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| h\\‘j‘“— Basilisk Artillery Battery. There are
‘i ¥ : | many types of artillery in the arsenal
, (4ot 17 f of the Imperial Guard, of which the
4 lj 1 i i — - Basilisk is the most common.In
* BRI large formations they are formed
: 1 W EEE P into batteries, and even Artillery
It & B Companies comprising of nine or
g 151 8 more vehicles,
¢ ¥ M LED {4 } ' . f) Baneblade Super-heavy Tank.
I IS Created using lost technology from

the Dark Age, the Baneblade is one
of the most powerful war machines
\in the galaxy. Their limited numbers
are spread thinly across the
battlefields of the Imperium,

T bringing hope to Impetrial troops on
;™ TGS the ground and destruction to the.

. m.- ___ Emperor's enemies. :
\‘:;ik,_;_ _3 Warhound Scout Titan, Although a
~ M Warhound is a towering war
== machine of formidable power, they
' are the smallest class of Titan. Faster
e and more agile than other types of
: Titan, Warhounds are often used in a
7 * scouting role.

Leman Russ Tank Company. Often
known as the Imperium’s workhorse
battle tank, The Leman Russ is a
formidable war machine. A full
Company of ten Leman Russ tanks
.. «@an bring ten lascannons and ten
- battle cannons to bear.

5 Terminus Ultra Land Raider. By

&¥ forfeiting its troop-carrying

~ capability, the Terminus Ultra can

~mount a battery of lascannons,

- able of punching through the
thickest armour,

~ Marneus Calgar. In such massive
troop deployments even legendary
figures participate. In the midst of
battle are great Imperial heroes like
Marneus Calgar, or infamous Chaos
.= Champions such as Huron
Blackheart, the Tyrant of Badab.

1) Chaos Vindicator Linebreaker.
~ “F When three or more Vindicators
" combine their firepower they can
__topple fortifications in one
- devastating barrage.

Chaos Baneblade. Over the
millennia many great Imperial
‘vehicles have fallen into the hands
_of the forces of Chaos.

* Chaos Warhound. During the Great
w/ Heresy, many of the Imperium's
prized Titan Legions succumbed to
. the lure of Chaos. Ten thousand

~ years later, traitor Titans can still be
nd on many battlefields across -

> galaxy.’




In the grim darkness of the far future, war rages
eternally; war on an unimaginable scale.

Now; you can take part in that war like never before, for Apocalypse
is here! As you'll have no doubt gleaned from the special fold-out
front cover of this issue, and from the fatter-than-average magazine in
your hands, the keyword for Warhammer 40,000 Apocalypse is
“Bigl” Why, there’s barely room in one issue of White Dwarf to show
you all the wonders that Apocalypse brings!

Apoca[ypse is all about playing gigantic games of Warhammer
40,000 w:th your friends, using every model at your disposal, with absolutely no limits on
what armies or force organisation slots you can use. War on an epic scale means fun on
an epic scale! To see what | mean, take a look at this issue’s battle report. Ever wondered
what a 40,000-point game looks like? You're about to find out. But skipping ahead means
you Il miss some real delights, as Jervis Johnson lifts the lid on Apocalypse, and we take a

close look at the biggest plastic kit we've ever made — the Baneblade.

And if that's not enough excitement, you'll find an ‘Eavy Metal masterclass for The
Lord of the Rings and a Warhammer Fast Cavalry Tactica, too! Truly, Grombrindal’s flagon
runneth over this month!

Grombrindal, The White Dwarf
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(2] APOCALYPSE!

40,000

40 DESIGN NOTES 70 BATTLE REPORT: THE DOOM OF VILIUS
Apocalypse could change the way you play The forces of Chaos battle the Imperium in an
Warhammer 40,000 forever. Find out how and why.. apocalyptic 40,000-point battle report!

ALSO IN THIS ISSUE...

04 NEW RELEASES

New miniatures and hobby products galore.

34 MNEWS
What's coming up this Christmas?

66 STANDARD BEARER

Jervis examines the spirit of the game.

96 PAINTING MASTERGLASS:
EOROMIR AND SULADAN
Two mighty heroes painted the
'Eavy Metal way.

103 CITADEL TOOLBOX

Getting the most out of the new basing kit.

104 MODELLING WORKSHOP:
APOCALYPSE COMMAND FRAME

Upgrade your command vehicles.

110 TACTICA: WARHAMMER FAST CRVALRY
Mat Ward looks at this cunning
cavalry choice.

117 FRONTLINE
The latest events and activities near you!

130 ORDERING DIRECT
Taking the effort out of shopping.
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NEW RELEASES
"WARHAMMER
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APOCALYPSE

NEW EXPANSION

Apocalypse allows you to take your battles
to whole new levels. Take command of
legions of troops, entire armoured
companies, giant war machines and super-
heavy tanks. This Expansion for
Warhammer 40,000 shows you how to
fight massive battles!

The Apo'caly'ps;e Expansion is a hérdback [arge format

>>>TURN TO PAGE 4170 LEARN MORE
ABOUT APOCALYPSE

A 200-page, large-format
hardback book. Contains rules,

backaround and advice for
piaying Apocalyptic games

]

APDCALYPSE £30

Produt code: 6004019\90I8

ON SALE OCTOBER 13th

" THE BATTLE RAGES... T
Tne bl e s o b g | T
- e Il Ene. mnwmhﬂ;lwnunm
erlbeal avecis anm shaw i@

Picturss for ilustrative purposes only. Product contents may vany. Produsts soid unosinted and unassambied. Certain Gl!aderpm‘r.rcrs m.r} be d.mgemus if usen'rmc:uf Pmes ca.rrm at time of gwng to press; please confact us for curant

auvailsbility anic prives. Prives quoted are for products sold by Games Workshop thraligh s own siares, calalogus or wabisile. FEfAiErs are far d \y HhgiT Gt prices.
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nPncanPSE TEMP[ATES The new Apocalypse templates are multi-purpose gaming aids, having
the standard template sizes engraved on them as well. For instance the
Hellstorm template (large teardrop) also has the flamer and both
standard blast templates engraved on its surface.

Contains three large-size
templates: 1 Hellstorm,
1Apocalyptic Blast, and

1Apocalyntic Barrave

APOCALYPSE TEMPLATES. 2
Denmark  140dkr  Euro: €20
Sweden  170sek Norway  200nkr

>>>TURN TO PAGE 57 TO SEE JUST HOW BIG THESE ARE!

APOCALYPSE VORTEX APOCALYPSE BIG GUN DICE
GRENADE TEMPLATE

Tin contains six Apacalypse big
gun dice and one scatter dice

Contains one 3D domed vortex

grenade template APOCALYPSE £7

Denmark:  85dkr Euro €11.50
Sweden  100sek. Narway  100Rkr

Product code: 99220199032

ON SALE OCTOBER 13th

APOCALYPSE VORTEX £4
GRENADE TEMPLATE =
Denmark d5dkr  Euo €625

Sweden  50sek Norway  a50ks
Product code: 99220199036

ON SALE OCTOBER 13th

Pichires for iilustrative purposes only. Product cortents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangsrous if used incorrectly. Prices porrect at fime of going fa press, please contact us far corrent
avallability and prices. Prices quated are for products soid by Games Warkshop through its awn storas, or websits, Independant retailers ary sible for ining Heir own prices.
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The Baneblade is one of the
most powerful war machines in
the galaxy. In one round of

shooting alone it can bring to R ANEBLAGE
bear the mighty baneblade | (b i ox-

cannon, a demolisher cannon,
two lascannons, and three twin-
linked heavy bolters. This
devastating firepower, coupled
with its thick armour, makes
the Baneblade the pride of the
Emperor’s armies.

The Baneblade is a massive plastic kit with
seven frames and over 250 components.
The kit can be assembled in many
variations with three optional slots for the
sponson weapon mounts and all the
components needed to make the
Hellhammer anti-infantry tank.

INCLUDES TANK
COMMANDER

This plastic box set will make
one Baneblade or Hellhammer
super-heavy tank. flso
included is one plastic
Tank Commander

| APOCALYPSE TEMPLATES 550

| Penmiatk — 750dke ' Euto €95

‘Sweden  850sek Norway  B50rike

 Product code: 99120105023
Baneblade Designed by Tim Adcock.

" Tank Commander designed by

| Mike Anderson.

ON SALE OCTOBER 13th
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© >>>TURN TO PAGE 48 TO LEARN MORE ABOUT THE HELLHAMMER INCLUDES
HELLHAMMER
VARIANT PARTS

Pieturgs for Hustrative pirposes only, Product contents may vary. Products sold unpainted and unassemblad, Certain Citade! products may be dangerous if used incorrectly. Prices mlrecr at time of gamg fo press, please contact us for current
availability and prices. Pricas quated are for products sold by Games Workshop through its own stores, catalogue or website. indepandent refailers are responsible for \g their awn prices.




NENFREIERSES - e e
SPACE MARINE MASTERS OF THE CHAPTER

: On occasion, when the might of a Chapter is drawn
MER i up into a single confrontation, the Company

= Captains will fight together as one, near-unstoppable
squad with an unrivalled mix of tactical acumen,
advanced weaponry and elite warriors.

i WARHA
a0

Unit. Fielding this unit in an Apacalypse game will
give the Space Marines player the Precision Strike,
Orbital Bombardment, Surgical Raids and Ambush
‘strategic assets.

Master of
the Fiaet

This box set contains
1Master of the Arsenal,
1Master of the Heet,
1Master of Recruits and 1
Master of the Watch

FIHECHAPIER 00
Buro €30
Norway  27(nkr

Y91T0101 331

 Sculpted by fuan Didz Master of Becruits Master of

ON SALE OCTOBER 131h

the Arsenal

SPACE MARINE VETERANS MKII

Veteran with power weapon and Weteran with power weapen and
nlasma pistol plasma pistol

This box set contains
5 Space Marine Veterans

(Denmark  200dkr Euro £27.50
Sweden  250sek Norway - 250nks

 Product code: 93110101332
Sculpted by :

1 [Haz
ON SALE OCTOBER 13th

CiErEs e it o

Veteran with lightaing claw Veteran with boltes
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VINDICATOR LINEBREAKER SQUADRON

This plastic box set contains

wmi‘,,’},}ﬂ MER' ) 3 Vindicators and 1Vehicle
Command frame
VINDICATOR LINE BREAKER SQUADRON £65
Denmark.  700dkr Eure €95
Sweden 850sek Norway  850nkr
Product eode: 99120101057
Sculpted by Tim Adcock

ON SALE OCTOBER 13th

The Linebreaker Squadron is a Battle
Formation comprising three or more
Vindicators. When fielded in games of
Apocalypse the combined firepower of
the demolisher cannons can destroy
any piece of terrain on the battlefield!

INCLUDES CHAOS SPACE MARINE AND SPACE MARINE ACCESSORIES

Fictures for filustrafive purposes.omly. Product confents. may vary. Products sold unpainted and unasssmbled, Cartaln Gitade! products may be dangerous if wsed meorreetly, Prices correct al time of gmn_q 1o prass, please contact us for curent

availabifity and prices, Prices quated are for products sold by Gameas Workshap throogh its own stores, or webisite, retailers are resp for ing their oW prices.
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SPACE MARINE TERMINUS PATTERN LAND RAIDER

The Terminus Ultra is a rare Land Raider variant that - %
can fire five lascannons in one bout of shooting, three This plastic box set contains
of which are twin-linked. As a Land Raider, with thick 1Terminus Ultra Land Raider
armour all round, the Terminus Ultra is a tank rightly
feared by the Imperium’s enemies.

This plastic box set contains the standard Space :;Aﬂliﬂg "mg‘f’m“. A
Marine Land Raider frames, complete with additional ol 35 : 4{;@,,5;‘,

lascannons for the sponsons and hull. 5
Sculoted by Jos Gaodiwin andl Tim Adcock

ON SALE OCTOBER 13th

>>>TURN TO PAGE 55 FOR THE TERMINUS ULTRA DATASHEET

Pictures for ilustrati ve purpases only. Proguct contents may vary. Produsts sald unpainted and vnassembled. Eerism Citade! products may be daa;nmus if wsed fncorrectly, Prices coiraet at :r.rtre‘ of Qamy o press, plagse contact s for cumant

avaitability and prices. Pricss quofsd are for products sold by Games Warkshap through its own Stores, or website. Indspandent ralailers are Tor d ing thair owit prices.
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NEWY RELEASES

OGRYNS OGRYN BONE 'EAD

This biister pack contains 1

This blister pack contains 1 metal Ogryn Bone 'Ead

E10
Euro £15
Norway  150nkr

Eurg 5
Nomway 1500k

ISC.U.-‘pted by Mtk Harrison

ON SALE OCTOBER 13th
ON SALE OCTOBER 13th i —

COMMISSARS ORK BIG MEK This blister pack contains 1

WIT" Ork Big Mek with Bosspole
ORK BIG MEK WITH BOSSPOLE £10;
B nss Pn lE Denmark . 11 5dkr Euro €15

Sweden  Tdilsek Norway  T50nkr.

ON SALE OCTOBER 13th

This blister pack contains 1
imperial Guard Commissar

£6

Eura e
Norway  85nke

ON SALE OCTOBER 13th

Pigtures for iustrative purposes only. Product contents may vary. Products sold unpainfed and unassermbled. Cértain Citadel products may be d’ang&sz i used incorrectly. Prices cam at tima of going o press, please contact us for current
availability and prices. Prices quotsd are for produsts sold by Games Workshap through its awn storss, catalogue or wabsite, Independant retailers are 1 le for inifg their own prices.
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IMPERIAL CITY

The Imperial City box set is back this month
by popular demand. The City Ruin frames can
be assembled in many different configurations.

This plastic hox set contains 28
Gity Ruin frames

MAKE ALL THE
BUILDINGS

{Citadel miniatures and hattiemat
nol included]

IMPERIAL CITY. 700 SEE" HE“E

Denmark  1250dkr  Eure €160

‘Sweden  1500sek  Nomway 15000k FR“M l"ST
| Produit code: 99120199007
ON SALE OCTOBER 13th 0 NE an!

' GAMES WORKSHOP TAPE MEASURE

!

| TAPE MEASURE £ ,
|| Denmark 40dke Euro . |
|| Sweden BOsek . Norway  S0nkr

Product code:- 99239939035

ON SALE NOVEMBER 24th

Picturss for ilustrative purposss only. Praduct contents may vary: Froduets sold unpainted and unassambiec Gartain Citadsl praduets my be dangerus if used incoresty. Prices corect af time o gaing to press,
pleass contart us for Currsnt avaiabilly and prices. Prices quoted are for products Sold by Games Warkshop through its own stores, catelogus or websits, Independent retailers are rasponsipls for determiniag their own prices.
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URBAN ROADS >>>SEE MORE OF THESE NEXT ISSUEI :

Contains 10' of urban
road, plus hohby guide

CONTAINS TEN FEET OF ROAD

ON SALE OGTOBER 13th

CITADEL WARHAMMER 40,000 BASING KIT

This box set contains
2 pots of siate, 2 pots of resin

CHECKOUT B it o™
PAGE 103 Copy*
FOR TIPS

Pictires for Musteative purposes only. Product conltents may vary. Products sold unpaisted and unassembled. Cerfain Citade! products may be dangarous if used fncomectly. Prises correct af time of going fo press, please contact us for currart.
availability and prices. Prices quoted ar for products sold by Games Workshap through ifs own stores, or website: retailers are Il far g thelr own prices.

i : ‘B

ON SALE OCTOBER 13th




NEWY RELEASES
APOCALYPSE GAMERS' EDITION

The Apocalypse Gamers’ Edition is the ultimate
hobby accessory. In the kit you get the Apocalypse
book, big gun dice and templates, all in an exclusive
Imperial Guardsman’s backpack! The backpack is a

fantastic piece of kit with specific pockets for all the . ;
templates, two dice tin pockets and enough space to E C jml J{_‘ ‘TIII E

accomodate a figure case (not included). There’s even

a pocket to house your MP3 player! You can display ;
your allegiance to either the Imperium or Chaos with e
the removable velcro insignia patches.

Contains Apocalypse hook, Big
Gun dice, Apocalypse
Templates and Backpack

rway  850nkr

mtsils may vary iited bl in Citadel produ 1y be trg 1f wiseed Doing to préss, pl ntact is for ciment
ansibis for determining their owi

“Pictures for efire
riges. Prices queted are far produc? ap fhie 5 own slores,




Prepare to enter the grim darkness of the far future, relive the harmwing iourney through
Moria or wage war in a world of dark fantasy. Our boxed games provide you with all you need
to get started in a whole world of hobby gaming.

WARH " BATTLEFOR MACGRAGGE

contains 92-page Warhammer 40,000
tic Citadel miniatures, detailed scenery

b

R R ——————S—e e

STRATEGY BATTLE GAME : 4 plastic Citadel miniatures,

7 THE
@RD {ﬁrr IN]G - MINES OF MORIA
X ¢ EJNUL YT This hobby set contains a 112-page The Lord of the [T

BATTLE FOR SKULL PASS

|t




J!| Hili\‘lﬂ R R R N S T e T

i e T e = — B e -

' APOCALYPSE BATTLE FORMATIONS

| This month, to celebrate the launch of Battle Formations are not only a great j

. the Apocalypse expansion, we're way to expand your army to make them

| releasing a whole host of massive box “Apocalypse-ready”, but also grant your
sets. Each set represents a complete force the use of one or more special rules
Battle Formation, containing all the or Strategic Assets. For more information
miniatures you'll need from the Citadel on the benefits of Battle Formations, turn |

| range conveniently packaged together. to page 54.

This nla_stic box set contains INCLUDES THE VEHICLE

3 Imperial Guard Leman Russ
tanks and COMMAND FRAME.

1Vehicle Command frame SEE PAGE 104

‘LEMAN RUSS TANK SQUADRON  £50
Denmark  B50dkr “Eura SEB0
“Sweden  750sek Nosway  750nke

Product code: 99120105020

ON SALE OCTOBER 13th

The Leman Russ Tank Squadron is a Battle
Formation. Fielding this in an Apocalypse
‘game gives the formation the Squadron
Command Tank special rule, so all the
tanks in the squadron can ignore .
“Shaken” damage results. SOUADRON HOLEMANRUSS —

SQUADRON HQ LEMAN RUSS

availabliity and prices: Prices guoted ars tor .orodnrcis spid-by Games Warkshop mrough fis-owi stores, catalogue or websits, | rataiters are their oven pm:es

\'[_
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EMPEROR’S FIST TANK COMPANY

e This plastic box set contains
WA R.ﬁlﬂkﬁ__MER

-

tanks and
4 Vehicle Command frames

EMPEROR'S FIST TANK COMPANY  £150

Benmark  1600dkr. Euro: . €225
Sweden 1900sek’ NOI’WQ}E 1900nkr.

The Emperor’s Fist Tank Company consists of three
Leman Russ Tank Squadrons and a Leman Russ
Command tank. An Emperor’s Fist Tank Company is a
Battle Formation. Fielding this in an Apocalypse game
gives the vehicles the ability to count as a scoring unit
even if immobilised, and to ignore “Shaken” results on
the damage tables.

LEMAN RUSS LEMAN RUSS : LEMANRUSS ———

\maNmoss — | LEMANRUSS — | LEMAN RUSS

INCLUDES FOUR VEHICLE COMMAND FRAMES! SEE PAGE 104

Pietures for iiusirative purposes only. Product contents may vary. Froducts soid ungainted and unassambled. Cariain Citads! products may be dangergus if used incorrectly. Prices comect at time of going to press, pleass contact us for currant
avaitabliity and pricas. Pricss quoted are for products sofd by Games Workshop fhrough its awn storss, o wabsite. lndsy retailars are itle tor frfriy thgir own prices.
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IMPERIAL GUARD BASILISK BATTERY

WARHANMMER
1 40000,

This plastic box set contains A Basilisk Artillery Battery is

3 Basilisks and 1Vehicle a Battle Formation. Fielding

Command frame this in an Apocalypse game

‘gives the formation the
ability to fire spotting
rounds, making subsequent
‘earthshaker cannon shots
far more accurate.

INCLUDES THE VERICLE

COMMAND FRAME.
SEE PRGE 104

‘Pictures for ifustrative purposes only. Product contents may vary. Products soid uspainted and unsssembied, Certain Citade! rodiicts may e dangemus if used incorrecty, Prices mrmar fime afgmng to prass, pliase contact us for currant
-avaiiabllity and prices. Prices quoted are for products-seld by Gamss Warkshop through its own stares, or websits. i relatiars ars e far i iRl v prices.




LSO AVAILABL
SPACE MARINES SUPPRESSION FORCE - [

g This plastic hox set contains
WAR’&'@%%%’ER ' 11and Speeder, 2 Whirlwinds
- and 1Vehicle Command frame

SPACE MARINE SUPRESSION FORCE  £50.
Denm: 650dkr €80

voduct code

ON SALE OCTOBER 13th

The Space Marine Suppression Force is
a Battle Formation. Fielding this in an
Apocalypse game gives the formation
the Long Range Spotting special rule,
affording the Whirlwinds an unlimited
range and more accurate fire.

INCLUDES THE VEHICLE
COMMAND FRAME.
SEE PAGE 104

Picturas for ilustrative po 5 only. Product confants may vary. Products sold unpainted and unassembled. Certain Citads! produsts may be dangerous if used frcorrectly. Prices comect at time of going to press, pleass contact us for current
av ity and prices. Prices quoted are for products sold by Games Workshap through ifs own stores, catalogue or website. indapendant ratailars are responsible for detsrmining thair gwn prices. J
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SPACE MARINE BATTLE COMPANY

Battle Companies are deployed to meet full-
scale threats that other forces of the Imperium
cannot counter. A Battle Company can defeat
an enemy army ten times its size; there is little
in the field of war that they cannot achieve.

A complete Battle Company is an awe-inspiring sight on the
tabletop. This massive box set contains six Tactical Squads, two
Assault Squads, two Devastator Squads and a Command Squad.
Im an Apocalypse game, this Battle Formation will give the
player the Hold at All Costs, Careful Planning and Orbital
Bombardment strategic assets.

Commander Company Champion Devastator with Rssault Marine
muiti-meiia

INCLUDES THE VEHICLE
COMMAND FRAME.
SEE PAGE 104

This box set contains 1Snace
Marine Commander,

5 Command Sguad Space
Marines, 6 Tactical Squads,
2 Assault Snuads, 2 Devastator
Squads, 1 Razorback, 8 Rhinos
and 1Vehicle Command frame

Sweden 350056k Norway .3300nkr
-PI"OC‘L_’C{_L‘Ode. 99, IEQIQ 195,6

ON SALE OCTOBER 13th

>>>TURN TO PAGE 70 TO SEE THE BATTLE COMPANY IN ACTION!

“Pictures for Nustrativg purposes anly. Product contents may vary: Pmo‘ut:fs safd unpainted and unassembled. Gerlain Citadel produets may be dangerous it used incorectly Prices camzc at time of golng to press, pledse contdel us for current

-availability and prices. Prices quoted are for products-seld by Games Warkshop through its.own stares, gue or websifs: retellers ara ragp for g fhelr owit prices.
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“ INCLUDES 106 SPACE MARINES
AND NINE TRANSPORTS

:ade dmfs r‘rg\em m ams.s‘pkasearrm
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ELDAR WIND RIDER HOST

This box set contains 1 metal
Rutarch on Jethike, 9 Eldar
letbikes and 2 Uyper Jethikes

Fmdncttode 99??0!04?14 !
Sculpter by Jes Goodwin and Jugn Dizz

ON SALE OCTOBER 13th

The Wind Rider Hosts use the Eldar way of war
that focuses on speed and the concentration of
force. The most famed of the Wind Rider Hosts
come from the Wild Rider clans of Saim-Hann.

The Eldar Wind Rider Host is a Battle Formation. Fie!ding this in

'Strategn: Redeg[oyment strategm assets.

First chance to get the new Autarch on Eidar
lethike. This miniature will be availabie
separately from December.

Fictures for Mustrative purposes only. Product eontents miay vary Products solf unpaitled and unasssmbled, Sertain Citadtel products may be dangaraus if iised incorrectly. Brices correst 3t nmn af gaing fo press: plasss contact us for current
or websits, Tetailers are e far ining their gwn prices.

- availability and prices. Prices guoted sre for products sold by Games Warkshap through its own sfores, catslog
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Pictures for illustrative purposes anly. Product contents may vary. Products solif unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at fime of going to press, plsase canlact us for current
e for

availability and prives. Prices quoted are for products sold by Games Workshop through its own sfares, catals or websits. relfailars arg ] their awn prices.
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ELDAR CLOUDSTRIKE SQUADRON

This plastic box set contains SouEmnEE R ————— e . - o]
3 Eldar Falcon grav tanks

'ELDAR CLOUDSTRIKE SQUADRON  £50
‘Depmark - 650dkr  Euro €80

‘Sweden  750sek Norway  750nkr
‘Product code: 99120104020

ON SALE OCTOBER 13th

INCLUDES THE
VEHICLE COMMAND
" FRAME

. BN —MMMm—————————— —_—
Cloudstrike squadrons are
famous for their stealth and
lethal fusillades of heavy
weapons fire. A Cloudstrike
Squadron’s target will often
meet its doom before it even
realises that it is under threat.

~ The Cloudstrike Squadron is

‘a Battle Formation. Fielding this
‘in an Apocalypse game gives
the formation the ability to
become flyers, and “charge up”
‘their pulse lasers to make them
‘even more devastating.

Pigtures fof flistrative purposes only. Praduct cantents may vary: Products Sold unpainted and urassembled: Gartaln Gladel praducts may Be dangéraus If used incorrectly. Pricas corvect at fime of golog to
i - ‘ i L L i to-oress, plaase contact us for curmel
avallaliliity and prices. Prices quoted are for products sold by Games Waikshop thioggh its own stores, catalogis or website, Independent’ retailars are responsible far determining mejrawa?prk.\es_
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CHAOS TIDE OF SPAWN

When the forces of Chaos gather in great numbers they attract the attention of their patron Gods. As
the battle progresses, more and more mutations will be bestowed on a favoured squad. Soon, all that
remains is a tide of mindless spawn, with only the bitter desire to destroy.

The Tide of Spawn is a Battle Formation. Fielding this in an Apocalypse game gives the formation
the ability to exchange a unit of Chaos Space Marines for a unit of Chaos Spawn, which then move
as one living tide.

WARHQMMER

0900

10 CHAOS SPACE MARINES ————— - B i ——

This plastic hox set contains
10 Chaos Space Marines,
including Champion and icon
Bearer. and 10 Chaos Spawn

CHAOS TIDE OF SPAWN £60°
Denmark 750k Euro £95
Swad'e'n' B'S' : 'N'éi‘\-va.y.. A50nkr

T S S — S |

Plctures for Husteative purposes enly. Product confents may vary. Products sold unpainted and unassembled. Cerain Citadel produsts may be dangerous if used incormestly. Prices con-eaf at tims of ' going to préss, please contact us for ourrent
availability and prices. Prices quoted are for produets sold by Games Workshop througl s own stores, or website. Indeg retallers ame far ing their own prices.
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TAU RAPID INSERTION FORCE

The Rapid Insertion Force is a specialised formation that strikes
suddenly against key enemy units or establishes a perimeter to
hold ground until other Fire Caste squads arrive. The entire
force trains together, delivering a swift, effective attack that
stuns the enemy, allowing Tau forces to advance unmolested.
The Rapid Insertion Force is a Battle Formation. Fielding this in an Apocalypse game
gives the formation the ability to Deep Strike with a high degree of accuracy, and then
effectively pin enemy forces.

NVB BATTLESUIT WITH PLASMA RIFLE, XV8 BATTLESUIT WITH FLAMER, FUSION X¥8 BATTLESUIT WITH BURST CANNON,
WISSILE POD AND DRONE CONTROLLER BLASTER AND SHIELD GENERATOR PLASMA RIFLE AND DRONE CONTROLLER

This plastic hox set contains
9 Crisis Battlesuits, 3 Stealth

suits and 19 Drones

TAU RAPID INSERTION FORCE 75

KV25 STEALTHSUIT WITH WU25 STERLTHSUIT WITH MRRKER DRONE Bl g
- FUSIN BLSTER ON SALE OCTOBER 131h

Pictures for iustrative purpdsés'm"r.nf Product conents TRy VB, Produsts sold unpainted and unassembled. Certsin Gitadel pmdwa‘s may be&@mmu& if usedmcamﬂy Pntes carracr at time: Gl‘golng To press, please contact us fnr current
availabiiity and prices, Prices quotad are for pradiicts sold by Games Workshap throlgh it awn stores, caldlogue or webisite. retailers arg respo their awn pries.
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NU8 BATTLESUIT TEAM AND GUN DRONES ——— —

WG BATTLESUIT TEAM AND GUN DBONES — ————

NV8 BATTLESUIT TEAM AND GUN DRONES - I

Plctures for Mustrative purposes only. Produet contents may vary. Produets sold unpainted and unassembled. Certain Citade! products may e dangerows if used incarrectly, Prices correct at time of gofng 16 press, pisase contact us far currant
availability and prices. Prices quated ars for products sold by Games Warkshop through ifs own stores, gug or website. ant retailars arg ibila for 1 their own prices.

150 AVARILABL
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TAU ARMOURED INTERDICTION CADRE

This piastic box set contains
2 Hammerhead tanks, 1Sky Ray,
and 1 Vehicle Command frame

Product code: 99120113016

ON SALE OCTOBER 13th

INGLUDES ONE
VEHICLE COMMAND
FRAME

The'Armcured Interdiction
Freldlng this in an Apocalypse
game gives the formation the
ability to fire extra Markerlight
“Hit Markers” in every Shooting
p'h'a'lse, r'naki'ng the cadres

HAMMERMERD — -
Pichires for ilbstrative putposes anty. Fraduct bontants may vark Products said unpainted and vidssembled, Certaln Cifadel praducts may be dangerais if sed incdrsctly. Pricas éamct ar f.’me of gaing ta press, piease confact us for curant
-avallahility and prices. Prices quoted are for products sold By Games Workshop through its own siores, cats! or website. retailers arg for heir oW pricss.
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NECRON MONOLITH PHALANX §
. NECRON LORD

WI\RHQMMFR

The Monolith Phalanx is a Battle
Formation. Fielding this in an Apocalypse
game gives the formation the ability to cast

a “Nightshroud”, a field of energy that =R 3
dissipates the strength of enemy fire. - This blister pack contains
1Necron Lord with
resurrection orb
NECRON LORD 8
Denmark  100dke Euro €1250
Sweden  115sek Nonway.  125nks

Praduct code:. 990631 10022

This hox set contains

2 Necron Monoliths

NECRON MONOLITH PHALANX E50
Denmark  650dke Eisro. £80
Sweden  750sek MNorway . 750nke

Product codle: 99

X2

Plctures for ustrativs Burpases only. Product contents may vary. Products sold unpaintsd and unassembled. Gertain Gitade! products may be dangeraus if usad incorrectly, Pricas correst at fima of going 1o press, plaass contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshap Hraugh ils own stores, oF walsile, reiafgrs arg for ing their own prices.
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There are so many Battle Formation box
sets available this month that there’s not
enough space on our Hobby Centre

~ shelves to stock them all! However,

‘ there are lots more Battle Formation
packages available from Games

— =

'DIRECT ONLY FORMATIONS

Workshop Direct, covering pretty much
every army in the Warhammer 40,000
game. Below is the Space Marine
Armoured Spearhead, which is just an |
example of the great sets available. '
Check out page 130 for even more!

SPACE MARINE ARMOURED SPEARHEAD

Denmark  1250dkr
[ Sweden 150056k

“Eura

This box set contains
2 Land Raiders, 1 Terminus

Pattern Land Raider, 1land
Raider Crusaider and 2 Vehicle
Command frames

" SPACE MARINE ARMOURED SPEARHEAD £100

| Nobwdy  1500nke

ON SALE OCTOBER 13th

DIRECT ONLY

INCLUDES TWO
VEHICLE COMMAND

€160

FRAMES

TERMINUS PATTERN LAND RAIDER —

Pictures for ilustrative purposss ol Prmm contents may vary. Prohucts sold unpainm anid emassarwad f.\m'am C‘JW.fpwma may beo%mgsmus it Msed incomectly. Pricas mm:an,:m of gmqg fo press; pleass contast us for current

| R S R TS S

reiaiers ara rasponsih g thalr awn prices.




DESCENT OF ANGELS

The sixth novel in the ground-
breaking series that tells the story of
the civil war that nearly tore apart the
Imperium of Man.

Descent of Angels delves deep
into the early history of the Dark
Angels Space Marine Legion and their
Primarch, Lion El'Jonson. When news
of Horus’ treachery reaches Caliban,
the loyalties of this proud and
mysterious Legion are tested to the
limit, with tragic consequences...

DESCENT OF ANGELS:
by Mitchel Sconlon

Fieturas far Mustrative purposes only. Proguct confents may vary. Products sofd unpaintsd and unassemblesd. Cortain Citads! procucts may be dangerous If used incorrectly. Pricss corrsct
availabillty and prices. Prices quoted are for products sold by Games Warkshap through its own storss,

MANSLAYER

Nathan Long follows the huge success
of Orcslayer with another action-
packed installment!

Now back in the Empire, Gotrek
and Felix head north, to aid the men
of the Empire in their fight against the
invading Chaos hordes. They meet up
with Dwarf engineer Malakai
Makaisson. After a series of accidents,
it becomes clear that saboteurs are at
work — can our heroes find the villains
in time to save the day?

MANSLAYER £6.99

by Nathan Long

Denmarkc  100dkr - “Euto. €12:50
5sek Norway T25nks

v

. fg

MANSLAVER

ATHAN LONG

retaliers are

www.blacklibrary.com

THE IMPERIAL
MUNITORUM MANUAL

From best-selling author Graham
McNeill comes this remarkable
background book. In the style of a
military weapons catalogue, it
features over sixty entries on
weapons, wargear and equipment
utilized by the Imperial Guard, as
well as never-before-detailed
background information on the
organization that provides it: the
Departmento Munitorum.

ByiMitehelS conion il Pt pEEIES R TR AT
Denmark 1350k Euro: €17.50.
Swieden 160sek: Norway 1750kr

ISBN 1-84416-502.5

gt time of going io press, please coniact us for currant
or ingg thieir oW prices.

or website,

e S s ey e bk AR S S

BLACK LIBRARY

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

il
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FORGE WORLD

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.

DEATHWIND DROP POD HYDRA FLAK TANK

SEE ALL THESE
MODELS IN
ACTION ON

PAGE 70

“gvaniability and prives. Prices quoteg are for products soid By Gamies Workshap Hirough fs-own stores, calziogue or websits, retailers arg responsiia for determining their own prives.

REVATER RS L L 0 SR T e S L S e



i R N e e R R e 7 LT

THUNDERHAWK GUNSHIP

APOCALYPSE IS THE

PERFECT SETTING FOR
USING YOUR FORGE WORLD
SUPER-HEAVY VEHICLES!

Piclures for Wustrative purposes only. Product contents may vary. Products spld unpaintad and unassembled. Certain Citads! products may be dangerous if used incorractly. Prices correct at time of paing to prass, please contact us for current
aveiabilily and prices. Prices quoted are for products sold by Games Workshop through its own stores gue or wabsite. Independant retailers are re for ining their own prices.
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hat time of the year is drawing
Tever closer — a time of feasting,

merriment and gift-giving. At
Games Workshop, we're already
preparing for the festive season, with
‘store activities and gifts galore!

Over the next few months, you'll
see the release of some ideal
‘Christmas gifts, perfect for giving to
friends or family, or for putting on
your wish list for yourself! In addition
to all of the Apocalypse battle
formations and redesigned hobby
tools out this month, we'll soon be

GHRISTMAS AT

releasing new versions of the ever-
popular custom army cases and brand
new army sets for Orks and Eldar. On
top of that, from next month we'll be
re-launching our Imperial City box set
due to popular demand, not to
mention all the fantastic new High EIf
models that are on the horizon.

We'll have more news of the latest
gifts and the 2007 Gift Guide next
month. Suffice to say for now that
we'll be working round the clock to
make sure this Christmas is a magical,
hobby-filled one!
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GHANGES TO MAIL ORDER

Rick Priestley reports on some important revisions to our range,
and the way Games Workshop’s mail order service is changing.

he wind of change is blowing
Tthrough the dung-encrusted hole in
the ground where niffy Trolls labour

day and night, fulfiling your mail orders in
the time-honoured fashion endowed upon
Troll-kind by nature and society. Actually,
our mail order chaps don’t much like
being referred to as Trolls... it makes them
all tearful, They stick out their lower lips
and mumble, “...1 wanted to be a Space
Marine...sniff”. Pitiful really. Anyway,
changes are afoot in the Trollery, and
consequently some bright spark thought it
a good idea to ask me to write few brief
words all about it. Even now you can
imagine said bright spark entertaining
doubts concerning the wisdom of his
decision. | know I am. Ah well, press on.

For years I've been banging on about
improving our mail order service and
adding more interesting and characterful
models to the range. “Banging on”
obviously pays off, because last year |
landed the job of reviewing the range and
making recommendations for the future of
mail order. Some of those
recommendations are being worked on at
the moment and will start to take effect
next year. This includes simple and
obvious things such as being able to order
a specific individual model from our
webstore rather than a random one,
making it possible to buy multi-part models
as a single purchase rather than having to
order every bit separately, and putting
previously discontinued models back on
sale where there is no current alternative,
We'll also be offering a range of models
just for mail order including some new top-
notch design work from our finest sculptors
—someone will doubtless reveal more once
these are ready (my lips are sealed...
which goes some way to explain the
dribbling of course). There is also a new
range of converters’ components in
preparation, featuring all manner of useful
and inspiring bits and pieces such as
individual weapons and equipment,
including such things as comms gear and
ammo-packs for Warhammer 40,000 and
banners and magic items for Warhammer.

So that we can get on with all this new
stuff we have to clear the decks a bit and
take a lot of our back-catalogue and all of
the currently available individual
components off sale. This means we won't
be selling some very old models any more
— although popular collectable models for
Warhammer and Warhammer 40,000 will
be transferring over into the new ranges

once these are ready. The individual
components will also be disappearing
for a while, but only to give us time to
reorganise and relaunch our new
“Bitz" range. The best and most
useful components will be
incorporated into the new range
alongside new designs and will be
available in due course.

