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Yes, across the world the festive season is well underway, which
means hobbyists everywhere will be receiving new forces to swell
their miniatures collections, and flocking to hobby centres and
gaming clubs for some festive wargaming. You may even be getting
together with friends to play some huge Apocalypse games; there’s
nothing like blasting your mates’ armies to kingdom come to get you
in the holiday spirit! Read our massive battle report on page 17.

In this issue, we're concentrating on hobby activity — providing lots of things for you to
do while the rest of the family gorges themselves on pudding and argues over who gets to
pull the last cracker. Players of The Lord of the Rings strategy battle game will find a
complete campaign to play, while our Warhammer 40,000 campaign concludes this
month, too. If you've been using last month’s Baneblade guide to construct your mighty
tank, then you can find out how to paint it on page 76. Warhammer players need not
despair, as we have not only a Warhammer buildings Modelling Workshop, but also a
Dragon masterclass. Finally, we have a round-up of some of the world’s best-painted
miniatures in our Golden Demon feature on page 66. Glad tidings to all!

Grombrindal, The White Dwarf
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APOCALYPSE BATTLE REPORT: VALLEY OF BLOOD

The Tau have laid claim to a former Imperial world -
but the Imperial Guard and Blood Angels want it back!

JORD#HHINGS

MIDDLE-EARTH IN FLAMES

A complete map-based campaign; choose your faction,
muster an army and prepare for war!

ALSO IN THIS ISSUE..

02 NEW RELERSES
All the latest models from the Citadel forges.

12 NEWS

The forces of Harad and Umbar unite!

51 STANDARD BEARER
Jervis seems to have gotten himself caught up in a
Waaagh! It's all about the Orks, you see...

54 CITIES SHALL FALL! (PART TWO)
Andy Hoare presents the concluding part of the
apocalyptic cityfighting campaign.

60 PRINTING MASTERS: MARK LIFTON

UK hobbyist Mark Lifton talks about Golden
L L Demon and his (long) time in the hobby.

We take an in-depth looking at the new Dragon kit, and
ask 'Eavy Metal how they painted it. 65 TOOLBOK
Modular movement trays.

66 GOLDEN DEMON 2007
We take a close look at some of the best-painted
miniatures from around the globe.

76 MODELLING WORKSHOP: BANEBLADE (PART TIWD)
Mark Jones gives his expertly constructed
Baneblade an expert paint job.

101 FRONTLINE

The latest events and activities near you!

114 ORDERING DIRECT

Fast, secure mail orders straight to your door.
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SPACE MARINES VINDICATOR

The Vindicator is armed with the most This plastic kit contains
devastating weapon available to the 1Space Marine Vindicator
Space Marines - the Strength 10, AP 1
demolisher cannon. This fearsome

- WARHAMMER

/40,000,

\ WARHAMMER |
/40,00

SPACE MARINE VINDICATOR  £25

vehicle is now available in a single-model {5« o
H x Swede 300sek
box set for the first time. o T

Product code; 99120101058
Sculpted by Tim Adcack
and jes Goodwin

ON SALE DECEMEER 8th

Pletures for llustrative purpeses only. Product contents may vary, Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used incarreclly. Prices cormect at time of going fo press, pleasa contact us for current
avallability and prices. Prices quoted are Yor products sold by Games Workshop through its o stores, cataiogue or website, fndependent rafalisrs are responsible for determining thalr own prices.
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CHAOS SPACE MARINE VINDICATOR

The Space Marines are not the only This plastic kit contains
1Chaos Space Marine

force capable of fielding a Vindicator.
The Chaos Space Marine Vindicator
stands in an evil mockery of its loyal CHAOS SPACE MARINE £25
counterpart, but it is no less deadly. RS

Euro €35
Denmark 250dkr
Sweden 300sek
Nonway 300nkr
Product code: 93120102025
Sculpted by Tim Adcock

and fes Goodwin

Picturss for illustrative purposes only. Product contents may vary, Praducts sold unpainted and unassembled. Certain Citadel products may be dangerous If used Incorrectly. Prices correct at time of going to press, please contact us for current
avaliability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, catalogue or website. retaiiers are ibie far e 7 thiair own prices.
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ELDAR ARMY

When the Eldar go to war, they go
armed with highly advanced
weaponry and dedicated specialist
combat troops. The Guardians and
Dire Avengers, all armed with deadly
shuriken catapults, form the core of
the army. This force is rounded out
with a Wraithlord, lightning-fast
Jetbikes and a Vyper, and a Falcon
grav-tank with transport capability. ELBAR GBARSLAR WEAPON TEAM
WITH STARCANNON

DIRE AVENGER DIRE AVENGER DIRE AVENGER DIRE AVENGER ENARCH

Pictures for llustrative purposes only. Product contanis may vary. Produets sold unpainted and pnassembled. Gerfain Citadel products may be dangerous if used incorrectly. Pricas correct at ime of going to prass, plaase contact us for current
Avaliability and prices. Prices quoled are for products soid by Games Workshop through its own stores, gus or websifa, I dent retailers are responsibie for fning their own prices.
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NEWY RELEASES
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"WARHAMMER

40,000

This multi-part plastic box
set contains 20 Guardians,
2 Guardian weapon
platiorms, 10 Dire Avengers,
4 Eldar Jethikes, 1Vyper,
1Falcon grav-tank
and a Wraithlord

ELDAR ARMY SET

Euro

Denmark

Sweden )
Norway 1500nkr

Product code: 39120104021

ON SALE DECEMBER 8th

Picturas for Mustrative purposes only. Product contents may vary. Products sold unpainted and unassembied, Certain Citadel products may be dangerous if used i ices corract at ime of going o press, please contact us for current
avaiabilty and prices, Prices quatsd are for products sofd by Games Workshap through its own stores, catalogue or website. Indgpendent retailers are responsible fe detarmining thelr own pri




g e T

ELDAR AUTARCH
E A JETAINE
TAS LA ELOAR AUTANCA W MOTO
5 JET i REATIONE
EX 3 4

This multi-part
kit contains 1 Eldar Rutarch

on Jethike with variant
weapons

ELDAR AUTARCH ON JETBIKE £15

Euro £22.50
Denmark 175dkr
Sweden 200sek
ELDAR AUTARCH Norway 225nkr
Contains power sword Product code: 99140104119
WITH LASER LANCE

Seulpted by Juan Diaz

weapon options

This hox set contains

1Shining Spear Exarch and
2 Shining Spears

\ WARHAMMER /

40000,

ELDAR SHINING SPEARS £20

Euro €30
Denmark 225dke
Sweden 270sek
Norway 270nke

Product code: 99140104089
Sculpted by Gary Morley

SHINING SPEARS EXARCH

Pictures for (ilustrative purposes oniy. Product contenis may vary. Products sold unpainfed and unassembled, Carfain Gitade! products may be dangarous If used incorrectly. Pricas correct at fime of gaing fo press, please contact us far current
avaiiability and prices. Pricas qualed are far prodicts soid by Games Workshop through its own stores, i or website. retailars are responsible for irtirigg Hheir own prices.




