-ail; metbeaikesharsimses ok
GO NEWARKET,

hnmm: Dwarl Wargames Society;
Crgtmct: e hiry

Ted: CFILFAE7 109

E-=ail; nenfwam@noarai com

SHRREY

GO EPSO
1 Hig= Alrest, K719 AA
Tel: 01472 FR1EA]

AW GUILDFORD:
Ll 1, 12

CAMUIERLEY, Morning Suar:
Tizl: 07 2760 pHST1S0
CATFEHAM, Moddler’s Lafl:
Tel: 07333 341 I
COULSIME, Ia.\'hn Ty anal Sparis;
Tvl N30 ER

Tel: 0141
EFa0s '.'.Ilr.llu:n..
al: 0107 742 533
!Pscm Tmhmm Taq-s:

IH meu' Lid;

536 E6I5

PL'ELE'I'.-_IH Lorimer Lid:

Tel: 0187 509716

REDHII.L. F.lmm f.u.ld:
ko

REIG TE,TH Twr Shup'

Wl TTET 248 300

WALTON OR THAMES,

Trechouse Tovs:

Tl 1033 352 272

|'.|Lh MAITOHANM, I\l'llll.'hlﬂ" W armwadi re:

Crnlet: |es

maruerhotral o uk

Iwndlru,

SHSSEN ARER

G BRIGHTOMN:

Lnit 7, Kie Priliors, BN 1THW
511

W EASTHOLURKE:

13 Termrue Koad, B2
Tel: an 32 64 1280
BORGHOR REGH,

Trains Matkek and Hobhies
Tl 30 343 AR FI7
BUR_?ES\S HIlL,. Kid's Stuff:

444 257 724
CHICHESTER, Chu:hw-r'l'un

Tal: 27243 78H D55

EASTROILIANE, Pharstasia:

Tel: 97323 723 385

EAST GRINSTEAD, Martells of Sution
Tel: 07342 321 30

EAST GRINSTEAD,

Ready To Run Medehs

1342 g ur

I-IA'I'WAR‘.IJ SH[-.'.'IH Charkisc
Tal: 017444 4

HHESHAM, Gentle Gallery:
Vel CAET 25K GhT
HOESHAM, Ottakers!

Tel; 0403 268 RS

uc'-.rltw Kirl's Stuff=
Tel: 01535 7aH 39K

GON BRIGHTOM, Brighton Warlonds:
Canact: Peter Docke
T 404 4240
Lema : prter voaked 2 iRnlurneid
GCN BEICHTOM, Garnbet Coes LK
cunlact Ganel: W
Eantail: poreth. v nnE0d il e vweorld com
GCN CHORLFY,

IIEChaeley Knighs:
1 Tayior-varks

B A
er_as_smhréEhoimail.com
GCR WALRERTON,

\Walberinn Wargamers:
ot I.-Iu' Hike Roodhem

[-ail; wrkbotomeaparerdEafnca ok

TYMWE AMD WEAR ARER

& GW MEWCASTLE (Centrali:
Linil &4, Meagale Shopanyg Centng
RET SHL

Te 0141 232 2412

(e HETHI.'TI  vietno Conbre)!

Tel: 741 A1 (190
CATESHEAD: HobbyCraft
Tal; VU1 462 Pl
REWCASTLE, Fenwick Lid:
Tisl: 001 232 5100

P HETH SHIFI T,

SE Gladkdon & Son:

Tl 21912 571 355
SURDERLAMDE, Joplisgs:
Tel: 757 5 102 10

LEY RAY, TAG Allanc
#2541 S

WRRWICKSHIRE
W COVENTRY:
Lini 14 pcr Levd,
d s Shopory Centre, 301

ILL

al: 247 G622 731
1".".' LEAMIMGTON 5P
i Srat, V]
el 1915 435771
BEDWOHETH,

Railway & Modellers Junction:
02474 116 205
COVENTRY, Hobhyoraft;

Tal: 12475 234 320
KEMILWEORTH,

Aharaft Aste & Ficlures;

Tl 01825 511 2

RLIGEY, Join
Tl 111 FHE 56 72
STRATROED-LP O AV DN,

Muck ado aboul 1oys:

Tel- 01 FRD 95 350

GCR MUMEATOIN,

hum,qllm Made and Gasing Chals:

G SALISELEY:
Weinchesler Srenl, 5F1 THE
2 AREIERS

MAHLBDRDUL‘.‘H H Duck:
Tl 62 512 15
MELKSHAM, Thl"'I'Dl'!hDP.
Tel: 07225 7RE £15
SWIKEHIN, Hohhyrait:
Tel: 02435 C51 655