If yvou collect models from our
back catalogue of otherwise
discontinued miniatures then
now is a good time to make any
purchases you need whilst they
are still available. If you've always
meant to add that coveted “classic”
to your collection then this might be your
last chance. Similarly, if you particularly
want individual components for
conversions, and don’t want to wait until
the new range is launched next year, then
it's recommended you buy what you want
straight away. | can't tell you exactly which
models we'll be dropping as we're working
through the ranges as | write, so instead
please take a look at our website and
online store for up-to-date information.

In case anyone was wondering, the ranges
for our Specialist Games will be largely
unaffected (aside from components). The
Specialist Games and models will continue
to form part of the range and will be
available via mail order as before.

Qur Mail Order staff work around
the clock to send your miniatures
straight to your daor.

Forthcoming Collectors’ Range Goblin Hero on Giant Spider.

L e T Bl T R e - B
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TALISMAN, THE LEGENDARY MAGICAL QUEST GAME, IS BACK!

Talisman is a fantasy board game for 2-6 players where you assume the role of a hopeful
adventurer and go on a quest to become the ruler of the fair land of Talisman.

The object of the game is to reach the Crown of Command
{in the centre of the board and then, by casting Command
Spells, force the other players out of the game. You must

outer-and middle regions of the board by undertaking
various adventures along the journey. When you are
‘powerful enough to tackle the inner region you must find a
Talisman to permit entry into the Valley of Fire and reach
the Crown of Command.

Your travels will be hard and fraught with danger — and
it is in these dangers that the challenge of the game lies.
Only by building up your adventurer’s powers will you
stand a chance of survival!

Talisman is not available in Games Workshop stores, bt
can be found in many stockists of board games.

‘Alternatively, you can buy it direct from Black Industries.
Go to:

www.blackindusiries.com/talisman

Design Studio
Trainee Miniatures Designers

The Design Studio is looking for potential Trainee
Miniatures Designers to join the ranks of its highly
talented sculpting team.

Successful candidates will need to display an
enthusiasm for and knowledge of the GW hobby and
the worlds of Warhammer and Warhammer 40,000 as
well as the ability to be sculpt great 28mm miniatures.
take on this challenge, then please send good quality
photographs of your recent work to:

Anne Clarke at Games Workshop, Willow Read,

Lenton, Nottingham, England, NG7 2WS
Alternatively e-mail:

anne.clarke@games-workshop.co.uk

FREEPOST

There has never been a better time to purchase your
Hobby supplies online or through Direct!

Direct Freepost
All orders of £50 or more that are placed through the
Online Store or Direct will be sent to you postage free*,

In-store Freepost
This offer gets even better when you place your online
order from your local Hobby Centre, using their in-
store order point. When vou place an order for more
than £25, it will be despatched to the store for you to
collect, post free*. '

order with the guys in the store, and have it picked and
handed to you while you wait!

e W L A s S S R M R R N



e have a wide selection
of scenery and fantastic
showpiece gaming

tables from the Underhive of
Necromunda to the awesome city
of Minas Tirith in the gaming
arena. You can come along with
your friends and your armies and
use these gaming tables if
available, Throughout the year
we also play host to gaming
events run by gaming groups,
clubs or organisations such as the
GCM or WPS, as well as our own
annual calendar of activities.

he gaming arena at
TWarhammer World is now

the venue for a series of
exhibitions and displays of artwork
and miniatures from the Games
Workshop archive. These celebrate
the creative skills of Games
Workshop's hugely talented artists,
medellers and sculptors, and give
| visitors to Warharnmer World the
opportunity to see up close the
original artwork, drawings and
miniatures, which for almost three
decades have illustrated our-
games, books and of course, White
Dwarf magazine.

he Citadel Miniatures Hall
Tcuntafns the finest collection

of painted miniatures in the
waorld. Along with thousands of
madels from the world-renowned
Studio ‘Eavy Metal team, the
display also showcases the work
of Golden Demon winners past
and present and many other
highly individual painters,
modellers and artists from the last
twenty five years. This unique
exhibition gives visitors the
opportunity to view new release
maodels and classic miniatures in
a sumptuous gallery setting.

NEWS

Warhammer World is
the spectacular
exhibition and gaming
arena at our head
offices in Nottingham.
Here you can see
displays of original
artwork & miniatures,
game to your heart’s
content and feast in
Bugman's Bar.

Bugmans |

Right next to the
Warhammer World gaming
arena is Bugman's Bar, our
characterful and cosy
Dwarf themed pub. Here
you can relax over a cup of
tea (...or for Longbeards, a
pint of best ale) and dine
on home-made cakes, hot
and cold snacks or a hearty
meal. Bugman's also sells a
range of special
merchandise,
available only at
Warhammer
World.

The Warhammer World
Blog contains up-to-
the-minute information
on all of events,
activities and displays
at Warhammer World,
written and posted by
the Warhammer World
staff, together with store
opening times and how
to get to the venue,

httpy/fwarhammerworld.
typepad.com

www.games-workshop.co.uk/warhammerworld
T R O RR RBR AR 0 45415, 7 7 e L T i 1
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‘Apoealypse “400sek;, 400nkr, -€50.00,
Apoa:.alypse Templates. 170sek, - 200nkr, €20.00,
. Apocalynse Yortex Grenade Template Sisek, £6.25,

€11 .5.0

‘Apocalypse Big Gun Dice
Uk Roafi

1500sek, 15000k €160, oo’
!?Snkr

[ Ogryrz Bone ‘Ead

Imperiai Gua.rd_ gryn

75 udkr
100dkr,
13110007 ;ﬁsqdkr
13/10/07  115dkr,

13/16/07  1250dky;

13/10/07

500dkr,

1 3;1_(1!97
13/10/07
13/10/07
13/10/07
13/10/07
13/10/07

13710007 1354k, 1P el £13.99 Korhil
13/10/07  100dks 125nki. €1250.  £6.99
0511007 100k 25Hkr

-High Eif Army Book A0A1/07  175dkn,  200sek,  225nkr

‘High Eif Lord on Dragon . Agaaer 300dkr, -350sek, - 350nkr,
‘High EIf Alith Ainar; The Shadew King 1007 i0obdkr, T15sek, 1250k,
High EIf Archmage and Mage 04107 T4odkr, 170k, 200nkr,
High Eif Chariot 10/11/07  175dkr,  200sek, 225nkr,
ZHig'h' Elf Korhil . 10/11/07  100dks,  1i5sek,  125nkr
‘High Elf Phoenix Guar Aofrrior 135dkr,  lelsek,  175nkr
‘High Eif Phoenix Guar 10/11/07  140dkr, 170sek,  200nkr,
‘High Elf Phoenix Guard Hero, Caradryan TOMN07  1006kr,  115sek,  125nkr
High Elf Pririce and Nobie 0107 140dkr,  170sek,  200nkr,
‘High Elf Shadow Warriors | 101107 135dkr,  160sek, 175nkr,
High Elf Swordmasters of Hoeth 101107 135dkn  1e0sek, 175nkr
ngi‘l Elf Swordmasters of Hoeth Cbi!iri'land 10707 140dks,  170sek, 200nkr
High Elf White Lions of Chrace A0M11/07"  135dkr,  1e0sek, 175nk:,

ngh Elf White Lions of Chrace Commarrd 007 t4adkr,  170sek, - 200nks, =€20 00,

— ? = E : : ] :

i R

Chaos Space Marines and Rhino 2401107 250dk,  300sek,  300nkr, Row enj R ae

Dark Eidar Raiders 24f11/07  250dkr,  300sek,  300nkr, ] a pradiets fiom the
24/11/07  300dk,  350sek, 350nkr, €40.00, 3 following sources

24711/07  300dkn,  350sek,  350nk,
24/11/07  300dks,  350sek, 350k,
24/11/07  300dkr,  350sek,  350nkr,
08/12/07  250dkr, 300sek,  300nkr,
08/12/07  250dkr, 300sek,  300nkr,

Christmas Army case 1 10/11/07  650dkr, 750sek, 750nkr, £B0:00, £50.00

- Christmas Army ‘case 2 10/17/07  650dke,  750sek, 750nkr, €£80.00, £50.00
| Figure Case Tag 10/11/07  35dkr, 45s5ek, A5nkr, £3.00,  £150

Pacr,lrrs far J’.ffusﬂaiuw purpas‘gs ol Produt contents may lrary Praducts sald ufwammn' and v?&&‘sm‘bﬁeﬂ' Cen‘am Ca\'aa'a products may be dangerous if used m‘\o"recfb Prces correct at time ef gaing fo jpress, pl’ﬂase cotat us Tar purrent
vaiiabiity ang current Games Workshop prives. Frices quoted are for products sold by Games Workshop through its o sfores, I or website, Ingép ratailrs are for
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Baneblade

It's our largest ever plastic kit. White
Dwarf takes a close look at this
cargantuan model.

Design Notes

Jervis Johnson and Graham Davey spill
the beans on all things Apocalypse, and
explain why you need bigger guns!




Apocalyptic Key:
Forge World
Warhound Titan.
New Baneblade
super-heavy tank.
Forge World
Eldar Scorpion.
Forge World Eldar
Revenant Titan.
Forge World
Eldar Nightwing.
New Imperial
Guard Ogryns.
New Imperial
Guard Commissar.
New Eldar Autarch

“on Jetbike leading
Wind Rider Host.
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your batt!es bigger than ever. It’s time for Apocalypse-!

; here is only War!” is a phrase
most Warhammer 40,000 players
will be familiar with, but one that

has never been more fitting than in the
context of Apocalypse. Now is your
chance to fight on a vast scale — playing
an Apoéa!ypsé bat'tie will take your hobby

Apocalypse is all about big armies
fighting, about using your entire model
collection and g
Codex and force restrictions that-exist to
preqprve game ba Iance, in games of this

fact, the only stlpulatlon for playing an
pocalypse game is that sides must be

‘been around for a bit

anything goes. Truly the shackles have
been i'emci)\féd

”\\fhat is Apocaiyp: ? fhlte D\ arf tole a
few hours with veteran Games Designer
and the Studio’s resident mad prof
Jervis john

“Quite
V\.f‘arh'arrm‘:er :

2 5 p
UOpta Games llke
that are just great; they are the bedrock of
the hobby and that will never change — ror
should it. However, those of us who have

up games of 1500 to

an remember the
halcyon days when you played with your




entire collection of models until you came
to some kind of conclusion. Apocalypse is
really a return to that style of gaming.”
One of the maxims when we release an
Expansion is that it should not alter the
core rules (defined as the rulebook plus the
Codexes). You can add rules (or take them
away as in the case of Apocalypse) to
enhance the setting and make a playable
expansion, but fundamentally the core
rules do not change; this is still very much
a game of Warhammer 40,000. Having a
system for playing bigger battles has the
happy side effect of allowing us to get all
those cool “big things” that we know have
existed in the Warhammer 40,000 universe
for years but have never been able to
integrate into the game. “It has always
been hard to try to put things such as
massive Titans and Baneblades into
Warhammer 40,000 without »»

ASATYINAY
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It’s not just tanks

The advent of Apocalypse
'sees the release of some
‘great new models.

cee all four new
Masters o Ihe chapter
just ever the page.

Space Marine
Company Master.

see

Turn 10 paoe 5610

these new miniatares
and \nnre

Ork B.ig Mek
with Bosspole.

Imperial Guard
Ogryn Bone “Fad.

Eldar Autarch
on Jetbike.

‘can ignore all aspects of

Forge World

Forge World has been
making magnificent
super-heavy vehicles for
yeais, and Apocalypse is
‘the perfect place to field
these behemoths. If you
‘are lucky enough to own
something like the
Revenant Titan or
Scorpion grav-tank,
shown oppaosite, then
why not pop into your
local GW to play a game
of Apocalypse with it? To
take a look at Forge
World’s range of super-
heavies, visit the website:

WWW_FORGEWDRLD.CO.OK
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dra'ma'tical!y a'ftér'in'g thé rulés'br jus't

mstance, if you're playlng a 1000 pomt

-game with a Warhound, you'd pretty much

have just the Titan versus the opposing

army, which wou!d be a very strange game

'fmai[:y gwes super—.heavy vehicles a home

There are two or three new elements

that make Apocalypse work. Arguably the

most tmportant is using the speual

the Apocalypse Mrss:on durmg
development. Jervis continues: “After we
decided to create an Expansion all about
big games, one of the first things | did was
organise a massive game. | deliberately
didn’t write lots of rules and just told the
participants to bring along their entire
collection of models and we’d put them
down and see what happened. The feeling
I had about it was that it wouldn’t work
terribly well — what actually happened was
that the game was a blast and everybody
had a great time. What | took away from
that game was that all | rea[iy needed to do
was give people “permission” to play

‘games in this way. This is essentially what

the Apocalypse Mission
does; it removes the
restrictions normally
imposed, and allows you
to put all your models on
the table.”

This means that you

the Force Organisation

‘charts. If you have lots of

tanks, then you don’t need to worry about
Heavy Support slots — bring as many
armoured vehicles as you can muster. Or, if
you're-a Tyranid player, field as many

Carnifexes as you like!

There’s more to the Apocalypse Mission
than just lifting the Codex restrictions,
for playmg games of 3000+ points a side,
so it changes the way forces set up and
actually win the game. Once the battlefield
has been decided upon, a narrow band of
no-man’s land, a mere 12 inches wide, is
created by using a scatter dice and some
string. “When some people first see an
Apocalypse game they are often surprised
by how close the armies are deployed,”
says Jervis. “If you think about it, though,
this makes a lot of sense. You're going to
need a ot of space to deptoy such Iarge

can provide. Also, infantry could qurte

‘easily spend the entire game slowly

slogging across the table never really

-getting anywhere of note. So | quite

deliberately set it up so an Apocalypse
Mission starts just as the opposing forces
are about to clash head-to-head.”

Placing your models on the table is also
very different from the standard game,

& & You need to get used to
removing 30 models at
a time from one shot. §J

‘being a very innovative procedure in

which you “bid” how long you think it will

take to place your units on the table in
‘minutes. You can bid up to 30 minutes but
the lowest bid automatically gets the fitst
turn. Units not placed within the time limit

are put into strategic reserve and enter play
in either the second or third turns. This has
led to exciting and frantic activity at the
ha»e been played in the Stud|0 "if we d
gone for a more conventional set up
method it could have taken a very long
time to get the armies deployed. | wanted a
way to stop players dithering and speed
that process up, and so get the game going
as fast as possible,” adds Jervis.

Strategic assets

In such big gamés playihg tO a poi'nts
players are using their (:‘ﬂtIFE modef ,
collections. Apocalypse copes with this
admirably by the inclusion of strategic
assets. These are used to balance games by
giving the side with fewer points more‘of
these powerful game effects. “We simply
took the Stratagem idea from the previous

Expansion, Cities of Death, and scaled
them up,” says Jervis. “They're a very
interesting set of tools with a wide variety
of effects, anything from bombardments
and precision strikes to jammers, which
actually prevent players on the same side
from talking to each other for a set time.
Old hands will also note the return of the
Vortex grenade — perfect for some random
tabletop devastation!”

Another element of the Apocalypse
Mission is that it allows you to field big
models, like a Forge World Titan or the
new plastic Baneblade. To incorporate
these massive vehicles into your games,

‘datasheets, very similar to the datafaxes of

older editions of Warhammer 40,000, were
created There are two types of datasheet:
battle formations and legendary units, the
latter referring to super-heavy vehicles. :
“When we were first developing the rules
for the super-heavies, we were very

‘cautious. However, in the early playtests

the machines didn’t seem to have the

‘power and sheer destructive force that the

background stories implied they should
have. So we started to ramp up the power
levels, increasing the size of the templates
along the way! This was another freeing

element of Apocalypse — we soon came to



the conclusion that, say, a Baneblade
should be as powerful as it needs to be.
Yes, it can destroy an entire squad of Space
Marines in one shot — and that's okay in a
game of Apocalypse because there will be
plenty of other troops on the table and
waiting in reserve to fill the gaps in the
battle line. Removing 20 to 30 models at a
time from one shot is something you need
to get used to when playing.”

The other type of datasheet is the battle
formations. “These came about almost by
accident,” says Jervis. “Andy Hoare, being
a mad tread-head, owns an entire Leman
Russ Company and he wanted to use them
in a game of Apocalypse. We all thought
that was very cool. When you're fielding
an entire company, then there should be
something special about that; it's not like
you're just fielding a squadron. Battle
formations were created so that, should

you field a certain number of models of a
certain type, like a Leman Russ Tank
Company, an Ork Dred Mob, or even a
Necron Monolith Phalanx, then you get a
special rule attached to that formation. This
not only allowed us to talk about elements
of the background that have rarely been
discussed, but it also gave us a way of
making sure that all the races, not just
those with legendary units, could field
something truly apocalyptic.”

More than a game

Missions, strategic assets and big tanks
aside, Apocalypse is more than just the
rules mechanics on how to achieve such
large games. It is a tome packed full of
knowledge and the collective experience
of many hoary old gamers — including
Jervis. “We wanted to explore apocalyptic
games and what they offered hobbyists

DESIGN NOTES.

ar.

Adding Character

Games of Apocalypse
give you the perfect
excuse to use all of your
special characters at
once! Just have a closer
look ahove.

Eldrad Ulthran,

Farseer of Ulthwé.

Jain Zar, the

Storm of Silence.

Fuegan, the

Burning Lance.

Asurmen, the

Hand of Asuryan.
As a challenge, see if you
can find Maugan Ra,
Harvester of Souls, on
the previous page.
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‘Captain of the 10th Company,
Master of Recruits.

It is commaon for the Mastér of the
H'e-ét to béér a rhuna’ér hsmmér

SPAl“F ﬂﬂflﬁ
SIER

Ea!hsr’iny a cllanters leaders together is not without risks.

> 0
THE

Each Master of Recruits
‘oversees the training of the
chapter’s neophyies. This
Master’s advanced targeters
befit his role as commander of
the Scout Company.

Captain of the 3rd Company,
Master of the Arsenal,

CHAPT ER

The Master of the Arsenal
has unfettered access to the
most ancient and sacred
wargear of the Chapter,
such as the rare Mk Il Iron
Armour shown here.

abifity to summon the firepower of
the orbiting battle fleet.

BATTLE FORMATION

Captain of the 4th Company,

Master of the Fleet.

Symbaolic of his station as

the custodian of the Chapter
Fortress, the Master-of the
Watch bears a storm shield
shaped in the likeness of the
Imperial Aguila.

Captain of the Znd Company,
Master of the Watch,

MASTERS OF
THE CHAPTER

FORMATION:

1 Chapter Master, 4
Company Masters and
1-:Command Squad or
Terminator Squad.

SPECIAL RULES:

High Command: Each
individual Master provides
a specific strategic asset,
which can be used once.

* Master of the Watch:
Ambush

o Master of the Arsenal:
Precision Strike

e Master of the Fleet:
Orbital Bombardment

s Master of Recruits:
Surgical Raids
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in more depth, so we did two things. First
of all, we wanted to make sure the book
was full of advice about the practicalities
on organising such large games. We have
‘been honest about it, as we don't want
‘people to think that it will be easy to play a
‘game of Apocalypse; such large games take
a lot of effort to organise and play — they're
a game that should be played on a special
‘occasion,” says Jervis. There’s a lot of other
discursive advice about finding venues,
‘building and sourcing scenery and even
the best time to order the pizzal

“The second fhing we looked at,”
continues Jervis, “was how to really theme
your games. The Apocalypse Mission
‘means you can just turn up with your
Citadel miniatures and play. After your first
game yDu 1 quickly get the hang df the

up |deas and themes you could only touch

‘on before — such as a planetary invasion

where all of one side are coming down in

.drop pods whilst the opposing force is

hidden away in bunkers. There’s loads of

‘advice in the book about this kind of thing,

showing you how to build on the basic

‘Apocalypse Mission, giving examples on

theming terrain, making specific ubjectives
and creating your own special rules.”

As our time with Jervis starts to wind up
he offered us these last few wise words, “In
all the games of Apocalypse I've played so
far there have always been three of four
great memorable moments that you'll
replay in your head over and over in the
following weeks. My favourite so far has to
be a Space Marine Captain leaping across
the foot of a Warhound Titan, attaching a
Vortex Grenade to its leg and destroying it!
You'll find your games of Apocalypse will
be riddled with great stories like that.”m



1 Cannon

Demolisher siege cannon, firing a
self-propelled demolisher siege shell,
loaded by an automated crane and
ramp system inside the vehicle.

1 Dozer
Assault “dozer” blade - super-thick
plasteel blade used to ram through heavy,
urban debris as well as protect the front
of the tank from heavy firepower.

INDEX ASTARTES HISTORY FILE
++File W6//xc45 Clearance: Jade

The first Vindicalor tanks were converted
from Rhino APCs during the subjugation
of Rostern I, early in the Horus Heresy.
During the conquest of the fortress-city
Stahdenburg, the Ultramarines Legion
suffered grievous casualties battling
through the cramped streets. Roboute
Guilliman ordered that a number of the
Ultramarines Legion’s Rhinos should be
fitted with Thunderer cannons and used
to literally demolish the fortified
buildings one at a time, denying the
traitors sanctuary. Vindicator tanks (later
fitted with Demolisher cannons) have
been a mainstay of most Space Marine
chapters ever since.

++File WG1//Mc4S +File Closed+

“SPACE MARINE GRS yuo Vindicatoris e ultimate inheavy |

DICATO!

~—1 Launchers Power plant F———— Crane l————— —
Smoke launchers used This vehicle is powered | Shell loading crane used |
to screen the vehicle by a standard Quad | for demolisher shell |
and confuse the enemy. Mkl adaptable thermic | movement and for
i combustor reactor. | reloading the magazine.

VINDICATOR,

Space Marine firepower. Armed with a
formidable demolisher cannon and
encased in thick piasteel armour, the
Vindicator is a specialist siege tank.

Exhaust |

Armoured exhaust ports
protect the vehicle’s fume-
release systems, keeping
the vehicle active.

BATTLE FORMATION

LINE BREAKER

FORMATION: 3+ Vindicator tanks. One Vindicator must be designated
as the command tank.

SPECIAL RULES:

Combined Fire: If three or more Vindicators in the formation fire at the
same target, resolve the shots as a single Strength 10, AP 2, ordnance
shot, using the 10" Apocalyptic Blast marker. If the hole in the centre of
the blast marker lands over a terrain feature (building, bunker,
fortification or wood, for example) it is destroyed on the roll of a 4+
(replace it with suitable debris). For each additional Vindicator after the
third that combines its fire upon the target, add +1 to the roll to
determine whether the terrain feature is destroyed.

Models within a destroyed terrain feature suffer T wound on the roll
of a 4+ (saving throws are allowed) and each unit must take a Pinning
test. Vehicles automatically suffer a glancing hit.
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1§= [ detailed look at the frames and
=  components that make up the
e Vindicator tank kit.

Cupola rims

4 Weapon mount

6 Missile warhead

8-9  Radar array

11-12 Searchlight

15 Vision shield

1 hino front 'ate

1 Rh" o rear ramp

22- 23 Sude halchdoors

25 External left side

.29 32 Tracks

34 35 Shoulderpads i

-38 Cupala torso

a1 Cammander arms

'3-44 ] Sto oter

46
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VINDICATOR

-

°Hl °l o o

® @ ® ® ®! ? _ Vindicator
wng v Vv~ [Brm

NCiudes g Chaos
ANA ==
o ®
o ‘

accessory frame

T

1-3  Dozer blade

5-6  Side armour

CEEOER CEN O
8-9  Demolisher cannon
(3] (55)
. ‘ 11-12 Hinged dozer plates
36)

14 Blast exhaust fans

37) (35) 18  Winch coil
22-23 Dozer hydraulics

25-26 Demolisher shell

1 © o

30-31 Dozer arm mounts

33  Armoured bumper

m. @ . 36 Rhino chassis

39-40 Towing hooks
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The Baneblade is one of the few remaining
marvels from the Dark Age of Technology. It
is an armoured weapon piatiorm carrying a
devastating array of firenower, and none
‘can stand before it.

Gun Barrel F——

Turret-mounted

Baneblade cannon |

See the 19" Blast § with co-axial | e
[gmmam in autocannon. : : i >

action on page 79

BANEBLADE

It is claimed that in the distant past there were whole divisions Heavy Bolters | —
of Baneblades in the Emperor's service, but today an Imperial Hull-mounted twir-
commander is fortunate to have a company of three, and more linked heavy bolters.

usually only a'single Baneblade will be available. The
Baneblade is prized for its highly destructive abilities and the
morale boost that seeing such a behemoth gives to the troops
on the ground.

BANEBLADE CARNON

Weapen Range Str AP Special
Baneblade cannon 72" 9 2 Ordnance 1,10" blast,
primary weapon,

Autocannon 48" 7 4 Heavy 2, co-axial.

SPECIAL RULES
CO-AKIAL WERPON: If the player fires the co-axial weapon before
the main weapon and scores at least one hit on the target unit,
he may re-roll missed rolls to hit with the main weapon (or re-
roll the scatter dice in the case of ordnance).

Demolisher |
Hull-mounted
“demolisher cannon,
with a fast-loading
shedl magazine.

seethe Tll“t s .
Hellhamme - - Trachs f——— |

ph page 92 _ A R Aquila pattern tracks. None
; iad : : who follow shall doubt the
‘Emperor's might.

ADEPTUS MECHANICUS TECH FILE
++File Kd10//63Y0 - opening file

- input passcode - Clearance: Vermiliion
CREW

A Baneblade has a crew complement of ten: a
~commander, a driver, a comms-operator, an
engineer, three gunners and three loaders.

ABRMOUR
210mm thick armour plating.

POWNER
25 kph (18 kph off road).

ENGINE
Main power plant, a 110 square kilo-cubits*
adaptable thermic combustor.

++File Nif10//03YY +File Closed+

=

HELLHAMMER

The Hef[hammer is built around the same STC chass'is ‘as the

Baneblad_e, ailowmg the Helfhammer to move forward in
support of infantry in urban areas and other dense terrain.

HELLHAMMER CANNON

Weapon Range Str AP Special
Hellhammer cannon 36" 10 1  Ordnance 1,
7" blast, primary
weapon, na cover
saves allowed.
Autocannon 48" 7 4 Heavy 2, co-axial.

‘48 WHITE DWARF APOCALYPSE



Turret & e
Twin cupolas mean
two crewmen can
be positioned in the
turret for better
observation,

I Smoke Launchers
Capable of firing five tetra-density
rating smoke grenades per minute.

involving concept designers, numerous sculptors

and CAD operators. The lead designer and the
man who arguably did the lion’s share of the work was
the Studio’s resident tank maker, Tim Adcock. Surprisingly,
this is not the first time Tim has sculpted a Baneblade,

“My first Baneblade model was actually for Epic
40,000, so it was quite a bit smaller than this incarnation.
However, the concepts for the vehicle came from John
Blanche’s and Jes Goodwin’s designs in a much earlier
version of the game,” says Tim.

This isn‘t the first big Baneblade we have produced -
there is the resin Baneblade model that Forge World
makes, but other than the change of materials from resin to
plastic what other modifications did Tim add to the new
tank? “For the plastic Baneblade we did want to make it
look more gothic but in a very subtle way. It would have
been easy to go overboard and create a cathedral on
tracks, but as this was a meant to be a functioning war
machine we didn‘t want to go that far. So you have
influences of the Warhammer 40,000 universe here and

m he Baneblade model was a major team effort

IMPERIAL BANEBI.AIIEB‘

Power plant §———
The Baneblade's

engine can produce

an impressive 110
kilo-cubits® of raw .
power. |

Fuel Tanks |
Four supplementary
fuel tanks give the
Baneblade a 230-mile
range from the base
of aperations.

Baneblade tank
commanders are fierce
and decisive individuals.

| Lascannons
Sponson-mounted fascannons
with a 180° arc of fire.

there such as the arched viewing ports and headlights, and
the shrine on the back of the power plant.”

Whereas the Forge World model has always been
firmly aimed at the experienced modeller, the plastic kit is
far more accessible. “Absolutely,” agrees Tim. “It is a very
big kit with lots of frames. However, if you have put
together a Land Raider then you’ll have na trouble with the
Baneblade. Just take your time with it, build it in sub-
assemblies and then bring it all together at the end. I'd
recommend it as a project for a long weekend. Then paint
it up the following one.”

The Baneblade is so big that only recent technological
innovations have made it possible to create such a model
in plastic. Before, we simply wouldn’t have been able to fit
the master model needed to make the Baneblade onto a
pantograph machine. “It's definitely a Citadel Miniatures
first and our biggest plastic kit so far,” says Tim. “The things
we learnt on this project and the cutting edge technology
we now have access to means it really is just the start of a
whole new generation of bigger, super-detailed and even
cooler plastic kits.”
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REGIMENTAL COLOURS

The Imperial Guard often
repaint tanks — even super-
heavy ones — to match a
regiment’s colours, camouflage
pattern or campaign scheme.
These two are painted in the
colours of the Steel Legion
(01) and Vostroya (02).

It is common

?':::; e . ‘H' A b ‘practice for the

. , Baneblades are directed by ‘crew to adom their
TI'I_.IE Baneblades wveteran tank commanders. tank viith kill
Reflecting the Baneblades’ They communicate to both markings, With
high demand and short crew and supporting troops super-heavies, a

via the multi-channel vox
array sited on the turret.

supply, the millennia have skull normally
seen a slow increase in
the number of counterfeit
Baneblades in service
across the Imperium.
These Baneblades,
produced by Forge Worlds
eager to secure farge
military contracts, do not
incorporate all of the
available STC data that is
available to Mars and the
few other favoured Forge
Warlds. While a true
Baneblade uses powerful,
rocket-propelled shells in
its main cannon, a
“second generation
Baneblade” uses only
standard battle cannon
ammunition. Similarly, the
demolisher cannon in a
true Baneblade allows it
to lay down a devastating
bombardment as it
advances, while second
generation Baneblades
normally mount a second
battle cannon in the hull,
These are not the only
differences, as the original
Baneblade design has
improved internal armour
bracing, greater engine
performance and
transmission, tactical logic
engines, and many
secondary systems which
are far superior to those
of mere counterfeits.

True Baneblades,
conséructed and
‘consecrated using the
original STC, are logged
and registered with Mars.
Their serial numbers and
names are tracked,
allowing the Adepts to
trace their combat history,
crew roster and
whereabouts. It is vital
that the fate of each and
every original Baneblade
is known.

unit, super-heavy or
Titan-class target.

The rear of the engine
‘bears an Adeptus
Mechanicus shrine.
Ancient sigils and wards
bless the machine spirit
‘of the Baneblade.
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IMPERIAL ANEBLAIIE?

ar-

Weapons Platform | — 5 Side Sponson |- .

From this elevation you can see The side sponsons can be Another weapon option for
the huge amount of firepower the | mounted in the centre or the Baneblade is a turret-
Baneblade can bring to bear: six . towards the front or rear. You mounted heavy stubber.
twin-linked heavy bolters, two also have the option of fitting

lascannons, one demolisher twin-linked heavy bolters or

cannon, one co-axial auto cannon | heavy flamers.

and one Baneblade cannon.

Every Baneblade bears a
unique serial number. This is
often displayed on the tank’s
hull. By this code the vehicle’s
deeds are recorded by the
Techpriest-scribes of Mars,

Imperial Eagle |-
The Imperial Aquila is
displayed on different
areas of the hull of

the Baneblade.
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We take a look at some Baneblade variants made using the new kit.
Not only can you embellish the Imperial Baneblade, but you can aiso
transform it into a vehicle belonging to another race.

o | 3 The Hellhammer excels at crushing T
# o itsfoein .ﬂBnSﬂ terrain, using shorter irom a s!.':lsll:]:m
ranged but devastating weaponry, Baneblade b

Hellhammer § - : l!smg the
""" Ontional parts,
cannon. Even heavy
cover provides no
protection from its shells,

The sponsans. sport twin-
linked heavy flamers. Here
they are placed towards the
front of the tank to be in
range of enemy infantry.

FORTRESS OF ARROGANCE  Eommisorarics momie

pulpit and command vehicle.

.

Pulpit . .
The pulpit allows Yarrick to deliver fiery
oratory to his troops and was created by
adding a plasticard floor to the turret. This
was finished-off with details from the
Citaddel City Ruins kit, more plasticard and
a good rummage in the bits box.

The side panels were
created using thin
plasticard. Both panefs
-------- —  were carefully painted to
| show.off the glory of
Commissar Yarrick.

Heavy Bolter

The hull-mounted heavy
bolters were embellished
by adding parts from the
Witch Hunter Exorcist.

=
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SUPER-HEANY mm(s;';;

HAOS PLABUEREAPER Lmemssommetmmussirn |

Plaguereaper is terifying to behold.

= -1 Pus Cannon

The pus cannon was
built over the original
Baneblade cannon using
masking tape to create
the shape. Green Stuff
was then modelled on
top and various wires
added for detail.

The vats were built
using plastic container
lidls tiled over with thin
card. The toxic goo was
painted with a mixture
of Wet Effect fluid and
Cama Green paint,

SPACE ORK SKULLHAMMA  uen sssersun s more ama:

match for its Imperial counterpart.

Tank Commander |———
Adding a commander can {
give a large vehicle a bit
more personality. This one
was built using an Ork Boy’s
body combined with a
Stormboy’s head.

Kannon |

The Skullhamma kannon
was built using plastic pipes,
card, wire and even parts
from the City Ruins kits.

The glyph plates were built
from thick plasticard, with
rivets made from offcuts of
plastic rod. Once the
Battlewagon was painted,
the Orky icons were added.
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Apocalypse on the
Worldw:de Web
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The Apocalypse website
is jam-packed with
additional and exclusive
content, everything from
tacticas on how to
survive being a foot
slogger in Apocalypse, to
“webisodes” starring
Jervis Johnson!

There is also a whole
load of new datasheets,
covering loads more
legendary units and
battle formations; so
many, in fact, that we
think we're in danger of
filling up the Internet! All
our web content is free
‘to view and download,
so why not log on now:

VW GAMES-WORKSHOP.C0. UK/ APIGALYPSE

Apocalypse is one of the largest projects we have ever undertaken here
in the Studio. Graham Davey talks about what you should expect to see
when you thumb through those hig pages.

' raham Davey is a name that may
m not be familiar to many of you,

2 although veteran White Dwarf : e = =
readers will recognise him as “Wordy & = = '.;mu,,mm"
Bloke” from when he worked on this very B e
magazine. Now, Graham works in Games
Development in a planning and editorial
role rather than as one of the principal
writers. Apocalypse was very much a team
effort, with no lead writer as such and so,
by default, Graham became the project
courdmator, gathermg contributions,
organising massive battle reports and
making sure the many different sections of
the book came together.

“It really was a huge team effort,” says
Graham. “More than any project we've
done in the Studio, it pushed and
challenged us. Jervis wrote the Apocalypse
Mission, Alessio came up with the new
rules, the datasheets were written by the

whole Of Games Develqpmeﬂt, _the StUd_I_O batt!e formatrons that are a very {mporfam part
HObbY team came up Wlth some fanIGSEIC of Apacalypse. The book contains over 60, but
apocalyptic-scale scenery (wait until you there'll be more appearing on the web and in

White Dwarf, like the exclusive Terminus Ultra

see the Gargant Factory!) and, along with
8 y!) and, along datasheet opposite.

‘Eavy Metal, painted up massive forces. Of

course, the sculptors did a great job with 40,000 universe with more background
the new metals and Tim Adcock has given details always gets us very excited at White
us a Baneblade!” Like the calm in the eye Dwarf, so what does Apocalypse add? “It
of a storm, Graham sat in the middle of all deals with how your army fights at that
this activity and brought all the different massive level. We've always hinted at how
elements together into one very big, these things work in the past, but never
feature-packed book. ‘covered it in any great detail. The Necrons
“The Apocalypse book is crammed full section, for instance, is a‘must read — it
of stuff,” Graham enthuses. “For instance, ‘explains how and why the Necrons fight
there are over 60 datasheets, three gatefold on a bigger scale, how a tomb world
sections and a whole raft of new gradually-awakens, the effects on the local
background.” Expanding the Warhammer populace and neighbouring worlds, and so

‘on. Another great example is the Tau

Empire, who will deliberately designate
their armed forces with non-threatening
titles such as the ‘BE’Etar Establishment

APOCALYPSE BO

Big games need a bhig book,
and none are larger than
Apocalypse. The new
expansion is an oversized,

hardback, coffee-table style
book. With over twice the
page count of its
predecessor, Cities of Death,
the sheer amount of material s
in Apocalypse will keep you
going for a long time!

54 WHITE DWARF APOCALYPSE

Initiative’ in the — often vain — hope of

keeping the indigenous population calm
and more compliant.”

Each of the different race sections
opens with some kind of graphic or
diagrammatic element to accompany the
text. The Orks, for example have a very
cool-looking flow chart that follows the
progress of Ork Warlord Garaghak as his
fleet grows and turns into a full-scale
Waaagh! “The Apocalypse book was an
opportuhity to try difféi'ent ways Of
had great fun with some of these, like the
Waaagh! flow chart and the Dark Eldar
stave raid illustrations,” adds Graham. »




. TERMINUS ULTRA LAND RAIDER POINTS: 300
- The Terminus Ultra pattern Land Raider is the ultimate in when all other options have been exhausted. Only when :
Space Marine anti-armour vehicles. The Terminus Ultra the largest armoured targets are encountered are these
forfeits its troop carrying capability in order to mount a venerable machines deployed from the Armorium. Against
battery of lascannons capable of punching through power the massive war engines of the Emperor’s foes, the

fields and the thickest armour. The huge power build-up Terminus Ultra is the Space Marines’ surest weapon. With a
generated when a Terminus Ultra fires can cause irrevocable  single salvo, a Terminus Ultra can cripple a super-heavy
damage fto the vehicle’s systems, and so it is only used tank, disable a Chaos Titan or destroy an Ork Stompa.

TR Hunter-killer

Searchlight. missile.

Smoke Launcher. §

e .