Prepare to enter the grim darkness of the far future, relive the harrowing journey 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 AI* MER BATTLE FOR MACGRAGGE
40000 This hobby set contains a 92-page Warhammer 40,000 BATILE FOR MACRAGGE 7
b ° - mIEbDOk, 34 plastic Citadel miniatures, detailed scenery Denmark  350dkr Furo €50

and dice. len 400sek Morway  400nkr

PaiIaT A0\ & MINES OF MORIA
IOR\_!D) "LE EH }:i':j X\H rt q']T((TJS) This hobby set contains a 112-page The Lord of the £40

STRATEGY BATTLE GAME "=

Rings rules manual, 34 plastic Citadel miniatures, De €50
detailed scenery and dice, jay  400nke

BATTLE FOR SKULL PASS

This hobby set contains a 128-page Warhammer i “OR SKULL PASS
rulebook, 110 plastic Citadel miniatures, detailed ;
scenery, dice and gaming markers.




_NEW RELERSES

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.

www.blacklibrary.com

DEFENDERS OF ULTHUAN

MAARIAMM E'{
N K

GrAHAM MCNEILL

Defexers or Ulthuan

BLOOD BOWL:

Two brothers fight a
desperate struggle against
a backdrop of war as the
Dark Elves launch a
massive invasion of
Ulthuan. Can the High
Elves drive back their evil
kin before unspeakable
forces of magic are
unleashed?

Replete with tales of
sweeping battles, powerful
magic and mighty
dragons, this thrilling story

is sure to delight all fans of

epic fantasy.

DEFENDERS £6.99

OF ULTHUAN 5

by Graham McNeill 73&‘]'3

ISBN: 1-84416-516-7 d0sek
B5nkr

RUMBLE IN THE JUNGLE

More blood-spattered sports action in the fantasy
world of Warhammer!

The fourth novel in the
popular Blood Bowl series
that follows the rags to
riches career of star
thrower, Dunk Hoffnung
and his team, the Bad Bay
Hackers.

The Hackers set sail
for the fabulous land of
Lustria. In the steamy
jungles, Dunk and his
friends have to fight off
zombies and lizardmen —
and that's before they face
off against the Amazons in
the Tobazco Bowl!

BLOOD BOWL: £6.99
RUMBLE IN THE JUNGLE
by Matt Forbeck S

ISBN 10: 1-84416-517-5  B0sek
85nkr

DESERT RAIDERS

Beneath the

DESERT RAIDERS

Lucien Soulban

When an Imperial listening
station receives a call for
help from a far-flung
planet, a regiment of
Tallarn Desert Raiders is
sent to investigate. The
Imperial Guard find
themselves locked in a
desperate running battle
with wave upon wave of
Tyranids.

Desert Raiders follows
Fifteen Hours; Death
World and Rebel Winter in
a series of self-contained
Imperial Guard novels.

DESERT RAIDERS £6.99
by Lucien Soulban 5o
Z0dkr

ISBN 10: 1-84416-492.6  B0sek
B5nkr

THE IMPERIAL INFANTRYMAN'S UPLIFTING
PRIMER — THE DAMOCLES GULF EDITION

Written in a zealous
propaganda style, the
Imperial Infantryman’s
Uplifting Primer has
everything a Guardsman
needs to see him through
the rigorous tests he will
surely face, Also featuring
numerous sketches and
diagrams to accompany
the text, the Damocles
Gulf edition of this
perennial favourite is a
must for all fans of
Warhammer 40,000.

THE IMPERIAL £12.00
INFANTRYMAN'S UPLIFTING
PRIMER - THE DAMOCLES
GULF EDITION

€17.50
By Matt Ralphs e

|SBN 10; 1-84416-484-4  160sek
173nkr

Plcturas for iilustrative purposes only. Product contents may vary. Products sold unpainted and enassembled. Certain Citadel products may be dangerous if used incorrectly. Prices carrect at fime of going to press, please contact us for current

avaiiability and prives. Prices quoted are for produets soid by Games Workshap through itz own stares,

or website. retailers are r

ining their awn prices.




THE LEGENDARY MAGICAL QUEST GAME

It’s back, and it’s better than ever!

The classic fantasy board game, Talisman, is back with a brand new
edition! Players set out on an epic quest of brave deeds, daring
encounters and death-defying battles to survive the ultimate test and
beat their opponents to victory. Do you have what it takes to seize the
Crown of Command?

Available now from www.blackindustries.com

www.blackindustries.com




ALS0 AVAILABL

FORGE WORLD

Forge World makes a huge range of resin kits and accessories.
These include super-heavy 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.

DEATH KORPS OF KRIEG COMMAND HQ

The Death Korps of Krieg Command HQ is a
5-man resin multi-part command squad, with
Senior Officer, Vox Operator, Standard Bearer
and 2 Guardsmen. #

Models designed by Simon Egan and Will Hayes.

This Ork Bommer from Aeronautica Imperialis
is one of a range of interchangable resin kits.

| Model designed by Daren Parrwood.

DEATH KORPS OF KRIEG QUARTERMASTER

The Quartermaster recovers equipment
for the armies of Krieg from the dead
and dying across the battlefeld.

Models designed by Simon Egan
and Mark Bedford,

GAME RULEBOOK Forge Warla)

Aeronautica Imperialis is a tabletop wargame
“ for two or more players where you command
the aircraft of the Imperial Navy or one of its [

1

many alien enemies. All the rules needed to
play are in this lavish hardback book.

)

Piclures for Mustrative purposes only, Product contents may vary, Products sold unpainted and unessembled. Certain Citadel products may be dangerous If used incorrectly. Prices Cﬁﬂﬂff at time of going to press, please contags us for current
availabfity and prices. Prices quoted are for products sofd by Games Workshop through its awn stares, f ar website. refailars aré il ining their own prices.
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IMPERIAL MALCADOR HEAUVY TANK

Model designed by Daren
Parrwood, Simon Egan and
Mark Bedford.