TH.DWBIIDCE Thl’: Tow Shog:
Tel: 01 225 76K a18
[rm | SﬁIL:D(JN. Bl

G SN LN,
'!Mndnn a.nd Ll'nmrl Whargame s

WORCESTERSHIRE
+ G WORCESTER:
23 Lychigate sall, Cathoceal Plaza,

C}
el VR A7
DEDITWICH,
Logk-rite Lid T/A Toywenrid:

wl: 11905 272 403
EVESHAM, Batlle Honosrs LE:
Tal: 1132 &45 €75
RFDITCH,
Hi s Tovmaster:
Tl D152 T 042
ATOURFORT Ok SEVERN,

TF Actheily Tave:
=l 01 2 A7 A0n

W BRADFORD:

Ll.llp"h W [Centrall;

e Foar, 131 oL
42 s
[0 IIfI]h I'¥hile Rosel:
l_iln ik Huw Conbm, L1 AL
W l1H!FFIhlI'.I: '{'.n'llIhIL-
16 Fitrwilliam Cate, 31 4jH
Te s 014 25 0704

GW SHEFFIELD} {Meadowhal Centrels

Lrit 910, High Srenl, Lipper Ma

wn rear Beaiss, 539 TEN
i 14 T3k 93360

& GV WAKEFRELTDY

an h.m...'..e the Ridings Conir

el
Taul: 0

':4 56 0411

G YORK:
138 Londal, W00 3400
Tel: G 402 G014

IIM.IF\AS Halifas hh.i‘:ﬂtrs'l'l‘nﬂd
HAREFF.

mumx hhplﬂ'll’:“'\oflﬂ'

Tal: 1422 130 GeF

HUBDERSFIELLY, Sames Lmporium;

Tel: 1484 53

HUDDERSFIELL, Something Wicked:

al; D148 554 22h

KENGHLEY, Canwways Fovmashar:

LFEDS, H verall:

el U115 3 B

MEWCASTLE LFON TWSE,

Alants Model

Tel: 0127 233 3kl

SMORTHALLERTORN,

T 5% P Grewer Lid:

Tl MR 774 334

DTLEY, Conways Topmaster:

Fel: 01940 452 D65

FICKERING, MHN Pickering!

Tel: 1751 472 Ti

PORCELIMGTINN, L"rll‘k My

Fel: 1755 30 0]

SCARBOROUGH, Games Centre B

Fed: U172 363444

SCARROROLIGH,

Spmrr, Myth amd Magic:

Tol: CAA5E 447 113

SELBY, A.1 Sparls and Tesps:

TH- 1757 Ty 118

SHEFFIELDY, W.:I

Tel- 1] 142 754 A2h

SHEFFIEL

Wargammrs Fprium Ganirg Centae:

Ted 01742 SelaEr

WAKEFELD,

Bl and Cnd1 Coenbne:

s Emponium;

ki Asedersan - Tovmser:
Te': 01947 K02 211
WHITEY,
Fadods and Movic Praps Lid:
Taal: P75 Ga03AD
Femicks;
Tel: 01904 Ra3331
GO HUDCHERSFIELD,
Cellar Dwellars;
Cosart: Rihaed Ambler
Tel: P4 17 1974
uhersuackigvahno co.uk
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Another season of tournaments has drawn to a close, and
event organisers Brian Aderson and Andy Joyce are already
hard at work making plans to ensure that this year’s Grand
Tournaments are better than ever before.

we can look forward to another
season of compelition, and the ways in
which we can make sure next year's Grand
Tournaments are better than ever.

Every season, we pather logether a
huge amount of customer feedback, hath
through talking to the players as they take
part in the event, and by callecting
feedback forms filled with all your ideas
and suggestions, At the end of the season,
we review all this material, not only sa that
we can find out how much fun evervone
had, but also to see if any of the
suggestions or recommendations you have
macde can be adopted for the future,

O}ften, this process results in slight
changes being made to the events, and
rany regular tournament players will have
noticed a steady evolution of the Grand
fournament rules over the past few
seasons. This year sees the continued
developmenl of the tournament’s formal,
thanks to the involvement of the whaole
team of evenls volunteers and advice from
studio members such as Jervis Johnson, as
well as the welcome feedback that has
come from the Games Workshop
community as a whole.