Hull-mounted
twin-linked fascannon.

Sponsen-mounted

Sponson-mounted

lascannon. twin-linked
lascannon.
Size Comparison.
UNIT: 1 Terminus Ultra pattern Land Raider. WEAPON RANGE STR AP SPECIAL
TYPE: Tank Lascannon 48" 9 2 Heavy 1
ARMOUR SPECIAL RULES
BS FRONT SIDE REAR Power Overload: If you roll four or more 1s to hit with the '
4 14 14 14 Terminus Ultra (before re-rolls for its twin-linked weapons), the

tank has suffered a potentially catastrophic power surge. The
Terminus Ultra suffers a single penetrating hit after its shooting

WEAPONS AND EQUIPMENT: has been resolved. 5

| - Two sponson-mounted twin-linked lascannons.

- Two sponson-mounted lascannons.

“Beloved Emperor, bless this holy |
vehicle, and bless our enemies - '
for thcy will be damned by

our holy cannons.

- One hull-mounted twin-linked lascannon.

| - Smoke Launchers.
- Searchlight.
- Power of the Machine Spirit.

- May choose any vehicle upgrade from "
y ‘y Pg - Prayer chant of Techmarine Vantil before consigning
the Space Marines armoury. Terminus Ultra "Segnus™ to war.
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Imperial Guard Commissar
‘with power fist.

‘with ripper gun.

Ogryn Auxilia

The huge strength and
‘durability of the Ogryns
makes them perfect
soldiers for the Imperial
Guard. They require
almost no training,
although they can only
make use of the simplest
of weapons. A select few
may even have a
glimmer of initiative
which makes them prime
candidates for augmetic
surgery to boost their
brain-power to the point
where they can become
an Ogryn Sergeant,
otherwise known as a
Bone ‘Ead.

Imperial Guard Ogryn
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The Banehiade may he deservediy hogging the Apocalypse
limelight but it is far from the only release this month. Eldar
Ork, Necron and Tau players can rejoice as well!

Imperial Guard Commissar
with bolt pistol.

with ripper gun.

New rules

As we mentioned earlier, Expansions to our
games do not change the core rules, but
can bring additional rules to the game to
make sure all the new elements work.
Apocalypse is no exception in this respect.

have been touched upon before in ather
publications, most notably the Imperial
Armour books by Forge World. The
Apocalypse system is very similar and will

be familiar to many players. There are

brand new developments; my favourite is
the Destroyer rule. A weapon with
Destroyer is so powerful it doesn’t have a

Strength value — target vehicles are
automatically penetrated and the scoring

player even gets +1 to his roll on the super-
heavy damage table.”

Imperial Guard Comissar

'Ogry‘n Bone ‘Ead

This Commissar can
be armed with either
a power sword or a
chainsword.

with plasma pistol,

Imperial Guard Ogryn
with ripper gun.

‘Apocalypse is the new home for flyers,
represent too small an area for such fast-
moving craft. But with the scope of
Apocalypse you can finally see how a
Thunderhawk Gunship operates, or even
initiate some aerial dog fighting. Graham

‘explains: “There’s always been a certain

level of abstraction needed when using
flying models in Warhammer 40,000,
especially big ones like the Thunderbolt
fighters and the Thunderhawks. We've tried

including rules for:bombing runs, which

can be devastating for the poor infantry

units underneath. The Thunderhawk
Gunship is worthy of a special mention
because it is just so hard, although that is
reflected in its points cost.”

With all this talk of Destroyer weapons,
dinner-plate-sized weapon templates and



Eldar Autarch
on Jetbike.

Imperial Guard Ogryn
with ripper gun.

the sheer scope of Apocalypse, you could
be forgiven for being a little intimidated by
it all, or feel that it is somehow
unachievable. “It really isn't,” stresses
Graham. “The only restriction for
Apocalypse is a minimum of 3000 points a
side. We played lots of 3000-point games
when we were playtesting and they are
equally as effective as the massive games
shown in the book and in White Dwarf, so
don't feel put off by that. If you team up
with a friend, then four people can play in
a game of Apocalypse with just 1500

points each. And because there’s no Force
Organisation charts, getting to that total is
surprisingly easy, taking everything you
have to hand will soon add up and using
special characters will get you there even
faster,” says Graham. “Special characters
are great in Apocalypse — it's their natural
home. Whilst it's always been hard to

OTHER APOCALYPSE HElEASES;;

APOCALYPTIC TEMPLATES

The templates used in Apocalypse are like
everything else to do with the Expansion:
massive! In the game, many of the super-
heavy vehicles and the new legendary

MNecron Lord with
resurrection orb.

justify using Marneus Calgar in a 1000-
point skirmish, there are no such concerns
when he’s leading an entire Battle
Company. In fact, in one early draft we
said that an Apocalypse force had to take a
special character to lead it, although we

dropped that rule later as we didn’t want to

be so prescriptive.”

After talking with Graham and Jervis,
we've come to the conclusion that the
Apocalypse expansion is many things. It is
a way of playing games on a massive scale;
a way for super-heavy tanks, flying craft
and Titans to be included in your games; a
way for clubs, gaming centres and schools
to put together games on a scale you've
only ever dreamed of. Mostly, though, it is
about removing the limits from your
gaming and allowing you field your entire
Citadel Miniatures collection on the
tabletop, and that's just great fun! =

unils use weapons with power levels never
seen before. The Apocalypse templates
represent the sheer destructive force of the
big guns now available,

P

Space Ork Big Mek
with Bosspole.

The Necrontyr

In battle, Necron Lords
act as leaders and energy
nodes for the Necron
Warriors. They are a
chilling sight on the
battlefield, directing their
warriors’ attack in
unnatural silence.
Necron Lords are
often seen with a nascent
glowing orb in their
metal hands. When the
energy from the orb is
released, the scattered
remains of destroyed
warriors reconstitute
themselves, before
silently standing, ready
to do battle once more.
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enemy lines.

JLTRAMARI}

This Ultramarines army is a fairly
balanced force that should be able
to take on a range of missions and
foes. It has a good range of unit
types, including close combat
ability, speed and firepower. For
games of Apocalypse, we've added
the Suppression Force, which can
bring long-range bombardments
down on the enemies’ heads, and
the Armoured Spearhead, which
can lead a blitzkrieg right into

EXPANDING YOUR ARMY

Anocalypse fanatic fAindy Hoare has come up with two sampie armies that highlight how you
can take a traditional Codex force and “Apocalypse-it-up”. If you have a standard
Warhammer 40,000 army already, these tips will have it Apocalypse-ready in no time!

More on the web

How to go about
expanding your force is a
broad subject, all of
which we just don’t have
the space for, even in this
bumper issue of White
Dwarf. Luckily, our
website has loads more
articles that cover this
topic — everything from
battle formation combos
to creating your
Apocalypse force from
‘scratch. Visit the
Apacalypse website for
more information:

WV EAMES-WORNSHOP 0. UK/ APOCALYPSE

ndy: When planning and collecting
m a Warhammer 40,000 army, most

of us think in terms of the 1500 to
2000 points we will be fielding in the
majority of our games. Depending on the
army, most people go on to collect more
than they can use in one go, and some just
collect as much as possible for the sheer
joy of it. Well, Apocalypse blows the
artificial 1500-2000-point ceiling right off
of the hobby, allowing you to collect, and
most importantly use, as many models as
you like.

Over the next few pages you'll find

some Example army lists. Each list takes as

in norma] ‘games of Warhammer 40, 000
These are the sorts of armies many people
collect, getting to know them really well
and using them in a range of missions
against a variety of foes. The armies are
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built from one of the army or mega force
box sets, and have been expanded with
various other units.

On top of the basic 2000 pornts we've
added an extra 1300-1500 or so, in the
form of the new legendary units or battle
formations, presented .on the datasheets
from Apocalypse. The models in these
units can, of course, be fielded in normal

.games, but they really come into their own

whé’n Combined into the spec}al 'f'orma'tions

'and battle format;ons are a. great way to
-expand your army, and they provide an

entirely new ang,le on co!lec’tmg Even

in normaf missions, making for even more

‘cool, exciting and memorable games. I've

picked Ultramarines and Eldar to illustrate
how to make an-army Apocalypse-ready.




EXPANDING YOUR ARMY

APOCALYPSE
EXTRAS

Suppression Force
25 Points
m Land Speeder Tornado.

80 points
wdf Whirlwinds.

Armoured Spearhead
50 Paints

340 points

@ Land Raider Crusader.

265 points
mB Land Raiders.
750 points

SUB TOFAL: 1510 POIKTS

With lightning claw,
Iron Halo and plasma pistol.
140 points
Command Squad
Includes Sergeant with bolter,
Standard Bearer, a Space
Marine with a plasma gun,
Apothecary and Company
Champion with power weapon
and combat shield. Razorback
with twin-linked lascannon.
245 points
Librarian Epistolary

With Terminator armour, force
weapon and storm bolter.

145 points
Venerable Dreadnought
With assault cannon and close
combat weapon.
125 paoints
Dreadnought
With twin-linked lascannon,
missile launcher and smoke
launchers.
138 points
Tactical squad
Includes Sergeant and 9 Space
Marines; T with missile
launcher and 1 with flamer.
Rhino transport.
216 points
Tactical squad
Includes Sergeant and 9 Space
Marines; 1 with missile
launcher and 1 with flamer.
Rhino transport.
216 points
Scouts
- 4 with sniper rifles and
1 with missile launcher.
95 points
@Assault squad
Includes Sergeant with power
fist, combat shield and
terminator honours, and 4
Space Marines.
145 points
Land Speeder Tornado
80 points
Devastator squad
Includes Sergeant and 9 Space
Marines; 1 with missile
launcher, 1 with multi-melta, 1
with plasma cannon and 1
with lascannon.
260 points
Predator
With turret autocannon and
sponson heavy bolters.

110 points
ﬂ Whirlwind
85 points

SUB TOTAL: 2000 POINTS

www.games-workshop.co.uk/apocalypse
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Saim-Hann armies are characterised
by their preference for fast units. The
army relies on speed and agility to
bring the enemy to battle on the
Eldar’s own terms. The 2000-point
army presented here is balanced,
with a focus on speed but with a
more than decent complement of
heavy firepower. When used in an
Apocalypse game, the speed element
is really ramped up through the
addition of a massive Wind Rider
Host. This formation will have the
run of the table, and is ideal for
isolating and destroying unsupported
enemy units.

60 WHITE DWARF  APOCALYPSE



EXPANDING YOUR ARMY..

APOCALYPSE
EXTRAS

Wind Rider Host
100 points
Autarch on Jethike
with laser lance.

120 points
9 Squadrons of
4 Jethikes,

792 points

4 squadrons of 2
Vypers with shuriken
cannons,

360 points

SUB TOFAL: 1372 POINTS

CORE FORCE

With Doom, Fortune

and spirit stones.
130 points

@4 Warlocks

1 with singing spear, 2

with Conceal, 1 with

Destructor and 1 with

Enhance.

@ Autarch

Jetbike and laser lance.

158 points

120 points
10 Guardians
With starcannon.

105 points
10 Guardians
With starcannon.

105 points
@ 3 Rangers

@' Wave Serpent

With bright lances,
vectored engines, star
engines and spirit
stones.

57 points

180 points

10 Dire Avengers
© With Exarch,

shimmershield/power
weapon, Defend and
Bladestorm.

177 points
3 Shining Spears
Includes Exarch with
star lance, Skilled Rider
and Withdraw.

167 points
3 Shining Spears
Includes Exarch with
star lance, Skilled Rider
and Withdraw.

167 points
m 2 Vyper Jethikes

With shuriken cannons
100 points
Falcon
With scatter laser,
holofields and spirit
stones.
175 points
3 War Walkers
With 2 bright lances, 1
Eldar missile launcher,
1 starcannon, 1 scatter
laser and 1 shuriken
cannon.

ﬁ} Wraithlord

With bright lance and
wraithsword.

140 points

SUB TOFAL: 1556 POINTS

215 points
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Objective Markers
‘Apocalypse games are
won by capturing
objectives. Objectives
can be simple counters,
specially modelled
vignettes or models, or
terrain pieces already on
the board.

This Warhound head
objective was made by using
an actual res.fn T?tan

by Forge Wor.fd

This Imperial culvert was
‘created from a base of
palystyrene, The butresses on
the six cornérs of the hex are
from a Warhammer 40,000
building set.

formed from pofysryrene and
loads of Tyranid bits, mostly
from the Gaunt frame.
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Forward march | -
In this battle it is-the end of turn 1, so |
the reserves have yet to come on but

the Tyranids have already advanced

across no-man’s fand and are ready to
“assault in turn 2.

——1 Large open space

Open spaces on Apocalypse

Your massive armies will need
somewhere suitably vast to fight
over. There is nothing yuite like a
full Apocalypse table for sheer
hobby joy. Creating such a large
‘space is easy, and there is always
the floor if space is tight!

“tend to fill up very quickly in turns

boards are no bad thing, as they Ny

2 and 3 when the reserves are
maoved onto the battlefield.

! he standard sized table for a
m typical 1500-2000 point game of
Warhammer 40,000 is 6' x 4,
which most gamets will have access to.

Apocalypse games, however, are far larger
and so, unsurprisingly, require lots more

‘space to play.

For an Apocalypse game of 3000 points

-a side, you can push twe 6' x 4' tables

together to create an area 6' x 8' —

-although an 8' x 4" battlefield is acceptable

at a push. However, these sizes are just the

'starting point; as your armies get bigger

then your battlefield must also grow in
size, which can be problematic in the
average house! This is where Hobby

‘Centres, schools and clubs really come into
their own, as it is generally much easier for
these places to produce and gather more
‘gaming tables, thus creating potentially

massive battlefields to fight over,

Think about the shape

When Apocalypse was being playtested it
quickly became clear that the innovative
deployment and setup rules meant that you
didn’t necessarily have to stick with the

traditional rectangular-shaped battlefield.

The Apocalypse book is replete with
‘examples of non-standard battlefields, such
-as “T"-shaped tables and separate tables
linked by bridge sections. The White Dwarf
Apocalypse battle report featured later in
this issue is played over a very large “L"-
shaped table. So if space is at a premium,
uéing a baﬁleﬂeid of a more unusual shape
When p]annmg the area for your
battles, don’t forget you'll need plenty of
space to walk around the battlefield,
especially if there are a few of you playing.
You'll also need an area for books, dice,
casualties and the usual gaming clutter. m



Scratch built train -
Apocalypse battles are the perfect venue to use

special, themed or scratch-built models. This

Imperial armoured train was made specifically for |
the board. The “Counts As” rule allows you to [
apply the rules for existing units to your scratch- |
built, obsolete or themed models. In this case, the
armoured train was counted as a Land Raider that

can only move along the tracks,

FLOOR WARS

If you're struggling to find a table big enough for your
Apocalypse battle then the solution may be under your feet!
A large, flat area of floor is perfect for playing massive
games of Apocalypse. Just don’t step on the models!

APOCALYPSE GAMING nonnns;;

1 Tall building
Apocalypse battlefields benefit

from having a few large pieces of

terrain. Not only do they give

height to the table, but they also
afford some of the larger models
and super-heavies a bit of cover.

. 4

Get ready for war!

There’s even more
Apocalypse coverage to
come. On page 70 we
have a record-breaking
42,000-point battle
report, while next month
we go into even more
depth on the Baneblade,
with a comprehensive
masterclass on how to
assemble and paint our
largest ever plastic kit.
Don't forget to visit
the Apocalypse website,
which is brimming with
loads more material:

VIV GAMES- WORKSHOP.CO.0K/ APDCALYPSE
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Chaos Renegades’ irresistible orbital assault. These dark worlds, lit

now by the fires of burning promethium fields, lie under palls of
foetid smoke as gibbering, squamous creatures of Chaos pursue the last
few survivors. Loyal riggers and hive gangers continue to launch guerrilla
raids from their rocky fastnesses, but their efforts are largely futile.

The Karkarodon system has fallen to the blasphemous forces of the

The High Lords of Tetra will not stand for this affront and massed fleets
have been dispatched to the Karkarodon worlds to restore the Emperor's
peace and reclaim the priceless fuel source. From the vaults of the
Mechanicum terrifying weapons have been unleashed to smite the enemies
of Mankind!

Landing in massive assault waves, Space Marines and Guardsmen,
vehicles and huge engines of destruction pour onto the blackened soil to
bring redemption to these worlds in the name of the God-Emperor of Terral

Al the edge of the system space warps and twists as an undetected
portal opens. Graceful sails unfurl to catch solar winds as the Eldar warfleet
slips silently towards the war ravaged worlds.

All this weekend your local Games Workshop store will be running
Apocalyptic games of Warhammer 40,000, using huge war machines such
as the legendary Baneblade superheavy tank, and forbidden weapons of
lost technology... the vortex grenade!

Bring your Imperial forces into the store to fight and reclaim these vital
worlds! Chaos players; Hold fast! By the blessings of the Dark Masters you
will hurl the servants of the corpse-god back into space!

Talk to your local store about the exciting Warhammer 40,000:
Apocalypse themed events and activities they are running.

The Galaxy burns!

RING YOUR LOCAL STORE FOR DETAILS!



This month, Jervis
talks about a
subject dear to his
heart - the spirit of
the game - and how
this fits into games
of Apocalypse.
Delving deep into
the internal, tea-
fuelled neuro-
archives that he
calls his “J-Files”,
Jervis calls to the
faithful, and
prepares to convert
the wicked...

Ry . : o

Apocalvpse will change the scope
of Warhammer 40,000 forever.
Remember, vou don't need a

10, 000-point force to'play - a
F000-pennt collection will serve
yirtr well!

STANDARD
BEARER

Standard Bearer, and do you know

what? I’'m going to do it again this
month! Seme cruel people may say this as
a sign of deepening dementia and absent-
mindedness on my part, and to a degree
I'd have to agree with them. Well, about
the absent-minded bit anyway. And
possibly the dementia bit too...

You see, after re-reading last month’s
column lirealised that, although I'd
explained how Apocalypse allows you to
fight big battles, including things that can’t
be used in normal sized games (like the
Baneblade tank), I'd failed to say anything
at all about how Apocalypse is played.
This month I'll try to make up for this
terrible oversight by talking about this

I talked about Apocalypse in last month’s

subject in some depth. In the process | will

be touching on all kinds of airy-fairy, hippy
nonsense like “social contracts” and
“playing in a friendly spirit” and even
“sportsmanship”. | know that some players
find these things an anathema, and agree
with Genghis Khan that “it is not sufficient
that | succeed ~ all others must fail”.
Speaking personally, though, | think that
these things are very important, not just for
Apocalypse but for all of our games.

By now some of you may be scratching
your heads and asking “What is he
blathering on about?” Well, in a nutshell,
Apocalypse is intended to be played in an
easy-going way that emphasises having fun
over winning at all costs. In my opinion
this is the best way to play any of our
games, an opinion that was reinforced by
some of the 3000-to-5000 points-a-side
games of Apocalypse we played during the
development of the rules. These games
were usually twe to four player games; and
to start off with we played them simply to
test the rules with as many different armies
as possible. What quickly became evident,
however, was that these games were just
great fun to play ahd really captured the
spirit of what Warhammer 40,000 was all
about, so we ended up playing quile a few
sames like this just for the fun of il. . can
remember one especially exciting 3000-
point game between Alessio Cavatore and
Phil Kelly that left the players saving “That
was the best game of Warhammer 40,000
I've ever played!” High praise indeed,
especially when you consider that Alessio
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and Phil have played hundreds of games of
Warhammer 40,000 over the years.

Interestingly, the main way that
Apocalypse achieves this happy state of
affairs is by allowing players to take pretty
much anything they want in their army.
Now, on the face of it this appears to be a
license to create the most manstrously
unbalanced armies imaginable —a player
could turn up with an army made of just
Greater Daemons, for example, or only
consisting of Assassins, or whatever, And
this could be a problem, if it wasn’t for the
fact that games of Apocalypse involves a
group of players. What we found happened
in practise was that loosening the
restrictions on what players could take
pretty much forced them to work together
and play Apocalypse in the manner and
spirit in which it is intended. This
happened because if they exploited the
freedom they'd been given, then the games
simply weren’t as much fun, either for
them or for the other players involved.

This is the “social contract” |
mentioned earlier - you and the other
players need to work together to let
Apocalypse reach its full potential. To put it
bluntly, if you break this contract, then
othet players won't want to play
Apocalypse with you, and you'll never
again get the chance to play huge games
using your entire collection. And that
would be a shame really, because you'll
miss out on all of the fun of using all of the
models in your collection, and using things
like Baneblade tanks in your games. Note
that the social contract isn't a hard and fast
rule that is written down in' the rulebook
and needed in order to play; it's an attitude
that allows you to gel more out of the
games you play.

So, one of the first things you need to
bring to the table when you play
Apocalypse is the right atlifude, one that
won't break the social contract between
you and the other players. But what is the
right attitude? Well, probably the most
important thing is to play the game in the
spirit in which it's intended. We've written
Apocalypse in such a way as to get this
spirit across as clearly as we possibly can,
so | won't belabour the point here, Suffice
to say that when we say Apocalypse is
meant to allow yoeu to play strongly



themed games that emphasise having fun
over winning at all costs, then we really do
mean it. This isn't to say that you shouldn't
try to win when vou play Apocalypse — far
from it! — just that you shouldn’t allow your
desire to win to become more important
than anything else.

For example, in a normal game of
Warhammer 40,000 you might look at your
collection and decide what you will use
hased on its effectiveness on the tabletop,
and your knowledge of what your
opponent is likely to be using. In a game of
Apocalypse, on the other hand, it's much
more fun either to use your whole
collection (go on, you know you've always
wanted to!), or to pick a force that has a
theme based on the game background.
This means that the emphasis is on making
sure the armies look good on the tabletop,
rather than trying to squeeze every possible
ounce of game-winning potential into a
1500-point army list.

As an example, in the game between
Alessio and Phil that | mentioned earlier,
Alessio simply used all of his Eldar
(including all of the Phoenix Lords!), while
Phil used all of his large Tyranid horde. On
the other hand, as | described last month,
Dave Cross saw Apocalypse as an
opportunity to collect a themed Imperial
army made up of Imperial Guard supported
by Space Marines and a Titan!

The other important thing you need to
bring to the table when you play
Apocalypse is a sporting attitude. Much has
been said over the years about what
sportsmanship is, but | think the best
description is “a desire that your opponent
(or opponents) enjoy the game as much as
you do”. Once again, this doesn't mean

: “ Apocalypse is meant to allow

you to play themed games that
emphasise having fun over
winning at all costs. ,,

that you have to try and lose the game, just
that you should pay attention to how much
fun your opponent is having when they
play, and do whatever you reasonably can
to make it an enjoyable experience for
them, too. The best way to do this is to talk
to them. Ask them what they want from the
same. Talk about the rules you'll be using,
especially things like how terrain and lines
of sight will work. Describe your army to
them while setting up. If they seem unsure
aboul the rules for anything, then take a bit
of time to explain them. Above all, treat
your opponent as you would like to be
treated yourself.
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Being a sporting player is/especially
important for Apocalypse, where you'll
often be playing as part of a group of
players, and where games will very often
have a specially designed theme or

scenario. Basically, you have a bigger

responsibility because there are often so
many other players involved in the game.
If you‘re the organiser of such-a game, it's
important that you make sure that all of the
players know what the aim of the game is
and what it is you're trying to achieve,
while as a player you should be thinking

‘ ‘ Apocalypse creates memorable
events that will stick in the
players’ minds long after they’ve

forgotten who won or lost.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$
United Kingdom

)

about what you can do to make the scame
atruly Apocalyptic experience for all
concerned (while still allowing your side to
win, of course!).

Often this will mean that you'll have to

‘throw caution to the winds and do things

because they will make the game more fun
for you and your opponents, rather than
because they are the most sensible tactical
move to make. For example, in the last
turn of a recent Apocalypse game, Tigurius
and a depleted squad of Scouts found
themselves about to be charged by Lucius
the Eternal backed up by a large squad of
Chaos Space Marines. The sensible choice
would have been to pull back, leaving
Lucius with nothing to fight, as Tigurius
and his Scouts had little chance of

surviving if they hung around. A sensible
choice, yes, but dull, dull, dull! Instead,:
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Tigurius made a desperate last-turn charge,
and was rewarded with a mighty cheer
when he managed to dodge all of Lucius’
altacks (the Chaos player rolled a lot of 13),
and then slay the Chaos Lord with a single
blow from his master-crafted force weapon.
This was a really memorable event that
will stick in the minds of the players long
after they've forgotten which side won or
lost the battle.

o sum up then, you will get the most
from Apocalypse if you work together with
the other players in order to allow the
game to reach its full potential, and you
can achieve this by playing the game in the
spirit in which it’s intended, and by playing
with a sporting attitude. Simple, really.

In fact, I'd recommend you follow
these principles all the time, be it for
Apocalypse or any of our games — you
really will have much more fun! It also
just happens to be the way we play the
games ourselves. Now, of course, | can't
force you to play like this, as it’s not the
kind of thing one can really write rules for
(and nor would | really wish to). And, of
course, there is nothing really wrong with
treating Warhammer 40,000 just like any

-other sort of game, to be won by any

means possible. It's just that doing this
means that you'll miss out on a lot of the
very things that makes our games unique.

All of which is quite enough
pontificating and hyperbole from me! What
I would really like to know is what you
think about the things I've talked about, [s
sportsmanship and playing the game in the
right spirit important? Or is crushing your
opponent as quickly as possible really what
the hobby is all about? Should armies be
picked because they look good, or because
of how they petform on the tabletop? Write
in and let me know what you think,



In the grim darkness of the far future there is no
respite, no forgiveness, only war! Choose your side;
the fate of the stars is in your hands.

Warhammer 40,000 is a tabletop game for two or more players, Use your army of
Citadel miniatures fo fight across ravaged alien landscapes. You may choose to bring
orderto the galaxy using the armed forces of the Imperium, to side with the gods of
Chaos or align yourself with one of the:many xenos races. The Codexes allow you to
fight with yeur chosen army, while the Expansions add extra dimensions to your games.

www.games-workshop.co.uk/store/warhammer40000
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THE DOOM OF vulusg';_.

Every so often, White Dwarf publishes a hattle report that is so hig or exceptional thatitis
remembered for years to come. This month we have just such an event: here we present the
largest battle report ever to appear in these hallowed pages. With over 21,000 points a side,

this truly is Apocalypse!

. ervis: With the release of
Apocalypse we really wanted to
do a battle report in White Dwarf,

and make it one or the largest, most
apocalyptic battle reports ever. We knew
that we’d have to pull out all of the stops
for the game.

The first thing we needed to do was to
decide which armies to use. With
Apocalypse, vou can either just fight a
battle between loose “alliances”, in which
case dny armies can be used depending on
what you have available, or you come up
with a storyline or theme for the battle, and
then limit the armies to those that are
appropriate to story. After some diseussion
we decided to do a themed game,
featuring Imperial and Chaos armies. In a
spin on the usual narrative for such games,
we decided to have an Imperial force
attempting to wrest a captured Imperial
planet from the hands of the Chaos
invaders. We came up with the idea that
Chaos had managed to capture the capital
city, and had constructed a huge warp rift,
from which hordes of Daemons could pour
forth and overrun the entire planet!

We turned to the Studio’s hobby
experts, who made us a
brilliant warp rift
objective for the game —
a churning warp portal
ringed by floating, rusted
iron gates, suspended
above a massive crater;
now that's what I call an
objective marker!

The next thing to do
was to pick the models
we were going to use in the game. We
decided to let the Apocalypse book be our
suide, and used the most important tenet
from its pages — use all of the models in
your collection (and then beg, steal or
borrow a few more to make the game even
bigger)! So instead of limiting ourselves to
a fixed points value, we simply used all of
the Studio’s Ultramarines, and all of the
Studio’s Chaos Space Marines, and then we
added in all of the Studio’s Cadians, and all
of the Baneblades we had painted.

But this still wasn’t enough — so we
went round to the Forge World offices to
beg their help, and they did us proud too,
supplying us with a bumper haul of resin
coodies in the shape of two Warhound
Titans, a Thunderhawk, two Thunderbolts,
two Hell Blade fighters, a Hell Talon
bomber, a Shadowsword, and even an
extra Imperial Guard tank or two! As these
forces were amassed near the gaming lable
we realised that the Chaos side was gelting

£ & This had to be the largest
and most apocalyptic
hattle reportever! §§

rather outnumbered; so we decided to add
in every Daemon we could lay our hands
on from the Studio’s eollection, plus White
Dwarf designer Christian Byrne's own
personal 7000-point Chaos Space Marine
army (Which you may have seen in the last
issue — Grombrindal).

Finally we had enough stuff - over
42,000 points in total! This.amount gave
us plenty of reserve units to replace the
casualties that would inevitably be
suffered. Casualty rates can be very high in
games of Apocalypse, so it makes sense to
try and held back at least a third of each
army in reserve.

With the armies selected, we wenl
ahead and decided who would actually
play. Just about everybody in the Studio
wanted to take part, but there were only
ten places available. As you might imagine
there was a certain amount of, erm,
competition for the places, bul fortunately
nobody was hurt in the resulting scrum.
When the dust had settled we had two
five-player teams, listed on the next few
pages. Each player was allocated to a
sector on the battlefield, and given a list of
the special tasks they needed o achieve

and the objectives they should try and
capture, as well as the forces under their
command and the strategic assets they
could use during the game.

Eagle-eyed readers may have noticed
that | didn’t have a command of my own.
This, of course, would never do. So, after a
certain amount of bribery and arm-twisting,
| was able to get mysell appointed as
supreme commancder on the Imperial side.
My job was to make sure that all ol the
Imperial players focused on achieving their
own task and objectives. | was also given
control of the Thunderhawk {containing
some Deathwing Terminators and Dark
Angels heroes!) and the Thunderbolt
fighters, and would be allowed to send
them lo whichever sector | felt would most
benelit from their assistance. Christian
carried oul a similar role as commander of
the Chaos side.

With that, we were finally ready to go
to battle and play...

“Damn and blast your
eyes, man, would you
have me cower in the
shadows like a rat?”

Lord Zindler strode
impatiently around the
dusty confines of the
district’s shrine, his
exasperated gestures
forcing his aides to take
involuntary steps
backward.

“But Sir...” Zindler’s
sanctioned psyker, Alexid
Vostoi, looked terrified,
like he was about to bolt
out of the room. “Sir,
there is every chance that
our intervention is just
what they need to
complete their ritual, sir.”
Zindler bristled.

“What? Explain
yourself! This is no time
for doubts. We are about
to strike! To claim the
city once more in the
name of the Emperor!”

“They are chanting,
sir. Waiting for something.
L... I think it might be us,
sir. | think it might be our
blood.”

Qutside, in the blasted
and defiled streets of
Vilius Coronis, horned
figures clad in ornate
armour fook up their
positions in the ruins. The
spider-like Defilers
scuttled forward and the
Chaos-tainted Predators
gunned their engines. The
Greal Summoning was
almost complete. All that
was needed to breach the
walls of reality was
warrior’s blood, by the
gallon. The Chaos
commanders knew well
how to claim it.

The ground shook as if
in fear as mighty
Baneblades and towering
God-Machines strode fo
engage their opposite
numbers, and the skies
were streaked with
conirails as an entire
Battle Company of the
Ultramarines thundered
from the skies into the
city. War had come to
Vilius Coronis. War on a
scale that would not only
destroy the city but could
rip reality itself apart.
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The Imperial Army
Sector A

Imperial Guard Command Platoon.
Imperial Guard Platoon
Command Squad.

10 Imperial Guardsmen,

10 Imperial Guardsmen,

10 Imperial Guardsmen.

10 Imperial Guardsmen.

10 Imperial Guardsmen.
imperial Guard Platoon
Command Squad.

10 Imperial Guardsmen,

10 Imperial Guardsmen.

10 Imperial Guardsmien.

10 imperial Guardsmien.

10 Imperial Guardsmen,

& Imperial Guard Lascannon teams.
3 Imperial Guard Martar tearms.
Imperial Guard Vanguisher.
Imperial Guard Demalisher.
- Chaplain:Cassius.

Techpriest and Servitar,

Space Marine Chaplain.
‘Space Marine Captain, _

Space Marine Combat Squad.
Sector B

Tigurius

5 $pace Marine Devastators.

-5 Space Marine Scouts.

5 Space Marine Scout Snipers.
‘Space Marine Combat Squad,
Land Speeder.

‘Predator Annihifatar.

Predator Destructor.

Terminus Ultra Land Raider,
Land Raider.

Land Raider Crusader,
Techmarine.

Space Marine Veteran Squad
and Rhino.

Space Marine Captain, Veteran
Squad and Rhing.
Techmarine and 2 Servitors.
Space Marine Dreadnought,
Space Marine Dreadnought.
Space Marine Dreadnought.
Space Marine Venerable
Dreadnought.

Sector C

Space Marine Supression Force.
Imperial Guard Artillery Battery.
Sentinel Squad.

Sentinel Squad.

Imperial Guard Emperor’s Fist
Tank Company.

Hydra Flak Tank.

Techpriest and Servitor.
Imperial Guard Reserves
‘5 Ogryns and Chimera.

20 Conscripts and Preacher,

10 Imperial Guard-Kasrkin.

10 Imperial Guard Kasrkin,

3 Leman Russ battle tanks.

Ultramarine Reserves
5 Space Marine Terminators.
5 Space Marine Terminators.
5 Space Marine Terminators.
5 Space Marine Terminators,

EFENDERS & |

The forces of the Imperium must retake Vilius Coronis and close
the warp rift before the entire planet is ripped apart. They are led
in their efforts by an entire Ultramarines Battle Company.

#: he forces of the Imperium have
m been tasked with closing down the
warp rift and gaining access to the
Chaos-held city of Vilius Coronis. To do
this they will need to take the bridge and
breached wall in Sector C (shown in the

‘deployment photo on page 76). At the

same time they must protect the small
foothold the advance forces have gained
in the south of the city, represented by the
two objectives in the Imperial Guard
deployment zone in Sector A.

The warp rift has been deemed the
most important objective and so the
Ultramarines veteran force with the
Warhound, led by none other than
Marneus Calgar, will attack the crater that
contains the portal. The Imperial Guard
armour, comprising three Baneblades, a
Basilisk Artillery Battery and an entire
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Leman Russ Tank Company, will power
through the desert and head for the wall
breach, taking out any enemy armour on
the way.

The Imperial Guard infantry will be
tasked with defending the two key
positions in the Imperial-held part of the
city in Sector A. A Hellhammer super-
heavy tank will also be deployed in the

“‘area to support the infantry and keep the

enemy’s own infantry at a safe distance.
The Ogryns and Kasrkin are to be kept in
reserve, ready to be deployed wherever
they are needed most.

The hundred-plus-strong Ultramarines
Battle Company is ready to join the battle
from turn 2. With their transports and jump
packs, they'll be able to snatch and secure
an objective quickly, and whittle down the
hordes of traitors.



IMPERIAL m:m?

5 Space Marine Bikers.

Space Marine Attack Bike.
Space Marine Chaplain on Bike.
Vindicator.

Land Speeder Tornado.

Land Speeder.

Ultramarines

Battle Company
Space Marine Commanid
Squad and Razorback.

& Space Marine Tactical
Squads and Rhino.

2 Space Marine Devastator
Sguads and Rhino.

2 Space Marine Assault
Squads with Jurnp Packs.

Super-heavy vehicles

3 Baneblades.

1 Hellhammer.

1 Warhound Titan,

1 Shadow Swiard.

2 Thunderhalts,

1 Thunderhawk Gunship with 10
Deathwing Terminators, 1 Captain
and 1 Chaplain,

Total Points: 21,000*

*This is an estimated points cost, as
towards the end we lost count
several times! As this is an
enormaous Apocalypse game it
doesn’t really matter. The emphasis
is on getting alf your models on the
table during the game; the
distribution of strategic assets are
designed to balance things up as
long as both sides have an
approximale points cost.

Imperial
Commanders
Jervis Johnson

Supreme Commander,
Imperial forces.

Alessio Cavatore
Commander of Imperial
Guard in Sector A.
Available strategic assefs
Supreme HQ; Null Field
Generator.

Adam Troke

and Pete Foley
Commanders of the
Ultramarines in Sector B.
Available strategic assets
Precision Strike; Orbital
Bombardment; Surgical
Raids; Ambush; Vortex
Grenade.

Andy Hoare
Commander of the
Imperial Guard armour in
Sector C.

Available strategic assets
Blind Barrage.

Ed Morris
Commander of the
Ultramarines Battle
Company, deployment

The Imperium hope to claim air classified. .
superiority, with a Thunderhawk, Available strategic assets
two Thunderbolts, and a Hydra anti- Flank March; Hold at All
aircraft vehicle. Which are available Costs; Careful Planning;
from Forge World Orbital Bombardment.
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DESPOIL

The forces of Chaos must open the warp rift to complete the
Great Summoning. To achieve this feat, they must engage the
Imperial forces and spill as much blood as possible.

The Chaos Army

Sector A

Undivided Daemon Prince.
Slaanesh Lord.

2 Khorne Lords,

10 Chaos Havocs,

6 Chaos Havocs.

6 Chaos Havocs.

8 Chaos Havocs,

2 Chaos Defilers,

8 Plague Marines and Rhino.

8 Slaanesh Chaos Marines

and Rhino.

5 Chaos Possesed

Space Marines.

Iron Warriors Basilisk.

10} Iron Warriors Space Marines
and Rhino.

13 Khorne Berzerkers.

7 Red Corsairs Possessed Chaos
Space Marines.

Khorne Chaos Predator.

Red Corsairs Chaos Vindicator.

Sector B

Huron Blackheart.

Typhus.,

Undivided Daemon Prince.
4 Chaos Spawn.

10 Slaanesh Chaos Space Marines,

10 Red Corsair Chaos
Space Marines and Rhino.
8 Chaos Space Marines,
8 Plague Marines,

8 Plague Marines,
Plague Marine Lord.

13 Khorne Berzerkers,
13 Khorne Berzerkers.
Chaos Dreadnought.

5 Black Legion Possesed
Chaos Space Marines,
Chaos Defiler,

Sector C

MNurgle Daemon Prince.