IMPERIAL MACHARIUS VANQUISHER HEAVY TANK

Model designed by Daren
Parrwood, Simon Egan and
Mark Bedford.

Pictures for ilustrative purposes only. Produet contents may vary. Products sold unpaintsd and unassembled. Certain Citade! products may be dangerous if used incorrectiy, Pricas correct at time of going to press, piease contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshiop through its own sfores, or webgite. retafiers ars for ining thedr own prices.
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RISE OF THE

GOMING IN
FEBRUARY
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;1 rrkArEG*! BATTLE GAME

t the battle of the Pelennor Fields, Gondor was nearly
Abrought low by the minions of the Dark Lord. Thousands

of vile Orcs and cruel Easterlings marched on Minas
Tirith with murder in their black hearts, yet amongst this host
it was the mighty Miimakil of the Haradrim that led the
slaughter in Sauron’s name,

However, it's not just the great Oliphaunts that the Serpent
Kingdom can field in times of war and invasion — the Corsairs of
Umbar, Half-Trolls and deadly Hasharin assassins all hail from the
region of Harad and all are willing to die in service to The Lord of
the Rings.

In February 2008, the forces of evil will once more be
emboldened, as we release the Serpent Kingdoms sourcebook for
The Lord of the Rings strategy battle game. Inside the book you'll
find three army lists, a full history of the large, desolate area of
Harad, a complete listing of every hero and warrior to be found in
Harad and loads of new scenarios.

To accompany the book expect a whole raft of new
miniatures, including some great new plastics like the Haradrim
Raiders and Corsairs of Umbar, which will allow you to fill out the
mainstay of your armies quickly. New characters join Suladan to
command the Harad forces, like Dalmyr, Fleetmaster of Umbar,
while brand new metal models — among which are the Half-Trolls,
Corsair Arbalesters and the Watchers of Karna — add deadly elite
troops to bolster your forces before you once again marshal the
armies of the Serpent Kingdom. The armies of the far south march
to war once more against those who would defy Sauron!

Mahdd Warriors.

Mahdd Raiders.

Lol S L
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TALISMAN: THE VIDEO GAME

Games Workshop have joined forces with Capcom and
developer Big Rooster to bring the fantastic world of
_ the board game Talisman to life!

Experience Talisman as you've never seen it
before, with a faithful recreation of everything you
know and love about the game and then some.
Download the game directly to your Windows PC,
Xbox 360 or PlayStation 3 console and play alone or
with up to three friends in online or offline modes.

Using the same rules as the recently released 4th
Edition of this classic board game, you'll witness your
adventures unfold in full 3D, high-definition graphics.

No two adventures are ever alike in the Talisman
video game. Whether you have 30 minutes to play, or -
3 hours, the new assortment of innovative play modes
allow you to control your gameplay experience even 5
further. The race for the Crown of Command is on! L &

]

www.capcom.com/digital
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WHITE DWARF SUB INABOK | LEGENDS OF THE HIGH SEAS

Following the success of Legends of the Old West,

| Warhammer Historical are proud to announce the
forthcoming release of Legends of the High Seas! This
full-colour rulebook provides rules, background and
scenarios to recreate furious battles on the high seas.
Play as legendary pirates or Royal Navy captains,
bringing law or ruin to the seven seas. Watch the

| horizon for more information at: |

www.warhammer-historical.com

White Dwarf Sub in a Box
is back, and this year
includes an awesome Space |
Marine Veteran! '

Packed with all the
latest on the hobby
including new releases,
upcoming hobby news, battle
reports, scenarios, campaigns,
background, painting workshops,
masterclasses, event reports, and
much more, subscriptions are the
best way to ensure you never miss
an issue!

This pack provides you with a This awesome Space
twelve month subscription to White =~ Marine Veteran is
Dwarf and includes a Space Marine included in this year’s

A Sub in a Box,
Veteran miniature.

ST e T T R 2 s




e have a wide selection
of scenery and fantastic
showpiece gaming

tables from the Underhive of
MNecromunda 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
GCN or WPS, as well as our own
annual calendar of activities,

) e
he gaming arena at
Warhammer 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 L
Workshop's hugely talented artists,
modellers and sculptors, and give
visitors to Warhammer 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.

==

o

he Citadel Miniatures Hall
Tmn[.ainﬁ the finest collection

of painted miniatures in the
world. 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
muodels and classic miniatures in
a sumptuous gallery setting.

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.

gmans

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//warhammerworld.
typepad.com

www.games-workshop.co.uk/warhammerworld

19
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WARHAMMER 40,000

Space Marine Vindicator 08/12/07
Chaos Space Marine Vindicator 08/12/07
Eldar Shining Spears 08/12/07
Eldar Autarch on Jetbike 08/12/07
Eldar Army 08/12/07

Codex: Orks 12/01/08
Ork Warbiker Mob 12/01/08
Ork Trukk 12/01/08
Ork Boyz 12/01/08
Ork Lootas and Burna Boyz 12/01/08
Ork Big Mek with Shokk Attack Gun 12/01/08
Ork Tankbustas 12/01/08
Ork Weirdboy 12/01/08
Ork Painboy 12/01/08
Ork Stormboyz upgrade pack 12/01/08
Ork Stikkbommerz upgrade pack 12/01/08
Ork Battleforce 26/01/08
Ork Killa Kan 26/01/08

OTHER RELEASES

Square Bases set 08/12/07
Round Bases set - 081207
Defenders of Ulthuan 08/12/07
Desert Raiders 08/12/07
Blood Bowl: Rumble in the Jungle 08/12/07
The Imperial Infantryman’s Primer 08/12/07

Ork Trukk

250dkr,
250dkr,
225dkr,
175dkr,
1250dkr,

140dkr,
250dkr,
200dkr,
140dkr,
140dkr,
175dkr,
175dkr,
115dkr,
70clkr,

100k,
100dkr,
650dkr,
140dkr,

60dkr,
B0dkr,
70dkr,
70k,
70dkr,
135dkr,

300sek,
300sek,
270sek,
200sek,
1500sek,

170sek,
270sek,
250sek,
170sek,
170sek,
200sek,
200sek,
140sek,
B0sek,

115sek,
115sek,
750sek,
170sek,

70sek,
70sek,
B0sek,
80sek,
80sek,
175sek,

300nkr, €35.00,
300nkr,  €35.00,
270nkr,  €30.00,
225nkr, €22.50,

£25.00
£25.00
£20.00
£15.00

1500nkr, €160.00, £100.00

200nkr,  €20.00,
270nkr,  €30.00,
250nkr, €27.50,
200nkr, €£20.00,
200nkr,  €20.00,
225nkr, €22.50,
225nkr, €£22.50,
150nkr,  €15.00,
B5nkr, €9.00,
125nks.. €£1:2.50,
125nke, €12.50,
750nkr, €70.00,
200nkr, €20.00,