Far the coming seasan, we decided that
the Grand Tournaments shauld he a
celebration not only of skilled generalship,
but other key aspects of the hobby as well,
such as excellent miniatures painting and a
friendly approach to gaming. In order to
reflect this, we have made it possible for
players to qualify for the Grand

ow that the Grand Tournaments are
over and their champions decided,

Tournament final by being nominated for
the Best Army award, or for winning the
accolade of Most Sporting Player. This way,
we are able to reward players who exhibit
great sporting behaviour, and similarly
those people who take the time and effort
to create beautifully painted Citadel
miniatures, emphasising a higher standard
of painting and madelling for a Grand
Tournament army.

A lot of the feedback we recieved
during the last tournament season was
regarding the points scoring system, which
we have now revised ready for the next
Grand Tournament, We wanted to ensure
that the overall winner of the tournament
was the plaver that won the most games,
whereas il has been possible in previous
tournaments for a plaver who has waon
fewer games to win the tournament by
having a higher victory points total. The
new scoring mechanism shown on the next
page means that the player with the mast
wins bocomes champion, while the
additional Victory Bonus paints can be
used to decide the winner in the event of
two players having won the same number
af games.

We are looking forward to another
challenge in the 2007-8 Season, and with
players travelling from all over the globe to
take part it will truly he ane of the greatest
challenges for the tournament gamer. The
Warhammer World Events team would like
to wish everyone who enters the very best
of luck for the coming season,

Brian Aderson and Andy Jovce
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HOW TO QUALIFY!

One of the main changes to the format for the coming Grand Tournament season is the
way in which players can qualify for the Grand Finals. The following is a list of players
who will now qualify for the finals:

* The top 40 scoring players in each Grand Tournament Heat.

* Up to 6 Best Army nominees who reach the Plaver Vote per Grand Tournament Heat.

+ Lp to 3 Most Sporting Player award winners per Grand Tournament Heat.

= Any remaining places will be awarded as Wild Card qualifiers at the discretion of the
Warhammer World Evenls team.

THE NEW SCORING SYSTEM

The new Grand Tournament Scoring System has been developed using the previous
season’s system as a foundation. Points for each round of the Grand Tournament will be
awarded as follows:

RESULT POINTS AWARDED

Win (Any Level) 30

Draw 10

Loss 1

Concede 0

This paints score will be used to decide the ranking of tournament players. In the event of JULY — SEPTEMBER
twn ar more plavers sharing the same points score, the Victory Bonus Point Scheme will be

used to rank those plavers, The Victory Bonus Point Scheme is designed to reward players he Cil

for the degree of victory they achieve in their games, while ensuring that the overall winner Mi ; |1;.|| w

is still the p|r'l}’:"l who won the most games.

RESUILT WINNER'S VB SCORE LOSER'S VB SCORE
Massacre 2 0
Major Viclory 1 ]
Minor Victory 0 0

G 3

WARH*IMMER vl | mnu%ﬁ"ﬂ‘ﬁﬂ

CLASSIC CITADEL

Hi TDUHNHWENT TIEKETS

Tickets are now on sale for this season’s Warhammer and Warhammer 40,000 Grand
Tournament Heats,

the Citadel Mi
Hall will be -:I
selection

Warhammer 40,000 Warhammer Details for each of the heats
Heat 1 . 135th Qctober Heat 1 bth October can be found at www.games
Heat 2 . 10th Mover Heat 2 . 3rd N 3 workshop.o venls or by
Heat 3 . 24th Nower r Heat 3 . 17th N

CALL DIRECT ON 0115 9140000

froam the ¢ Ir"l.‘l.1ill|'| of
Kewin Porler,

W A

Swarhammerwurkdsh

Fvent infrmation comest o tme of pong o press, Cames Werkshep s not respensble for evers nat un by Cames Wakaop,
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RESULTS ONLINE

Visit Games Workshop
onling to see the full
player listing, more
phetos and tournament
results from the evant!

On the 3rd of March, 115 generals descended on the Warhammer World gaming
hall, all eager to prove their might on the field of battle and claim the ultimate
prize — first place at the Warhammer 40,000 Grand Tournament Final.

ach year the Warhammer 40,000
Grand Tournament attracts hundreds of
generals from across the globe, all
edper o prove their tactical superiority
and this vear was no exception! The players
sathered together in Bugman's on the
morning aof the 3rd March representing the
mosl successful commanders in the hobby
community, making for an exciting
weekend of closely contested games. Ower
300 battles raged during the course of the
final, as each general vied for possession of
the tap table. Congratualtions go o Overall
Champion Alejandro Martin Ferndndez,
whose Iron Warriors Chaos Space Marines
army remained undefeated throughout the
weekend! You can find his army list on the
tournaments page online. Perhaps it will
inspire your own all-congquering army!
Equally closely contested this vear was

the caompetition for Best Painted Army. The
winners of the award from each of this
segson’s heals were all at the final, setting a
very high standard for painting indeed! In
the end il was veteran tournament goer
Andrew Taylor who scooped up the award
wilh his fantastic World Eaters Chaos Space
Marines army. You can see this awesome
farce in all its glary on the following pages.