7 Black Legion Chaos

Space Marines,

# Black Legion Chaos Havocs.
& Word Bearer Chaos

Space Marines,

& lron Warriors Space Marines.
Iren Warriors Lord.

5 Chaos Space Marine Bikers,
8 Black Legion Chaos

Space Marines.

9 Black Legion Chaos Space
Marines and Rhino.

Iron Warriors Chaos Dreadnought.

Black Legion Chaos Dreadnought.
Chaos Dreadnought.

2 Chaos Defilers.

Red Corsairs Chaos Predator.

Red Corsairs Chaos Land Raider.
Iron Warriors Chaos Vindicator.
2 Iran Warriors Chaos Predators.
Iron Warriors Chaos Land Raider.
2 Black Legion Chaos Predators,
Black Legion Chaos Land Raider,
Chaos Reserves A
Abaddon,

10 Black Lepion Chaos Space
Marines and Rhino,

the Chaos forces as they attempt
to gain control of the warp rift and
prevent the Imperium from retaking the
city of Vilius Coronis.

In Sector A (see deployment photo on
page 76-78) the Black Legion will focus on
repelling the dug-in Imperial Guard and
taking the objectives in the Imperial
deployment zone. The grotesque
Plaguereaper super-heavy tank will also
deploy in the area. A three-tank Chaos
Vindicator Linebreaker squadron will be
held in reserve. If and when Abaddon
deems the combat worthy of his direct
attention, he'll teleport down to Sector A in
the latter half of the battle.

In the centre the Chaos forces will
mainly consist of Chaos Space Marine
infantry, although Typhus and a Daemon
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Prince will also be present. The warp rift is
due to rip open, spilling out hordes of
Daemons should the carnage in turn 1 be
enough to please the capricious Chaos
Gods. Once free from the warp the
Daemons will swarm across the crater and
engage the Imperial lines. Should any
Greater Daemons be present in the morass
then they will head for the Imperial
Warhound and try and take it out as fast as
possible. On the bridge, two Chaos super-
heavy vehicles — the Chaos Warhound and
the Chaos Baneblade — will guard the
objective.

In the desert of Sector C the Chaos plan
will be to counter the inevitable Imperial
Guard armour with their own tanks. The
followers of Khorne have also furnished the
Chaos Commanders with a Brass Scorpion
—a Daemon Engine of immense power.



With two swift Hell Blades and a
deadly Hell Talon, the Chaaos
forces hope to contest the skies
above Vilius Coronis. Chaos
Flyers available from Forge World.

CHAOS ARMY. .

Chaos Vindicator Linebreaker.

4 Khorne Chaos Bikers.

5 Black Legion Chaos Obliterators.
Chaos Terminator Lord.

5 Black Legion Terminators.

5 Night Lord Chaos Bikers,

5 Might Lord Chaos Bikers.

5 Might Lord Chaos Bikers.

3 Chaos Predators.

Chaos Reserves B

6 World Eaters Terminators,

2 Black Legion Obliterators.
10 Night Lord Chaos Marines.
10 Night Lord Chaos Marines,
10 Night Lord Chaos Marines.
10 Night Lord Chaos Marines.

Chaos Reserves C
5 Black Legion

Chaos Terminators.

Black Legion Chaos
Terminator Lord,
Tzeentch Chaos Sorceror.

10 Purged Chaos Space

Marines and Rhino.

10 Thousand Sons Chaos

Space Marines.

2 Black Legion

Chaos Obliterators.

5 Red Corsairs Chaos Terminators.
Night Lords Chaos Dreadnought.

Warp Rift Daemons
4 Greater Daemons.
220 Lesser Daemons.

Super-heavy vehicles
Plaguereaper.

Iron Warriors Chaos Baneblade.
Chaos Brass Scorpion.

2 Chaos Hell Blades.

Chaos Hell Talon,

Chaos Warhound Titan,

Total Points: 21,000*

*Estimated Total,

Chaos Lords

Christian Byrne

Chaos Overlord, and
Commander of Black
Legion forces in Sector A.
Available strategic assets
Hold At All Costs; Orbital
Bombardment.

Tom Waddington
and Graham Davey

Commanders of Chaos
forces in Sector B.
Available strategic assets
Strategic Redeployment.

Gav Thorpe

and Mat Ward
Commanders of Chaos
forces in Sector C.
Available strategic assets
Long Range Ack Ack;
Camouflage.
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Tunnel ¥
Entrance.

Objectives

In a game of Apocalypse,
the forces fight over a set
of objectives:

The wall breach in
Sector C provides a
way for Imperial
forces to gain access
to the city.

@, The bridge is a key

position; to claim it,
a scoring unit must
hold the dead centre
of the objective.
The warp rift in no-
man'’s land is so
important that it
counts as two
objectives.

The command
@ building holds the
high-ranking
command staff of
the Imperial army.

The shield generator
is housed in this
building; it is vital
that the Imperial
Guard protect it
with their lives.
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With the forces selected, players chosen and the sirategic assets
allocated, it was time to deploy the massive forces. Approximately a
third of each force was held back in reserve.

Chaos F
Deployment Zone.




#'
|
|

Imperial F———
Deployment Zone.

No-man's land. |-

' ervis: The next thing we needed to

m do was to divide these huge armies
up in some way amongst the

players that would be taking part so that
the armies could be set up. To make this
easier, we decided to split the table into
three different sectors, each with its own
allocation of forces and its own set of
objectives, and then we’d allocate the
players to the sectors at the start of the
game. We simply named the three board
sectors A, B and C.

Sector A was the ruined city, and here
we decided that the forces of Chaos were
to drive out the Imperial defenders, while
the Imperium simply had to hold out
against this onslaught. Sector B was in the
centre, and here both sides were ordered
to capture the warp rift. Sector C was the

FORCE DEPLOYMENT.

desert, where the Imperial forces were
tasked with capturing the bridge and
fortified wall, while the Chaos forces had
to try and stop them. Just for fun, we linked
Sectors B and C with a tunnel network.

The models allocated to each sector
were themed around the role they needed
to carry out, so just about all of the
Imperial tanks went on the desert board,
while all of the Imperial Guard infantry
went into the defence force tasked with
hanging onto the city in sector A. Each:
sector was also allocated its own set of
reserves, being made up of the stuff we
couldn’t sensibly fit on the table at the start
of the battle. Finally, as this was a themed
game we dispensed with the normal
Apocalypse Mission deployment rules and
set the troops up in line with the narrative.

Placing Objectives

Apocalypse is won by
capturing objective
markers. Two of these
are placed in each
deployment area, and the
remaining two in the
area of “no-man’s land”
that lies between the two
forces. Normally the
players choose where to
set up the objectives, but
in our game the
organisers decided where
they were, based on the
theme we’d come up
with for the game. After
some consideration we
decided that the warp
rift should count as both
of the objectives in no-
mans land, rather than
just one.
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Awesome armies

Jervis (imperial High
Command): One of the
best moments in a game
‘of Apocalypse is just
after both sides have
deployed. 1 highly
recommend taking a few
minutes getting a models’
‘eye view of the
battlefield at this point.
We had to stop in order
to take pictures of the
deployment, which gave
us plenty of time to ook
at the two awesome
armies as they prepared
for battle. it really was
incredibly impressive.

1 especially liked the
spectacle of the long thin
line of Imperial Guard
infantry. In my mind’s
eye | could imagine the
troopers nervously doing
final checks on their
weapons and glancing
hastily over the
barricades every now
and then, while the
Sergeants and the
Commissars moved up
and down the line
making sure they were
ready for the attack.

river in Sector B.

controlling the

then charged up its arm weapons and fired

‘the plasma blastgun at the Imperial

Warhound, causing a hit on the Titan's
turbo laser destructor arm, which was
ignored thanks to the Titan’s primary
weap‘on save. The Chaos Warhouﬁd’s other

Dreadnoughts but, desplte being a Heavy
15 weapon, only managed to destroy the
Dreadnought’s power fist.

The other super-heavy on the bridge,
the Chaos Baneblade; could not see its
prime targets — the three Imperial

‘Baneblades on the desert flank — due to the
‘blind barrage.

Instead, it targeted

its powerful cannon
at the Ultramarines
Predator across the

Gav, who was

Baneblade, only
managed to roll a

Stunned result. lts sponson lascannons

proved more accurate, destroying two
Leman Russ battle tanks despite the smoke.
~In the Assault phase, the Black Legion
Chaos Lord made short work of the
Imperial Guard squad it had charged, after
its Daemon weapon granted the Lord six
extra attacks! The Brass Scorpion ripped
apart an unfortunate Leman Russ.

The Warhound powers up

After the pounding taken by the Imperial
Guard in the first phase of the game it was
tin"re for thé fOrCés Cf thé Emperor to také
wasted no tlme, as the commander of the
Guardsmen in Sector A. With the gun line
secure there was no great surprise when
Alessio declared there would be no

movement from his forces, although he

‘was eager to start firing with the

Hellhammer.
In Sector B the Ultramarines, still
mostly inside their Land Raiders, moved

forward. Some of the Space Marine infantry
‘advanced over the crater rim and into the
‘warp rift. The movement in Sector C was

much more dynamic as the Imperial forces
consisted mostly of tanks. However, rather
than trundling forward it was more of a

-of the Brass SCO(pIOH s grasping cfawsf

The Shooting phase began in Sector C
with the Basilisk squadron. The massive
earthshaker shells flew high into the air

£ £ The Leman Russ immobilised
itself with a short-range shet
from its own battle cannon! § ¥

and then fell accurately on to two of the
Defilers near the wall breach. The
Baneblade resting on the hill on the far
cannon at the Chaos Baneblade. The hit
shook the driver, slowing the mighty battle
tank down for a turn. The other two
Baneblades close to the river fired upon
the encroaching Chaos armour, destroying
the Black Legion Land Raider in an
impressive explosion. The Brass Scorpion
attracted the majority of the Leman Russ
fire but it remained unharmed. When
trying to target the Daemon Engine, one of
the Leman Russ tanks actually managed to
immobilise itself with a short-range shot
from its battle cannon, which scattered
onto its hull.

The Ultramarines Devastators on the
footbridge had lost their Sergeant in the
first round of Chaos shooting; unperturbed,




¥
The hattie bB!IIIII with hoth forces amfancing. Chaos had the early

advantage thanks to a few specialist units that could cress ne-man’s
Iland and assault in the very first turn.

-|+I don’t know what it is.. some kind
of metal monster - it hit the lead
Russ before we could fire a shot...
Emperor have mercy! It's on us.

Intercepted vox-transcript,
Leman Russ IV, Emperor’s Fist Tank Company.

The entrenched battle line of Cadians
suddenly looks all too thin against the
advancing tide of Chaos.
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; ith a mighty, inhuman roar, the
I I ! insidious forces of Chaos lurched
A M forward as one. The infantry

advanced and the many vehicles and tanks
in this apocalyptic force rumbled towards
the Imperial lines. In the northwest, the
desert area code-named Sector C, the
Imperial forces launched their Blind
Barrage strategic asset wisely, shrouding
the Imperial armour in a veil of smoke.

This didn’t halt the Brass Scorpion,
which scuttled forward, fearlessly wading
into the smokescreen looking for prey.

Towards the centre of the battlefield,
the leering and deformed Chaos Spawn
sprinted across the warp crater, underneath
the spinning, ironbound warp portal. With
a surprising burst of speed they made it
across no-man'’s land and into assault range
of the Ultramarines Scout Squad perching
on the rim of the crater. :

In Sector A, the urban area, Christian’s
serpentine Chaos Lord slithered across the
table and into assault range of Alessio’s
Imperial Guard line with frightening speed.
At the start of the Shooting phase, Christian
unleashed an early orbital bombardment.
He targeted the Hellhammer with the
Apocalyptic Blast template, placing it on
top of the super-heavy vehicle. Christian
tried to damage the primary weapon, but
was thwarted by the weapon saving throw.

The other forces in sector A began to
shoot, and Alessio started removing his
Imperial Guardsmen by the handful. The
two units of Chaos Havocs cut a bloody
swathe through the Imperial Guard battle
line, and the Plaguereaper’s noisome pus
cannon killed eight poor guardsmen in one
slimy, noxious teardrop of slime! Back in
Sector B, the Imperial Titan’s void shields
were removed through the sheer weight »

Turn 1

The Chaos Spawn
sped across the crater
and were assaulted
by the Scouts, who
lost two in the
ensuing combat.

7% The pus cannon fired,

consigning eight
Guardsmen to a
horrid fate!

g The Hellhammer

fired back at the
Plaguereaper. The
template shot
scattered off the
Chaos Tank but still
destroyed a Chaos
Dreadnought and
four Possessed.

Turn 1 continued M
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they opened fire upon the Chaos vehicles
on the desert side of the bridge, blowing
the turret off a Black Legion Chaos
Predator.

Back in the centre of the board the
Ultramarines started off their shooting with
a successful Orbital Bombardment against
the Khorne Berzerkers, wounding five of
the frenzied traitors. Pete and Adam, the

Ultramarines commanders, then declared a

Precision Strike strategic asset upon the
Chaos Warhound. This meant that all
Imperial units firing upon the Chaos Titan
for the remainder of the turn received a +2
bonus when rolling to hit. The
bombardment started almost immediately,
with the Terminus Ultra firing all five of its
lascannons into the Titan, knocking out
both of its void shields and damaging the
drive, reducing the giant war machine’s
movement. The Imperial Warhound was
next to shoot. Taking full advantage of the
precision strike, it fired its deadly turbo-
laser destructor at the Chaos Warhound.
With no void shields left, the Warhound
took immediate damage, losing its vulcan
mega-bolter and a structure point. The
Imperial Warhound's other arm weapon,
the plasma blastgun, could not fire as the
Titan was Stunned from the previous Chaos
Shooting phase.

Standing by the feet of the Warhound
was the Ultramarines Chief Librarian,
Tigurius. Conjuring the powers of the warp
he unleashed the Fury of the Ancients
power. Due to his proximity to the warp
rift, Tigurius took a wound as raw warp
energy surged into him, but this also had
the effect of increasing the strength of his
psychic attack by D6. The psychic force
flew across the battlefield towards the
Plaguereaper in Sector A and penetrated its
armour, damaging the vehicle’s drive.

The Iron Warriors Baneblade held
the bridge, picking off Imperial
armour with every shot.

One of the first targets for the Imperial Baneblades - even the Land
Raider’s Armour value of 14 couldn’t protect it from a Baneblade cannon!

Back in Sector A, Alessio let loose with
the Hellhammer, firing the main armament
at the Plaguereaper. The giant template
from the Hellhammer Cannon scattered off
the Plaguereaper but destroyed a Chaos
Dreadnought and four Possessed in its
blast. The Hellhammer’s demolisher
cannon fired next, and Christian narrowly
avoided losing the Plaguereaper’s pus
cannon thanks to the super-heavy weapon
saving throw. The lascannon-armed
Imperial Guardsmen took revenge on the
serpentine Chaos Lord by killing it in a hail
of heavy las-fire.

The only Assault in the phase was the
Ultramarines Scouts against the Chaos
Spawn in the rift crater. This was an ill-
advised move, as the Chaos Spawn
slaughtered two of the Space Marine
Scouts, while the Scouts failed to even
wound the foul creature.

Turn 1, cont.

The Chaos Baneblade
destroyed two of the
Leman Russ with its
sponson lascannons.

The Brass Scorpion
made short work of
the lead Leman Russ.

The Baneblades took
aim at the Chaos
tanks, destroying the
Black Legion Land
Raider in an
impressive display.
They opened fire on
the other Chaos
Vehicles with their
secondary systems,
but scored no
significant hits.

 ANTANTA
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Turn 2

o

The Great
Summoning is
complete! The warp
rift opens, spilling
110 Lesser Daemons
and two Greater
Daemons into the
crater!

Daemons are not the
only Chaos
reinforcements. A
Chaos Lord and his
retinue teleport in
behind the Leman
Russ Tank Company,
and cause havoc by
immediately
destroying one of the
Imperial tanks.

The Brass Scorpion
assaults the
Baneblade’s power
plant, causing a
catastrophic
explosion, and
destroying itself in
the blast.

Turn 2 continued b

; urn 2 saw a massive influx of
m Chaos reserves. In Sector A, Night
the battlefield and Chaos Terminators
teleported behind the Imperial lines. In
Sector C, more Chaos Terminators
accompanied by a Chaos Lord teleported
onto the desert area behind the two
Imperial Baneblades.

Two squads of Obliterators also arrived
by Deep Striking, one behind the Basilisk
Battery in Sector C, and one close to the
Imperial Warhound in Sector B. Despite
these formidable forces entering the fray, it
was at the warp rift crater where
everybody’s attention was focussed, as over
a hundred Lesser Daemons and two
Greater Daemons poured from the portal
too, Lesser Daemons were summoned into
existence from the icons carried by many
of the Chaos infantry squads.

In the Shooting phase, the Havocs at
the back of the Chaos lines of Sector A
destroyed one of the few Ultramarines
Dreadnoughts that was close to the crater
rim in Sector B. The Plaguereaper fired its
deadly pus cannon once again, killing a
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The warp rift is flooded with Daemons, which immediately engage the
Uliramarines. Eisewhere, the heavy firepower of the Imperium
combines to take down the threat of the Chaos Warhound.

was entrenched in the large building. All

the Plaguereaper’s secondary weapons
targeted the Hellhammer, but failed to

penetrate its thick armour. The Chaos
Vindicator fired across no man’s land at the
Imperial Vanquisher, destroying its
powerful main cannon.

~ In Sector B, the damaged Chaos
Warhound hobbled off the bridge, and
missed with its only functioning weapon,
the plasma blastgun. The Obliterators had
more luck, firing at the Imperial Warhound
at such close range that they managed to
cripple the Titan's plasma blastgun.

With no smokescreen to hide behind
any more, the Imperial tanks in Sector C
came under serious fire. The Red Corsairs
Land Raider destroyed a Leman Russ with
consummate ease. The Iron Warriors Land
Raider took out another Leman Russ. The
Chaos Lord and his Terminator rétinue;
who had just arrived from reserve, fired
into the rear of another Leman Russ, finally
destroying it with shots from a reaper
autocannon. The Brass Scorpion doused
the Sentinel Squadron in molten brass,
melting the walkers and subjecting their
pilots to an incredibly painful death. The
Chaos Baneblade took aim at an Imperial



Baneblade — the shell hit but only managed
to stun the super-heavy tank’s driver.
Meanwhile, a lucky shot from the Defiler
in the wall breach managed to destroy the
demolisher cannon on the Baneblade
closest to the river.

In the Assault phase, the Brass Scorpion
scurried up to the stunned Baneblade and
dug its gigantic claws into the huge tank’s
power plant. Before anyone else could
react, this set off a cataclysmic chain
reaction resulting in a suitably apocalyptic
explosion. The Baneblade turned into an
incandescent mushroom cloud, and the
resulting blast not only took out a further
two Leman Russ tanks, but the Brass
Scorpion itself was destroyed in the blast.
All the players thoroughly enjoyed the
carnage, and Khorne must have been
pleased by the destruction!

Back at the warp rift, the many
Daemons within assault range of the
Ultramarines’ line charged forward. The
Space Marines were hit hard as the
overwhelming number of warp spawn
began to take its toll. A Greater Daemon
assaulted a Dreadnought and ripped it in
two before the ancient construct could
even mount a counter-challenge. The
Space Marines hit back, but Graham had
obviously made a deal with the Chaos
gods earlier that day, as he passed almost
all of his invulnerable Daemonic saves.

The fury of Ultramar
The Imperium also saw the arrival of some
much-needed reinforcements at the

beginning of their turn. The Shadowsword

rumbled onto the field, ploughing through
the wreckage of the Brass Scorpion. Leman
Russ reinforcements trundled on behind
the surviving Imperial Baneblades,
providing some much-needed armoured
support. More importantly, the entire
Ultramarines Second Company, using a
Flank March strategic asset, arrived behind
the Chaos Lines in the urban part of Sector
C! Eight Rhinos packed with Space Marines
sped onto the battlefield, while two Assault
Squads soared high above them. An
Ultramarines Vindicator arrived with the
Battle Company while, closer to the bridge,
a Deathwind assault drop pod smashed
into the ground, its hatches opening to
reveal a battery of deadly assault cannons
aimed at the backs of the traitor marines
manning the walls. »

Meltdown!

Andy (Imperial
Commander, Sector A):
The Brass Scorpion tearing
through the lines of my
precious tanks was a
terrible sight for me. So it
was with some regret and
a great deal of satisfaction
that when the Brass
Scorpion tucked into to
one of my Baneblades, it
got more than it
bargained for and was
consumed in the ensuing
explosion. | lost two
Leman Russ tanks in the
same explosion, but it was
worth it!
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Turn 2, cont.

The Chaos
Warhound took a
pounding from the
sustained fire of the
Terminus Ultra and
the Imperial
Warhound. Wracked
by internal
explosions, it keeled
over quite dead.

@, The Ultramarines

Battle Company
stormed onto the
battlefield in the
north west, in the
city section of
Sector C,
immediately
overwhelming the
Chaos presence.

The Imperial Guard holding the gun
line in Sector A were reinforced by a
Chimera full of Ogryns. The brutes
disembarked straight away and prepared to
fire their ripper guns at the numberless
Chaos forces. In Sector B, 20 Conscripts,
led by a fiery preacher, moved onto the
board and immediately prepared to assault
the two Obliterators.

The Movement phase began in earnest
with the Ultramarines in Sector B fearlessly
engaging the Daemonic swarms; the
unengaged vehicles powered forwards into
the crater and disgorged their payload of
troops. Marneus Calgar himself and the
Masters of the Ultramarines Chapter strode
purposefully down the Land Raider
Crusader’s assault ramp. All along the
crater rim, Ultramarines Terminators
disembarked from Land Raiders or
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CLASH OF THE TIANS

‘Adam (Imperial Commander, Sector B): The
image of two towering god-machines trading
gigantic warheads and explosive blasts of energy is
what Warhammer 40,000, and Apocalypse in
particular, is all about in my mind. So to partake —
and come out on top - in such a duel was great.

{1 All praise to the turbo-laser destructor and its
Destroyer rule!

teleported into battle. The shooting began
straight away, with Calgar’s Land Raider
Crusader cutting a swathe through the
Daemons. The Khorne Berzerkers close to
the river also took many casualties from
the massed firepower of the Ultramarines
line. From across the river, the two
Baneblades fired into the crater, the giant
temple was placed twice and each time
Graham and Tom - Sector B's Chaos
Commanders - took away handfuls of
Daemons as well as the Slaaneshi Space
Marines that had been taking a more
circuitous route around the rift.

Bring it down!

The Terminus Ultra and Imperial
Warhound once again targeted the Chaos
Warhound. All across the battlefield, heavy
weapons’ fire erupted as battle was truly




joined. The Shadowsword's volcano
cannon opened up at the Chaos
Baneblade, destroying the corrupted tank’s
primary gun. The Hellhammer had
trundled forward so that its sponson-
mounted heavy flamers could do lots of
damage to the Night Lords bikers. Tigurius
took yet another wound for channelling his
psychic powers so close to the warp rift;
even 50, he wounded many infantry and
Daemons with his boosted Fury of the
Ancients power.

In combat, Marneus Calgar and the
Ultramarines line fearlessly charged into
the Daemonic swarm, with Calgar himself
slaying a ferocious Greater Daemon. The
Conscripts bravely charged the Obliterators
and against all odds actually wounded one
of the Chaos monstrosities, at the cost of
two of their number.
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The battie intensifies and the casualties mount. Yet more combatants
join the carnage — both sides summon air support, hoping to tip the
halance by deminating the skies!

=== 1 am incoming, repeat incoming.
|preparing to eject payload pow..
‘What in the pame of Holy Terra is
in that crater? Release, refease! -l—|-

Intercepted vox-transcript,
Pilot, Thunderbolr Fighter
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. he beginning of turn 3 saw even
m more frenzied activity around the

' table as a second wave of more
than a hundred Daemons appeared
through the warp rift, filling up the space
only cleared by the Imperial forces in the
previous turn.

In Sector A, three Chaos Vindicators
drove on to the battlefield in a Linebreaker
formation. Abaddon and his retinue
teleported down between the Imperial-held
buildings. Huron Blackheart, accompanied
by Red Corsairs Terminators and a squad of
Thousand Sons, moved onto the field
behind the Battle Company in Sector C.
Sector A saw more Obliterators Deep Strike
close to the Hellhammer. A squad of
Plague Marines flank marched into the
desert area of Sector C. They were instantly
hit by the Ambush strategic asset, but
remained largely unscathed.

A Chaos Hell Talon bomber and two
Hell Blade fighters flew in from high
above. The Hell Talon performed a
bombing run across the Guard-held line,
killing numerous mortar teams. The
Hellhammer was also hit but shrugged off
the explosions. '

In Sector B, the Strategic Redeployment
asset was played, allowing the infantry on
the Chaos line to redistribute their forces.
Knowing that the Ultramarines would have
their hands full with the Daemons, the
Chaos Infantry moved onto the bridge to
secure the objective.

Once more the shooting opened up
with the pus cannon jetting its acrid slime
into the hapless Imperial Guard infantry.
Another squad perished to the noxious
weapon. As before, the secondary
armaments fired at the Hellhammer but
were to no avail, as the super-heavy »

S BRINGING DOWN
ol THE HOUSE

Christian (Chaos Lord, Sector A):
When the Vindicator Linebreaker

{ squadron lumbered onto the board [ felt
that the Imperial Guard were definitely
in for a nasty surprise. The first thing |
did in the Shooting phase was fire the
combined demolisher cannon barrage
from the Linebreakers. The shot they.
landed couldn’t have been more
precise, demolishing a four-storey
building and causing horrific casualties
to the Imperial forces unlucky enough
to be taking cover within.

Turn 3

The Thunderbolt
fighters screamed
ontoe the battlefield,
releasing their bombs
into the crater and
slaying an impressive
26 Lesser Daemons.

@_ The Chaos line in
Sector B made a

complete withdrawal
from their side of the
crater rim and, using
the Strategic
Redeployment
strategic asset,
redeployed on the
bridge, ready for the
Imperial attack.

Turn 3 continued MW
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The fate of Tigurius

Graham (Chaos Lord,
Sector B): Standing
within 24" of the warp
rift meant that Tigurius
suffered from the Perils
“of the Warp every time
he used a psychic power
(while at the same time
receiving a D6 Strength
bonus to every power he
cast). Unfortunately,
using his force weapon
also requires a Psychic
test, so when he slew a
‘Greater Damon in true
heroic style, he was
dragged kicking and
screaming into the Warp
with it!

Tigurius.

tank’s armour proved too thick. The
Obliterators close by had more success;
they penetrated the Hellhammier's armour
with multi-mieltas, which damaged the
giant tank’s drive.

The Vindicator Linebreaker squadron
took aim at the large building on the
farthest flank. The massed firepower from
three demolisher cannons struck the
building, which collapsed, wounding the
Cc’:EOneI'and kiIJi'ng 'm'ariy guardsmen, a

The Havocs on the back Ilne of Sector
A focussed their attention on the Ogryns,
killing one of the brutes. Across the
battlefield, the tank war in the desert
continued with the Red Corsairs Land
Ra;der destroymg yet another Leman Russ.

missile pods on the other
; The Chaos Assault phase
gt continued with the Chaos Infantry in
Sector A reaching the Imperial Guard
it across no-man’s Iand gleefully charged
into an Infantry squad, instantly killing five
Guardsmen and only losing one of their
own number. The Night Lords bikers
charged the Imperial Guard holding the
Null Shield objective, killing three
'Guardsrhén, but the humans cbntinued to
Once again all eyes focussed on .the
combat in and around the rift crater. The
Terminators waded through the lesser
Daemons, although they were slowly being
whittled down themselves. In a heroic
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sacrifice, Tigurius traded blows with-a
Greater Daemon, using his force weapon
to banish the creature but taking a fatal
wound himself due to his proximity to the
rift. Calgar and the Masters of the Chapter
continued to hack away at the morass of
Daemons, and the Ultramarines Lord
ended another Assault phase face-to-face
with a Greater Daemon.

The Deathwing arrive
The beginning of the third Imperial Turn

was signalled by the scream of turbines as

‘a Dark Angels Thunderhawk, carrying

members of the Deathwing no less, flew

‘down onto the battlefield. Two Thunderbolt
fighters strafed across the battlefield from

the east, across Sector A and over the

crater, dropping bombs into the horde of -

ofdlce rolis The Hydra anti alrcraft
vehicle readied its weapons.

In Sector A, squads of elite Kasrkin
teleported into action, some behind the
Linebreaker Squadron, and the others
reinforcing the Imperial-held objectives.
Ultramarines Chaplain Cassius arrived, and
headed towards Abaddon, almost as if he
had a plan...

The Imperial Warhound advanced
towards the rift, and the few unengaged
Ultramarines units also pushed forward.
‘rorward ‘as fast as |t could towards the
bridge, the Assault Marines reaching the
objective first.

Shooting began with the Thunderhawk,
which wasted no time making its presence




felt by unleashing all four of its hellstrike
missiles into the Nurgle Daemon prince
stood on the bridge, vaporising it instantly!

The Terminus Ultra took aim at the
remaining Khorne Berzerkers by the
riverside, its five lascannons killing a
frenzied traitor with every shot. The
Baneblades in Sector C once more added
their much-needed firepower into the
crater, cutting vast swathes through the
teeming throng of Daemons.

The Warhound was the next to fire; the
plasma blastgun fired two shots — the first
killed four Daemons, the second killed a
further six, but wounded an unfortunate
Space Marine Veteran in the process. The
turbo-laser fired at the Plaguereaper in
Sector A, and both of its shots took a
structure point off the Chaos super-heavy
tank. Taking his cue from the Titan, Alessio
threw as much firepower as he could
muster at the Nurgle tank but, despite the
cavalcade of heavy weapons fire, including
shots from the Demolisher and repaired
Vanguisher, Alessio could not take out the
Plaguereaper.

Still in Sector A, Alessio managed a
freak shot from one of the autocannon
teamns that hit and took down the Hell
Talon bomber. Finally, Alessio used his
lascannon teams to fire at and kill one of
the Obliterators that were stalking the
Hellhammer.

In the desert, all three of the super-
heavies fired their secondary weapons at
the Iron Warriors Land Raider but, after the
smoke had cleared, the Chaos tank
remained, seemingly unharmed. To the rear
of the desert line, the Hydra shot down a
Hell Blade, leaving just one of the Chaos
fighters in the air.

The Assault phase started in Sector A
with the few Ultramarines in the area
assaulting the remaining Obiiterator and

OVERLOAD

Tom (Chaos Lord, Sector B):
The Ultramarines’ assault on the
bridge perfectly demonstrates
the scale of Apocalypse, as the
Chaos Baneblade exploded in a
horrendous and devastating
reactor meltodown.

the Chaos Baneblade’s
explosion had settled, almost
half a Battle Company of Space
Marines were consigned to the
the casualty pile, along with
almost as many Traitor Marines
and Daemons.

don't see as many miniatures on
the table as we had killed in a
single Assault phase!

When the dust and dice of

Some 1500-point games

destroying it. Ultramarines bikes charged
into Abaddon, but the Warmaster made
short work of them. The Possessed on the
Imperial Guard gun line continued to
churn through the Guardsmen as Chaos
started to overcome the forces in Sector A.

In the fight between the Obliterator and
the Conscripts, sheer weight of numbers
overwhelmed the Chaos Space Marine and
it was fatally wounded. The Conscripts
then bravely consolidated towards the rift.
In the crater itself the Ultramarines
continued to press home. The Space
Marines took some casualties but the
Daemons’ losses were far greater.

In sector C, the Assault Marines of the
Battle Company swarmed over the Chaos
Baneblade. One powerfist-armed Space
Marine tore into the super-heavy’s power
plant and caused yet another apocalyptic
explosion. The whole area was covered in
a sea of fire, causing the death of ten
Daemons, 13 Chaos Space Marines, the
Deathwind drop pod, a Razorback, a
Rhino and over 30 Ultramarines!

Turn 3, cont.

The Deathwing
Thunderhawk came
flying down acress
the battlefield and
hovered ominously
above the foot of the
bridge, before
launching all of its
hellstrike missiles
into the Nurgle
Daemon Prince,
utterly destroying it.

@ The Assault Marines
from the Battle
Company destroyed
the Chaos Baneblade,
resulting in a massive
explosion.
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Turn 4

&

0

The Deathwing
disgorge from the
Thunderhawk and
immediately engage
the Night Lords.
The duel between
the two super-heavy
tanks in sector A,
the Plaguereaper
and Hellhammer,
finally ends with the
Plaguereaper
destroying the
Hellhammer with its
demolisher cannon.
Fortunately for the
Imperial Guard
close by, there is no

“catastrophic
‘explosion this time.

With the final
Greater Daemon
dead, and the
Daemon horde
sufficiently thinned
down, the
Ultramarmes' storm
into the crater.

Turn 4 continued W

After its initial bombardment, the Thunderhawk unieashes its
deadiiest payioad - the Deathwing! Meanwhile, Marneus Calgar
leads his warriors into the heart of the warp rift.

. n Sector A, the Chaos forces
m moved forward as fast as they
could, fearing that time was
slipping away and the objectives were still
just out of reach. The Chaos Space
Marines in the desert used the tunnels to
appear in the pump house of Sector B very

- close to the Terminus Ultra. They fired on

the Ultramarines Tank with a meltagun
and managed to stop it from shooting.

The Iron Warriors Dreadnought moved
to occupy the breached wall objective in
Sector C. As much as possible the Chaos
forces aligned their troops on the bridge in
a bid to keep the objective from falling into
Imperial hands.

The remaining Hell Blade fighter had a
dogfight with the Thunderbolts, but the
Imperial pilots proved far too skilled and
all the shots missed.

The Obliterators in the desert began the
shooting by destroying a Basilisk while the
Iron Warriors Land Raider brought down
an Ultramarines Land Speeder. Back in
Sector A, the Plaguereaper fired its
demolisher cannon at the Hellhammer and
managed to remove the final structure
point. The pus cannon then fired for the
final time, and the giant teardrop of slime
landed on the Ogryns and Kasrkin, killing
five Cadians and two Ogryns. The Havocs
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also fired upon the Kasrkin and wounded
three more. The unengaged Kasrkin squads
seemed to take the brunt of the firepower
as the Chaos Predator and squads with
flamers all aimed their shots at them.

In the final Chaos Assault phase, the
surviving Slaaneshi units that had been
making their way across the battlefield

‘charged into the Imperial-held Null Shield

nbjective The Guardsmen were defeated,
Supreme HQ _Abaddon c_or*rtmued to wipe
out all epposition in close combat, unable

to find a challenger worthy of the

Despoiler of Worlds.

In the rift crater the Ultramarines
gained the upper hand, with the Company
Masters alone wounding 11 Daemons,
although the Master of Recruits was
subsequently wounded. Calgar faced off
against his second Greater Daemon of the
battle for the final round of combat.

In the city-area of Sector C, the
remaining Chaos Space Marines set about
the Ultramarines with wild abandon. Ina
devastating round of combat Typhus
cleared the bridge of all the surviving
Ultramarines. The Imperiun’s only hope
now lay in the Dark Angels’ hands, for only

‘the Deathwing could possibly claim that

objective now.



The final assault

In Sector A the surviving Guardsmen
consolidated their positions, feeling that
they might be able to hold onto the
objectives. Cassius moved close to
Abaddon and then lobbed a vortex grenade
at the Warmaster, knowing that a direct hit
would instantly wipe out the Imperium'’s
greatest enemy. Unfortunately the gods of
Chaos smiled upon their champion as the
grenade scattered wide and enveloped the
Ogryn Chimera instead, much to the
delight of all the Chaos players!

In the desert the Baneblades and
Shadowsword rumbled towards the breach.
The few remaining Leman Russ battle tanks
also advanced as quickly as their tracks
would allow.

In Sector B, the Ultramarines Land
Raiders ploughed through the thinned-out
Daemon tide. The Crusader arrived in the
centre of the crater, taking control of the
objective in a potentially game-winning
manoeuvre for the Imperium. The
Conscripts also advanced, spying the
Chaos Space Marines in the pump house,

The Thunderhawk touched down on
the bridge and the members of the
Deathwing disembarked. They immediately
made their way to the massed Chaos Space
Marines that held the bridge.

The Warhound opened up the final
round of shooting. More plasma-blasts
were fired into the crater, clearing out ten
more Daemons. The turbo-laser was fired
upon the Plaguereaper once more, but the
Chaos super-heavy tank stubbornly
withstood all enemy fire.

The Thunderbolts arrived in Sector C
and promptly destroyed the Iron Warriors
Dreadnought holding the breach. The rest

of the Imperial armour turned their
attention to the Iron Warriors Land Raider,
as it was the only remaining, fully
functional tank. However, despite the
massed firepower of the two Baneblades,
the Leman Russ, the two surviving Basilisks
and the Shadowsword, the Chaos Land
Raider remained unmarked, with not so
much as a glancing hit, to the disbelief of
all the players! This meant that the wall

breach objective remained in Chaos hands.

In the Assault phase, Abaddon was
charged by Cassius, a Colonel and the
brave Kasrkin. However, even the
Ultramarines Chaplain was no match for
the Chaos Warmaster, and he was cut
down with contempt. The Colonel and all
but one of the Kasrkin soon followed.
Against all the odds, the remaining Cadian
trooper held fast, although his fate
following the battle can’t have been a
pleasant one!
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Warp purge
Pete Foley, (Imperial
Commander, Sector B):
My favourite moment of
the battle report was the
final race to close the
Chaos portal. Would the
Masters of the Chapter be
able to kill all the
Daemons? Would the
Land Raider be able to get
close enough to the warp
rift itself? For a while it
looked like the Chaos
forces would hold on, but
it was the last push by the
Company Masters, killing
many of the Daemons and
then consolidating far
engugh in to the crater to
contest the objective, that
won the day.
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DEATHWING ASSAULT

Mat, (Chaos Lord, Sector C): My favourite moment was the last-
'gasp assault by the Deathwing. A formation like this is rarely
feasible in a regularsized game of Warhammer 40,000, but in
Apocalypse it's fair game.
The close combat itself was hard fought and exciting as, had
the Deathwing Terminators won, they could conceivably have
# consolidated towards the centre of the bridge to ‘contest the
objective. As it was the Night Lords were lucky enough to —only -
just = hold-on against the might of the Deathwing assault.