75nkr, £7.50,
75nkr, £7.50,

B5nkr, €5.00,
B5nkr, €9.00,
85nkr, €9.00,

200nkr, €17.50,

£12.00
£20.00
£18.00
£12.00
£12.00
£15.00
£15.00
£10.00

£6.00

£8.00

£8.00
£50.00
£12.00

£5.00
£5.00
£6.99
£6,99
£6,99
£12.00

"WARHAMMER-
: 40,000,

Codex: Orks

DON'T FORGEY

You can buy our
products from the
following sources

o Games Workshop
Stores Page 106
' Games Workshop
Mail Order Page 114
¢ GW Online Store
www.games-workshop.co.uk

Pictures for ilustrative purposss only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incarrectly, Prices correct al timea of going fo press, piease confact us for current
availability and current Gammes Workshop prices. Prices quoted aré for products sold by Games Workshop through its own stores, calalogue or website. Independant ratalters are responsible for detarmining their awn prices.







18 WHITE DWARF

In the best White Dwarf tradition, we decided to celebrate the holiday season with a great hig
hattie report. In this Apocalypse hattie, the Tau attomm to hold on to their remote outpost in the
face of an Imnarlal planet-strike.

BATTLE FAGTS

Forces: Blood Angels (Matt
Hutson) and Imperial
Guard (lan Strickland) vs.
Tau Empire (Andy Hoare
and Andy Hall).

Points: 9000 per side.
Strategic Assets: Imperial
side: Jammers, Orbital
Bombardment, Hold at All
Costs, Careful Planning,
Scheduled Bombardment,
Camouflage (Imperial
Guard), Vortex Grenade
(Chaplain), and Long-
range Ack Ack. Tau side:
Shield Generator,
Disruptor Beacon.
Scenario: Standard
Apocalypse Mission.
Location: Valaxa Halo
(Imp desig.); Syl'lek’an
(Tau name meaning
“twilight wind raising dust
clouds”), Tau colony.

“WARHAMMER®

740,000,

APOCALYPSE

what Apocalypse is all about — a group

of gamers banding together, and using
their entire collection of Citadel
miniatures to play a massive battle and
have a load of fun! We took Matt Hutson
and lan Strickland (from the Apocalypse
challenge in WD 333), and pitted them
against a huge Tau army, led by Andy
Hoare and Andy Hall. Unusually, most of
the Tau force was provided by a third
hobbyist — Richard Kemp - whose
endeavours are discussed on page 24. The
forces were bolstered by additions from
the Studio armies and Forge World, largely
to round the points up to suitably
apocalyptic 9000 points a side.

The battle was organised using the
guidelines laid out in the Apocalypse
expansion. The terrain was built and set up

Ihis battle report is designed to reflect

by Ray Dranfield and Mick Cudworth from
Nottingham's Warhammer World gaming
hall, and included their lovingly crafted
Tau “Area Denial Nodes"” (see page 25 for
the exclusive Apocalypse datasheet).

Once the deployment zones were set
up, the two teams bid the amount of time it
would take them to set up. The Imperial
side bid 15 minutes, while the Tau side bid
10, This meant that the two Andys would
have to deploy first, but would get the first
turn. However, Matt and lan played their
trump card, as they had chosen the
Jammers strategic asset at the start of the
game. This meant that the Tau players
weren't allowed to communicate with each
other during their deployment phase,
making for some comedic bumbling about
as they jostled for position and tried fo pre-
empt enemy movements in isolation from



DEPLOYMENT

| OBJECTIVES

-

NO-MAN'S LAND

DBJECTIVES
Landing Pad

Comms Relay 1
Shield Generator
Comms Relay 2

Comms Relay 3

Listening Post

2y
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each other. In the end, the Tau side
deployed with 20 seconds to spare, with a
Jarge contingent left in reserve (including
the Rapid Insertion Force).

The Imperial side then proceeded to set
up in a much calmer and well-coordinated
manner. However, lan wasted over four
minutes of his time heckling the other
players. This resulted in him forgetting to
place the Bombard and Medusa — much to
the Tau players’ amusement — forcing them
to enter play from reserve. lan then insisted
on making vocal sound effects for all of his
tanks and guns, making Matt wish he’d
played Jammers on his teammate instead of
the enemy. Despite these oversights, the
Imperial Guard were deployed to face off
against the bulk of the Fire Warrior teams
on the western side of the table, while the
Blood Angels eyed up the Tau compound.

The Scenario

The army limits were set at 9000 points. The Imperial side weighed in at
around 700 points less than the Tau, meaning that they began with three extra
strategic assets, in addition fo the bonus assets granted by their formidable
battle formations.

The terrain was set up by a third party on a 6' x 12’ table, and the White
Dwarf team nominated the objectives, In the Imperial deployment zone were a
Tau listening post and a communications relay point. Two more relay points lay
in no-man’s land, while the Tau had a landing pad and a shield generator
(doubling up as the strategic asset) in their deployment zone.

The Apocalypse mission calls for a time limit to be set for the battle. After
the time limit is reached, the game continues until both sides have played an
equal number of turns. As we were ready to start playing at 9:30am, we
decided to call time at 5:00pm.

With the details out of the way, we were ready to begin. Would the Tau be
ahle to defend their foothold on the planet of Valaxa Halo, or would the
Imperium defend their territory successfully?
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FORGES OF THE IMPERIUM

IMPERIAL GUARD

HQ

Command HQ
(Heroic Senior Officer,
Commissar,

4 Guardsmen,
Sanctioned Psyker,
and Chimera).

TROOPS

Infantry Platoon
Command Squad
(Junior Officer,
Commissar,

4 Guardsmen,
Sanctioned Psyker
and Chimera).

3 Infantry Squads
(Each has 10
Guardsmen and
Chimera).

Armoured Fist Squad
(10 Guardsmen and
Chimera).

ELITES
10 Kasrkin.

FAST ATTACK
Hellhound.

3 Sentinels.

HEAVY SUPPORT

Leman Russ Vanquisher.

Leman Russ
Exterminator.