OVERALL WINNER:
Alejandro Martin Ferndndez

2nd Place: Dan Fortnum
3rd place: David Minnis
Best Army: Andrew Taylor

™
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REDSHIRT ASSAULT

A conspicuous presence at this year’s Grand Tournament Final, Flame On are a group of
like-minded gamers who band together for tournaments and events with the aim of

having as much fun as possible.

Neil Kerr has been playing Warhammer
40,000 for nearly 15 years now, and like
many players, it was in the pages of White
Drwarl thal he first discovered the hohby, ©1
picked up a copy of White [harf in a local
newsagent, flicked through it and it sparked
my imagination like nothing before” White
[warf caught up with him at this year’s
final to ask him about the ‘Flame On’ team,
af which he is a member.

Who are Flame On?

Flame On are a group of like-minded
garmers who have come together through a
commaon love of the habby and having as
much fun as possible. It started out as just
four guys from Manchester going ta the
Grand Tournament three years ago, but has
grown beyond anything we could have
imagined, and now includes about 60
people from all across the UK and even as
far as Creece and Germany. Playvers range
from people just starting out in the hobby to
velerans of many vears standing, so we'ne a
diverse group.

Have you always come to

tournaments with a team?

Before Flame On, no, but now | don't think
| will ever attend one without a few dozen
red-shirted loonies alongside me. There's a
real sense of comradeship between
everyane, so no matter what the outcome
of the games during the weekend, there are
always plenty of yvour friends around to
keep vour spirits up!

Did you all qualify for the Final

in the same Heat?

Mo, we split ourselves evenly between two
heats beacuse there are so many players in
Flarme On that if we all went to the same
heat the odds of knocking a friend out of a
gualifying slot is too high, something none
of us wanted to risk doing!

Would you say the Flame On
players all share the same

approach to gaming?

That's the beauty of Flame On, everyone is
an individual and as such evervone has
their own approach to gaming. Some of our
members are die-hard gamers ahd approach
every game as if it was the top table at the
Crand Tournament Final (as this vear's
standings no doubt show), Others of us
build armies for purely aesthetic reasons
and then afterwards write a legal army list
tao fit their creations, In the end though, we
all believe in one unofficial rule: It's a game
about war, not a war about a game!

Will you all be back for next

year’s tournament?

Definately! | don’t think the Grand
lournament would be the same now
without a group of gamers in red shirts
battling their way through the weekend.
Expect to see even more of Flame On
during the next Grand Tournament season,
we'll see you all there!

Members of Flame On’ gather owtside Bugman's al the end of & weekand of hard gaming.

www,games-workshop.co.uk/tournaments 117
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Renowned army

0

inter Andrew Taylor won Best Painted army at this year’
Tournament Final with his ‘Soul Eaters’ Chaos Space Marines. We caugh

BLOOD FOR THE BLOOD GOD!

tournament to find out more about these daemon-favoured servants of the Ruinous Powers.
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WHATIS A
GRAND
TOURNAMENT?

“}LIFT'ILITT'I(,"T'I'!-\. dlreg dan
opportunity o play
six 1500 point
games of
Warhammer 40,000
over a weekend,
meet ather ke
minded players and
in the: process gauge
your ability in terms
of gaming results,
sportsmanship,
painting and rules
and background
knowledge,

Grand Tournaments
are the pinnacle of
Cames Waorkshop
tournament play.
Players from all over
the LK (and beyond)
Come to
Warhammer Warld
to test their skills
and compete for the
top spots on the day,

Why nol visit the
lournaments page
online to find out
maore about the
Grand Tournamenls
and other events
held at Warhammer
Wiorld:

W EAMCS-WOrks o, oo, ek

IS

B
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Upcoming Events

Are vou a Hobby Centre,
Independent Stockist, or part of
the GCM and running an evenl?
If vou want to advertise it for free
in this fine publication simply
drop us an e-mail at:

whitedwarf@pames-workshop.oo.uk

The clozing dates for receiving

details for publication in the

following issues are:

WIXAEE (Now)

WD336 (Dec)
WIXEAT (Jan)

= sl August
* |5t September
= 15t October

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

Events diary abbreviation guide
W= g, Marharmmer
............ Warhammar 40,000
.......................... Blood Bow!
Jwarhammer Ancient Battles
WPS... Warhammer Playars' Society
WECW Warhammer English Civil War

Eplc st Fpic Armageddon
LOTR ......The Lord of The Rings
W .. Cames Workshop

R e Grand Tourmamenl

THE EVENTS DIARY

All the latest from the UK events scene

BRI presents

WARHAMMER
DOUBLES TOURNAMENT

Date: 23rd-24th June

Venue: Warhammer World, Nottingham

Age Limit: 12+

Details: Comgpeete in a fun tournament with a
friend as an ally. You will need a fully
painted 750 points force for Warhammer,
which together with your gaming partner's
force must make a legal 1,500 point army,
Plaw at least six games over the weekond,
using a variety of fast play scenarios, Points
are awarded for gaming and there is a special
award for Best Painted Alliance.

Tickets cost £70 per two plaver alliance
and include vouchers towards lunch an both
days, an evening meal on the Saturday night,
tea and coffee at the start of both days and
doughnuts to get vou started on Saturday,
Contact: Hobby Specialists — 0115 97 40000
Website: www.zames-workshop.co.ukfevents

GCM presents:

RISE OF EMPIRES

WARHAMMER 40,000
DOUBLES TOURNAMENT

Date: 15t july

Venue: Hassocks Hotel, West Sussax

Details: Brighton and Clayton Warlords
wiould like to present Rise of Empines; a
Warhammer 40,000 Doubles tournament.
Tickets cost £20 per team and includes lunch.
Contact: roger_gs smith@holmail.com
Wehsite: www brightonandclayvtorarlords.com

GCN presents:

THE NEMESIS CROWN

Date: Saturday 15t July

Yenue: Portbuny Knights Garming Club, Fortbury
Details: Help to influence the fate of this
fabled relic in cur club's themed Mordheim
campaign day.

Mevwe inils fourth vaar, this annoal event
iz the largest regular, unolficial Mordheim
event, offering plavers a host of new
scenariog, random evenls and myslorious
rumours within an unfolding storvline,

rhe triumphant warbands will receive a
prize and have their names engraved on the
memarial plaque alongside the event’s
previous winners,

Once again, the campaign will be a doubles

formal, so either enter with a friend or on

vour gwn and we'll match vou up.

Tickets cost £5.

Contact: zebb. cdee@blinternel.com or
alanviwlesgEmsn.com

Website: v postburknights. oo, uly

DWTRCIIIR presents

THE BATTLE OF
HEXENSNACHT

Date: 14th July

Venue: Games Workshop Hobby Centres
around the UK

Details: As part of this summer’s global
campaign in the UK, The Nemesis Crown,
we invite you to test the might of vour armics
in the on going war, Come along to one of
pur Hobby Centres and lake parl in the Battle
of Hexensnacht; the Night of Witches!
Conlacl: Hobby Specialists — 0115 971 40000
Website: wwawgamesaworkshop.co.ukStorefinder

GCM presents:

THRUDBOWL 2007
CHARITY TOURNAMENT

Date: 215t-22nd July

Venue: Hopnor Regis Community College
Details: A charily Blood Bowl lourmament.
lickets cost £18 and there will be many
prizes on the day, Al money raised will go to
Breast Cancer Research.

Contact: mrfrankhill@yvahon.com

Website: wwnw.thrudbowl.com

presents

WARHAMMER
BATTLEFIELDS

Date: 2th-5th Augusl

Yenoe: Warhammer World, Nottingham

Age Limit: 18+

Details: Test vour leadership skills o the limit
in this mew and unigue Warbammer event!
You will need a fully painted 3,000 points
Warhammer army, able 10 be broken down

120 WHITE DWARF FROMTLINE
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into smaller, legal forces for some scenarios.

Play six games aver The weekend, and tackle
a range of new tactical challenges, There is
also an army painting compelition.

Tickels cost £35 per plaver, and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
corfee at the start of bath days and doughnuls
Iy pet you started on Saturday morning.
Contact: Hobby Specialists - 0115 97 40000
Website: woaw games-workshop.ocouk/events

GUN presents:

AQUILA 07

Date: 25th Augusl

Venue: Harmeons Water Community Centre,
Kalphs Ride, Bracknell

Details: Bracknell Forest Gamers present
Anuila 07, an Asronautica Imperialis
Tournament, Please visit the website for more
details about this event.