UNTOUCHABLE

Gav, (Chaos Lord, Sector ©): Amidst all the
tales of gargantuan destruction, | feel it's
necessary to point out a miraculous
survival. The Iron Warriors Land Raider had
happill y shrugged off all hits in the previous
three £urns. But during the final Imperial
turn, wvhilst holding the breach, the Chaos
tank took two direct hits from the Basilisks,
two shaots from Baneblade cannons, the
volcarrno cannon from the Shadowsword, a
couple2 of Leman Russ battle cannon shots
as wel |as numerous lascannions shots. Not
a singll e one breached its armour — not even
a glanecing hit!
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Abaddon and his retinue of Terminators continue
fo cut a bloody swathe through the Cadians.

TURN 4.,
i

Turn 4, cont.

The remmnants of
the Imperial Guard
army in Sector C
manages to hold both
their objectives by
the skin of their
teeth. Abaddon came
very close but was
ultimately thwarted
by some very brave
(or stupid) Kasrkin.
The Thunderbolt
fighters fly into
Sector C and fire
upon the Chaos
Dreadnought
occupying the
breach.

On the bridge, the Thunderhawk lent
fire support, before the Deathwing
assaulted the Night Lords and cut them
down with ruthless efficiency. At the end of
the phase, the Chaos
forces were still, but only
just, in control of the
bridge objective.

For the first time in the
game there were now
more Ultramarines than
Daemons in the rift crater.
Nevertheless, the
Ultramarines did not stop
fighting, and near the
centre of the crater
Marneus Calgar continued his battle
against the final Greater Daemon.

All the players gathered round for this
final, climactic combat of the battle, The
Daemon lashed out, landing a blow that

& & With a sneer, Abaddon
teleported back to his ship,
leaving the remaining Chaos
forces to their fate. 5§

shook Calgar and wounded him. This
merely angered the Master of Ultramar,
who ripped the Greater Daemon apart with
his gauntlets, The battle was over. With a

sneer of contempt, Abaddon teleported
back to his battle barge, leaving the
remaining Chaos forces to their fate. The
Imperium held four objectives, while the
forces of Chaos had claimed only two.

OBJECTIVES

E&' IMPERIUM

k-. CHAOS
; e
IMPERIAL VICTORY

NOTABLE LOSSES

IMPERIUM
2 Super-heavy vehicles

170 Lesser Daemons
4 Greater Daemons

3 Super-heavy vehicles
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Top 10 moments
Counting down, here are
from this awesome battle
report...

Abaddon teleporting
down behind a line of
terrified Imperial
grunts

The warp rift crater
filling up with 220
Lesser and four
Greaier Daemons over
two turns.

The decisive
Warhound Titan duel.

Cassius throwing a
vortex grenade at
Abaddon and totally
fluffing it!

The Thunderhawk
flying in and
offloading four
hellstrike missiles into
the Daemon Prince.

The Plaguereaper’s
pus cannon killing
loads of poor

Guardsmen (yuck!).

The Imperial
Baneblade going
“nuclear”, taking the
Brass Scorpion and a
Leman Russ with it.

Calgar and the
Ultramarines
Company Masters
charging into a sea of
Daemons and wiping
out loads of them.

The indestructible Iron
Warriors Land Raider
- not even a scratch
or dent on it!

The Assault Marine
punching through the
Chaes Baneblade’s
power plant, and the
resulting explosion
causing devastation to
both sides.

. ervis: Wow, what a game! | can

/ only hope that the battle report

- you've just read gets across half of
the energy, exciternent and sheer
enthusiasm with which it was fought. This
was a game that had it all, from the
awesome tank battle on the desert plains,
to Marneus’ desperate battle against the
huge horde of Daemons around the warp
rift, through to the vicious close-quarters
city fight between the Imperial Guard and
the Black Legion.

There was literally too much going on
for any one person to keep track of — ir
fact, it took a team of seven to keep track
of everything that went on. It took two
people just to keep track of the casualties!

Saying, which makes me think | should
let you in on a secret. In most battle reports
we don't let the players play “normally”. In
a normal game you play at your own pace,

-gaing straight through until the game is
‘over, perhaps stopping for a refreshing cup

of tea half-way through. Battle reports are
usually quite different. In a battle report the

game is halted after each Movement phase
so that positions can be recorded on a

map, while in the Assault phase the action
stops after each separate attack so that
casualties can be noted down. This makes
for a very stop-start battle, which feels very
different to a normal game.

spectacular fashion.

L‘:HAHS UﬂITbUF THE BATTLE |

accounted for the graat@st loss of Ultramarine I|fe in

With Calgar and his forces claiming the warp rift objective, and the
|IIlIlEI‘I!I| Ellal‘ﬂ Iﬂllllﬁ!ﬂll! tﬂ just lllllﬂ onto ﬂl&lrs the day belongs to the

That isn’t the way we fought this battle,
not because it would have taken too long
(though it would have), but because doing
S0 W(')uFd have robbed the gamé of th’e

flmshmg at 6pm that evening, with a single

stop halfway through to hastily consume

pizza and fizzy drinks. The action was
noisy and constant, bringing much of the
Design Studio and quite a few other

:departments at Games Workshop

to see what was going on.
I must admit that this uproar didn’t

surprise me, though it did mean that we

had to wait until feared Studio Head, Max
“The Enforcer” Bottrill, was away on
hoiiday before holding the game — that
man is scary‘ Getting back on top:c, in my

big Apocalypse game and makes. it such an

exciting experience is the noise and the
clamour and the action. Dice clatter as
they are rolled in huge numbers, templates
are grabbed, casualties hastily removed,
reserves surge onto the table; and cheers
erupt when something suitably exciting or
cataclysmic takes place. The chatter is
constant, as players yell out for an
opponent to make a save, or brag to
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colleagues about their exploits, or take part
in trash-talk belittling the opposition. It is,
in short, bedlam!

And then, amidst this chaos, an epic
story of heroism and devastation unfolds.
Entire squads are gunned down as they
rush into combat, only to have their places
taken by fresh reserves. Squadrons of tanks
rumble forward, heavy
weapons blasting the
enemy. Mighty heroes
lead the attack, trading
blows with equally
powerful opponents
while all around them
a maelstrom of
destruction is taking
place. It is a
Warhammer 40,000 battle as you've read
about in Black Library novels or seen
pictured in our Codexes!

Our game of Apocalypse was no
different, as the battle report you've just
read shows. Almost all of this
“awesomeness” was down to the attitude
of the players, who really got stuck in and
played the game with fantastic spirit.
Apocalypse is a game of great highs and
lows, with the highs usually coming at the
end of your own turn, and the lows at the
end of the opponents! It takes fortitude to
keep on battling through all of this,
especially when you're really up against it,
your dice keep rolling low, and there are
no reserves left to call on. Despite this all
of the players in our game kept on fighting
hard right to the end, never giving up, with
the result that it was almost impossible to
call who would win until the very end.

The time spent at the start setting up
the storyline for the game really helped
too. It created an over-arching narrative

£ £ The action was noisy and
constant, bringing much of
the Design Studio to a halt. §'y

concwsmug;

ar

that really tied the game together and gave
it a dramatic sweep. Though that being
said, just fighting a standard Apocalypse
battle with all of the troops we had in this
game would be pretty amazing!

And with that I'm going to turn my
focus away from our game and towards
yours. Yes, yours! What are you waiting

Apocalyptic Fun

Here are a few moments
from the madness that
was the Studio Apocalypse
battle report...

A man sized gaming board.

for? Get together with your friends and start
planning your first Apocalypse game right
now. Don't worry if you don’t have 20,000
points worth of models; just 3000 points a
side will do. In any case, when you and
the rest of your gaming buddies pool all of
your armies | think you'll be surprised at
just how many troops you do have,
especially when you add in a Baneblade or
two and some of the new Battle Formations
you can find in your local Games
Workshop store.

Then all you have to do is plan a date
for the game and go for it. If you want to
theme your games and make up some
special rules and terrain features, then so
much the better, but don't feel you have to,
As I've already said, Apocalypse in its most
basic form is an amazing experience, and
once you've played, | have no doubt you'll
want to play again. And again, and again.
So go on then, get cracking, start
organising that game. Our Apocalypse is
over — yours is just about to begin...

What, my lascannon’s
out of range?

Too many Daemons, just too
many Daemons...

IMPERIAL UNIT OF THE BATTLE

Marneus Calgar and the Masters of the Chapter: These guys
alone accounted for great swathes of Daemon destruction.
Calgar himself slew two of the Greater Daemons and cleared
the way for the Ultramarines to go in and claim the objective.

Marneus Calgar and the Masters of the Chapter.

“What do you mean, ‘it
scattered?"”

The Imperial Commanders.
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[ORD#RINGS
This month, the
’Eavy Metal team
paint two mighty
heroes of Middle-
earth for us: Suladan
and Boromir.

adventure, dominated by the deeds
of mighty heroes and pernicious
villains. No two powerful individuals
typify the qualities of their people more so
than Boromir and Suladén, _
‘Suladan’s name passed out of use long
ago, when he took the name of a revered
hero at the time he claimed leadership of
his tribe. Since then, the name of the
Serpent Lord has once more become a
famous one throughout Harad, and his
own legend grows with each victory.
Boromir, son of Denethor, is Gondor's
boldest and most able commander; a
master of all the skills of the warrior.
Wherever he fights, efforts are redoubled,
strength rekindled and victory snatched
from the very pits of despair. Boromir's

The Lord of the Rings is an epic tale of

fearlessness inspires the people of Gondor,
and his voice is able to rally them against
the direst threat.

We asked 'Eavy Metal painters Kirsten
Williams and Fil Dunn to paint these
mighty heroes, and share their painting
knowhow with us.

Preparing the Models

After cleaning up all the parts of the
miniatures with a hobby knife and a set of
files, they were split into sub-assemblies
ready for painting. Suladin was separated
into the horse and ridér section, the back
banner, and the chestplate. Boromir was
painted in one piece, but the alternative

!
arm with the Banner of Gondor was

painted separately. All the components
were undercoated with Chaos Black.




Suladan Stages 1-2

Kirsten took on the task of painting the Serpent Lord. She began by painting each distinct area of the model with a neat,
flat basecoat. Some areas needed several thin coats to achieve a solid coat, which is preferable to overloading an area
with a thick coat of paint. Stage 2 uses washes to apply shading to the model at a stroke.

Stage 1: Basecoats

3

Face
Bestial Brown.

‘ Moustache
' Fortress Grey,

Black areas
Chaos Black.

Sleeves |
Mechrite Red.

Horse O
Fortress Grey, .

Stirrups and edging
Dark Flesh.

. Muzzle
Tallarn Flesh,

Hooves
Khemri Brown.

Stage 2: Shading

Sleeves
Flesh Wash.

Gold

Chestnut Ink, with
Brown Ink in the
deepest recesses.

Muzzle
Flesh Wash.

Stirrups and edging
Chestnut Ink.

Horse
Codex Grey wash.

7 ° Sword
el Boltgun Metal.

| Tail
1 Desert Yellow.

Tail
f Flesh Wash.

YINNVE

Trousers Red banner
ite Red.
1:7 mix of Chaos Black Mechrite Red
and Liche Purple. Black banner
Chaos Black.
Poles
Scarched Brown.

Bandages
Khemri Brown.

Horns
Scorched Brown.

*Gold areas painted just [ike the barding.

Gold
Calthan Brown base,
Brazen Brass over lop.

Wash stage

Af this stage most of the areas
on the model are glven a
watered-down w fink or
paint to define the darker parts
of the model.

Red banner
Flesh Wash.

Edging
Chestnut Ink. Bandages

Brown Ink.

*Gold areas painted just like the barding.
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Suladan Stages 3

The highlight stages were mostly layered onto the model, again building up each layer
with several thin coats, and leaving the shading wash visible in the recesses. New areas of
detail, such as the precious turquoise stones, are basecoated at this point.

Stage 3: First Highlights

‘Black areas
Adeptus Battlegrey.  /
v

il

Sword

Black Ink Wash.
Tail

Desert Yellow.

Sleeves

10 mix Scab
Red and
Mechrite Red. |,

Trousers
Liche Purple.

Fé‘ce
1:1 mix Bestial Brown
and Tallarn Flesh.

2:1 Fortréss Grey and Skull White \
:GO.M

i Shining Gold.

Precious stones

Hawk Turquoise,

‘Hooves
1:1 mix Desert Yellow

Stirrups and edging
1:1 mix Dark Flesh
and Bleached Bone.

Muzzle
T mix Tallarn Flesh

and Fortress Grey.

Stage 4: Second Highlights

Black areas 5 Q Sword

Codex Grey. Chainmail.
Sleeves Tail
‘Mechrite Red. Kommando

Khalki,

Trousers T
1:1 Liche Purple and
Hormagaunt Purple.

; Face
Taltarn Flesh.

Gold

1:1 Shining Gold and
| Mithril Silver.

Harse ¢

1:3 Fortréss Grey and Skull White. Q’
Stirrups and edges

1:2 mux Dark Flesh

and Bleached Bone.

Muzzie

1:1:1 mix Tallarn
Flesh, Fortress Grey
and Skull White,

Precious sfonés
2:1 mix Hawk Turquoise
and Skull WWhite.

Hooves
Desert Yellow.
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YINNVE

Red banner
3:1 Mechrite Red
and EIf Flesh.

Black banner
Adeptus Battlegrey,

Poles
2:1 mix Scorchéd Brown
-and Bleachad Bone.

Bandages
Graveyard Earth.

Horns _
1:1 mix Scorched Brown
and Bleached Bone.

8

*Gald areas panted just like the barding.

HdINNVE

Red banner

o~ 1:1 imix Mechiite Red
() and Elf Flesh.

Poles
1:1 Scorched Brown
and Bleached Bone.

Bandages
2:1 Graveyard Earth
“and Skull White.

8

‘Horns
1:2 Scorched Brown
“and Bleached Bone.

*Gold areas painted just like the barding.



Suladan Stage 5

Kirsten painted all the fine highlights and intricate details at stage 5, using a fine brush and a very steady hand! This is
the stage where the eyes, final highlights and banner design were all painted. Once these details were complete, Kirsten
assembled the model and based it to match the Studio collection.

Stage 5: Details

Black areas Sword
Fortress Grey, Mithril Silver.

Sleeves
2:1 mix
Mechrite Red
and EIf Flesh.

.Fac_e =) eth
1:1 Tallarn Flesh and Gl a > Fort edging on the
Skull White. b2 ¢

Stirrups and edges
- 1:2 Dark Flesh and
Bleached Bone.

b
Bandages
1:1 Graveyard Earth
and Skull White.
Precious stones
Hooves 1:1 mix Hawk_ Turquoise Hops
Desert Yellow. and Skull White. Bledcked Bor.

*Ciold areas painted just like the barding.

Final Banner Details

To finish off the banner, Kirsten painted on the sigils using the Battle of
Pelennor Fields sourcebook for reference. Painting complicated
emblems like this requires patience, a fine brush and a steady hand.

Black sigil
Chaos Black.

Red sigil
Mechrite Red.
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omir Stages 1-3

Fil Dunn painted Boromir for us, and took a similar approach to Kirsten, painting all of the areas with a fairly dark
basecoat first of all. It's a good idea to complete each metallic area before painting the rest of the stage, as these can
often be the messiest parts of the model.

Stage 1: Basecoats

Gold ¢ y Metal
Shining Gold. ;Chamman‘

Clothing
‘Chaos Black.

Shield
Dark Flesh.

Face
Dark Flesh,

Hair and beard

‘Scorched Brown. { l

Saddie cloth
Dark Flesh.
Horse tail,
hooves and mane Horse hide
Khemri Brawn. Scorched Brown.

Stage 2: Shading & Wash stage

Wil araas | At this stage, mest of the areas
@ Chestnut ink, with

Brovin Ink in the
‘deepest recesses. of the modek
Metal areas

Black Ink wash.
Horse mane and tail
Brown Ink wash.

£ Metal
Chainmail.

Reins trim
Shadow Grey.
Reins strap
Scorched Brown.

Face

ce ; Horn of Gondor
Tallarn Flesh. .

Dheneb Stone.

g

Horse hide
‘Bestial Brown,

Saddle cloth

Terracotta.
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Boromir Stages 4-5

Fil continued to build up the highlight layers using the colours shown below, before
finishing with the fine details. Finally, he painted the Banner of Gondor separately — with
clever use of pinning, the arms can be swapped over depending on your gaming needs.

%

Rems trim
1:1 mix Shadow Grey and
Space Wolves Grey

Reins strap
2 T mix Scorched Brown
and Bleached Bone.

X

Cloak
Adeptus Battlegrey.

&

Step 4: Second Highlights

Saddle cloth
1:1 mix Metal
Terracotta Mithril Silver.
and Bleached

Bone.

Face
2:1 mix Tallarn Flesh
and Skull White.

Horn of Gondor
Skull Whr’(c.

Step 5: Details

Rems detail
1:1 mix Shadow Grey
. and Space Wolves Grey.

Face
1:1 mix Tallarn Flesh
and Skull White.

Hair Horse hide

" 1:1 mix Scorched 1:1 mix Bestial Brown
Brown and and Bleached Bone.
Bleached Bone.

ALTERNATE
BANNER ARM

n Basecoats

Banner
lvanden Darksun.

Banner hoist
Chagps Black.

Banner pole
Khemii Brown.

P 1st Highlight

Banner
Bleached Bone.

Banner pole
Graveyard Earth.

2nd Highlight

Banner
Skull White.

Banner hoist

Shield scratches Tunic hem detail
Mithril Silver, ; Skull White.

Adeptus Battlegrey.
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THE LORD OF THE RINGS RULES MANUAL

The Lord of the Rings strategy battle game gives you and your
friends every opportunity to relive the excitement of the motion
picture and the trilogy of books. _ _

This lavish 240-page full colour hardback rules manual features the full collated and updated
rules for our The Lord of the Rings game. With this rules manual you can fight battles with

LEGIONS OF
MIDDLE-EARTH

Legions of Middle-earth The Fellowship of The Ring The Two Towers The Return of The King Gondor in Flames

For the first time, more than 40 Follow the journey of The As The Fellowship is broken, The final part of the journey The ancient realm of Gondor

army lists allow you to recreate  Fellowship from the Shire, Frodo and Sam make their way  highlights events from the book stands as bulwark against the

armies from Middle-earth or to  through Moria and Lothldrien,  to Mordor, while Aragorn and movie, as the War of The Free Peoples and the forces of
design your own. to the banks of the Anduin. heads for Rohan. Ring draws to-an epic close! the Dark Lord.

£12 £€22.50 £12 €22.50° £12 €22.50 £12 £22.50 £10 €17.50

175dkr 200sek 200nkr  175dkr 200sek 200nkr  175dkr 200sek 200nkr  175dkr 200sek 200nks  135dkr 160sek 175nke

The Scouring of the Shire  Fall of the Necromancer A Shadow in the East The Ruin of Arnor Khazad-diim

The Hobbits return from the A terrible shadow has fallen over  The Easterlings march to war in  The shattered kingdom of Arnor Khazad-dim was once the
battles against Sauron, only to  Mirkwood. The Necromancer,  the name of Sauron. These once rivalled Gondor in greatest Dwarf hold in Middle-
find that the Shire has been Sauron, has unleashed his evil  warriors of Evil are led by majesty, but is now home to earth, until the coming of Durin's
overrun by evil forces. from the tower of Dol Guldur. Khamal, one of the Nazgal. evil spirits, and fou! creatures.  Bane, the Balrog of Morgoth.
£10 €17.50 £10 €17.50 £10 €17.50 £10 €17.50 £10 €17.50

135dkr 160sek 175nkr  135dkr 160sek 175nkr  135dkr 160sek 175nkr  135dkr 160sek 175nkr  135dkr T160sek 175nkr



WARHAMMER 40,000 BASING KIT

—~ Yo

Warhammer
40,000 basing kit

he brand new Warhammer 40,000 basing kit is the most

" comprehensive yet. The kit now includes intricately detailed brass
etching and over 40 resin components. This month, we take a
closer look at these handy basing materials.

What’s in the kit

Fine slate. One tub contains fine slate for representing smashed
brickwork and battlefield detritus.

Large slate. This tub holds bigger pieces of slate to represent large
rocks, areas of rubble and debris.

Resin pieces. Two tubs of resin base components. Sculpted by Juan
Diaz, there are 23 different designs, and you get 46 in the kit.
Brass etching. Brass sheet contains 30 highly detailed components,
including industrial tread plates, drain covers, road signs and mesh.
Spare tub. A handy container for storing your brass components
when they've been removed from the sheet.

The great thing about the brass components (a) is that they can easily be manipulated to create
| some cool three-dimensional shapes. The road signs, tread plates and fence mesh can all be
bent out of shape to give them a very war-torn look. To do this you should use something
cylindrical, like a pen or paintbrush handle, to curl the brass component around (b). You can
even use clippers to cut into them, creating battle-damage effects.

This base has been
completed using some
of the elements from
the basing kit. Note the
bent sheet metal and
wire mesh from the
brass sheel.
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MODELLING
WORKSHOP

"WARHAMMER

_40,000-

he new plastic
ommand frame
rovides a great way
p upgrade vehicles
pr Apocalypse
pttles, representing
ad vehicles in a
ttle formation.

Gommand Frame

Many Apocalypse battle formations make use of command
vehicles, which need to be marked out on the battlefield. The
new command frame provides you with all the bits you need!

Gomponents

Key

The upgrades on the new
plastic Command frame
allow you to create HQ
vehicles for Chaos Space
Marines, Eldar, Space
Marines, Tau Empire and
Imperial Guard. The
frame is available in
many of our new battle
formation box sets; see
pages 4-30.

1-3  Eldar sensor array

4«6  Space Marine
‘scanner/targater

7-10 Imperial Guard
vox-caster

11 €Chaos Daemonic
sensor unit

12-13 Chaos combi-melta

14-20 Tau scanner suite




Ghaos Space Marines

The Chaos Space Marine upgrades represent an arcane sensor unit. This can feature a leering, daemonic face, or
additional weapons in the form of a combi-melta, and fits in the hatch holes on the Rhino hull, Predator turret, Land

Raider hull or Defiler top hatch.
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Hdar

The Eldar upgrade is designed to be mounted near the weapons turret of a Falcon grav tank or Wave Serpent. It
represents an array of sophisticated Eldar sensors, far beyond the understanding of the Imperium’s Tech Priests.

Gommand upgrade

apace Marines

The Space Marines upgrade represents an advanced communication and target acquisition device, which fits into the
hole on a Space Marine tank normally reserved for a hatch or weapon point. This upgrade fits the Rhino hull, Predator
turret or Land Raider hull, as well as the underside of a Land Speeder.
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Tau Empire

The Tau command vehicle upgrades can be used independently or together on the same vehicle (as shown here). The
upgrades represent an extensive scanner suite that can be mounted on the hull of a Sky Ray, Hammerhead or Devilfish.

Imperial Guard

The Imperial Guard upgrade fits onto the turret of a Leman Russ (or any of its variants), or a Chimera. It could also be
used on the Baneblade kit. The upgrade represents a long-range vox-caster, capable of coordinating the many vehicles of
a squadron or armoured company, and communicating with higher levels of command.

B
i
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CAMES WORKSHOP

r HOBEY STARTE ET « ENSEMOLE DE MODELISME + 7% t + HOBEY STARTERSET »

HOBBY STARTER SET

The Hobby Starter Set contains: 9 paints; 1 paintbrush,
plastic glue, PVA glue, a pair of clippers and 2 types of
flock. This set is great for both those who are new to the
hobby and those looking to expand their collection of
paints and modelling essentials.

£25, €40, 300dkr, 350sek, 350nkr

‘CITADEL MEGA PAINT SET
The Mega Paint Set boasts all 65 paints
‘and inks from the current Citadel Colour
range, plus a selection of brushes, glue,
flock and handy paint pot labels. All this
has been bundled into a smart metal
carry case to make the ultimate paint set
for serious hobbyists.
£150, €200, 1500dkr, 1750sek, 17500k

* FOUNDATION PAINT SET

This new paint rarige has been formulated to complement
the Citadel Colour range. The Foundation Paints have
been designed to provide great coverage, creating a solid
block of colour with one application over any undercoat.
This set contains all 18 Foundation Paints.

£30, €40, 300dkr, 350sek, 350nkr
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BATTLE FOR SKULL PASS PAINT SET
The perfect way to start painting your Warhammer Models.
- This set contains one paintbrush, 6 paints and 10 plastic
Night Goblin miniatures, allowing you to get started as
soon as you open the box.
£12, €20, 140dkr, 170sek, 200nke

BATTLE'FOI? MACRAGGE PAINT SET
This starter set is specially designed to complement the
Warhammer 40,000 Battle for Macragge box set. Inside you
will find a selection of paints, 3 plastic Space Marine
models and a starter paint brush.

£12, €20, 140dkr, 170sek, 2000k

MINES OF MORIA PAINT SET
Get your Goblins in tip-top condition with this handy paint
set, which has been designed for new players of The Lord
of the Rings strategy battle game. Contains 12 Moria
Goblins, 6 paints and a paintbrush.

£12, €20, 140dkr, 170sek, 200nkr

CITADEL COLOUR RANGE

Scab Red Snot Green

Red Gore Scaly Green
Blood Red Goblin Green
Blazing Orange Scorpion Green
Fiery Orange ' Camo Green

Kommando Khaki

Rotting Flesh

Fortress Grey

Codex Grey

Shadow Grey

| Space Wolves Grey
| Chaos Black

Skull White

Golden Yellow
Sunburst Yellow
Bad Moon Yellow
Scorched Brown
Graveyard Earth
Bestial Brown
Snakebite Leather
Desert Yellow
Bubonic Brown
Vomit Brown

Boltgun Metal

Bleached Bone ~ | Chainmail
Dark Flesh | Tin Bitz
Terracotta Dwarf Bronze
Vermin Brown Brazen Brass
Tanned Flesh Burnished Gold

| Dwarf Flesh
Bronzed Flesh
Elf Flesh
Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Regal Blue
Ultramarines Blue
Enchanted Blue
Ice Blue
Hawk Turquoise
Catachan Green
Dark Angels Green

- Shining Gold

Red Ink
Magenta Ink
|| Yellow Ink
Chestnut Ink
Brown Ink
Flesh Wash
Purple Ink
Blue Ink
Dark Green Ink
Black Ink
Gloss Varnish
Matt Varnish

Tausept Ochre
Tallarn Flesh
Calthan Brown
Gretchin Green
Knarloc Green
Orkhide Shade
Charadon Granite
Khemri Brown

|| Dheneb Stone

Adeptus Battlegrey
Fenris Grey
Necron Abyss
Mordian Blue
Hormagaunt Purple
Mechrite Red
Macharius Solar Orange
| lyanden Darksun




Everyone’s scared of Fast Cavalry. After a week or two of
metaphorically mucking out the stables, Mat Ward reckons
he’s got a few ideas as to why.

two kinds: heavy cavalry and light

cavalry. Heavy cavalry are generally
big, heavily armoured and muscular men
(or man-sized creatures) mounted on big,
heavily armoured and muscular horses.
They hit like a ton of bricks falling from a
church tower and prevail through sheer
mass, fury and stubborn refusal to fall
over and stop breathing.

‘At the other end of the scale is light
cavalry. These bold souls rely on the
swiftness of their steed to carry them to
where they are needed most. The tools of
light cavalry are normally the spear and

B y and large, cavalry are divided into

the bow, rather than the lance and the
shield, and they strike from the flank,
rather than charging the front ranks.

In this article, I'm going to take a look

sometim

Cavalry is a truly potent force upon the
battlefield, able to harry your oppenent’s
army, destabilise his plans and lead his
prize unit on a merry dance ac

strengths and weakn try
light on some of the more successful
tactics that they can employ.




The Pros

Fast Cavalry come with several bonuses that either aid or
define their battlefield role, namely speed, manoeuvrability,

firepower and deception!

As their name suggests, Fast Cavalry can
manage a fair turn of speed when they've a
mind and are more than capable of leaving
even the most eager opponents in the dust.

This is partly due to impressive
Movement values — 8 is the average for
Fast Cavalry, and 9 is disturbingly common
— but in reality owes more to their Free
Reform rule. Free Reform does exactly
what it says: it allows your unit of Fast
Cavalry to reform as often as it wishes
without penalty — even when it has
marched! Such flexibility is fantastic
whether your unit is running towards the
action or making a discreetly valourous
withdrawal from the field.

Four-legged archers

Accustomed as they are to living — and
fighting — on horseback, Fast Cavalry
troops can pull off tricks that send other
cavalrymen green with envy (unless they’re
Orcs — they're already green, so they just

The Cons

All this splendour inevitably has a trade off. Fast Cavalry have
two downsides. Neither is earthshaking, but you’ll want to be

aware of them.

Formation

Trained as they are for manoeuvrability,
Fast Cavalry do not use the rigid formations
favoured by heavy troops. As a result, they
do not receive rank bonuses in close
combat, While unfortunate, this is rarely a
huge problem for Fast Cavalry as they can
nip around the sides of an enemy unit and
so gain either a +1 or +2 bonus for
engaging in the flank or rear of the foe.
Besides, Fast Cavalry are expensive — who
can afford the massive twenty-strong unit
that you'd need for a +3 rank bonus?

Cheap & Cheerful

Alessio Cavatore: | think
that Mounted Yeomen
are the most cost-
effective Fast Cavalry
unit in the game. With
bow, spear, and the
mandatory shield, they
come to a nice 16 points.
Their Peasant Duty rule
makes them great at
their role for several
reasons: they can use any
nearby Knight's
Leadership (making them
less reliant on the
General), their banner
doesn’t award any extra
points to the enemy and,
more importantly, they
do not cause Panic in
your knights. These last
two effects are perfect
for their main tactical
use: expendability!

g

hit you instead). Nowhere does this show
more plainly than in the Shooting phase,
where your unit of Fast Cavalry can fire
even if it has marched or reformed. Better
still, they can shoot all around — although
not through members of their own unit.

The art of retreat

Fast Cavalry are the masters of deception,
often used to draw a hapless enemy into a
cunning trap. To do so, they make use of a
rule called Feigned Flight. This allows Fast
Cavalry to act normally after fleeing from a
charge, providing they can pass their rally
test, of course. Many a unit of frenzied
Chaos Knights has been led a merry dance
by the malicious machinations of a unit of
Fast Cavalry. Of course, the risk with this
particular tactic is that your valued and
loyal minions may choose to keep running.
On the other hand, the unit you’ve just
suckered will normally cost far more
points, so you're unlikely to lose out.

Light armour

The second point for attention is the
standard Fast Cavalry armour save, which
is, let’s make no bones about it, low. Most
Fast Cavalry have an armour save of 5+,
which is chancy to say the least. Some,
like Wood EIf Glade Riders, only have a
save of 6. There's not really much
you can do about this, except
avoid throwing your Fast
Cavalry into what is
likely to be a
protracted battle.
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The brick wall
This one’s simplicity itself.
Using their speed, a unit of
Fast Cavalry nips around the
back of an enemy unit. In the
meantime, you pound that
enemy unit with arrows, spells
and cannonballs, or break it in
close combat. When the unit
inevitably flees, your Fast
Cavalry are waiting behind it
in ambush, ready to chop
them to pieces. Remember,
you'll need at least 3 models
(and the required Unit
Strength 5) to pull this off.

Tricks of the Trade

So, with all that in mind, what devious tricks can you get out
of your fearless horsemen? Obviously, speed lends itself to
running down fleeing troops, charging war machines etc., but
you can do so much better — as I'll now demonstrate.

Ambush

The easiest of the Fast Cavalry masterstrokes, the
Ambush is the art of charging an enemy unit in the flank
or rear. In your first move, scoot the Fast Cavalry unit as
far forward as you can and turn them through 90¢, so
that when the enemy advances, the flank of one or more
of his units is within the charge arc and charge range of
the Fast Cavalry. Care should be taken to stay out of
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enemy charge arcs, or you'll find your ambushers

-ambushed. When the foe advances, you'll be able to

pounce on a unit of your choice. Take care that you don't
bite off more than you can chew, though. As already
mentioned, Fast Cavalry are not the hardiest troops, and
are best thrown at light infantry {ie, Toughness 3 or 4
with an armour save no better than 4+).




The close range volley

A more specialised tactic, the close range volley is best
accomplished by troops with thrown weapons or
pistols, although any Fast Cavalry with a ranged attack
can make use of it. Simply put, the Fast Cavalry unit
chooses an enemy unit - generally a foe on either flank
of the battle line - and get as close as they can whilst

Gav Thorpe: Right about
now, players with Dwarf
armies will be skipping
to the next article. Halt, |
say! Although Dwarfs
players possess no Fast
Cavalry per se, they can
use the Gyrocopter in
many similar roles. In
particular, it can block
march moves, harass
Skirmishers and chase
down fleeing units just
like Fast Cavalry.

My favourite tactic is to
charge a Gyrocopter into
a combat you are
confident of winning, so
that when the enemy
breaks you can pursue
3D6" to wipe out the
fleeing unit — something
valuable in an army that
normally pursues 2D6-1".

staying out of the target unit’s charge arc. From here,
your Fast Cavalry can not only pound the foe with
impunity, they can also prevent them from marching.
Without doubt, Empire Pistoliers are the kings of this
manoeuvre - their braces of pistols are deadly, but
short-ranged.




The Redirect

Tactic 1: chase the rabbit

Let's face it, there are just some times when
you need an enemy unit somewhere,
anywhere, other than where your opponent
wants it to be. Maybe it's a mob of Orcs
bearing down on your artillery, or perhaps
an Ogre Bull unit looks set to eat an
otherwise promising unit of Greatswords.
At times like these, just buying a turn of
peace seems like a miracle, and that's just
what your Fast Cavalry are going to

provide for you. |

When playing “chase the rabbit”, try to
avoid having your Fast Cavalry flee through
a friendly unit — this can cause potentially
devastating Panic tests. It's also worth
bearing in mind that this tactic works best
against infantry. Cavalry might just catch
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This is the trickiest tactic you will call on your Fast Cavalry to
perform. They can go it alone, or team up with some friends,
depending on how your battle line is fixed.

your “rabbit” if the flee dice come up
poorly, turning your plan from “chase the
rabbit” to “kill the rabbit” in short order.

Tactic 2: rabbit’s revenge

If you've a unit to spare and plan ahead,
you can turn “chase the rabbit” into
something rather more dangerous. For this
to work, you'll need a big, bad-tempered
and ugly unit — preferably one that loves to
get in the flank of the foe. This revenge
unit moves into place to take advantage of
the attacker’s exposed flank at the same
time that the rabbit unit gets the enemy’s
attention. When the enemy takes the bait,
their flank is left exposed, and then the
killing can begin.

tbey’ﬂ' rampage



Stopping Fast Cavalry Dead

“Well,” I hear you cry, “now we know how to get the most
out of our Fast Cavalry, but what’s the best way to stop the
annoying little rotters ruining our day?”

Well, there are many and varied ways of
curing your light cavalry blues, but the best
has to be some Fast Cavalry of your own,
to intercept, shoot or otherwise destroy
them. Alas, not all armies are lucky enough
to have a unit of Fast Cavalry in their

roster, generally the armies of short or ugly
folk like Dwarfs, Ogres, Lizardmen and
Skaven. Moreover, even if you've the

option of taking a unit of Fast Cavalry, it's
not always possible to include some in
your army — they normally eat up a Special
slot, after all. So, if you've neither the
option nor inclination to fight metaphorical
fire with metaphorical fire, fight it with
firepower instead.

From a distance

Wizards can make Fast Cavalry a thing of
memory. A spell that causes D6 Strength 4
hits, like Fireball, will merely graze a block
of 30 Goblins, but it’ll incinerate a unit of
5 Wolf Riders. Almost every army can lay
its hands on a spell Lore capable of dishing

out inexpensive pain, and Fast Cavalry,
with their low Toughness and poor armour
saves, are begging to be blasted. Similarly,
arrows, bolts and lead shot are also
fantastic tools for Fast Cavalry pest control
— if you can't get to a Fireball, you can
almost certainly lay your hands on 10
archers or crossbowmen.

Up close and personal

There are anti-Fast Cavalry options, too, for
those more inclined to dealing with
problems with swords, fists and teeth.
Ahead of the pack in this regard are
chariots — they move fast, charge even
faster and pack a real punch. Alternatively,
there are plenty of flying troops to be had
in Warhammer and, while I'm not
suggesting you should use a Dragon to
chase off Fast Cavalry (although it's
undeniably funny), Warhawk Riders,
Harpies and even Furies can prove quite
capable of roughing up a handful of Dire
Wolves or Dark Riders.

Hounds of Hell

Phil Kelly: Undead are
generally slow, but Dire
Wolves are a notable
exception. Start them
within 12" of your
general and they can
make an 18" move
straight across the board.
Try positioning them in
front of the enemy's
hardest unit, preferably
at an angle, so that when
the unit hits (and
inevitably kills) the Dire
Wolves, it is aligned
badly. With a bit of
practice, this tactic can
force your opponent to
stop his best unit in its
tracks or, better still,
afford you a flank charge
with your heavy cavalry.
Well worth the sacrifice.
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HEAT ONE 1311~ 14th Oclober
HEAT TWO 10th—11th November
HEAT THREE 2410125t November

Requirements

= 1,500 point Warhammer 40,000 army using the standard
force organisation chart.

e There will be six games across the weekend.

e Qualifiers from the heats will receive free entry into the
Grand Final in'March 2008.

s Eventincludes vouchers towards lunch on both days, an
evening meal on the Saturday and tea and coffee both
mornings, with doughnuts on Saturday morning.

» Ticket priceé £55.

HEAT ONE 6th-7th October
HEAT TWD 3th—A4th November
HEAT THREE 17th—18th November

Requirements

® 2,000 point Warhammer army following the standard
army list orzanisation.

s There will be six games across the weekend.