3 Leman Russ tanks.

Leman Russ
Demolisher.

Basilisk.
2 Baneblades.
Bombard.

Medusa.
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lan Strickland: Finally, a chance to use my
tank collection in a single game! For a
devotee of large, armoured, tracked
vehicles like me, Apocalypse-scale games
of Warhammer 40,000 are the perfect
stage. No more pesky force organization
charts to hamper my plans to field a
steamroller of metal behemoths. Not that |
have anything against infantry — like most
Imperial Guard players, | just want to field
lots of everything!

So, on with the battle plan. I'll be
pairing up with White Dwarf’s own Matt
Hutson, who's fielding his freshly painted
Blood Angels Battle Company. Being no
slacker in the victory department, and a
veteran Space Marine player to boot, Matt
will probably go for the glory of taking the
big power generator objective. It's all a
question of fitness for purpose — Space

Marines are fit for the purpose of giving the
enemy a good hiding at close quarters, and
Imperial Guard are fit for delivering brutal
armoured thrusts!

After conferring with Matt, the plan was
agreed. | will conduct a sweep of the right
flank, taking the two objectives in the area
as | go. As soon as the armoured spearhead
has eliminated the Tau forces on the right,
I'll swing round to lend my aid to the
Blood Angels’ assault on the power
generator. An aggressive and fluid attack is
the order of the day.

| had two strategic assets to choose,
and went for Camouflage (5+ cover save in
the first turn/vehicles count as obscured).
This suited the look of my army, which
actually blended quite well into the board!
| also chose a Scheduled Bombardment,
aiming the strikes at three of the Denial



Nodes in turns 1, 2, and 3 respectively.

Having said all this, I'm a firm believer
in the maxim that no battle plan survives
first contact with the enemy, but putting
your faith in cold steel and heavy ordnance
is about as good an insurance policy as
you can get in my book!

Matt Hutson: Having spent every minute of
my spare time of the last three months
painting red power armour | was really
looking forward to actually playing a game
with my Blood Angels Battle Company.

lan Strickland is a real tank enthusiast,
and his force proves it! His army will be
the perfect ally for mine, adding a lot of
long-range fire support to my assault-
orientated Blood Angels.

For the battle, | split all my Tactical
Squads down into combat squads, with the

ones comprising a Sergeant and special
weapon being mounted in Rhinos. These
would form up in a line and race towards
the Tau base. Spearheading this assault
would be Mephiston in the Land Raider.
The combat squads containing the heavy
weapons and the Devastator Squads would
support this assault. | kept the Jump
Infantry squads in reserve, ready to Deep
Strike in and distract the two Andys away
from my assault.

Together with my Battle Company
assets | chose Jammers; | hoped it would
lead to a few mistakes during the Tau
deployment. The second asset | chose was
a Vortex Grenade, which | gave to my
Chaplain. This is nasty, but can be just as
dangerous to your own side. Because of
the points difference we also took Long
Range Ack Ack to counter any Tau flyers.

A '»";':!?7

BLOOD ANGELS 3RD
BATTLE COMPANY

HQ
Mephiston,
Lord of Death.

Captain Tycho
(with 5 Honour Guard
and Razorback).

Chaplain.

ELITES
10 Death Company.

TROOPS
6 Tactical Squads

(Each with 10 Space
Marines and Rhino).

2 Assault Squads
(10 Space Marines).

HEAVY SUPPORT
2 Devastator Squads
(Each with 10 Space
Marines and Rhino).

Land Raider.

lan Strickland is part of
Games Workshop's production
team, responsible for the
photography and layout in our
rulebooks. He is also a
dedicated Imperial “tread-
head”, Matt Hutsen is a
familiar name to White Dwarf
readers — he'’s one of our
graphic designers, and is
renowned for painting
impressive armies quickly!
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FORGES OF THE TAU EMPIRE

TAU FORCE ALPHA
HQ

Ethereal.

Shas’el Commander
(with Gun Drone and
Shield Drone).

ELITE

Rapid Insertion Force
(6 XV25 Stealth Suits,
3 XV8 Crisis Suits,

3 XV8 Crisis Suits, and
2 XV8 Crisis Suits).

TROOPS

2 Fire Warrior Teams
(each with 9 Fire
Warriors).

18 Kroot

(plus Shaper, 6 Kroot
Hounds and 3 Krootox
Riders).

FAST ATTACK
2 Vespid Strains.

2 Pathfinder Teams
{with Devilfish).

3 Piranhas.

HEAVY SUPPORT
Hammerhead.

2 Sniper Drone Teams.
4 Heavy Drones.
3 Knarloc Riders.

Great Knarloc Pack
(3 Great Knarlocs).

Interdiction Cadre
(2 Hammerheads,
2 Sky Rays),

Commander Shadowsun.

2 XV88 Broadside Suits.
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Andy Hoare: I've played against Tau in

Apocalypse missions a couple of times, but

this will be the first time 1've played with
the army. The Tau have plenty of
advantages in large games, in particular
their manoeuvrability and long range
firepower, both of which are vital in the
Apocalyptic mission.

However, the Tau have one
disadvantage in this mission — they’ll have
to hold a number of objectives if they are
to win. The Tau aren’t made for holding
positions, and so our tactics will need to
account for this annoying weakness.

The answer is to be found in the
background to the race. The Tau practise a
battle philosophy called the Kauyon - the
Patient Hunter. This relies on drawing an
enemy onto a lure, and then counter-
attacking with overwhelming force. As we

know that the enemy will be coming
towards us, looking to claim the objectives
in our own deployment zone, we plan to
force them to do so through a storm of fire.
We'll then counter-attack with a Rapid
Insertion Force held in strategic reserve,
deep striking the battle suits behind the
Blood Angels, and hopefully gunning them
down in short order. | have a suspicion that
the Blood Angels may use the Flank March
strategic asset to come in behind the Tau
base, so we'll be sure to crowd the area
with Kroot and Vespids, to deny the Space
Marines options and to respond to any
moves they make.

And while all this is happening, we'll
be using other units to make a play on the
objectives in no-man’s land and in the
enemy deployment zone. The plan here is
to use the flyers to clear the objectives of



Tau Air Support
Barracuda Heavy Fighter
Tiger Shark A-1-0

the enemy, and then to move in on them
right at the end of the game.

Andy Hall: 'm approaching this one with a
mixture of excitement and dread.