Website: www.bigclub.orp.uk

OXTRIETELER  presents:

WARHAMMER
GRAND TIIIIIIIIIIMENE

Date: Gth-7th Ciclober
Venue: Warhammer VWorld, Nottingham
Age Limit: 16+
Details: Compete for vour place in this
season's Grand Final, You will need a iully
painted 2,000 points Warhammer army to
play six pames over the weekend. The
gualifiers earn a free place in the final.
Tickets cost £55 per player, and includs
vouchers lowards lunch on both days, an
evening meal on the Saturday night, tea and
coffes at the start of both davs and doughnuts
to gel vou started on Saturday morning.
Contact: Hobby Specialists — (0115 91 40000
Woebsite: www.games-workshop.co.uk/events

e L

TS W

presents:

I TN WARHAMMER 40,000

GOM presents:

THE SECOND
TYRANNIC WAR

WARHAMMER 40,000
CAMPRIGN WEEKEND

Date: 1st-2nd September

Venue: Warbammer World, Moltingham
Age Limit: 16+

Details: Before the Imperiom could fully
recover from the first terrible war agains: the
dreaded Tyranids a new, more terible hive
fleet codenamed Kraken by the Crdo Xenos,
swiept across the domains of Mankind and
the Ivanden Craitwarld.

You will need a 1,500 points Imperial,
Eldar ar Tyranid army and a 730 point
Combat Fatrol or Boarding Party i{see
campaign pack for details).

Tickets are £45 and include six games over
the weekend as well as lunch and dinner on
the: Saturday and a Sunday lunch.

Contact: eventsitempusiugitives.co.uk
Wehsite: www lermpusiugitives.co.uk

P

WWw.games-workshop.co.uk/events

GRAND TOUR

Date: 13th-14th October
Venue: Warhammer World, Nottingham
Age Limit: 16+
Details: Compete for your place in this
season’s Grand Final, You will need a fully
painted 1,500 points Warhammer 40,000
army to play six games over the weekend.
The qualifiers eam a free place in the final.
lickels cost £55 per player, and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday moming.
Contact: Hobby Specialists - 0115 91 40000
Wehsite: www, games-warshop.co.ukievents

presents:
WARHAMMER
GRAND TBIIIIHIIMWE

Date: Ired-dth Novemnber

Venue: Warhammer World, Nattingham

Age Limilz 164

Details: Details: Compete for vour place in

this season’s Grand Tinal, You will need a

fully painted 2,000 points Warhammer army

to play six games over the weekend. The

gualifiers earn a free place in the final,
lickets cost £35 per plaver, and include

vouchers lowards lunch on both davs, an

evening meal an the Saturday night, and lea

and coffee al the start of bath days,

Contact: Hobby Specialists - D115 91 40000

Wehsite: vwww pames-workshop oo uldovents

BNE

\ Buglist
4th-5th 2007

‘WARHAMMER

oo~
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ORDERING DIREGT

Fast, secure and straight to your door!

Games Workshop Direct is a fast,
accurate and convenient service H“w Yo“ cn" 0““[“!

that allows you to order your

miniatures and other hobby « On the internet: Visit our secure Online Store at:
pl'Ddl.lCtS from the comfort of wwaw.games-workshop.coukfSstore
your home.

* In-Store: Order from any Games Workshop Hobby Centre at the

* \We aim to despatch all orders in three in-store order point.

days, straight to your door. * By Phone: Call the Hobby Specialists on: 0715 97 40000 (LK),

* You can order ANY Games Workshop opening hours, Monday-Saturday: 10am-6pm, Sunday: 11am-5pm

woduct in the current range,
F B * By FAX: Fax your order on: 8775 974 8002 (LIK}

¢ Our Advance Order service lets vou order
models and products before they are
released, guaranteeing you'll zet them on

the day fl_mflreleahf:*.l. 01 ‘l 5 91 40000

* Some minialures in our range are only
available through Direct.