* Qualifiers from the heats will receive free entry into the
Grand Final in February 2008.

e Event includes vouchers lowards lunch on both days, an
evening meal on the Saturday and tea and coffee both
mornings, with doughnuts on Saturday morning.

e Ticket price £55.

The Grand Tournaments follow a Heat system. The following people will qualify from each heat:
* The 40 top scoring players
= Up to 6 Best Army nominations
* Up to 3 Most Sporting nominations
¢ Wild Card places awarded at the discretion of the Events team

TIGKETS NOW AVAILABLE FROM DIRECT « D113 91 40000
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Everything you need to get involved in the

Games Workshop hobby community!

FRONTLINE

The Events Diary

Events Calendar
Find out what's happening when and where in the Games Workshop hobby community
with this comprehensive list of unmissable dates; tournaments, campaigns and more.

Club Information
Find regular opponents, play campaigns, and get involved in a host of other hobby
activities with like-minded gamers at your local club,

Store Information

Games Workshop Hobby Centres
Get everything you need to build your forces, and then take them into battle! GW
Hobby Centres are the place to learn and practice the intricacies of the hobby.

Store Listings
All the Games Workshop stockists in your area listed, so wherever you are, you can
always find a Games Workshop and Citadel Miniatures retailer.

Club Listings
The Games Workshop club community is a great forum to make new friends and play
lots of games! Find out where your nearest organised gaming groups are.

Store and Club Focus
Find out exactly what's going on in your area. This month we look at Games Workshop
Livingston who will be celebrating their Official Opening soon!

Games Workshop Direct
The full range of Games Workshop products are available from GW Direct, our
premier on-line and telephone ordering service.

Chaos Space Marines Miniatures
This month’s releases for the Chaos Space Marines are just the tip of the iceberg. Check
out the other great models in the range.

Advance Orders
Order the newest miniatures now — so new they’re not even out yet! Order next
month’s models today, and have them dispatched as soon as they are available.

118-121 »

122-129 »

130-135 M
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THE EVENTS DIARY

Conquer the world at tournaments and learn new skills at hobby days! Events are your
opportunity to immerse yourself fully in the hobby with, potentially, people from all over
the world. Large or small, events are the places to spend your weekends.

Upcoming Events
Are you a Hobby Centre, Independent Stockist, or part of
the GCN and running an event? If so, and you want to
advertise it for free in this fine publication simply drop us
an e-mail at:
whitedwarf@games-workshop.co.uk

The closing dates for receiving details for publication in TR et T i T W ]
the following issues are: WAB .......... ..,..Warhammer Ancnent Battles
...Warhammer Players’ Society

..Warhammer English Civil War |

o 1st November WD338 (Feb)
e 1st December WD339 (Mar)
® st January WD340 (Apr)

‘going to print but _are subj_ect ta_cha_nge Games Workshop
is not responsible for the content, timing or price of events B e e e R e e S e
not organised by Games Workshop PLC. L R

118 WHITE DWARF FRONTLINE Event information correct at time of going to press. Games Wbrksﬁop is not responsible for events not run by Games Workshop.




Event Profile: Schools League Final

This 4th of July the hallowed halls of Warhammer World bore
witness to the biggest School League Final ever held!

the culmination of a year’s

preparation and tough competition,
and brought 144 players of Warhammer,
Warhammer 40,000 and The Lord of the
Rings together to compete for the coveted
Schools League Trophies!

There were three rounds of hard fought
games with some beautiful armies and truly
innovative tactics. As with our other
Schools League Finals we were very
impressed with the high standards of
gaming and sportsmanship shown by all
the teams.

Tournament players were not the only
ones to descend upon us, however, as
another 90 teachers, spectators, parents
and other interested parties flocked to the
hall to take part in scenery and painting
clinics and to visit the amazing Citadel
Miniatures Hall and Bugman’s Bar,

Every year, Games Workshop stores
around the country are host to hobby
sessions especially for school club
members who want to hone their skills at
gaming, painting, army-building and even
scenery making. School clubs can even use
the store as a venue for practice games and
mini tournaments as they prepare their
armies for the League!

Around Easter, the competition starts in
earnest as school teams come together at
the Regional Finals to compete for a
coveted place at the Nationals. These take

The National Schools League Final is

place in our larger stores or, sometimes, in
schools, as anywhere up to 15 schools take
part in each event.

The winning team for each game
system from each Regional Final received
their elegant School League Champion
shirt and were invited to Warhammer
World in July for the National.

In every league there have to be
winners and after hours of fierce
competition three schools teams were
called up to the stage to receive their
Schools League Champions medals and the
trophy for the school cabinet! This year's
deserving winners were:

The Lord of the Rings

Redcar Community College
Warhammer 40,000

Southend High School for Boys
Warhammer

John Hampden Grammar

Also, well done to the winners of the
Best Painted Army awards; Edward
Ninham, Daniel Quinn and Rhys James for
achieving such great standards and being
such a credit to their schools.

Thank you everyone who helped the
Community team host the day, and
especially all of the teachers, parents,
assistants and, of course, the all of the
competitors, for making the Schools
League 2007 such a huge success!

The 2007/08 Schools League begins this September and runs throughout the winter, with
Regional Finals held in the Spring of 2008, before the National Final in the Summer.

e s P {
| ]

Event information correct at time of going to press. Games Warkshop is not responsible for events not run by Games Workshop.

Extra Curricular Hobby
- S

your club to get in
touch with eur
Community Co-
ordinator, Bek Hawkby
(details below).
You can also go
into any of our stores
and talk to the staff
about the club visiting
for free hobby sessions

in the store!

Bek Hawkby:
s 0115 900 4821
e bek.hawkby@

Between games, pupils embark upon modelling and painting
projects, enthusiastically joined by parents and teachers.

www.games-workshop.co.uk/events
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Event Calendar

GRAND TOURNATIENT

coming January 2008...
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5th-7th October, 2007
Remisen, Copen hagen, Denmark

Date:
Venue

celebrates 10 years. Giant Fanatic is a fun~
filled day with loads of activities including
introductory gaming, ‘Mad Giant’ painting
competition and the prestigious WFB and
40K tournaments, Tickets now on sale. More
information can be found at the website.
Website: www.fanatic.dk
www.games-workshop.co.uk/events

6th Fanatic Leiden Il

Date: Friday 6th October, 2007

Venue: Lange Mare 39/47, 2312GP Leiden
Details: Vliegershop in Leiden host their
annual Fanatic. At the event you can take
part in WFB, 40K and LoTR tournaments.
For those new to the hobby there will be
introductory games, painting and modelling
classes, so bring along your friends.
Contact: Robert — +31 (0)71 5132783
Website: www.gw-oreshop.nl

6th Warhammer
xear + Grand Tournament

Date: 6th—7th October, 2007
Venue: Warhammer World, Nottlngfwam
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 2,000 points Warhammer army, and
will play six games over the weekend. Players
who qualify in the heats are awarded a free
ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop,co.uk/events

13th Warhammer 40,000
near + Grand Tournament

Date: 13th-14th October, 2007 %

Venue: Warhammer World, N()t'tmgham

Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 1,500 points Warhammer 40,000
army, and will play six games over the
weekend. Players who gualify in the heats are
awarded a free ticket to the final.

Contact: Hobby Specialists - 0715 91 40000
Website: www.games-workshop.co.uk/events

20th Grand Tournament

-consists of five rounds split over two days.

What’s on, when and where:
All the events for the next
two months are listed here.

19th Warhammer
Teams Tournament

Date: 19th October, 2007

Venue: Wakefield Hobby Centre

Details: Team up with your friends to
overcome all challenges. You must use your
skill and judgement to not only win your
battle but pit the right players against the right
opponents. Do you have the nerve and skill
to be the Team Champions? To take part you
will need a 1,500 point army.

Tickets: £30 for a team of 4.

Contact: Wakefield Store — 01924 369431

Date: 20th-21st October, 2007

Venue: Sporthal University of Tilburg,
Academielaan 5, Tilburg, The Netherlands
Details: The Dutch Grand Tournament

You will need a 1,700 point Warhammer
40,000 force. Tickets go on sale from 20th
August through Direct, Dutch Retail Stores
and some Elite & Partner Independent
Stockists. Tickets cost €60 and include lunch
on both days and dinner.on Saturday.
Contact: +31 (0}40 246 8316

Website: www.games-workshop.co.uk/events

20th Fantasia Fanatic

Date: 20th-21st October, 2007

Venue: Dragonskolans Gymnastiksal,
Umea, Sweden

Details: One of Sweden's biggest gaming
tournament events, players will need 2,250
points for Warhammer and 2,000 points for
Warhammer 40,000. Tickets cost 170sek
Website: www.fantasiaweb.se

21st Warhammer

Doubles

Date: 21st October, 2007

Venue: King and Queen Pub, Brighton

Details: Hosted by the Brighton Warlords

gaming club, this Warhammer Doubles

Tournament is limited to just 48 places so

book early to-avoid disappointment. If you

are interested and wish to attend please

contact the orgainsers direct.

Contact: Peter Cooke — 07974 094240
peter.cooke423@yahoo.com
d_purkiss2000@yahoo.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.



21th Rapid Fire!

Date: 27th October, 2007

Venue: Ochil Community Hall, Ochil Crescent
Details: Stirling Wargamers present their
annual Warhammer 40K Tournament. Players
battle in three 1,750 point games. Tickets cost
£10 and include lunch, tea and coffee.
Contact: Gus McCabe — apoc@clan-ion.com
Website: wwwi stirlingwargamers.co.uk

WARHMAMMER
- 40000

ard  Warhammer
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Date: 3rd—4th November, 2007 s
Venue: Warhammer World, Nottmghamb
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 2,000 points Warhammer army, and
will play six games over the weekend. Players
who qualify in the heats are awarded a free
ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

Date: 4th November, 2007

Venue: Hassocks Hotel, West Sussex

Details: Brighton and Clayton Warlords

would like to present their annual

Warhammer tournament: Cry of War. To play

you will need a 2,000 point Warhammer

army. Check the website for more

information.

Contact: Roger Smith
roger_gs_smith@hotmail.com

Website: www.brightonandclaytonwarlords.com

Date: 4th November, 2007

Venue: TBA, Belgium

Details: Brugge's third Fanatic offers a variety
of activities for new and existing hobbyists
including introductory gaming, painting &
modelling classes, and more. There will also
be a tournament for Warhammer,
Warhammer 40,000 and The Lord of the
Rings. For more details about the event, visit
the website below.

Contact: +32 (0) 050 38 51 83

Wehsite: www.thefairplay.be

11th Fanatic Games-n-stuff

4th Fanatic Brugge Ill

GRAND

TOURNAMENT

¢ 13th-14th October 2007

10th Warhammer 40,000
neat 2 Grand TDIII‘IIﬂIIlI}__III

Date: 10th-11th November, 2007 ¥
Venue: Warhammer World, Notting‘f;am
Age Limit: 16+

Details: Compete for your place in this
season’s Grand Final. Players will need a fully
painted 1,500 points Warhammer 40,000
army, and will play six games over the
weekend. Players who qualify in the heats are
awarded a free ticket to the final.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/events

» 10th-11th November 2007

» 25th-26th November 2007

Date: 11th November, 2007

Venue: Broerenkerk, Achter de Broeren 1,
8011 VA Zwolle, The Netherlands

Details: Games-n-stuff in Zwolle run their
annual Fanatic. Offering activities for people
new to the hobby, like introductory gaming
and painting, the Fanatic will also host a
traditional tournament for WFB, 40K and
LoTR. For more information please use the
contact details below. '

Contact: +31 (0) 38 421 6385

Website: www.gamesnstuff.com

1ith Spellenspektakel

Date: 23rd-25th November, 2007

Venue: Ljsselhallen, Zwolle, The Netherlands
Details: One of the biggest fairs in the
Netherlands for board games and fantasy
games (including tabletop war games). Each
stand is manned by a team of dedicated and
enthusiastic hobbysists who will be ready to
show all gamers, beginners to the hobby and
long time players alike, how the games work.
Tickets cost £12.

Website: www.spellenspektakel.nl

TOURNAMENT

www.games-workshop.co.uk/events

Event information correct at time of going to press, Games Workshop is not responsible for events not run by Games Workshop.

www.games-workshop.co.uk/events 121
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All the Games Workshop stores, stockists and clubs at your fingertips

OPENING TIMES
Mon-Fri: 10am — 6pm
Saturday: 10am - 6pm
Sunday: 1lam - 5pm

‘The majority of our

stores adhere to the

may vary, we
‘recommend you
‘contact the relevant
store for opening times
‘befare visiting.

You can find your local
store _nnli'n'e with our
Store Finder:

www.games-workshop.co.uk/
ﬂ'!?ﬂ.ﬂﬁlaﬂ.é.r

FRONTLINE

Hobby Centres are Games Workshop’s own retail outlets. Each store provides gaming and
painting facilities and is staffed by expert hobbyists! Hobby Centres are marked in red in
the store listings.

Full range of products

All our centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point

-All of our stores have a Direct in-store
‘order point which you can use to get your

hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms
Gaming Rooms are exactly the same as our

‘other Hobby Centres. However, as well as

stocking our complete range of products,
they also offer additional gaming tables
and space making them the perfect place
to play your games.

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will

see those skills improved and might find
‘out something you never knew!

Free gaming & tactics advice
All our staff are experienced gamers (after

all it's what they do fora living!). They can
give you sound tactical advice, help you

build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

Our special beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
you need to do is come along!
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Games Workshop Independent Stockists are official sellers
of Games Workshop games and hobby products,

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

GAMES WORKSHOP

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular products, so you're

more likely to find exactly what you're looking for!

Independent Stockists

Games Workshop products are sold by a large number of
shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

Full listing of all the stores that sell Games Workshop products
across the UK, parts of Europe, South Africa and the Middle East.

If you're unsure where your nearest stockist is located, anywhere

in the world, call Direct on: 0115 91 40000

Store Directory

GW BRISTOL:

o The Horlalr, BS1 31K

Tk 917 824 1513

GW BRISTOL (CRIBES CAUSEWAY):
Uit 129, The Mall, 1534 S0P

Tell M1 958 2026

BRISTOL, Area 1

Tel: 0717 9234655

BRISIUL HobbyCraft:

00

GW BEDFORD:

0 Gareylriars, MR30 1HF

Teh @I2E 4 Ah61

'IC‘Nr Otlakers:

1: 1582 466479

CIIANFIEID Wargames Workshop:

101234 757678

IHIIIIIIE

= GW MAIDENHEAD:

Uit 3,37 Markel Street SE6-AS
Teh 01e BB 1747

GW READING:

0 Coefand Riad, WGT 706

LR R

GW WINDSOR:

Limit 36 Gobpge ¥ Place, $14 100
Tel: 04254 BE10HY
BRACKNELL, Ottakers:

Ted: 01244 480124

i
I'(I'.aDINC Hnbhytraﬂ
Tol: 0116 962 B600
SANDHURST, Toyworld:

o

T 07252 173

WINDSOR, W) Daniels:
Tel: 01755 DEZ106G

GW BIRMINGHAM:

oW DL‘DIE\'

i Wy, Mrry Hill Comtrs; DY 4UE

Tef (Y38 443 181N

GW SOLIHULL:

90 Wamwick Rwd, BT JD%

Fek 121 205 74497

. c.w SUTTON COLDFIELD:
um ftoail, 572 LOF

oW wmsati‘

Uil 27, 0 s Shopping Centrie, WAL T0F
Tel s e dr i dris
GW WOLVERHAMPTON:
¥y, Slread, WYY 15T
T G121 04
BIRMINGHAM, Console Games:
Tel 0121 477 0022
GREAT BARR, Gaming Crypt:

3: 121 3640 5080

surr(m COLDFIELD, Digital

WOl.\-'ERHAMPTON. HobbyCraft:

GW HIGH WYCOMBE:

Uil 29, This Oetapnn Centrr, I | ZHT
Tk mias 40 jada

GW MILTON KEYMNES:

S04 Sibiuey Boudsiard, MKS ZAD

o DAY B

Bear Necessities:

aucxmcmw Abacus Toys:

Tl G1200 H21815

GERARDS cnoss, Howard Marshall:
Tek 01753 0
Mll.'lO'\l KE\‘NES HobbyCraft;
Tel: 019¢
NEW'POR'I' PAGNELL, Doodles
Telt it 610406

PRINCES RISBOROUQH, Treats:

Tel: (B4 34435

I}MHHIEESIIIIIE
= GW CAMBRIDGE:

G Begint Stieet, OHZ 107

Teli 0012 331 3350

GW PETERBOROUGH:

} Wantwarth Sirent; BEF 1M

Tel: 17371090 052

ELY, City Cycle Centre:

Tel: 01353 663131

HUNTINGDON, Sports & Fashions:
Teb: (a0 453541

PETERBOROUGH, The Gleey Goblin:
Tel: 01945 S06 $08

PETERBOROUGH, Westgate
cpartment Store:

PETERBOROUGH, Your Story:

Yol: 07733 351007

5T NEOTS, First Computer Games:
Tel: 8010 3

- NEOTS, :
ot GRED T 4
5T NEOTS, Westgate Diepartment Store:
Yel: vded 473243

WISBECH, Westgate Depariment Store:

Tek: 01536 23525

WISBECH, The Gluey Goblin:
Tel: 07445 538 50k

JERSEY, ST. HELIER, The Little Shop:
Tel: 01533 732187

JERSEY, 5T SAVIOUR, The Je

Train and Model Centre o
777 PI6470

GLIERNSEY, ST, PETERS PORT, Carousel:

Tel: 01481 72177
ST HELIER, Bambola Ltd:
Tel: D604 2528

GW ALTRINCHAM:

Lindt 1, 1% Graifon Stroel, WATY 10
Telz 006 535 ‘JJ.I'N-

* GW CHEST!

112 Foregaie: 11- | (‘m £

Tehi 014 431
* GW MACCLESFIELD:

hit 38 Chestergati Mall, Grawunor Centre,

skinmaR NS g
Tel; 0142 743 Y020

GW STOCKPORT:

12, MEckry Seuart, SKT TRA.

Tull QEAT 74 1142

GW WARRINGTON:

Wil 3o Hank et Fimie Seuiare, WAT JAP
Teh 152 585 1704 -

ALTRINCHAM, The G Crypt:

Tel: 0161 9249 'ﬂ"’ aming Coyp

CHEADLE, Fanias:a.

Tel: 01671 4911730

CHESTER, HobibyCraft:

Ted: 01244 650 110

E(I)DI\I(:I.EI'CINr Deans Toys & Cycles:
el D2 027 3E

CREWE, ABC Model Sport:

Tel: 01270 505 40

CREWE, Mlm Model World:

Tef: 0127

CREWE, lal: in a Box:

Tel: (H270 581 118

FIBESHAM, Steve Webb Models &

Tel: 0% 35 225

MESTON, Carousel:

Tel: 0151 3 15 621

NORTHWICH, Level 1:

Ted: 01606 45053

NORTHWICH The Model Shop:
Tel: 07606 26 T4

STALYBI
Fel: B 3038500
STOCKPORT, HuhhyCrait
Tel 0761 42
HYDE, Goslings Ti t
A e
WIDNES, The Hobby Shop:

Tel: 01514 231 947

* GW MIDDLESEROUGH:
Wit 33 38 Ounday Seeeet, T51 1HR
Tk i1ha 235 4097
HARTLEPOOL, lusions:

Tel: G420 T4y 1y

, Hardcastles:

HARTLEPOOL, Wes:ga!e Depariment Store:

Ted: 11429 254 3

NI DR.MANE\" PC Tech:

GW TRURO:
Llw nJ“rH.mM Nirw Bridge Stesvt, THI 244

320
HGDMN, nnckne!ls
‘ol: 1208 77085
BUDE, Nitro RC:
4; 01280 353 308
BUDE, Mare Value:
Teb: OT2H8 352 352
CALLINGTON, GMS Games
Fel: 01579 384 817
FALMOUTH, 'Mmderiand
Tei01326 312 5
HAYLE, Bleweﬁs of Hayle:
Tel: 01736 753 012
NEWQUAY Planet Hobbywood:
Tel: DTBI7 B39 941
35T AUSTELL, Adeba Toys:
Tel: 01726 721
5T AUSTELI., Mad for Miniatures:
Tel; 09726 72159
ST IVES, Draguns Hoard:
Teb: 01736 7984
TRURO, Tuymz-itsr_
Tel: IHR?'! 27T 452

COUNTY DURKAM

= GW DURHAM:

B4 North Road, DHY 450

Tel B9 41063 '

W DARLINGTON:
kinner

BARNARD CA.STLE Toy Shop:
Yol G183 537 396

BISHOP AUCKLAND, Windsock Models:

Tel: DTIRE A0S This
CONSEIT, Kmlfpzrt

£: (i
SEAHAM, (“ames of War:

Tel: 01875 517

STOCKTON (}N TEES, Stockton
Maodeller:

Tel: 01642 616 680

* GW CARLISLE:

LE 2, Barly Lane, CATADP

el o122 8549 5irgs

M- FURNF_‘RS, Heaths:

BO\‘\"NE’SS-ON-WINDEWERE,
Ernest Atkinson & Sons:

Tol: 01539 433 047
COCKERMOUTH, The Toy Shop:
Vel: 01904 B25R55

KENDAL, Ayries:

Tel: 11539 720 781

KESWICK, Lakeland Toys and Hobbies:

Tel: QE 78 775275

PENRITH, Harpers Cycles:

Tel: BI7HI B63 475

ULVERSTON, Sawdu:t ‘n Stitches:
.u SHE Y

WI ON, }ad:suns_ Diecast Models:
Tek ’|u.9'.| 34’3 357

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

1= Indivates Banving Boom factlities.

INE ELITE STORE
Stk thie comglite Games Wirkshap range and offers introductory: ganing and gaintinn fossons,

NE PARTNER STORE
Sk minl- vl'th«rf.hmﬂ h‘ntkdsw range.

INDEPENDENT STOCKIST
Dificial soflers o7 Games Workshop products,”

Indligatios st Aores st stoekinth,

* T e suve they have what you want i steck, we ecommend cailling the stove firs,

DERBYSHIRE

GW DERBY:

42 Efler Care, DET INE

Tl 1335 237 9657

ASHBOURNE, Lumbards Toys:
Tel: 01335 345115

BELPER, Children's Chaice:

Tel: 1773 B25845

BUXTON, Knowles Toys and Models
Tol: 0129 B24 203

CHESTERFIELD, Chesterfield
Depaﬂmenl Store:

Teel: D 320 200
CHESTERFIELD, Peak Bookstore:
Tz (M246 207 6

Tek 01138 12
MATLOCK, Sllawes
Ful: 0169 552 452

.« CW .
V1 Siadurell Sireat, X4 NN

Trb 5135 249 F4G5

GW PLYMOUTH:

I Crtmwall Strces, PLT LR

Teb 175 225 4131

GW TORQUAY:

12 Market Siieer, TCH TAQ

Teli D180 220 1036

BARNSTAHE, 'I'hl. Battlezone:
Tel: 112713213

DAIITMOUTH WC- Pillar & Co:
Tel: (1803 832

EXMOUTH, Gamcz_one Models:
Tek: 01345 265

ON, Honlmn Toy Shop:

HO!

Tel: 01404 43741

KiNFSBRIDGE The Trading Post:
Tel: 01548 852 9

PLYMOUTH, Model Shop:
Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 QIH’Z'JG

TEIGNMOUTH, Jackmans Toybox:
Tel: Q1626 778 260

TIVERTON, Wings ‘N’ Wheels:

Tel: DTARG 242 819

TORRINGT ON, Angling Pastimes:
Ted: 01805 625 BB

DORSET

GW BOURNEMOUTH:

4 Kt ENzice Read; BH1 18R

Tl N1 239 Shppd

= GW POOLE!

Uit 33 Fowimgte Condre, SHTS TER

Telr )29 208 3634

BDURNEMOUTH Hobbycraft:

Tel: 01202 502 4

BRIDPORT Frosts Toymaster:

Tel: 1308 422 29

DORCHESTER, Dorchester Toys:
1 01105 261 152

SHAFI'ESBUI!Y Hardings:

Tel: 01747 052 156

SHERBOURNE, The Corner House:

Tel: 01935 515 615

WEYMOUTH, Razzamataz:

Tel: 11305 780 601

GW CHELMSFORD:
Ualk 80, Th: Mesdows Centre, CMI 578
Tel: 0724 545 DK
GW COLCHESTER;
2 Ehet W freet, t'Ql TN
Tl %20 ) g
GW SQUTHEND
12 Southaciarch Riud, 851 2E
i 'II z« 1251
GW Tl
st 4151, !mf]l mw..ddlmgmeu ]
Tirk: 00780 Wit 7133

20th and 21st October

All this weekend G

Games Workshop

stores will be running Apocalyptic
games of Warhammer 40,000, using

huge war machines

ich as the

legendary Baneblade superheavy tank,
and forbidden weapons of lost
the vortex grenade!

. 3 = N < et
CALL YOUR LOCAL STORE FOR DETAILS

www.games-workshop.co.uk/storefinder 123
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SAFFRON WALDEN,
b S T
BASILDON, HobbyCraft:
Tel: 61265 U0 100
. BRENTWOOD, B&M Cycles:
Tel: 09277 274 142
" CHELMSFORD, Toymaster Kingdom:
. Yel: 01245 490 355
CLACTON ON SEA, Clacton Art &
Craft Centre:
Telt D1255 430 Fh
HARI.CIW, Marquee Models:
3 Q1Y 433 334
HOCKLEY, Habbiton:
Tel; Y202 200 180 .
Caliver Baoks:

2K,
"RAYLEIGH, Toys N Tuck:
Tal: 07268 775 50

'Iill)lll:lS'lIlSIllllE

R:
35 Claevnies Strenf, GLE TEA
Teb 01 a8 230 50 i
BOURTON ON THE WATER,
Bourton Model Railway:
Tel: 094571 B2 (a
GLOUCESTER, Battle Horours
Tl 01386 45075
(}LCIUC‘ESTEII Hubbytraﬂ
Fel: 1452 424 9
STROUD, Ant :
Tel: 11453 Tk 467
STROUD, Psisofl Games:
Tel: 0870 '-iZ 7428
TEWKESBURY, Toy Zone:

Tul OFG54 295 770

HAMPSHIRE

GW BASINGSTOKE:
¥ PoltencwWhlk, RO TUG
Tel: 135 4G G105
GW PORTSMOLITH:
3 Aunddel St PO 1L
Vel (1439 207 G766
G\'\r OU THAMPTON:
g, SOT4 THO
(155 |HI’

GW WINCHESTER:

A5 Jeway Sbrevl, SOT BIY
Rl 0 5% 2an W99
ALDERSHOT, The Game Shop:
Teh 07252011 4
CALTON, .-\Ilnn Mode! Centre:
Tel: 41420 542 244

ANDOVER, Hmﬂsaurus Twmasle.r
Ted: 01264 353 163

FLEET, Fleet Toys:

Fel: 0125 261 7045
- GOSPORT, JC Books:

Tel: (23493 500
MILFORD ON SEA, Milford Madels
and Hobbies:

Tel: 31590 542 712

MEW MILTON, Toys of New Milton:
Tel: 11425 617 505

PETERSFIELD, Fully Modéls:

Tek: M7M0 267 ‘l

PETERSFIELD, Fun for All:

Tud 04730 2672

-.PﬂORTCHESTER, Wicor Models:

Vel DEAVE A5T 108

RINGWOOD, Toys of Ringwood:

Tefi 07425 479 442

ROMSEY, Roundabout:

Tele 017 512145

SOUTHSEA, Southsea Models:

Tele 2392 733 204

WATERLOOVILLE, Forever Toys Lid:
Tob 02357 ¥6h 151

WATERLOOVILLE, Paul’s Hubby Shop:-
Tels 01705259 Tk

BARNET, Toys Toys Toys:

Tel: 0204 41'] {173

HEREFORD, Hereford Model Shop:
Tel; O¥432 D52 o

LEOMINSTER, Martins Models & Crafts:
Vel: D156 613782 . .

ROSS ON WYE, Revolutions:

Tele i1 'eeg 561 L34

HERTFORDSHIRE

(JW HEMEL HI:M]'ST EAD:
i

ey 134 218 pi.'
GW ST ALBANS:
1§ Heilloge Clow, ALY 36T
Tel: (972 06 1193
BERKHAMSTED, Hamlins:
Tel 01442 61 42
BISHOP'S STORTFORD, Boardmans:
Tel: BI2FY 554 033
COCKFOSTERS, Murray & Brand:
Tels G204 490 BE7
HARPENDEN, Felicitations:
Tele Q052 767 ar1
HERTFORD, Marquee Models:
Vol G192 BT 5
HITCHIN, Mainly Models:
Tel: 1962422204
- I.ETL‘HWOIII’H Model Images:
Tel: (1462 681 &
ROYSTON, Tayslwp-
. Tel: 15763240 3740
ST ALBANS, E Rider and Son:
Tl drdey g 4 by
STEVENAGE, KS Models:
Telc 1430 746 016
 WELWYN GARDEN CITY, Toys Toys Toys:
STl 0707 397 319
- WATFORD, Huhbyl:rzﬂ
Tili WE 451 RS2

ISLE OF MAN

DOUGLAS, Toymaster:
el indd B2z 153

“ASHTON UNDER

Tel: 1613 432 398

-BLACK] URN, Bateave:
Ll 1]

ISLE OF WIGHT

CE!’WE Chweri:ms Newsagents:
Teh: 01
NEWPORT, Tr.vy & Models:
Fol: 01541528 258

' RYDE, The Sports & Madel Shop:

Tel: 01980 862 454

RYDE, Fun, Fal’.'l ‘and Fantasy:
Tel: 41583 810

KENT

IEW BI.UEWATER Is)

EROLIRY:
L5, fron ffar Lane, €11 2HN
Tel: (332 741 2AU0

IR EL B o
-BEXtE'{' HEATH, Kit Krazy:
Tek: 0208298 7177
'BROADSTAIRS, Time & Space:
Tel- 01843 eb 004
CHATHAM, Maynes:
Tl 01634 400 151

RAYFORI aft:
Tek O156T 713298
DOVER, Turners Models:
Tel: 01304 103711
FAVERSHAM, Abacus Toys:
Tel: 11755 591 203
GRAVESEND, Steve's Collectables
and Models:
Tel: Bi424.5
GRA!
Tel:§
HERNE BA!" Spmr[ngs
Tel: 1327 374 43
HYTHE, Apple Jax
Tef: 01393 262 G0
MAIDSTONE, HnbbyCra[t
Tel: 01622 623 730
MARGATE, Toymaster Kingdom:
Tel: (11883 225 400
DRPING'ION JH Lorimer:

4t 153

54 465
D The Stamp Cenltres

SITHNGBOURNE Al Blundell & Son:
Tel: 81795 424 373

TON DGE Kids $tuff:

Tk (11732 353 156

WOD‘DCHURCH Thi Model Shop:
101233 860ttt

GW BLACKPOOL;
v

1090 J!'II
t Arcade, l’lr 10N

281 10?5
LYNE, Roundabout Toys:

BO i rA

Tel: H1204374 300
BURNLEY, Compendium

Telr 01332 £57 G0

BURY, Conways Toymaster:
Tel: UH17 616 205

‘CHORLEY, Hampsons Toys &
Nuse: wmep *
Tel: 01257 263 45

CLITHERQE, Cowgills of Clitheroe Ltd:
567

Tel: (1200 423
KIRKHAM, RK B
Tel: H1772 671 400
LANCASTER, Micro Markets:
Tel: 1521840 4y
oymaster:

Tel: 01942 631 116
MORECAMBE, Micra Markets:
Tel: 01524 410306

oyes:

ORMSKIRK, Taylors:

Teb: 07655 573716,

ROSSENDALE, Rossendale Modefs:
Tel: (1700 250 067,

PRESTON, HobhyCraﬁ

Tel: U1772 G5 »
THOQI"-‘TON CIEV'FLTS Toy2save
Caollectables:

Teb 1233 1 Ha5

WIGAN, n Maodel Centra:
Tel: D7942 245 fl3

LEICESTERSHIRE

CW LEICESTER:

Limit 2,1 (/20 Silyor htruel LRI ,z T
Tl 0716 250 A 10

GW LOUGHBOROLGI-L

Asimmz-u-mucu Steve's Models:
Tek: 01530 516 827
I.LE, Genﬁ's Toymaster:

HINCKL[-\" P\mdl[hu Model Spat:
Tel: 97435 230952

GW GRIMSBY:

FRONTLINE

'SPAI.DI

GW LINCOLN:

Ul S, Salterpate, lodtkde o Wilieside

BOSTQN Madels and l'_amputers
Tel: 01205 368 1412

GR.!NTHAM, Arbon & Walls:

Tok DT6EA A55 050

- GRANTHAM, Portprince Models and

Hobhies Ltd:

Tl 81456 532 (il

LOUTH, Castaline:

Telt 01507 602 149

MABLETHORPE, Belas Toymaster:

Tehi 01502 473 328

SCUNTHORPE, Shermans Model Shop:

Tel: 01704 B4 431

'stcNEss The Model Shop:

Tel: 0975,

M.asson‘s Models:

Telt 04775 722456

GW BRENT CRODSS:
Ll B Lnwier Mall inear Fenmirke, Brest
l'nllre' MNWEIRE

- GW I!RBM/I.E\'
(17

GW COVENT GARDEN:
Unk 33 The Markcy WEH Bt
TRl 040 :m.

l- 12 Pd Sl Foie

GW EPSOM:

B High Sreeh, KT10 pAD

Tk 51987

GW HAMMERSMITH:

el Klngy Shterl, Wi R

Tl 0208 546 8784

GW HARROW:

2y Statkon e, HALADK

Tk 008 ¥61 250

GW RENSINGTON:

Shof 7. Lancer Squdte, Reanyinglon Charch
Stryef, Wil 4FH

Ted b2G7 WA 2010 i
GW KINGSTON ON THAMES &

A% fite Aol KT 75T

Teb 6208 O TI4

GW LONDON (Oxford St

Lokl Fiy The Placa fhiyping. Centre, 1a
Floor.1T6-£28 Chefond Sireet WK S0P
Tell 02057 455, 0638

CW RICHMOND;

it fy, Weshyingces Plouse, Kew Roud, TS IND
ir. D20 TR

e, M1 16D

Turk: B0 76 40
GW.STAINES:
6 Glasercw Street
Teds {2 446 0035
GW.SLITTOMN:

it 2 Tieres e am{mm el u;
Tul: 8308 70 9454
= CW LXBRIDGE: .
Ui 32, Chequers M, The Fayifions

GW WATFORD:
1 =.| Cbrehis Rosd, wm.-,m- Canire; WO 2T

Fonn HobbyCraﬂ
Tel: 1208 747 75 i
HAMPSTEAD, Happy Returns:
Tid: 1207 435 2401 Py
HERNE HILL, Just Williams;
Tel D207 ¥33 3
xuscﬁmnlacf Harrods:

I.E\‘TON Dnchr elds

Tel 1895 6] 4
WIMBLEDON, Elys:
Fel: N208 904 9103

wog!) GREEN SHOPPING CENTRE,
oy Cr

Tel: QR0 88T DF7R

GW MANCHESTER {(Centrai):
it K, Maesiban Wiy Sith, Armedifs:
Cenbre, M 3AT

Feli 1151 R RRTY

GW TRAFFORD CENTRE:

Linit L4k Fraffird Centre, M1T SHN
Tek: 4748 755 65

ECCLES, A P
Tel: 0161 7BA' 765

HEISHSIIIE RREA

» GW LIVERPOOL:

11 Eenbral Sl Crmtre, hmhx;g@' o 157
Tdl Bt 7o el

CW SOUTHPORT:

Ut X2 Marble Place Shoppig Contre, PRE 10
Fel DITD 450 1255

ST HELENS, ID Gaming:

Tel- 1744 755 705

EAST SHEEN, Play Inside Out:

Tk B2AZH T ||-" 5

i EA’.ST SHEEN, Pandemonium:

Tel, U208 710 B
ENFIELD, ]ennmgs Stores:
Tel: 0260 504 1

ENFIELD, Pearsons:
Yeld: K200 173 4200

HARROW, Toy and Nursery
Telh 0208 42226710

GW NORWICH:
¥2114 Eachampe Strovt, NE2 1AL
ek O 170 ¥R
~E_»QST DEREPMM ‘Starlings

EaST DEREH& Youngstérs World:
Tz 01362 i h::‘v .
FAKENHAM, lou Laus Toys and Gifts:
Tel: 21320 839 11

GORLESTON, T Ki

Tel: 491 443 fi7 oy King;

HOLT, Star!ings Toymaster:

Teli g3de) 713 1

HUNSTAN'I'ON, Hunstanton Models:

Tel: 01465 535524

KINGS [YNN, B] Models:

KJNGS L\‘NN,W\E@IE Depam:mstmﬁ
Tel: WIG53 760 T8

NORWICH, Battlenet:

Tel: DEG03 745 505

NORWICH, Kerrisons:

el 01603 494000

NORWICH, La.ﬂgleys

TA MBI 611950

NORWICH, § P Models:

ka5l RATERE

TAVERHAM, Norvie Madels Ltd:
i3 W65213
WRGXHAM, Poml House Toyshop:

Tel: 1603 70 B0

HIIR'I'IIIHPTIIBIIIIII

* GW NORTHAMPTON:

24, 2b Abington Suare; N 404

Tels DIR0L i 657

CORBY, Westgate | Department Store:
Tel: 01536201 52%

KETTERING, Battlemaster Games Ltd:
Tk AF526 414 T

KETTERING, Green Angel Cards &
Games:

T
KETTERING, Toymaster Kingd
Tenisse S aur
NORTHAMPTON, HoblyCrait:

Tef: 01604 531 000

OUNDEL, Oundel News:

Tel 01871 371 518

RUSHDEN, Oshaorne Sports.& Toys:
Tel: 01933 342 415 TS
WELLI"JGBORCIUGH, Software Seller:
Tk 35 b 67

NORTHUMBERLAND

ASHINGTON, Bllie Box Models:
Tel 016210 52125

BERWICK UmN TWEED, Berwick
Computer Games and DVDs:

‘Tel: 41269 309551

MORPETH, TG Allan:

Tel: 91670 517 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Cenrali:
Lo Frsar Lame, NGY 604