On the one hand, the Tau will be able
to bring down some massed firepower with
a Rapid Insertion Force containing nine
Crisis Suits and an Interdiction Cadre that
has two Hammerheads and two Sky Rays
attached. Let's not forget the presence of a
Tiger Shark, Barracuda, those Area Denial
Node rail cannons, and over 70 pulse rifle-
armed Fire Warriors.

On the other hand, we will be facing
off against a whole host of Imperial
armour, including two Baneblades, and
there is also the small matter of a Blood
Angels Battle Company, who will be
itching to engage the Tau in close combat.

Although | would have liked even more
Hammerheads and as many railguns as
possible in our force, we were tied to the
models in the Studio’s and Richard Kemp's
excellent-looking armies. Still, six
Broadside Battlesuits should give even the
bravest Commissar pause for thought.

Andy and | both agreed early on to split
the force into roughly half each. | would
take command of Richard’s army, while
Andy would field the Studio force. We
would share the flyers, as they would have
the range to get to the greatest threat. |
planned to use the six Fire Warrior Teams,
in their Devilfish, to try and gain at least
two objectives from the Imperial Guard,
leaving Andy with the Sky Rays,
Hammerheads and the Rapid Insertion
Force ta defend the Tau-controlled
objectives and fend off the Space Marines.

TAU FORCE BETA
HQ

2 Shas’el Commanders
(with 3 Shield Drones
and 2 Shas'vre
Bodyguards).

ELITE

3 XV15 Stealth Teams
(each with Shas’vre
and 2 Shield Drones),

TROOPS
6 Fire Warrior Teams
(each with 10 Fire
Warriors, Devilfish and
2 Gun Drones).

woanmuva 3SAATVI0AY

FAST ATTACK
Pathfinder Team

(with Devilfish and
2 Gun Drones).

2 Gun Drane
Squadrons.

HEAVY SUPPORT
2 XV88 Broadside Teams
(each with Shas’vre

and 6 Shield Drones).

4 Area Denial Nodes.

6 Heavy Gun Drones.

Just to contuse you we put the
two Andys on the same team.
Andy Hall is White Dwarf's
resicent writer, and editor of
Fanatic online — he only just
manages to find time to paint
Tau! On the other hand, Andy
Hoare is one of the Studio’s
talented Games Developers,
who literally wrote the book
on the Tau Empire!
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TAU EMPIRE

Richard Kemp has been into miniature gaming for many
years. He earns his living as a figure sculptor and jewellery
maker, so he has the steady hand needed to paint large forces.

eing foremost a painter and modeller,

especially for miniatures in the First

World War era, Richard suddenly had
the urge to paint a Warhammer 40,000
‘Army. As you can see from the size of this
force, he doesn’t do things by halves!

“|'ve been good friends with Dave
Andrews (One of our veteran terrain
makers — Grombrindal) for a long time. So
when | mentioned to him that the guys in
my gaming group were playing
Warhammer 40,000, and | thought it was
time | painted an army, he mentioned —
knowing what | was like — that Apocalypse
was coming,” says Richard.

“Of course, | didn’t have access to
Apocalypse, nor any knowledge of how it
worked at that time. | just knew, from what
Dave told me, it was going to be about big
games. So | bought the Tau Empire Codex
and worked out the largest force | could
get and then set about purchasing the
models | needed.”

When starting a new army, most of us
would start the project in logical stages —
getting some miniatures, painting them up
before moving on to the next purchase,
Richard’s method was quite different. “I got
it all in one go and then assembled and
cleaned up all the tanks and miniatures
before | even started to undercoat any
models,” he explains.

With his large Tau Force all assembled
and cleaned up, Richard’s next task was to
start painting them. Again, he went for a

very methodical approach. “I undercoated
the entire force Chaos Black. Once this
was done, | started on the Fire Warriors —
I-aimed to get ten models or one tank
painted in a single evening. | wouldn't start
on the next model or unit until the current
batch was completed.”

For the colour scheme, Richard
followed the advice for painting the Tau
Desert scheme found in the Codex,
although he used his faithful airbrush on
the Devilfish. He stayed true to the process
as described in the book, but there was
one technigue he developed for the final
layer. “What | did was thin down the paint
so there was hardly any colour in it; you
could almost see the pigment particles
floating in the water. This was then applied
to the model in droplets. | let the droplets
dry and, as the water evaporated, the
pigment came to rest on the figure ina fine
sheen. It's a very difficult thing to master,
because if you leave your droplets too
thick with paint then you'll get a horrible,
bobbly effect — the exact opposite of what
you're trying to achieve!”

The other major difference between
Richard’s force and the Studio army is the
condition of the troops and their
equipment. “I know Tau are meant to be
very clean and shiny, but | did a lot of
weathering on the figures to get the feeling
they were mid-campaign. That's why all
the tanks and battlesuits are muddy and
heavily chipped.”




AREA DENIAL NODE

Tau strategic doctrine dictates manoeuvre warfare over
stationary defence, meaning that it is only in the most
critical situations that a position will be defended to the
last. The use of Area Denial Nodes allows mainline Fire
Caste units to pull back safely in the face of overwhelming
enemy attack, whilst still opposing the enemy’s assault and
punishing him for any gains he makes. Far better, it is
reasoned, to lose the drone-controlled guns than to risk the
lives of valuable Fire Warriors.

Area Denial Nodes are employed by the Tau around vital
installations, and provide a screen of anti-armour and anti-

Twin railgun |

Nano-crystalline alloy

armour (equiv. 40mm ‘.\_
composite/120mm

homogenous)

Eice i

ITTEiL

POINTS: 175

personnel fire, through which only the most determined of
enemies will attack. Each node is a stationary gun
emplacement, its targeting systems controlled by an
advanced drone intelligence. Each node forms one part of a
network of emplacements, each able to combine fire with
its neighbours. When two or more such weapons are
brought to bear upon a single target, the results are often
devastating. In at least a dozen reported instances, Area
Denial Nodes have disabled enemy super-heavy vehicles,
and it is even reported that a battery of seven nodes
engaged and destroyed an Imperial Scout Titan at the
battle of Dal'yth.

Target acquisition sensor

Observation deck

UNIT: 1 Area Denial Node ARMOUR

TYPE: Superheawy vehide | BS FRONT SIDE REAR
(immobile) (= 12 12 12
STRUCTURE POINTS: 2

WEAPONS AND EQUIPMENT:

Turret-mounted twin-linked railgun.