» By Post: Or the traditional way: Games Workshop Direct Sales,
Willow Road, Lenton, NMottingham, NG7 2WS

Every Monday, the Online Store and Direct will chodse a e — e
new selection of madels for the Froopost Waekly offer, If -+
yaur order includes any of the models chasen that week,
vour enlive order will be sent direct to vour home frée of
postage chargel Call Direct.on 0115 97 40000 or visit

the Cinling Store to soe what's on offer this mfcékl During
June and July all Warhammer Battalions are included in .
Lhie Freepost Weekly offer to'help you balster your forces
for this' summer’s Nemesis Crown global campaign!

| Dot mis ot o i oty C L 43 Seatitaati
L0 et postage deals avaialie -0 Hitint
FEA SRR P Iia' FRES ey A
1 b Ouliné Start F""_”'“._ :1: VariSian Y 1]
| parsiage when o 'q’Jt:n.;.l'-.E_'Hﬁ.i'_- Secured
“}IHLF'&’NHL’WI ATRre TRy .I'.

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

Piztives for (Nusratve purpnses sn Provert coarenis may kan. Frducts sk wnsareg ang snassembial. Sty CEYAe 0msets may e dangerais F Sn Mosvreomy FICEs Sovmect AT G of i) 5 SRS, IRasd Saiasr &9 for sunn?
aVEURINEY a3d Tames WEnkabng DR Prises ot AN fr paaners S0 Ay Cames MEreia e 8 own s, SGpas o selsve, Indspaniast ralalas dre casponily oy dstsnmviing ey o pvives
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Four reasons why you should try Advance Ordering with Direct §

1 Hassle Free and straight to your door
When you call to place your order, we do all the
work — no looking for parking spaces or fighting
with busy traffic!

2 Avoid Disappointment
By placing an Advance Order with Direct, you can
ensure that you get the very latest releases on the
weekend they come out — even fast-selling special
edition items.

3 £2 Postage and Packing

When you place an advance order with Direct,
we'll send it via Royal Mail to all UK Addresses for
only £2.

4 Insider Info

When you place your order you’ll be talking to an
experienced hobbyist with in-depth knowledge of
rules, events, products and future releases. Don't
forget to ask them what’s coming out next!

1 GONDOR
IN DIRECT

The guys in Direct are
already painting and

s v | playing with the new
3 *‘% -%4# . 4 _ trange of Gondor
. B 5 : ¢ & miniatures = so why

not give them a call
and find out more

about this great new
I expansion o The Lord
of The Rings.

Pkirgg i Mg pamsses anl Pradact conbasts may z-]. Byt n.'n smyai e and anassemin Cevlan SV peavets may be daspanas  ased incarecty Prices aeact af dme of going f areTs, mease costact us fr cament
avasdiy and Camss Workshog peives, Prizsy pared e for peosdivets sold By Giinss oo Vg it o sfooss, Salibapas o wedsie, Indspaiodst redaias a7 raasoisde e dsmnminig mar g oo
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GONDOR IN FLAMES

Available to Advance Order

RIDER OF THE DEAD

Rlister contains 1 Rider af the dead.

£6.00

GONDOR IN FLAMES

SOURCEEBOOK

= The History of Gondor
Introgiuces the land of Gondor and its
corstant siruggle with Sauron.

= Dfenders of Gondor
Each ard every Hero wnd Warrior o be
found i Cardor s examined i the Hesliang

ey Lisls i all of the Warrioes ana
preserted i the previcus ssction ard
wos (b 80 voal Can chOose an army,

= af gaming scemarios allow you [

recreate key moments in Condor's bistary,

ET0.00

CLANSMEN OF LAMEDON

Rlister contains 3 Clansmen af Lamedaon.

£7.00

FORLOMNG THE FAT AND
AMNGBOR THE FEARLESS
Elister contains 1 Forlong the Fat
and 1 Anghar the Fraress

WILD MEN OF DRUADAN
£12.00

Box set contains % Wild Men of Drdadan
and 1 Ghan-buri-ghin,

£15.00

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

P o SNSIEe pamases 0l Fdie! aandacs e vy Aradacrs sovd amainizd me wessanbied. Conae Ciac srasicrs may B8 Saipeemus X vsad menmenty Aites coman & me of going A VeSS, st coiier oS for ol
avarataNty and Sames Wovksnop srzss. Prices quolsd avs By prodhcs soid v Samey Aivkshag mesagl B8 e alonas, crfwogue OF wabas Mdasendon! miabers aa sesnanande for sSelormising Ml sue anass
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Available to Advance Order

MIMNAS TIRITH BATTLEHOST
= ¥ Warrbors of Minas Tirith

= 12 Rangers af Middle-parth

= i Knights of Minas Tirith

= [z Guarnds of the Fountain Court
= 1 Minas Tirith Capdain

« 1 Minas Tirith Banner Bearer

E50.00

ARMOURED BOROMIR
FOOT AND MOLUNTED

Rlister camtains 1 Armowred Baromir on
T aned one maunted Armoured Baromir.
Mopunted Armoured Boromir supplied with
alternative arm.