Fedi G115 M8 D5y

GW WARHAMMER WORLD:
\llﬂnw Iluad Lenton, KGT IWS

'MAN'SFIEI.B Tlle Games Emporium:

TelEuTH23 G40) 6.
M.ﬂNSFIEl.D Insplratmn
Tel: 01623 740 57
'NEWARK, Access Models:
Tel: 01694.673 116
NOTTINGHAM, Hobb)&ait
ek 03 157 6245
Fel: 07#14 '»5?:\5:&:‘&]) e
1 AS}HFIELD . Big Boys Toys:

-WDIIK‘.‘DP, Model Base:

Ted: 01909 501 752

GW OXFORD:

T Tiusty Folied, Sew I, Hall Street, GAT T2
Vel DTRA% 342 182 . .
AB!NGDON,Just Toys:

Tel: (1215 524

BAMBLURY, Tnnder Bros:
Tel, 11295 762 54w

BICESTER, Dentons:

Tek GiBR0 123 Ydn
CARTERTON, Giles Sports:
Tel: B15%3 142 J0%

BCOWLEY, Dentons:

Tel: 18RS 740 746

DIDCOT, Dentons:

Tel: Huur.* iaskn

OXFORD, Boswells Toymas!ef
Tel: GTHGT 241244

THAME, Pied Pedatler:

Tel: (41844 260022
WALLINGFORD, Pettits of
W i

WITNEY, Romkr
Tek 07491 704 979

PEMBROKESHIRE

HAVERFORDWEST, Emiry's:
Tl 01437 779 66

= GW SHREWSBURY:
o Market Sireet, 3Y1 HE
Yeby @t g 330 2007

i

TELFORD, Sanda
rej.,l!fgftm e
BRIDGENORTH, Hobby Horse:
Tels (174 6 764 630

OSWESTRY, Funfayre:

Tok 01491 670 686

A R e S D o

TELFORD, Questing nght Games:
Tebmgadaiz 742

EEIDGEW»\'I'EK, Games Mark:
Vel 127 & 45 677
BURNHAM ON SEA, GW Hurley:
Tel: 03276.789 287 -
CHARD, Games Wizard:
el BTA60 240 it
E, The Ellenbray Press:
: ] 462-159
FROME, mee Model Centre:
Tel: D137 452
GLRSTONBUR\" Pedalers Toymaster:
Tel: 01850 834 562
MINEHEA] inehead Toys & Modeks:
Tel: BTA43 7
TAUNTON, Krackers:
Tl 1023 315 057
WELLS, Wells Madels:
Tk 1749 675 262
IWESTON SLIPER-MARE, J] Toys:
Tel: 01534 430 157
YEOVIL, Yeovil Collectors Centre:
Tel: 11475 433 730
YEOVIL, Witch Enginer
Tel: 01935 427077
* GW BURTON ON TRENT:
il B, Uion et Uil STredt, DELE 1A

o p' I
p CANNOCQ(. Tm: ‘Gamers Cupboard:
Tel: 07356 612463

er, Alsager Toys and Models:
Tn];sﬁg 270 bR Eu‘ m
EEK, Chapter 1:
Tel: 01538 354 fA%
LONGTON, Mini-men:
Tel: 782 15 B0
NEWCASTLE UNDER LYME,
Sundowner Models:
Tel: 01752 61 604
‘STAFFORD, Stafford Games:

STAFFORD, Too Fat Goblinz:

Ted; IT795 T34 4710

STOKE-ON-TRENT, Battlezone
llectabi

TAMWDRTH Hobbyr.raﬁ
Tol: Q1837 300 GO0

SUFFOLK

* GW IPSWICH:
A5 Bllesierket, 1P 28]
Tebraap o
BECCLES, Tay !!ex
Tel: 01502 711 7
BURY ST, .EDMUNDS Madel Junction:
Tel: 07254 753 456
BURY 5T. EI)MUNDS Starlmgs
Toymaster:
Teli DE2EA 61 646
FEuxrrrowt, Wizards Taxis:
L 304 275 355

HALEWOIITH, Halesworth Toy Shop:
Feli 41406 BT 270
Madek& Hobbies Ltd:

IPSWICH,
Tels B1473
IPSWICH, Twywur]d Ipswich:

Tel: 07473 7211 535

LOWESTOFT, Toymaster Kingdom:
Tel: 61507 365 GEH

NEWMARKET, Moons Tovland:

| Teli 0138 (63 147

STOWMARKET, D | Collectables:
Tel: 07493 771 115
F!‘DWMARKFI', Simpson & Sons:
Tel: MY 612 914

-SUDBURY, FT Games:
Tel: 05787 456 051
Ul

ol o7
waonnmuc:z Thrtuwn

Téd: 00 F94 IR

‘SURREY

GW EPSOM

1 g Street, K119 BAR

Teli B2 o bamt

GW GUILDFORD:,

Uinit, 1. 8752 Funegate, GL7 30t
Tel: 1748 3454753

CW WOKING:

Uinit 3-Cleaey Courl. GUILEH)]
Tok BE4E 357 175

P

1A
CATERHAM Modeller’s Loft:
Tel: 41043 143 Eml
COULSDEN, Taylors Toys and Sports:
Tel: 6208 v 0710

17
EPSOM, Oitakers:
Teh 01372 242533
wse Toys:

FAIINHAM\, Darkstar:
aTel: 01252 820 124
OXTED, JH Lorimer Ltd:
Tel: Q208 656 hE25

PURLEY, JH Lorimer Ltd:
Tel: 6107 360 9776
REDHILL, Gamers Guild:
Tol: 01737 7592
REJGJ\TE !‘hL Toy Shop:
Tely G172
WALYONONWMES Trechouse Toys:

Tuh 01932 257 272




RRESIE e e R L R

GW BRIGHTON:

Lt 3, Nile Pavilioa, SN1 1HW
Yol 4127 428 3339

GW CRAWLEY:

11 Eroathvay, RHEE 10%

Tel- 0139 455 0

GW EASTEBOLURNE:

13 Terminu Resaf, THEE 300

Tel; 0132 364 1423

BOGNOR REGIS, Trains Models and

Habbies:

Tok 01243 864 727

BURGESS HILL, Kid's Stuff:

BTel 0 i43 257 720

CHICHESTER, Chichester Toys:

Tel: (1241 708 055

CRAWLEY, HobbyCrait:

Tef: UB45 051 6552

EASTBOURNE, Phantasia:

Tik: 01523 723 380

EAST GRINSTEAD, Martells of Sutton
Fel: 342 3213683

EAST GRINSTEAD, Ready To Run todels
Tel: G71342 300 417

HAYWARD'S HEATH, Clarkes:

Tel: 01444 357351

Kids Toy Shop:
Tel: 11322 490 Dsm N/
ST LEONARDS ON SEA, Silverhill
Madels and Toys
Tek: 01424 431 133
STEYNING, Gentle Gallery:
Tek L5001 512 933
UCKFIELD, Ki
Tol: (11525 766 398
WORTHING, KC's Games Shop:
Tel: 01900 237 13

» GW NEWCASTLE (Central):

Lindt i, Nenepate Shopping Centrs, NET GRE
Ted 101 2522470

GW METRO {Metro Centre):

Fineir, The Atcaide: (neas the
M i Villaigel, WETT 1

GA ESH{AD Hobh}'Craﬂ
el 0T da2 T4H)

s Stuii:

Tél: G971 325100

NORTH SHIELDS, SR Gladston & Son:
Fel: 11912 570335

SUNDERLAND, Toy and Comparter Store;
Tok: @191 565 5156

WHITLEY BAY, Alan's Model Shop:
Tok: 01971 255 _lhn?

WHITLEY BAY, T&G Allan:

Tel: 11912 531 G

GW COVENTRY:
Urait 49, Upper Level, Cathelval Lanes

GW LEAMINGTON SPA;

1 Regeat Street, CVI2 SHG

1ol 01926 05571

BEDWORTH, Railway & Modellers
Junction:

Tel: 62476 316 205

COVENTRY, Hobbycraft

ek 62476 204 5

KENILWORTH Abacraft Arts &
Pictures:

Tei: AN926 511 294

RUGEY, Ialo Ra'lwoys & Models:
Tel: 01780 56

STRATFORD- UPON-AVON Much
ado abaut toys:

Ted: 01789 295 50

Gw iALFSS URY

MAI.M.ESBUR? 5PS Malmesbury:
Tl 16l 124440
MARLBOROUGH, H Duck:
Tel: (1671 512170

MELKSHAM, The Toyshop:

Tel: 01225 08 415,

SWINDON, HobbyCrait:

T 0845 051 6551

SWINDON, Spot On Models:
Tel: (9793 522 (19
SWINDON, SP5 Swindon:

Ted: 017801 A& 1 452
TROWBRIDGE, The Toy Shop:
Tel-01 225 768 #15

* GW WODRCESTER:

19 Eychpade AL Cathedral Ploza, WRT 205
Tel 0780 567 )7

DROITWICH, Look-rite Ltd T/A
Toyworld

Tel: 01905 772 403

EVESHAM, Battle Honours UK:

Tel: 0138 £45 875

REDIITCH, Hoggosaurus Toymaster:
Fel: D157 765 (42

STOURPORT ON SEVERN, TP
Activity Toys:

Tek 01289572 S04

GW BRADFORD:

o P iadilly, Bradfed, B0 W
Tl 27 473 991

Cw DONCASTER:

skrant, vacaer, DN G
212 0545

GW HARROGATE:

51 Saation Parade, GE ITT

Tel 0142 )56 ait0

GW HULL:

B0 Farsgon Sireet, ILH GND

Tel: D748 238 %570

GW LEEDS:

FEA Laredy Eane, L5100

Febi 0113 242 M

GW SHEFFIELD (Centrali:

i2rwilkam Gate. 51 4|H

Feli (114 355 U114

GW SHEFFIELD (Meadowhall

Centre):

Linst 81, High Siriet, Uppor Mall it 1o

enfrance hear Bogtl, 59 16N

Tol: 1 L ThTS

» GW WAKEFIELD:

% Kirkgate, the Ridings Centes, WET 178

Tel] a0 436 9431

GW YORK:

13A Lindal, YO B

T 0140 Eh2 BT

BARNSLEY, Janco Toys:

Tel: 01206 L0863

REVERLEY, Mayfa{r Toymaster:

Tel: (482 442 77

BIHDLINGTDN Croppers:

Tel: 01262 677 727

HALIFAX, Halifax Modellers Waorld:

Tel: 01422 39 157

HALIFAX, Magazine World:

Tel: (1 4143 330 547

HUDDERSFIELD, Games Emporium:

Ted: 0184 532 630

HUDDERSFIELD, Something Wicked:

Tek: 01484 559 226

KEIGHLEY, Conways Toymasler

LEEDS, Hobby{raﬁ,:’g e

Tel: 113 309 330

NORTHALLERTON, T & FM Grover Ltd:

Tel: 01604 773 335

OTLEY, Conways Toymaster:

Tel: ow-i_l 42 ﬂf.!s m

PICKERING, Puffers of Pickering:

Tels 01757 472 762

POCKLINGTON, Chylds Play:

Tel: 11759 20 031

SCARBOROUCH, Games Centre 2:
44

Tel: 1723 30
Vol 8456 447 113
Al Sports and Toys:

s D757 705 115
SHEFFIELD, Wargames Fmporium:
Tel: (1742 753 826
SHEFFIELD, Wargames Emporium
Gaming Centre:
el U114 SEHHET
WAKEFIELD, Model and Craft Centre:
Tel: 01924 174 057
WHITBY, John Anderson - Toymaster:
Tel: 1847 602 213
WHITBY, Models and Movie Props Ltd:
Tel: 07073 340342
YORK, Fenwicks:
Teb: 01904 £13322

GW CARDIFF:
ﬂ Hrﬁ Sirest, CF18 TPU

2163315
(.W SWANSEA

Eﬂs&wfﬂej
mﬁﬁiaiﬂ: (1%
ABERGAVENNY, Richards ni
Tel: 07873 A52 i
ABERYSTWYTH, Albatross:
Tel: 07570 617 836

BRECON, | C!arl( Toys & Giits:
Tel: 11074 & JJA 5

BRIDGEND, Joust for Fun:
Tel: 916506 7||7 Lt
CARMARTHEN, Good News:
Tel: 01267 137 789
CARMAR\'HEN Hardings:

Ted: 01367 24
CHEPSTOW, Arllsts Corner:

Tel: (1297 627 393

DOLGELLAU, Waterloo:

Tel: 134T 425 407

LANDRINDOD WELLS, Corven Arts:
Tel: 0H700 463 904

LLANTWIT MA}{)R, Rainbow Plaza:
Tel: (71446 794 11

MILFORD HAVEN, Faster Powell Ltd:

Tel: 01646 &97 111
NEWPORT, HobbyCraft:
7{| 45 051 n;-ﬂ}

L
PEMBRQKE, Dragon Alley:
Tel: 01646 621 356
SWANSEA, Comix Sho,
Tel: 01 72 a;) "y e
SWANSEA. West Coast Games Lid:

ENBY, Clarice Toys:
Tel: 1554 543 991

* GW ABERDEEN:

Uit 1, 12414 Uprper Eirkpate, ARID 1BA
Ted: G1ED 404 2709

GW AYR:

10 Aoy Aall. KAT F303

Tek 0428 Jo% 0671

GW BRAEHEAD:

115 Brachead Shibpplng Contre, Kings bdh.
Ruol, G ABN:

Tel:Q1&T 205 %340

GW DUNDEE:

130 Compmerilal Streel, DD 24§

Tk 1IN 220 2582 <

GW EDINBLIRGH:

130 Hligh Stavet, EH 105

Vel: (00 2280 6540

GW FALKIRK:

13 Care Wiymal, FRT-1PL

Toli 0727 412 4553

= GW GLASGOW:

81 Uericon Rlrwet, €1 100%

el G140 22§ 157

GW LIVINGSTON:

2 Mmanebezie Contre. ERSS GNH

Tek: 01506 431250

ARBROATH, Hags:

Tek 0124 B72195

HORY, Toy and Gift Shop:
a5 Fh

CIHEFF, Happy Craft Company:

CUPAII, 'IIE Nappy Pin:

Tel: 11337 653 1600

DINGWALL, Sports and Model Shop:
Tel: 08345 BRZ 344

DUNFERMLINE, Abbey Models:
Tel: 01363 758 116

DUMFRIES, Toytown:

Tol: D167 26dtind

EAST KILBRIDE, DTS Models:

Tek: (14535 204 555

EDINBURGH, Marionville Models:
113 177 010

A ]n er ‘s Toymaster:

FORT W LI:AM The Granite House:
Tel: 0 797 7013 51

F ERBURGH, Stevens

Tel; 09358 724055

GALASHIELS, Books Pluis:

Yokt 01H95 Z32643

GLASGOW, Static Games:

Tel; 0537 552 9785

HADDINGTON, Model Mania:

Tel: 0620 B2%31

INVERNESS, Junners Toymaster:

Ted: 0148 154 214

ISLE OF LEWIS, A D MacDonaid and Son:
Ted 0851 705 f30

KILMARNOCK, Scotch Corner:

e ane Chest:

Til: G1577 W62 516

KIRKCALDY, The Hope Chest:

Tal: 07307 260 115

NORTH BERWICK, Laws Cycles:

Tel: 01820 130 643

‘ORKNEY, Mclennan-Toymaster:

Telrh 1856 077 78

PERTH, M Fal:! Models:

Yol g

PETERHEAD Gmrge Donald Ltd:
475

SHETI.AND Harrys Dept Store:
Tel: 31595 691057

THURSO, Durrans:

Tel: 1337 353 164

TURRIFF, E Rae and Son:

Tel: (AR 562 610

WHITEHILLS, Kraft Kabin:

Tel; 01267 BH1T53

GW BELFAS
2k Caistlee Cowrt; BT1 100 {rowanh the back
of the centre Tl 250 (R334
BAI.LYMENA Camerons:
it 51, Car Anlrim
1. 25645821
RANBRDGE Toymaster Banbridge:
Tel: 02440622225
BANGOR, Iteplay Games:

h St Ca Diow

n-l, B 'Il-‘.wz 19

COLERAINE, Toymaster Coleraine:
7-11 Church Strget

Tel: D2B-70a44444

ENNISKILIEN Modellers Comer:

INTERNATIONAL
RCCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play
Tl 050 54 51 i)
AARSCHOT, Conect'r
Tehiplt B30
ARIWEREEN, Geltie Crse.
SOAHT 6T
DEN{!EI!MOND‘E. T'p Top Moens
TS E 21 47
GENI_' Lnnd & Spelen.
7

I.EUVEN ?he Dll:eponl

Teli01629 49

OOSTENDE,

TelpUsi st 8250

ROESELARE, Bladi Ecrder

Teliaa1 1082 30

AALST, Hermelijn

Teli o5 41 48 66

ANI’WERPEN, Red Dragon Games:
Tel V32 3F 7161

ASTENE, Mi |at||ufaufn s Eeckhout
1 0L 24 17

NKENBERGE De Speelthoek
150 8T 4y T

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
1) Irabitites Gaming Room Facilities,

lfecs 2 halisy gaming anpalating sindte.
NE ELITE STORE.

NE PARTNER STORE

Srnchymast ol the Games Workehap rangs.

INDEPENDENT STOCKIST
Official sallers of Games Workshog products.*

NEW STORE OPENING
it v Sliires anad kst

Stk ibe cotnplede Eamed Workihop range aml o7fers istredictony jEming and paintinyg lesons

* T b sure thoy have what you want in stack, we recommend calling the store fiisl

BRUGGE, Modelbouwcenter
West-Viaanderen

Tel: (15024 20 71

BIIUSSIEI. ln!erloys Anderlecht

GENT Jntertuys Genl

Tel: 043 24 47

GENT, Rcd Dragnn Games

Tel: (32317161

HALLE, Mushm‘s Playground

Tel; 02301 55 &

HALLE, Tnp‘l Toys

Tel: 623 56 01

HASSELT, D- Sux

Tel: 01132 6355

IXELI.ES, Inlerloys Ixelles
Telr 025

KO I!III(, Baba Yaga

Tely 056 47 85 65
KORTRIJK, Albion

Tel sk 5243 00

MEERPELT, ‘t Spt!imhu:s
Tele 17 74 49 7

OOSTENDE, 'I‘|mn|s

Tel: 139 0 44 3

OVERIJSE, Intertoys Overijse
el 026 7 42 53

5T NIKLAAS, HQ

Tel 0406 20 51 311

TOURNAIL Inlerlnys Tournai
Tel: f59 71 42 33

SOFIA, Magic Worlds
Teld: 353 2 98 6054

SO A, Moria

Tok: 36D 2 54§50

SHANGHAI, Zark

Tel: Bt (21) 57631665
SHANGHAL, Zhanchui Store
Tel: 86 21 SE160800

OSIEK, Land of Magic
Tel: 305 31 073 794
OSYEK; Land of Magic
Teli 365 31 468 412
RIJEKA, Game Master
Tel: 185 51 371 308

SPLIT, Land of Magic
Teh 385 21452243
VARAZDIN, Land of Magic
Tels V&5 42200161
ZAGREB Land of Magic
Tebt Ty

ZA EB Land of Magic
Tel: 30534923917

CYPRUS

NICOSIA, ANT Comics
Tl FF.U2 5

Tel: 0 35 7124 SEOTT
PAPHOS, Cyprus Crusade

Tol: (0 357 97539072

CIECH-REPUBLIC

BRNO, Cerny Rylir

Tel: v230541 273060

CESKE BUDEJOVICE, Chaotit

Tel: HLIDROLERSTSE

HARADEC KRALOVE, Kniltkupectvi
Valhalla

Tal: 52200

O&TRJWJ\. Maln: (knihkupectvi)
Tel: 20774 414 1124
PRAHA, Osri Doupe

\'qu| 4 4f528, I'nm 1, 19000
F4BI4gT1
PIIAHA, Cerny Rytir
1L LEFTAA6T

PRAHA, Cerny I!yt:r
Tel: +4 2020211245
WSETIN, Alianils
Tel: +42057141 1697

GW KGBENHAYN
Feetlerihabyirgsste SEL. 1364,
Tel-13 12 3217

AALBORG, Dragons Lair
Tel: 08 13 15 10

AARHUS C, Draguns Lair
Tl T 1900 60

HILLER®D, Hobby & Fritid
TolAB 2520 z

K@BENHAVN K; Faraos Cig}nrer
Tl 33 52 22 11
KEBENHAVN N\"

Arena Ifsbenhavn

Tel: A8 335700

NAESTVED, Arena Na!f-ved

Teki 55 54 &7 {0F

ODENSE C, Dragons Lair

Tkt 65 107 01

ROSIGI.DE Fanaln: Ruskll:le
Ted: 46 36 35 ol

LYNGBY, Faros Cigarer

Tel: 32 1423

HELSINGEIR, Hol Fritid
bl bhy og Fritd
HERNING, Farges Ka?l:ler
Fek: 1S X0 TR GF
VORDINGBORG,

Legekaden \’hrdmghorg
Telz55:33-04 31

AABENRA, Legekieden Aabenrd
Tel: 74 62 24155

AALBORG,

Aalborg Hobby Service

Fel: 9B 12 13 15

AALRORG, Bog & idé Aalborg
Tel: %8 11 66 11

AALBORG 5V, B.O. Beger Aalborg
Tel: 527915 45

AARHUS C, Goblin Gate

Tel: 861943 1

AARS, Ting og sager

Tel: 95 67 43 52

ASN/ES, Bog & Ide Asnas

Tol: 5965 00 14

ESBJERG, Bunkeren

Tel: 75 1811 9%

ESBJERG, Adventure Corner
Ted: 35 1111 56

ESBJERG, B.O. Bager Eshjerg
Tek: 75 1211 77

EPERGIRDE,

B.O

FREDEI!I!CI.'\. Bog & Ide Fredericia

Tel: Fo 24 59 6%

FREDERIKSBERG,
I.e{gekade rederiksherg
Tel: 3819

FIIE_DEIIIKSSU.*:]D, i
Legekaden Frederikssu

Tel: 4% 30 3959

GILLELEJE, Lillys Legetoj

Tel: 40 30 30

GORLEY, SpareNme

Tel- 50,85 4083

GRENA, Bog & idé Grend
Tel: fi6 32 1433

GREVE, B D Bager Hundige

HEI.SIN('»E " 0. Bager Helsinge
Tk 4875 40 111

HERNING, Buddy Legetaj

Tel: 47 22 05 52

ERGD, Legekeden Hillerad
Telz 4B 241 BT

H]ﬂRR!NG, Hinmng Haobby
Tek: 30 68 40 3

HDLB.‘E’K, Storlcfelt Bog & idé

HCILTE I.egeis]sbutlklmn
Tob 45 4617

HORSENS, I.egekmien Horsens
Fel: 7551 k031

HERSHOLM, GAD Harsholm
Tel: 45 36 04 (0

HUMLEBEK, Rodes.

Tel: 4919 12 20

KALUNDBORG,

Koch's Bager & Papir

Tel: 59 51,00 54

I(,IElLERUP, Ide & Habhy

Tel; 85 B4 11 25

K@BENHAVN K, Farvlasl:

Tel: 33 93 85 48

ING, B.O. Bager Kolding
1 3834

Teli 56 b3-07.04
LYNGBY, B.O. Bager Lynghy
Vel: 45 47 04 33

NYKE@BING F, Hundehuset

Tel: 54 66 06 46
NYK@ZBING M, Morsa Boghandel
Teki 97 72.07 10

ODDER, Le7gekaaden Odder

Telz 86 54 42 76

ODENSE 58,

B.O. ﬂsger Rnsengérdscmtm

Tel: 6 159

IIANDERS Bog & Ide Randers

Fel: 86 &3 06 10

RANDERS Byrge Sarensen Hobby
Tol: 06 42 50 14

RANDERS, Randers Hobby Import
Tel: &6 4339 13

www.games-workshop.co.uk/storefinder 125
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RINGK@BING, Buddy Legetaj
'_f(- X2 l:‘ﬂ 1y R . .
SSTED, Bog & lde Ringsted

ST R B

mm:STEJ:r, Buddv Legmu

RDSK:I.DE, Onskeleg
T g 51

ROSKILDE B.0. Ros torv
Tirl: 4545 34

SKAGEN, legzkazden skagen

'SK!\NDfRSOR.C
Schmidt Bog & idé

SKJVE,I}ydsk Boghandel

Tel: 47 5135 99
SLAGELSE I._J!lilntfen

WENDEORG,
r Svendborg
B2 1722090
UP, Gmbmgsbn’ger

i1

Budd Leget

Tel: b7 110 Sioagh N
VEJLE, B.O. Beger Vejle
Teel: 75 02 05 &

VIBORG, Batde Bunker
Tel: B A 17 40

GW BLANCHARDSTOWN

Linls 2404, Blanchandstonn thopping Centre,

Dyl Tebr 017 BZE 3060
GW DUBLIN .
Unniet-3, Lowge Liffry Strovk
Tl 09 7T 58

E&AIJN&, Wnr'ld'of Wonder Balina

ELAC
Waorld of \-'i'\!»der Blackpool
Tel: 1214 211 44
BLACKROCK
“Art u.bb}- Blackrock
Tok: U7 ’?1 2394
< CLONMEL, Toymaster Hogans
Trls 052 34573
‘CORK, Other Realms
Telt 027 4275508
CORK, World of Wonder
Tel: I 4270445
DOUGLAS,
“Artand | Hobby Douglas
Tel 020 435 1580
DROGHEDA,
Art and rtobby Drogheda
Tel: 41987 3270
DUBLIN,
Art and Hobby Jervis Centre
Tel: 016 743 312
DUBLIN, T™M Banba Dublin
i<l:07 872 7100
DUN EAGGHAIRE,
Toymaster Banba Dun Laaghaire
Toli 112 84011
DUN LAOGHAIRE,
‘Art and Hobby Dun Laoghaire
Tedl: DVRRIS04T
DUNDALK Pick n Save
932 7356
DLII\DRUM
Artand Hohby Dundrum
Tel: 072962444
DUNGARVAN,
Toymaster Murphys
Telt U35 41376
NIS, World of Wonder Ennis
5 Bk 8657
Ei SGORTHY,
Toymaster Play and Learn
Tl 051 2488
GA.LWA\" Camers Realm

K!I. NN To}'masterCmﬂys
T 056 51030

KILKEN'NY Arl and Hobby

UMERICK A.rl‘ and Hobby

Tel: (i H‘J“S

LAOIS, Grahams Toymaster
Tel: db57 A2 1041

LIMERICK, Art'and Hobby

Tels 061 JUTHY

- MACROOM, Te ter M:
Tel: 026 42497 SRR A

NAAS Art-and Hobby Naas
I 045 574822
NA\"AN Game Bandits
Tol: 036 ‘ﬂ}? 5049
NEWBRIDGE,
Warld of Wandér Newbridge
Ted: 045 147265
SANTRY, Art a«d Huobby Saritry
Feit 0T F62 450

- SLIGO, The mr Rule

Tel: B4 479303571

ST STEPHENS GREEN,

.ﬂcﬂ and Hobby Stephens Green
147126

ST LORGAN,

Toymaster Nimble Fingers

Tel: 0 ZROG7EE

TULLAMURE, Toymaster Robbins
wa‘rtam&u The Hobby Shap
31 E

WATERFORD Tall Tales Baokshop
Tel: OG1.023

WEKFORD

Toymaster Play and Learn

3 23788

wixFDltD WGW New Ross

Tel 05T 420473

WICKLOW, Toymaster Hophins
Tel: 081} 267325

WILTON, Art and Hobby Wilton

Walton, Tel: 021 434

FRLKLANDS
STANLEY, Falkland Callectibles
Tel: D051 174

FINLAND

GW HELSINKL
Sengakatu i, di104,

Fa»tasuagellt Kuapio

Tk QY7 A AR

l.app,eemanh

1+hn: ARLETE

'FORSSA, Fun Stuff & Cards

Tel: 03 415 6335
HAMEENLINNA, Lelushoppi
Tel: 03 682 5550
HEINOLA, Talousmuov: ja lelu
Tel: 03 715 3405
HYVINKAA, Royal Toys
Tef: 010 43 9370
TISALMI, Taikatalo

17 82 6358

el 07 431 9355

JAKOBSTAD, Toys  Fun

016 743 28RO

]AMSA, Jaakko Saari

Tel: D14 7497215

JARVENPAA,
Askartelutarvikeliike Taitaville
Tek: 650 415 3760

KERAVA, Antikvariaatti Kersa
Tel: 0% 294 2210

KOTKA, fagle Card

Telfr 2l sz

KUUSANKOSKL, Kirja Savinen
Tl 05374 8251
LAPPEENRANTA,
Antikyariaatti Suma

Tel: 65 34T

LAPPEENRANTA,

- Antikyari atli Suma

? mr\rshm Papadu

Tel 019 648 1811
MIKKEL, Muppela

T Tek 15 3616710

Do you want to hecome an

INDEPENDENT STOGKIST?

- ATHENS,
Tok: o 1

PCIRI Porini Piﬂms
2.6

Tel. 624632 6651

RAAHE,

Raahen Astartelu ia Papen
b 08 223 64125

RALIMA,

Wanhan Rauman POP-peh
Ted 12 123 4E40

ROVANIEMI, Lngacel:ter Jissi
Tek: 016 356 074

SM_O Salon Harraste

i 034
SM-'ONI.INNA
Sawnhrmaﬂ Antrkvanaaltu

7
VAASA, Nirunaru
Tel: 06 392 7UEaT
VAIKEAKOSKI, Koskiviide
Tel 0] 54 7917
VEHMAA, Vanha Kaarti
Tl (50 07 a0

ATHENS, Action Hobhies
Tek 00390 250 6554575
ATHENS, Fdntasv Shup Pegisteri
Tel: 0630 21
ATHENS, F:mlasy Slmp Halandri
Tedr (H330 290 897390
»\THEI\S Fantasy §

Tek: B0 210 '!"313’ hop
ATHENS, Fantas Shop: Ag. Paraskevi

10 210 G

asy Slmp Pagrati

NS, Fam.lsy Shop‘ Kifisia

0 210 B16047

ATHENS, Fantasy Shap Peiraias
Teli 0930 210 4135757

ATHENS, Fantasy Shop: Exarcheia
Tak: 0030210 T21£27

i
ATHENS Kaissa Gsyladas
Tk 44 20 A 157
ATHENS, Kaissa Halandriou
Tk gnia _;n GHaRan

ATHENS, Karssa Kdﬂldmmlﬂu
Tol: DI20-110 3

" ATHENS, K saMonokems
13

Ted: 0110 240, i
sa eis Filadelfias

A s Smirnis
Tel: 0 50 210 5617940

ATHENS, Kaissa Pagratiou

Tel: 00 30 290 7218 318
-ATHENS, Strategy Hall

Tel: 00 3025041 15757

CHANIA, Kaissa Chanion

Tals 134 2621088995

‘CRETE, Fantasy Shop: Herakleion
Tl 034 7860 301312

HALKIDA, CD Corner

Teki (0030 2221 057315

'KALLITHEA, Fantasy “Shop Kallithea
Tel: DG 210 950 2922

LARISA, Kaissa Larisas

T (030 24TEETHINS

'MAROUSI, Battle Bunker

Tel: 0638 2HIZS28TT6
NAFPLIO, Mi

Tel: 4} 30 27

PATnAs Kaissa Patras

Tek o430 1..1t 25632

p ISTERIO, Kaissa Peristericu
Ve 0030 TIRF7RLTIF
Prlh‘.us, D

THESEALDNHU Kaissa Thessalonikis
Yel: 00 1) 2310 257 307
THESSALONIKI, underworlr.l’
Tel: R0 2330 2401 4
\"CH..OS Fantasy Shop

L o0

1024210 2A702

Iﬂlﬂi KONG

HONG KONG Fun Atelier
Tel: 18521 2866-387

HONGARY
BUDAPEST, Silverfand
Tl 036 12 504157

Games Workshop is the largest and the most successfu tabletop

fantasy and futuristic battlegames company

the waorl

‘more information on how to become an Independent.Stockist,

our dedh:atéd website:

ur dedicated specialists on 08700 134411 or visit

www.games-workshop.co.uk/independenistockists

126 WHITE DWARF FRONTLINE

BUDAPEST, Trollbarlang

Tekr 00 W61, 1213
BUDAPEST, Tro
Tel: 3014 1 145 4e4
MISKOLC, Deron

Ted; 803G 46 411528

SZEKESFEHERVAR Legendak Csarnoka

Tuk: (03670

SZEGED, Cs ﬁ

Tel: 0036 10 157151 I‘;eg

xPrKuwn, MNexus

!_A‘:(QARTA BAI?.AT ‘Comics N'Games
& 556- 1

arlang Buda

EI.ATAN Fantasy N Games

‘SURABAYA, Fantasy N Games
Tels 031-64F 51143

‘SURABAYA, Fantasy N Games
Tel: 0F1-700- 2475

ISRAEL

HAIEA, Kitaro

Telr 01972 4n503232

HERZLIA, Freak

T 0092 SUENG0TT

RAMAT HASHARON, Tapuah

Tel: (0972 454047713

RAMAT HASHARON, Tapuah Fantasy

Sokobyy 30

TEL AVIY, Freak
Tal: D0UF2Z 169 ﬁIl‘l'_'.';
TEL AV 1

Tel: D572 ]f J‘-JZMI

KOTA KfNa\BN.U S:Ihah Just Whrgamn-
Tok 6113 745 5260

EA MPLIR, Comics Mart

ML

KUALA LUMPLIR, MySciFifan Quipost
Tels 163 076 -952 1505 ?SL an o
PENANAL
Tol: 04 - 225 2508

:’EITALING JAYA, Wolf's Game Shop
e]: BT 595052

PETALING J4 EASehngu;. The Games Circle
Teli 6 D16 - 451 0050

Sl'iﬁiH ALAM, SELANGOR, Dakka
Dalika Games.