WEAPON RANGE STR AP SPECIAL

Railgun (solid shot) 180" 10 1 Heavy 1

Railgun (submunition) 72" 6 4 Heawy 1,
5" Blast

Submunition: Instead of firing the standard, solid shot round,
the Area Denial Node may fire an explosive submunition. When
rolling to wound against models hit by the blast, unsuccessful
wounds may be re-rolled.

Point Attack: Area Denial Nodes are networked together,
allowing them to combine their fire to fearsome effect, Declare
before rolling to hit that a point attack is to be made, using
two or more nodes, and then declare the target they are
combining fire upon. Only a solid shot may be used. Roll to hit
for all of the nodes firing. If two or more shots hit, then they
all benefit from the Destroyer rule.
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Tau Turn 1

The drone of Devilfish engines filled the air
as the Tau on the west side of the board
made the opening moves of the battle.
Recognising that they were outgunned by
the Imperial Guard tanks arrayed against
them, the Tau forces realised that careful
manoeuvring would make all the
difference. On the eastern flank, the
compound defenders had no such waorries,
and they opened the Shooting phase in
style, killing a Blood Angels Devastator and
destroying Mephiston’s Land Raider. The
Lord of Death was unceremoniously
thrown from the burning wreckage.

The mass of Fire Warriors in the
compound aimed their pulse rifles at the
Blood Angels Rhinos, destroying one of the
tough APCs — fortunately for the Space
Marines it was unoccupied; a decoy!

To the west, the Gun Drones on the far
flank poured fire into the Kasrkin and
Armoured Fist squads, but only two
Guardsmen fell. The Heavy Drones and a
Crisis Team combined their efforts to target
the Sentinel squadron, destroying one and
blowing the weapons off the other two!
The two Broadside teams targeted the
Leman Russ Vanquisher and the
Exterminator. The Exterminator was merely
shaken thanks to the Camouflage asset,
while the Vanquisher was destroyed in an
impressive explosion.

Finally, the Area Denial Nodes
combined their fire at the nearest
Baneblade, knocking off a structure point
from the super-heavy tank. Things would
have been much worse were it not for the
Camouflage strategic asset!

Imperial Turn 1

Despite the nearby Tau Disruptor Beacon,
the Death Company entered the battle by
Deep Striking near the compound. Keen to
get to grips with the enemy, Blood Angels
across the battlefield gunned the
overcharged engines on their Rhinos. All
but two of the APCs surged across the
battlefield towards the foe — those that got
closest to the enemy promptly discharged
their smoke launchers. The Imperial Guard
battle line moved as one, the ground
trembling beneath the many tracks.

The Shooting phase opened with a
Scheduled Bombardment, aimed at the first
Area Denial Node. The rail cannon
emplacement was hit four times, and lost a
structure point.

Every Blood Angel who was able
opened fire at the Tau in or near the
compound. However, thanks to a
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The Sky Rays behind the tower used
the markerlights that were in play to
lock onto the Blood Angels Land

Raider, destroying the transport in an
impressive pyrotechnic display.

The Command Hammerhead of the Tau
Armoured Interdiction Cadre gains an

additional D3+1 markerlights per turn,
which automatically hit their target; very
useful for directing Seeker missiles.

combination of poor dice rolling and the
fortified walls of the Tau outpost, not a
single casualty was inflicted! On the
western flank a plasma-gun-armed Blood
Angel even managed to kill himself
with his overheating weapon.
Frustrated, Matt revealed his trump card
and the Chaplain threw a Vortex
grenade at the nearby Broadside team,
sucking one of the battlesuits into the ether.
The Imperial Guard had a little more to
cheer about, as Gun Drones and Crisis
Suits fell to the massed firepower of the
Chimeras and Leman Russ battle tanks.
Then the Baneblades spoke — between
them, the two metal behemoths took down
three Shield Drones, destroyed a rail
cannon on the second Area Denial Node,
destroyed the burst cannon on a Devilfish
and Crew Stunned a second Devilfish.

The Broadsides had mixed fortunes
in the first Shooting phase, but
proved their worth by destroying a
Leman Russ Vanquisher with a
single railgun shot.



Within the compound, the Tau forces were
incredibly resilient. The fortified walls
afforded the ranks of Fire Warriors a 3+
cover save, while the pulsating shield
generator makes all vehicles within the
compound count as obscured for shooting.

Landing Pad

Comms Relay 1
Shield Generator

Comms Relay 2

Comms Relay 3

| lﬂh;iﬂlulvﬂ 1SdKvI0dy

Listening Post

Vortex Grenade

The Vortex Grenade is
probably the most feared
strategic asset in
Apocalypse. Anything this
template touches is
sucked into the Warp with
no chance of survival, and
then the crackling rift
remains in play, drifting
around the board bringing
chaos with it!
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TURN 2

au Stealth Teams arrived on the field,

one deep striking onto the landing pad

objective, and the others entering near
the listening post. All around them, their
comrades opened fire at the approaching
Blood Angels and Imperial Guard squads.
A Tiger Shark and Barracuda also entered
the fray this turn, dominating the skies
above Valaxa Halo. Space Marines and
Guardsmen began to fall, none more
heroically than the Blood Angels Chaplain,
whose Rosarius protected him from Sniper
Drones and two Broadside rail cannons,
but who finally succumbed to a
Hammerhead's smart missile system!

In the Imperial turn, an Orbital Barrage
smashed into the Tau battle line, killing
nine Fire Wartriors, before two units of
Blood Angels Assault Marines entered play
from reserve, unperturbed by the Disruptor

This turn saw death from the skies, as both sides received
some much-needed air support. in addition, the Imperial
orbital hombardments struck home, adding to a deadly
fusillade that tore across the hattiefield.

Beacon in the compound. The forgotten
Bombard and Medusa rumbled onto the
field from the northernmost edge, while a
Marauder Bomber thrust into play,
bombing the Kroot to oblivion. All across
the battlefield, Imperial Guard weapons
opened up at the massed ranks of Fire
Warriors before them. Multi-lasers and
heavy bolters made short work of the
aliens, and another dozen fell.

In the Assault phase, the Space Marines
had mixed fortunes. While the Tactical
Squad nearest the listening post saw off the
Stealth Team threat, a lone Veteran
Sergeant fell to a pair of Crisis suits. On the
eastern side of the battlefield, Mephiston
and two Tactical Squads stormed the
compound and breached the Tau defences
(see note 6).

OBJECTIVES



The Imperial Marauder made its
presence known in style, dropping a

deadly payload of four bombs onto
the packed Kroot formation in the

southeast corner of the board. in the

Shooting phase, Matt rolled 4 times

for the Apocalyptic Barrage template
— once for each bomb - to see where

they landed. With a fairly even
spread, the deadly bombs claimed
16 Kroot and two Kroot Hounds!