£12.00

*Against buying conlents sepertely

KNIGHTS OF MINAS TIRITH

Bow sel conlaing & Plastic Knkghts of Minas
Tirith,

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

Aichines far BWSralVe paTaoses ool Frodact covlans may e Frodves sold sngeided avd srassseodled Cevlain Save) educs may be davpsiss O ased ingaracthe Frices conmel 4l Sma af N o presa, Ivesee onmea ik o caresr
vty and Sames Wovksbap priss. Prices auvnl ‘ar pronTucTs ST by Sames Workshng tTugn T own shones, cafnopee oF madmie sepaniany raldiany are spanhivg i dEfTNig e ow rives.

R B R e R s o




__URUERING DIREG

THE RETURN OF

Available to Advance Order

MORANNON ORCS

Brx set contains. 24 plastic Morannon Ores.

£15.00

SERPENT GUARD

Blister containe 3 Serpent Guard.

£7.00

SERPENT RIDERS

Box sel conlaing 5 Serpent Riders,
£25.00

Fchires Ao ivsiatve purpe
Akt an

. Prodact Soaiswe mdy vy Frodi’s 2ok y
s Wavkshap ancas. Prices avolad ove far vl sold| -H.’-‘n.'.vl-'ll"lr‘&wl'vvllg. ol "'59!1'! v e ml’
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THEKING

THE RETURN OF THE KING
JOURMEY

* Scenarins
Recreate the exciling encounlers from The
Return of The King.

* Painting
This supplement will help you collect and
paint all the madels you need, Detailed
puides cover the technigues you'll want so
use o get vour Citade! miniatumes looking
really great.

= Terrain
Yo'l also be shown how to build the termain
vou need @ play the scenarios, reusing some
of the skil uwe bearned as gart of your
journey through The Fellowskip of The Ring
and The Two Towers,

£12.00

COMPLETES THE
TRILOGY!

SULADAN, THE SERPENT LORD

Blister comtains 1 Sulackin, the Serpent Lord an foat
and 1 Suladin, the Serpent Lord mouwnted.

£12.00

Can’t wait to get your hands
on the latest releases?

* Gl the latest products and models for your
armies delivered to your door on the day o
release! Just arder through Direct or the
Online Store!

* Chanse from loads of models and products
nod vt released inoour Hobiy Centres.

* Postape for Advance Orders is only £2%,
which means vou can spend less on postage
and more on models!

New Hobby Sets:

30th June (released 11th August)

# Battle for Skull Pass hobby set... £50.00
* Battle for Macragpe hobby set . £50.00
* Mines of Moria Hobby set..........£50.00

Warhammer 40, 000:

14th July (released 25th August)
* Chaos Space Marines army set £110.00

The Lord of The Rings:

23rd June (released 4th August)
* The Return of The King lourney

SUPPIBMENE ..o o snsicnbisa i £12.00
« Gondor in Flames Sourcebook . £10.00)
¢ Morannon Orcs box sel.. £15.00
s [nights of Minas Tirith box set £12.00
* pinas Tirith Battlehost box set... £30.00

Dol Amroth Captain (mounted and on
et | e S SRR S e et £12.00

» Dol Amrath Standard Bearer imounted
and on oot} ..., n
* Men-at-arms of Dol Amroth.......... £7.00
¢ Armoured Boromir {mountad and on
07 1 e Ry £12.00
& Rider of the Dead ......cccvierivemmsne £.00
¢ Clansmen of Lamedon................. . £7.00
» Forlong the Fal and Anghor the Fearless

...................................................... Iﬁ.lfll'.l
Axemen of Lossarnach i
Serpent Riders box set ... £25.00
suladan, the Serpent Lord {mounted

and on feol).....
* Serpent Guard

30th June (released 18th August)
« Wildmen of Driadan box set ....£15.00
# Sempent Rder......ooinsrrerimnsinre s £6.00

0115 91 40000

*£2 postage only apphes to Advarce Crvder preckee s biing
diedivered for arfilresses i the UK or Irefand, Oviders incldieg
Adharce Order proiocts will e fekd wetil e last avallable

preschrc is refeased.
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MASTERGLASS: GORBAD IRONCLAW TACTIGA: TRANSPORT VEHICLES

- Getting started with Battefleet Gathic « Painting Workshop: Drybrushing «