Tek: 017 297 0525

KINGDOM OF BAHRAIN

I5A T?EWM Carousel World oil

Feliunaz) s 3eg

MALTA,. K Hobbi.es itd
3

Tel: 0lk355 33 4954

TIIE NETHERLANDS

GW AMSTERDAM
X1,

DAM
s Eicnharmevalaletiati 452, i1 K% Tall

010 280 26 v
ﬁrnhem

DEN BOSCH, |
Fedi Al T e

ZIWOLLE,
P B AT B3,

Bookers & Strlppers

ERMEER,
Tl D70-318 NG ;
ALMELD, samberg Modefbouw
Teli 054 641 2

ALPHEN AAN DEN RIJN,
I'Dp l Tuys Arl’e v Panie

AMSTEL\'FEN
Dre s Grc_»ot Tﬂ}‘S‘]Jl!(‘lB] Store

AM'ETEI.VEEN Het Ganzenbord
Tel; 021 641 2552
ﬁPELD()()RN Vreemde Zaar
Tel: 037551 1565

APELDOORN,

Top 1 Toys — De Kinderdroom
T 438 5YEI0YE

Tel: 076 :[ﬂl Ao

BREDA, De Dobbelsteen

Tel: 67h -iM"EiI

BUSSUM, Bakx Modeltreinen
Tuk: 035 697 8410

DELFT, Top 1 Toys Speldorado
Tel: 115113 4516

DEN BGSEH, Gameforce Den Bosch
Tek: 675 7505803

DEN HMG, EIf Fantasy Shop
37

DEVE'-JTER,I Knibbel Comics
Tel: U57 06T BRTY

DORDRECHT

Hnbb Modelfmuw Dordrecht

c:ogmcnm,
I\elten Modelbouw
018367 B0,
COUD&. Interloys v/d Wal
Tel: U¥EET 335
GOUDA, The Movie Store
Teli 016 257 2550
GRONENGEN, Wirwar
: 050 374 AL
HARDERWI]K
Top 1 Toys Volgers Spel & Hobhy
Tel; 0341 4712985
HEERENVEEN,
Top T Toys Voigm Spel & Hobby
Tol: 4513 AZ#81
HENGELQ,
le_kev van Wezel
rann

Hel Gele Teken

Tel: 022 431 8623
LEE] U\‘\l'.‘\ll[’.'Er%.'l

MAASTRICHT, Hounjet

S
NUENEN Sdlellens Speelgoed
Tel: 40 0% 290
l(-)t;'la; Es-nzusn[mi), Mourits Model-

Tul: 0o6 52 140

PANNINGEN,

Top 1 Toys Marc Janssen

TeloG77 434506

ROERMOND,

Blaemboetiek Hermicn

Tel: 47 531 Gl

ROOSENDAAL, Top 1 Toys Jadin
Tel: 0163 55 796

RO'I'I’E’RDM Freetime Warrior
Tel: 910 2709211

SCHIEDAM, BYS

Fel: G10 473 4755

CHI!NDH. 'I‘op 1 Toys Annigk

Tels ¥ ST

Ted; D4 4513084
SLLIS, Tnp‘l 'Io'ys E. v/d Vijver
Tel: 011 7 140

'GUEST Top l Tovs Svest
wuxFNissa Lo of Magic

Tel: @181 & T
TERVEEN, Spiritvault
To1088

o
T1EI. Goblincave
Tels 044 654 65y

U'TRECHT Subcultun:s

Teh 43 2311122

UTRECHT, EIf Fantasy Shop
el 038 281 F157

UTRFCHT, Never Never Land
. )

/ Y, E Ee Hobbyspeclaakaak
5 0478 S14854
WASSENAAR, Top 1 Tays
Kouwenhaven

Tel: 070571 0211
-WIINTERS\':IJK Tnp 1 Toys

.zw0LiE Boehenhafle




KRISTIANSAND, Hvbbymt
Tl A 053 1 "

.RLESIJND Kremmerhuset
Teb: 70 14 37740

Norli Arenasenter
54

. Ri
el 5592 2650
B RKLANGEN FX Hobby

0
BJ’ERUMG VERK, Nuki leker
Fol: 6713 13 10
DOKKA, Yes vi leker Dokka
Telat 11 209
DRAMMEN, Kreativ
Tod: 32 61 39 0
FAGERNES, Lekesenteret
Tel: 6136 06 92
FAUSKE, Ringo Smart
Tel: 75 64 60 21
FLISA, Ringo Bamsefar
Tel: 62 45 82 50
FORDE, Ringo Leikehuset
Tel: 57 82 01 02
FREDRIKSTAD, Leketorvet
Tol: 69 51 56 3
G@VIK, Ringo Leke-Olsen
Tel: 61 100 12 10
HAMAR, Lekehuset Maxi
Ted: 6253 35 08
HARSTAD, Sm&ﬂ og Ritt
Tol: 77,06 57 7
HAUGESUND Norli Haugesund
Tek 52 721333
HITRA, Ringo Hitra
Tel: 72 44 12 45
KONGSBERG,
ngn Rul[ Lla.ne AS

Tl
KONGS\"INGS_R
Ringo Gigata Leker
Tel: 2 81 76 11
KRAGERG, Brio Karis Hobby
Tel: 35 1004 84
KRISTIANSAND,
Outland Kristiansand
Tel; 3004 54 20
KIIUKSTADELVA, Helmax Leker
Tél 387 49 10
LANC-ESUI\D i
Ringo Tarangers Eftf.Per
kb
LARVIK, Ringo Sokrates
Tel: 33 1sa-,1
Mﬁ IRA
§o I.ekelun:mo! Mo

|v|
MOLDE, Yes vi leker Leke Jornet
Tel: 71 '1
M(}S]GEN Huhbysznl.ml
Tl 7517 01 70
MOSS, Bno Frisml’eldt
el 691
M\"SEN Bno Saker og Ting
Tel: 65 85 01
NARVIK, I!mgu Barnas Verden
Tel: 7694 65 05
NESBRU, ngo Holmensentret
Tel: 66 77 831

0, Brio CC Vest
Tk T3 1777
0sL0,
Brio Notabene Lambertseter
Tel: 27 28 05 51
OSI.D, Outland Paleet

3233 04 10
SANDNES O Saeland

51766 15 0%
SAND\«’J KA, Hobby Larsen
Yek: 57 54 01 b7
SKl, Brio Titt-lnn
Tel: b4 53 77 77
SKIEN, Sokratis Hobby Garden
T 35 53 07 b
SOLA, ngo Sola Gaver og Leker
Ted: 51 65 17 6
SONGDAL,
lt Sngndal' Glasmagasin
57 16 80
SOB.TU\ND, Ringo Bamse Leker
Tel: 76113374
SPIKKESTAD, Trollmannen Leker
Tel: 47 26 51 19
STAVAMGER, Outland Stavanger
Tek: 5193 80 10
STAVANGER, Veslefrikk
Tel: 57 85 5292
STOKMARKNES,
Stokmarknes Aktietrykkeri
Tel 7611 77 50
S‘l'l(l(l.\’\"EN ﬁmgo Blindheim
Tel: 7026 11 2
TﬁNSBEItG, Gledesllnset
Tel: 92 25 47
TRUMSQ
Tromses Brl.ﬂ(lbnkhnnﬁel
Tel: 77 18 69 74
TRONDHEIM,
Outland Trondheim
TH: 73 5205 45
TRONDHEIM, Tronderfrim
Vel: 73 52 08 40

MSET, Ringo Tynset Bokhandel

Tel: 62 4 o0 340
VADSE, Brio Vadse
Tel: 7 ud 2229

GW GOTEBORG
Updiisingealen 52, 411 07,
Tl 030, TA550
GW STOCKHOLM
Regorifigatans 10, 11151,
T !a L4
Hobbyshapen -
m «umz&:! T
STAD, Spel och F‘arniasl

el 054 151670

NORRKOPING, Lekhuset
Teli OE{TRTO0

Tal Mmm
STOCKHOLM, Dragons Lair
Yol G 6 50,

TOCKHOLM,
Sclence F minn Bokhandeln
Feliaianazy

AIWIK..\. Perry Data
Tel: USTNTIERY
Asarum; LEK & FRITID
Tel: 045432906
AVESTA, Vega Video
Tel: 022680073
BORAS, Hobhex
Tel: 433410350
BROMMA, Baink!
Tel: OB 26 ’\UU-’]
DALARQ, Butiken Svanen
Tok: 0709625205
ENKOPING, Nallens Leksaker
Tel: 0171 37750
ESKILSTUNA, Barnens Hus
Ted; 16481134
ESKILSTUNA, Lasses Leksaker
Tel: A¥A130333
FALKENBERG, Brio
Tel: 346 807 61
FALUN, Tv-spelsbiirsen
Tel: 027775
FAII]ESTADEN Leksaksmagasinet
Tel: 485145
GA:_LIW\RE Brio
Tol: (H7BERTO2
GOTEBORG, Wizard Games
Tol: 031826757
GISLAVED, Erio
Tel: 137170733
HALMSTAD, Brio
Tel: 635159175
HAPARANDA, Barnens Hus
Tel: 09 42 36,600
HELSINGBORG,
Spel P4 Kullagatan
Tel: 042 121091
HUDIKSVALL, Albins Leksaker
Tel: 0550595082
JONKOPING, Play Planet
r«l 06122834
KALMAR, Kalmar Lek & Hobby
Tel: 148024717
KALMAR, Ojtoy
Tei: 148022002
KARLSHAMN, Brio
Tel: 645410381
KARLSKOGA, Leklidan
Tel: 0158639333
KARLSKRONA, Brio
Tel: 043524002
KARLSKRONA, Fact & Fiction
Tel: 045516710
KATRINEHOLM, Brio
Tel: 0150 79720
KIRLINA, Brio
Tel: 196082550
KGPING, MD Hobby
Tek: 076426178
KUNGALV, Lek & Hobhy
Tel: 303135400
KUNGSBACKA, Brio
Tel: 130934136
LAHOLM, Brio
Tel: D4TBTO06S
LIDKOPING, Game Maniacs
Tel: 0705 190274
LINKOPING, Alltilek
Tel: 013141970
LINKOPING, Sagotand
Teh: 013122290
LIUNGBY, Brio
Tel: G37213481
LULEA, Barnens Hus
Tel: 1920220095
LUND, Spel pa Clemenstorget
Tel: -ungsﬁumpa Lo
MALMO, Spel pa Djdknegatan
Tek 440 1304 ik knieg
MORA, Lek & Hobby
Tel: 935071620
NACKA, Amusar
Telr (6840540
NORRKOPING, Hobbyhérnan
Tel: 011162120
NYKOPING, Laka TV-spel
Tel: D155 21060
NYNASHAMN,
Svens Lek Och Hobby
Ted: 08 524 10 997
GREBRO, Brio
Tel: 0196174943
OREBRO, Modellex AB
Tel: 019 611 13 34
ORMINGE, Happies
Tel: 087152501
ORNSKOLDSVIK, Lajbans
Tel: 066081
OSKARSHAMN, Brio
Teh B491 170 bt
OSTERSUND, Hobbyboden
Fel: Dh3511310
PI!'EA Barnens Hus
Tel: 0911719970
SAFFLE, Bergers Lek & Bositiing
Tel: 053310345
SALA, Elons Leksaker
Tel: 022316374
SKOVDE, Partaj
Tel: (151079474

STENUNGSUND, Brio

Teki DHTE0TEE
STOCKHOLM, Arcane

Tel: B7ON594000
STOCKHOLM, Brio

Tel: GO7491 146
STOCKHOLM,

Happies Hammarb'p Sjostad
Telt 0852 24480}
STOCKHOLM, Fidelur

Tol: Q6 5002 6770

AD, Kjells Lek & Hobby
e

STmMSTAD Leksaksbutiken
Tl: G5264033%

SVEDALA, Brio

el Dada00 318

TABY, Hobby & Prylar

Tel; QRS1050425
TOMELILLA, Alfs Leksaker
Tel: llJl'r'HIIIIlBII
TROLLHATTAN, Partaj

Tel: 052679499

TUMBA, Leksakskungen
Tel: LUSIUSHO00

TUMBA, Kom & Lek

Tek: (1453060001 1
UDDEVALLA, Partaj

Tal: G522591 88

UPPLANDS VASBEY,
Barnen Hus

Tel: BBA259940

VALLINGBY, Hobby for Alla
Tel: 070752374

VARBERG, Norrgatans Spel
Tel: 0340678610

VASTERAS, TV-Spelshorsen
Tel: 021 113 0014

VASTERAS, Zetterlunds Erikslund
Tel: 021 104 390

VASTERVIK, Brio

Tel: (49036171

VASTRA FROLUNDR Toys
Tel: 071455401

VETLANDA, Brio

Tel: 130319950

VIMMERBY, Brio Vimmerby
Tel: 0402311118

VISBY, Lekstugan

Tel: 0493215050

YSTAD, Tv Spelshérnan

Tl 01 THEGE0

PHILLIPINES

QUEZON CITY, Neutral Grounds
Tel: 60 11 63 2634 B9AZ

BIALYSTOK, Department Gier
Tel: 0446 637443360

BIELSKO BIALA, Gnom

Tel: 0048 33 8124685
BYDGOSZCZ, Empik DTC
Tk 0-52 324 45 20
B\"DGOSZCZ Empik Galeria
5 346 B 15

NSK, Empik Alfa

Tel: B-58 511 03 66

GDANSK, Iskra

Tel: 0940 8 5201952

GDANSK, Spider Games

Tebi 0048 5855793 313

GDYNIA, Elnpll( Centrum
Tel: 0-58 620 07 73

GDYNIA, Futurex

Tel: 604G 55 7011180

JELENIA, Empik Gdra

Tel: 0-75 7547430

GLIWICE, Game Station

Tel: U044 504 755 194
KATOWICE, Bard Centrum Gier
Tef: 0040 32 2571517

KIELCE, Sklep RPG Gracz

Tel: D043 507073387

KRAKOW, Bard Centrum Gier
Tol: G046 12 6320735

KRAKOW, Empik Galeria

Tel: 012 62986 B0

KRAKOW, FHU Smok

Tel: 448 A4a514851

LODZ, ‘Aik’ Firma Ksiegarska
T 045 42 6398301

LODZ, Empik Manufakiura Empik Mega

Tl 2 A1 12 31

LODZ, Gamelord

Tel: (M)Al 43 5311167

LUBLIN, Balrog

Tel: 0040 602314613

LUBLIN, Empik DTC

Tel: 0-76 844 25 (2

LUBLIN, Krzys

Tel: OIRE B1 3322900

NOWY SACZ, Hobbit

Tel: D048 0 41330612

OPOLE, Hms Il Computers
Teli (0411 77 547413
PILCHOWICE, Imperator FF
Tl +48 322156604

rd Centrum Gier

PQZNﬁN Dnm Gier

Tel: 00 48 b16458300
POZNAN, Skiep Wilczek
Tel; 0044 61 501 652 284
PRUSZCZ GDANSKI, Fenris
Tel: D048 600 S400 065
RZESZOW, Empik Plaza

Tel: 917 840 91 62
SWIEBODZIN, Czempioni
Ted: 48506229357

SECLECIN, Empik Galaxy
Tk 0-971 443 9200

TORUN, Empik Copernicus
Tel ‘lu.fus 4510

TORUN, Sklep Papierniczy
Tel:- D048 56 65275493
WARSZAWA, Cy’fadela

Fel: D4R 22 85547
WARSZAWA, mpik Blue City
Tel: 022 311 75 61
WARSZAWA, Empik Galeria
Mokotow M. e&a

Tel: 932 541 19

)

1*  Hudhcates Taening Room frcilities.

©ffery atubhy gastting avd painring service.
NE ELITE STORE

INEPARTNER STORE

Stincka matt 7l the-Gamie Warkshop nie, -
INDEPENDENT STOCKIST

ORE FINDER

GAMES WORKSHOP HOBBY CENTRE.

Slnhﬂmenmphlecmwwuhnpungﬁmdoﬂm Flory. g g 3 prmtiAg.

{Hficial seliers of Games Workshop pmducts.®

* T b sy they have whar you want in stock; we recammend calling the store fist

WARSZAWA, Empik Nowy Swiat Mega

Tel: 0-12 537 06 50
WARSZAWA, Empik Sadyba Plaza
Tk 022 3700 35 7.2

'WARSZAWA, Faber & Faber 5.
Tl 004122 8491265
WARSZAWA,

Tel: Q048 22 £261707
WARSZAWA, Skelp Maorion

Tel: G085 22 4239120

WARSZAWA, Warsaw Model Centre
Telo (40 L2 B22 46 46

WARSZAWA, Warsaw Model Centre
Tel: 0048 22 611 37 9%

WARSZAWA, Warsaw Model Centre
Tek: G048 22 602 05 071

WROCLAW, Bard Centrum Gier

Tel: 00 4B G1665AI00

WROCLAW, Empik Mega

Tel: 0-71 343 59 90

WROCLAW, Ogryn

Tel: B4t 71 3771873

WROCLAW, Sklep Pracownia
Fantastycena

Tels 498 71354 45 44

ZABRZE, Empik M1

Tel: 0:32: 373 30 40

ZIELONA GORA, Avalon DT Cenltrum

Tel: 0 44 616BSHIN

BUCHAREST, Hobby Games
Tel: 00 40 21 r? 31431

RUSSIA

KRASNODAR, Alegris-Jug (South)
Tel: PIHGU2A 13T

MINSK, Vahhanowch ent

Tel: 0U#029 635021

MINSK, ahw'ﬂch ent

Tek: 08020 6548426

MOSCOW, Alegris

Tel: TOS52TEET LA

MOSCOW, Alegris

Trl: POUGRLRIALY

MOSCOW, Urfin juice

Tel: + PO RIS

NORLISK, Na Styke Mirov

Tel: QOBOZE BEARIZE
NOVOSIBIRSK, lcehummer
Tel: YOUSTOPREGE

SARATOV, Detskiy Mir

Tol: 64 5040

ST PETERSBLIRG, Art-Miniatures
Tel: D041 2 T3THZE

TAMBOV, Hohby and Igrushki
Tel: (475 2728811

SERBIA-MONTENEGRO

BELGRADE, ANET Hohbystore
Tel: 00-381-T1 3412 525
BELGRADE, ANET Hobbystore
Tal: 0 361 11 2652230
BELGRADE, EXIT Hobby store:
Tel: (NI3R1 17 62 7827
BELGRADE, White Dragon.
Tel: 010 321 63027312

NOVI SAD, Dragon

ok 00 341 11 636 24038

MOVI SAD, Valhala

Fol: 0 30721115338
PODGORICA, Neutron Podgorica
Tel: (o0 31 65 060 (165
ZREJANIN, Takeda

Tel: 00 387 2364572

SINGAPORE

SINGAPORE, Comics Mart PTE Ltd
Tel: lHS 2724

SJNGAPORE Comics Mart PTE Ltd
Tel: i3 965

SINGM'DRE Comics Mart PTE Ltd
Ted: 5 6462 2751

SINGAPORE, Forgeworks Hobhbies
Tel: 65 bb3h 5975

SINGAPORE, Paradigm Infinitum Pte Ltd

Tek 65 6734-3850

BRATISLAVA, War Gaming
Tel 1421903779145

KOSICE, D

Tel; 442
+4119055

LJIUBLANA, Crna Luknja
Tel: DONGE 5HIATEH0

mia Bellona - Matras

LJUBLIJANA, Pri Goblinu
Tel: 00184 40833230

BELVILLE, Th Boys and Mens Hobby Shop

Tel: BOZT 2T 914 Bodh

BLOEMFONTEIN, The Dungeon

Tel: 27 57 447 2034

CAPETOWN, Pastimes Retail

Tel: VO 21427 1791

CAPETOWN, Wizards Bools and Games

Tel: 0627 21 633 D360

DORINGKLOOF, Battle Planet

Fal: 00 27 #245 93933

DURBAN, Wizards Books and Games

Tel: DUET 37 3120271

JOHANNESBURG, Esswex Retail

Tel: D27 11 DBAEIATY

JOHANNESBURG, Outer Limits

Johanneshurg

Ted: 0027 11 462 3771

JOHANNESBLRG, Outer Limits Pretoria

Tel: G712 342 4360
Wizarts Book and Games

Tel: BT 11 800 9251

JOHANNESBURG, Wizards Books

and Games

Tel; 0027 11 454 30

JOHANNESBLIRC SOUTH, Dragons Den

Tek: 9037 11 432 3944

UMLANGA, The Hobby Specialists

Tel: D027 31 506 4806

TRIWAN

TAIWAN B06, Games 'R' Us
Tel: (01164 5405 2750

BANGKOK, Fantasia(T5 Toys)
Tl B 9775 1379

Ted: 4 50 212
ISTANBUL,
Tel: 00 90 312
ISTANBUL, 5i
Tel Q) 2727227 4955
ISTANBUL, Gerekli Seyler
Toolz G 172 29 GRS
ISTANBUL, Ureten

Tel: 0590 212 660 R964
1ZMIR, Excalibur

Ted: G0 232 3648 TobY

KHARKOV, Aladdin Toy Store
Tol: (TIB0I56TETT

KIEV, Budinok Igroshek

Tel: ) 480 4457 851121

KIEY, Budinok Igroshek

Tel: 0 3B 4457 9979

KIEY, Budinok Igroshek

Tel: 0 160 4445 7671

KIEV, Char,

Tel: OII80I4355767 1

KIEV, Kinder Land

Tel: DILB4035R7671

ODESSA, Mashtabniye Modell
Tel: 380444567671

ODESSA, Maugli

Tek G004 ST

UNITED ARAB EMIRATES

DUBAI, Bishops Trading
Tel: B0971 58 6525901

www.games-workshop.co.uk/storefinder
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Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to en]oy the hobby together.

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer, GCN clubs

are an Idéa! place to find and chaH’e’nge new-oppbriént's- Play in

with fanl.astrc scenery, all created by dedicated hobbyists like you!

GON membsrship gu: the highest i
AvON
GCN BRlSTOl\, Porthury Krz{-ghm.
Contiet: Alajr Vivwles
el 7 5

E-mail; slanvisvebeenin s

BERKSHIRE

i GCN MAIDENHEAD, Bracknell Forest Gamers:
i T ey

“N MAIDENHEAD, Mmigmers-
_-uhh.m( (D

GCN WOLVERHAMPTGM Ha Boyz Club:
Cringcts Pl Gl

ek a0z 230 ik

Emiait spaeiwatldadeatioteiil oo, ok

GCN HIGH WYCOMBE, Armageddon Inc.:
Coistact: fairas-Schofidkd
TFelt 0T 4047 G G

GCN CHETEII, Ilorai Guild of Minted Buanis
| Cpatgt s

Tel: BFO76 N]Xu

il cheis_ ey com -

GCN CHELTEMHAM, Hyde Clarendon Stratéegy
_Games Club:
- Lt !‘anlMc!in‘r

Emall: paid miathz)

GCN MACCLE?

f.lnlx fJLlI?I'iII H\knduw
- !H .l\‘h LI ';5“!

£
Bl mguhh(a;nur.‘ cm. L

2 REDCAR, Redcar Ironbeards:
st L Widel i

GCN BUDF, Dice and Dagger
Tontacl: Kurt Baker
el St aatinl Lo

GCN PLYMOUTH, Crass Swords Gaming Club:
Cirntact: Aistheny Crisy

GCN POOLE, ‘Bafﬂeii:ar_

l< 1¥i04 J‘s".hu
E-miail: patdifiatfiescar e ik

ESSER
| GON CHELMSFORD, Chelmaford Bunkes:

Conract: Gareth W

'GEN COLCHESTER, Colchester Games Club:
Contact: il Wilsin
Eumail: infutcilctestsrame el org bl
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THE GAMES WORKSHOP CONNECTION

GCN registered clubs work closely with Games Workshop on
events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games Workhop
hobby! Use the club listing to find a GCN. gaming club near you
and get involved!

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

mers, we do not promate any club outsids of the Gaming Clisb Nefwork,

d of customer service and safety. As part of our

TEmails u-mwslr' oeypmderinik
GON THURROCK (Lakeside Slmlapﬂng Mall:,
‘Itmpus Fuigitives:

Wehute,ww.\mé.&urégilkd{}u.;h

GIBIIEESTIBSIIIB!

q;
GCN PORTSMOUTH, Hammer N Ales:
1 optacd: fyam Buter

?tmmsmnm:n

JGON LINCOLN, Goﬁs't'iks

CAnRACTT A Dl aii

GCN CLAPHAM, Clapham Wargames Guild:
Lol Thiisac Pedit

pargamRIATak . L

GON VENT GARDEN, Cross Gaming Cluh:

Lonthit Meilhan

i raaetler Larsver BBk it

6-:11 WATFORD, Watford 'Wargames

: Feﬂeraiion,.

: GCN ST ﬂEtENS, s:. Hdem szengﬂub'
Pt Teanant
4R

GEN sEcnes, Curious Dwarf:
; (untx

:[ﬂu'lhgu elrons bR ek -

JGON | r_ugnm WALSHAM, sfackfdf
i e

& :Hl L S

NBRWICH Aftermath:

Eanash e aitermatbithtisteendt com
GEN NORWICH. Battlenet:
-Cintary; Bichard.

Teloimn )
‘Bl richandihattenriouk

¢ i 1t ta aur ct

GCN OLD BUCKENHAM, Old Buckenham sl
Bone: nlsllen: SUSSEN AREA
(LS I - GEN BOGNOR REGIS, EREEA:
Ot CContafs Frink Hif

Tehy ﬁ?d% FFvaf)

NORTHAMPTONSHIRE
. GCN NORTHAMPTON, Narthampton
- Warlgrds: -

: GCN RUSHDEN, Phoenix Gaming Club:

Darrell e
ARLEER .
- darreil e Tt orictcom : e.-hl; ok
....... - GCN HASSOCKS, Clayton Warlords:
Iantar Reger Sivth

 NORTHUMBERLAND
. (é-(__{NdEI.\'Tﬁ‘ Narthuinbrian Adventurer’s

: Tt St
-GCN WALBERTON, Walberton Wargamers:
S ntac i by

 ASHFIELD, K.lA:
onaEE tlm We!r-trr

Lontace: Krida
Tel:A 66 70T 127

il o WILTSHIRE .
GON SWINDON; SWAT:

oﬁlNcHAM Tst Company Veterans:

1 "
NDON, Swindon and District

ers:
kel Nt
Dy

Eal |Il'v|h:|r94v1||“¢p:mwul|hm J i
LON WAI.I.INGFDRD South Oxfordshire:

Canfact I‘Jn_'vrll ansett
Tele0tans: 300 i

GEN' sunmsxun, Gatekoapirs Wikgaries Clab:

=Lk wrlmu.xm'ﬁmrie-um

(GCN YORK, Yori( Garrison:

fipntagt: RMu—Y Jenk
2rrae

; ol
SIIH’GIIIISI]IIIE S
GON CANNOCK, Games Club Cannock: JE R e
hard Eryce-Spe

3 221
T

+ Contadl: Pl Hannlgan
STl BT 2ENAG
Bl

GeN EDINBUIIGH Eﬂmlmgh ma—gme of
Gamers:
‘\ru!r Achin

08 54 (3 fler o).
£y PSW!CH Swarmm\'\'argamdub

Vil bk et 4
GCN NEWM.-\RKI—T Newinarket Dwarf
Wargames Society

X l’Jmh"‘s‘arf-w

TR,

1 31
Eomail. sl hamasariitel i einatmait s o -
" GCN TOLWORTH, Totworth First Founding:

..—..

! GCIN WOKING, st Fourding:
Tty
Yol a1
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~why don’t you let us know about it?
/

 carrying our products, and you're the first

' reward you with a free Battalion or

If you know of a store in your local area
that you would like to carry our products,

Send us an e-mail or write to the address
below with up to five suggested stores. If
one of your suggested stores starts

jperson to suggest that store, we will

Battleforce of your choice. !
?{ARP&“;&!E R.

E-mail us at:
iwantastore@games-workshop.co.uk

Or write to us at:
I want a Store!
Games Workshop
. Willow Road
" Lenton
Nottingham
NG7 2WS

WARHAMMER
40800

it
vl

Empire Battalion Space Marine Battleforce

Find more information please go to the website below
www.games-workshop.co.uk/iwantastore

Terms and Conditions
1. The 'l want a Store’ promotion is a limited offer provided by Games Workshop Limited 3. Games Workshop staff may give away products to persons it deems to have

gratuitously and on such terms as it deems appropriate. Games Workshop Limited appropriately satisfied the requirements of this promotion in its absolute discretion.

reserves the right to amend the terms of this promotion at any time and in its absolute 4. An individual may only take advantage of this promotion once. Therefore, any

discretion, and no part of this promotion by itself shall form any binding contract or individual may only receive one product in connection with this promotion.

relationship between Games Workshop Limited and any third party. 5. This promotion will commence on July 16th 2007 and will terminate on May 31st 2008.
2. Only Persons aged 12 years or over are eligible and you must be resident in the &. No employees of the Games Workshap group of companies or members of their family

following countries to take advantage of this promotion: Great Britain and Northern may take advantage of this promotion,

Ireland, Belgium, Denmark, Eire, Finfand, Norway, The Netherlands and Sweden.
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Fast, secure and stralght to your door' Games Workshop Direct offers a number of

services — conversion components, exclusive miniatures, hard to find models and more!

Games Workshop Direct is a fast,
‘accurate and convenient service that
lets you order your miniatures and
‘other hobby products from the
comfort of your home.

* We aim to despatch all orders in
three days, straight to your door.

* You can order any Games
Workshop product.

» Our Advance Order service lets you
order models and products before
they are released, guaranteeing
you'll get them on the day of
release.

= Also available is a range of models
that are only available through
Direct. Check out what's on offer
this month!

SH.PPING

FIIEEI’(IST

DIRECT FREEPOST

All orders of £50 or miore that are placed
through the Online Store or Direct will be
sent to you postage free®.

IN-STORE FREEPOST

This offer get even better when you place
your online order from your local Hobby
Centre, using their in-store order point.
When you place an order for more than
£25, it will be despatched to the store for
vou to collect, post free*.

WARKAMMER WORLD

If you're in the:area, why not call into
Warhammer Waorld where you can place
‘your order with the guys in the store, and
have it picked and handed to you while you
wait!

UK addrésses anly J

ORDERING DIRECT

By phone

Call the Hobby Specialists on 0115 91 40000 (UK)
Opening hours: Monday-Saturday: 10am-6pm, Sunday: 1T1am-5pm GMT.
0115 918 4040 (Northern Europe).

HOW TO ORDER

On the internet

Visit our secure Online Store at: www.games- warkshop co. uk/store

Or send your order the traditional way to Games Workshop Direct Sales,
Willow Road, Lenton, Nottingham, England, NG7 2WS.

The Games
Workeshop
Online Store is
open 24 hours
a day, seven
days a week.
Get exactly
what you
want, when
you want it.

1 oo i, s ok s b Ak fot Sleae it
Ctulstmas Fsting Cates 2006

* e i v 0 10 T Diting Sseie ie: Lhrvet Silvg
Cotras
A yol e i G iR s
Ta e your oca Haboy Cits, et aia o

i oot il (1 i T

* Huge range

¢ Secure

e Easy to use
Open 24 hours
Once you have placed your order check the number of items to
make sure all is correct and then click proceed. Enter all
information requested and you will receive your order number at

VeriSign
Secured

‘the end.
‘Methods of payment

You can’ only pay for orders through the Online Store by credit
card. We accept the followmg credit cards: Visa, MasterCard,

visa
"WSA
A Eleckon ...

We bn.‘y accept the following cards in Narfhern Europe: Visa and Mastercard.

We do not accept the following cards: American Express.
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APOCALYPSE BATTLE FORMATIONS

In addition to the Apocalypse battle formations and legendary units available in-store from this month, we’re also
producing a large range of battle formations that are exclusive to Direct. These bundles contain masses of Citadel
miniatures — so many, in fact, that we can’t possibly fit them all in the magazine. We've listed the contents of each box
for your convenience; go online or give us a call for more information.

imperial Guard

Emperor’s Wrath
Artillery Compamy
includes:

e 1 Chimera

9 Basmsks

Imperial Guard
Company

United Kingdom
Denmark  2500dkr.
§Weden waosek.

 Emperor’s Talons
on Group

‘Guard Sentinels
Sentinels
gion Sentinels

anic accessory frame

ﬂumiw;m £100
‘Bepmark  1250dkr  Euro €160
13 sé’k: Naorway  1500nkr.

ingdom £100
- 1250dke Euroi €160
1500sek Morway  1500nkr

Pictures for ilustrative purposes anly. Product contents may vary. Products soid unpainted and unassembled, Certain Citadal products may be dangaraus |f used
incormectly. Prices correct at time of going o prass, please contact us for current availabilty and Games Workshop pm;es Frives quoted are for products sold by
Gamas Workstop through its own stores, ar websile, retailors are ible for detsrmining thelr awn prices. WWW-gﬂmes-WﬂkahOP-Cﬂ-ﬂk/ﬂO re 131




B S e e S
Orks §, Tyranids

Ork Dred Mab
includles:
‘e 3 Ork Dreadnoughts
* 6 Killer Kans
Uil Kirgdom: TR
Denmark  1250dke Euro

Sweden  1500sek MNonway

United Kingdom £100
‘Denmark  1250dkr Euro - TR0
Sweden 15005ek Norway  1500nkr

Tau Empire

\ Hunter Cadre

riors
XV8 Crisis Battlesuits
Broadside Battlesuits

£200
€320

Euro
Nenway  3000nkr

[’ ) - . - = I
snace IUIarlnes United Kingdom £100

Denmark  1250dkr Euro £160
‘Swieden 15008k MNorway  1500nkr

‘Space Marine
S

Aind Brood

id Hive

© 1 Hive Tyrant
o 4 Tyrant Guard

_ 100
Euro . €180
Norway 15000k

United Kin
Denrmark
Sweden

12500k
1500s¢k

United Kingdom £75
Deniark  900dks Eurn €120
Swiden T000sek MNorway  1000nkr

% ingorrgetly. Prices carrect at fime of going 10 press, please contact us for current avallabilty and Games Woikstiop prices. Pricds quoted are for products sold by
132 WHITE DWARF ORDERING DIRECT Games Warkshop through ifs own stores, catalogue or websits. Independent refailers are responsible for determining thair own prices.
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Eldar and Ilarl( Eldar

Eldar Aspect
-;Assaulf /ave

Eldar Spirit Ht_)_st_ Dark Eldar Ravager
mdudes Tit H'u mers

5 Wra::tbguaﬂd.:
* 2 Wraithlord:

United Kingdom £75.
Denmark  900dke Eure £120.
Sweden  1000sek Morway  1000nkr

United Kingdamn

Denmark  900dkr Eiiro
Sweden 100[]sek Nonway 1@06

Dark Eldar
Splm’ter Raid Force

Pictures for ilustrative purposes omly. Product contamts may vary, Products sold unpainted and unassemiled, Sartain Citade! products may be dangeraus if usad
incorrectly. Prices correct at ime of going 19 press, please contact us for curient avallabiity and Games Workshop prices. Prm quoted are for products sold by
Gamss Warkshap fhrough s ot Stores, catalsque or website. tetailers ars sesponsibia for g their v prices. www.games-workshop.co.uk/store 133




JRUERING DIREG!

Get hold of forthcoming Citadel miniatures, hobby materials and rules supplements on the
day of release with our advance order service!

WATA P Y YN i )
wnﬂﬂrw& V}EEh\
HICH ELF CHARIOT HOCHELFEN
CHAR HAUT FLFE STREITWAGEN

CARRD DF LOS CARRO DEGL ALTI ELFI
ALTOS, ELFOS

High EIf Army book High Elf Chariot
RELEASED 10/11/07 RELEASED 10/11/07
175dkr, 200sek, 225nkr, €22.50, £12 175dkr, 200sek, 225nke, €22.50, £15

HIGH ELF ARMY
ARMEE DES HAUTS ELFES
EJERCITO DE ALTOS ELFOS

HOCHELFENARMEE

High EIf Army
RELEASED 24/11/07 o
1250dkr, 1500sek, 1500nkr, €160, £100
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oo | UPCOMING RELEASES

RELEASED 10/11/07
300dkr, 350sek, 350nkr, e Get the latest products delivered to your door

S on the day of release!
* Postage for Advance Orders is only £2*

Generic

Order from 22nd September

(released 10th November)

e Christmas Army Case 1 ..........650dkr, 700sek, 700nkr, €80, £50

¢ Christmas Army Case 2 ..........650dkr, 700sek, 700nkr, €80, £50
@ Figure Case Tag ......coveemsmseensennn 350k, 40sek, 45nkr, €3 ,£2.50

Warhammer
Order from 22nd September

(released 10th November)

o High EIf Army Book............175dkr, 200sek, 225nkr, €22.50, £12
* High Elf Alith Ainar, The ‘Shad King

100dkr, 1155ek, 125nkr, €12.50, £8
* High EIf Arr.hmage and Mage ..140dkr, 170sek, 200nkr, €20, £12
= High Elf Chariot... 1 75dks, 200sek, 225nke, €22.50, £15
= High Elf Korhil .. - 100dkr, 115sek, 125nkr, £12.50, £8
* High Eif Phoenix Guards ....135dkr, 160$ek 175nkr, €17.50, £12
e High Elf Phoenix Guard Co nd ... ! ;
140dkr, 170sek, 200nkr, €20, £12
+ High Elf Phoenix Guard Hero, Caradryan ...

100dkr, 11 ‘Isek IZSnk.r, €'IZ 59 £3.
* High Elf Prince and Noble ......140dkr, 170sek, 200nks, €20, £12
* High Elf Shadow Warriors . TSJdk: 16/Clsek 175nkr, €17.50, £12
= High EIf Swordmasters of Hoeth
'135dkr, ‘Ib(]sek 175nkr, €17.50, £12

* High Elf Swordmasters of Hoeth C
140dkr, 170sek, 2000k, €20, £12

A
LATADIKE A REARET

VR Vapiw

* High Elf White Lions of Chrace
135dkr, 160sek, 175nkr, €17.50, £12
* High Elf White Lions of Chrace Command .....ccoeummmmssinnimmmin
140dkr, 170sek, 200nkr, €20, £12
...300dks, 350sek, 350nk; €40, £30

= High Elf Lord on Dragon..

Warhammer 40,000
Order from 6th November
(released 24th November)
* Chaos Space Marines and Rhino
; e : ~-250dkr, 300sek, 300nkr, €35, £25
¢ Dark Eldar Raiders .......ciener-.250dkr, 300sek, 300nkr, €35, £25

* Eldar Wave Serpent and Dire Avengers
300dkr, 350sek, 350nks, €40, £30

¢ Imperial Guard Armoured Fist 300dks, 350sek, 350nkr £40, £30
* Space Marines Razorback Squad
300dkr, 350sek; 350nkr, £40, £30
= Tau Devilfish and Eire Warriors

300dkr, 350sek, 350nkr, €40, £30

High Elf Archmage and Mage
RELEASED 10/11/07
140dkr, 170sek, 200nkr, €22, £12

Warhammer 40,000

Order from 27th October

(released 8th December)

* Space Marines Vindicator........250dkr, 300sek, 300nkr, €35, £25
* Chaos Space Marines Vindicator
250dkr, 300sek, 300nkr, €35, £25.
* Eldar Shining Spears w225k, 27056k, 270nkr, €30, £20-
= Eldar Autarch on Jethike ....175dkr, 200sek, 225nkr, €22.50, £15

Generic
Order from 27th October
(released 8th December)

@ Square Bases Set , .
* Round Bases Set...

was Sﬂdkr, ?O'sek 75r‘rkr, £7.50, £5

*£2 postage only applies ta Advance Order products being
delivered to addresses in the UK or Ireland. Orders including
Advance Order products will be held until the last available
product is released.

High Elf Prince and Noble
RELEASED 10/11/07
140dkr, 170sek, 200nkr, €22, £12

Pictures for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitade! pragucts may be dangerous if ussd
incorrechly. Frices correct at time of going to press, please contact s for current avalability and Games Workshop prices. Pm::es quated are for products sold by
Garnas Workshoy through its own stores, catalogtie ar webisite, retailers are ible far ol g their own prices. www.games-wo rksho p.co.uk/stn re 135
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Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

» Call Games Workshop Direct on
+44.(0) 115 91 40000

* Logonto
www.games-workshop.co.uk/store/whitedwarf/

I'wiould like to subscribe to Whité Dwarf starting witl

| would like to subscribe for:
1 YEAR 12

2 YEARS 24 i )

| am an existing subscriber [ ]
MY DETAILS
MriMis/Ms/other:

Address: ...

Forename:

Tel (inc STD code)

Thie subscription i:

£36, €70, 540dkr,
£60, €130, 1000dkr, 1

I'am a new subscriber [ (ple:

*. Visit yournearest Games Workshop store

* - Complete the form below and refurn to:
GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, ENGLAND,
NG7 2WS

ssue number: WD[_|[C]C]

k, 750nke X
1300nkr il

“Surnam

d below I:‘ ftick box if ap-pr-::p-riaie]

Surname: iy
POSIEOOR: ovvicvririnirimnsismaseiiies

Country:i

B U et e T U S ORR

METHOD OF PAYMENT

mes Workshop Ltd)

0 D Ne: JOOO 0000 0000 OO00000

]|

Cardholder's Name;

Valid from: Expiry date:

nature of parent or §

This month a new initiative launches,
designed to help you obtain your favourite
magazines from newsagents. Did you know
that newsagents can hold, order and, in
some cases, even deliver your favourite
magazines for you? Jusk Ask! allows you to
take advantage of these services.

The best way to ensure yo

local newsagent. Once set up,
you the
homp delr\e / 5€

commencing WIth issue ..

Title/Mr/Mrs/Ms
Address........

...First name.

0oog

GET WHITE DWARF FROM YOUR NEWSAGENT

very issue of White Dwarf is to pl
r copy of White Dwarf

e and the hu:;t:at:on of havmg, fo sea Lh t

0

Issue No:

Whete you see the Just Ask! logo you'll be
able to hand in the form below fo'make -
sure you get your beloved White Dwarf,

So next time you visit your newsagent Just
Ask! about obtaining copies of your
favourate magazines.

der with your
be held for y

stand. Some newv
¥.
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* Cities of Death campaign 7 . 'TachCa:'HOW to use the monsters
» Baneblade modelling workshop of Middle-earth in your games
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