(1)

i (o

o

ANNOTATIONS

The Vortex grenade
backfires, moving
into the midst of the
Death Company and
killing seven of them
instantly without the
chance of even a
basic armour save!

Thanks to the
Armoured
Interdiction Cadre’s
markerlights, the
Tiger Shark causes
structural damage to
a Baneblade with its
deadly seeker
missiles, while the
Barracuda accounts
for two Devastators.

still reeling from the
aerial attack, the
Devastators on the
eastern hill are
promptly wiped out
by the combined
firepower of the
Pathfinders and the
lon-cannon-armed
Hammerhead!

Conversely, the
majority of models in
the Tau compound
open up at the
nearby Rhinos, but
fail to do more than
Immobilise one
thanks to the smoke
screens shielding
them.

The Baneblade
nearest the centre of
the field fires all of its
weapons at the
nearest squad of Fire
Warriors, wiping
them out completely
and destroying their
Devilfish transport!

Mephiston leads two
Combat Squads into
an assault against the
compound walls,
personally slaying six
Fire Warriors and
launching a sweeping
advance into the
Great Knarlocs
beyond.
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Despite the deadly close-guarters fighting in the main
compound, the Tau forces fought back in typical fashion.
The Rapid Insertion Force arrived, making a major impact,
while the Tau firepower pounded the Imperial Guard.

TURN 3

he turn opened with the Vortex AR S, = TR T
lscatt'ering 6", taking it dangerously im : RS o e e
close to the Hammerhead in the Tau | The nearby Blood Angels Assault
compound. The Imperial side then BN “quad is obliterated by the massed

firepower from the Crisis Battlesuits,

P < | ;
interrupted proceedings to play their Pathfinders, Devilfish and Piranhas!

Long-range Ack Ack strategic asset on the
Tiger Shark, inflicting a structure point of
damage and shaking the gun crew. In an
eventful pre-turn sequence, one of the
Crisis teams, having been broken in the
previous turn, fled the battle, while the
two Andys managed to reverse their
fortunes somewhat by repairing the Area
Denial Nodes.

At the start of the Tau Movement phase,
the Rapid Insertion Force swept onto the
eastern flank in the midst of the Blood
Angels contingent. Bolstered by these new
arrivals, the entire flank erupted in a torrent
of firepower, concentrated almost entirely
on the Assault Marines. In the end, a dozen
Pathfinders, two Devilfish, the Piranhas, a
Stealth Team, two Crisis Battlesuit teams
and even the Barracuda all unleashed their
weaponty at one of the Assault Squads,
killing every last Space Marine!

On the opposite flank, the two Stealth
Teams targeted the Space Marine Combat
Squads before them, slaying three Blood
Angels in total. Andy (Hall) used a Fire
Warrior Team, a Devilfish and his Gun
Drones squad to shoot the Kasrkin; in an
abysmal round of shooting, Andy scored
15 wounds, but only killed 5 Kasrkin.

Elsewhere, the Area Denial Nodes
combined their railcannon fire at the
nearest Baneblade. With no camouflage to
protect it this time, the Baneblade went up
in smoke.

In the Assault phase, the Pathfinders
over to the west side of the battlefield
faced off against a unit of Guardsmen, and

Having self-repaired at the start of the turn, all four of the Area Denial Nodes
. opened fire at the nearest Baneblade, With their combined fire upgrading the
;’nan;r?eld L(; dc%efeag lee?n'tT?e t[})}lucky rail cannons to Destroyer weapons, the Baneblade exploded! Thankfully for
M=t Sd 'ersh,e a_s_.l ine = 1 the Guardsmen sheltering behind the super-heavy tank, Andy rolled a double
g’mgolém / MEE ;stcm fai ?dl !1? Tratnzﬁlxg 1 for the radius of the explosion, so only one man lost his life to the blast.
reat Knarlog, but successful boosted his

Attacks to 7 in total, slaying one of the
super-evolved monsters outright! The
Tactical Squads also slew a Great Knarloc,
and the Blood Angels made a sweeping
advance to continue their rampage.
Mephiston headed for the nearest
Broadside team, while the Tactical Squads
crashed headlong into a Vespid squad and
a Heavy Gun Drone Squadron.
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The Rapid Insertion Force deep strikes into battle, evening up
the odds for the Tau in dramatic fashion,




ANNOTATIONS

The next Scheduled
Bombardment hits
home, destroying an
Area Denial Node.

The Marauder

0 continues its
onslaught. Swooping
over the heads of the
newly arrived Rapid
Insertion Force, it
drops all eight
remaining bombs on
the heads of the
battlesuits, killing
Shadowsun’s Shield
Drones, a regular
Shield Drone and two
Crisis battlesuits. A
second Crisis suit
falls to the
Marauder’s
lascannons.

The Medusa, three
Tactical Squads and
the Honour Guard
open fire at the Crisis
teams. The rapid-
firing bolters, cut
down all but one
battlesuit, which
Tycho promptly
vaporises with his
meltagun. The Crisis
Commander is killed
by the Basilisk, when
an Earthshaker shell
lands on the
unfortunate Tau’s
head!

The remaining
Baneblade
immobilises a
Hammerhead and
destroys another
Area Denial Node.

The second Assault
Squad takes out an
Area Denial Node
with its meltabombs,
while one of the
Combat Squads in the
compound defeats
-and runs down the
Heavy Gun Drones.
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OBJECTIVES

Lord of Death

With his Might of Heroes
psychic power in full effect,
Mephiston is a fearsome foe.
Having slain six Fire Warriors
single-handedly in Turn 2 and
a Great Knarloc in the Tau
Turn 3, he turned his
attentions to the nearby
Broadside team and cut them
down, too!
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Comms Relay 3

Listening Post

n this turn, lan’s Imperlal Guard tanks finally showed what they were made of! The Leman Russ
m and inator finished off the nearest Fire Warrior Team, while the two standard
ks combined to take down a railgun emplacement, Finally, massed multi-
2 Chimeras wiped out an entire Gun Drone Squadron!



TURN 4

he Tau, realising that the situation looked bleak, made
I an all-out break for the objectives. Embarking into their

Devilfish transports, the Pathfinders on the east flank
redeployed to protect the landing pad, while in the centre
of the field, 16 Fire Warriors from two disparate teams
surrounded a communications relay point.

The Tau shooting was devastating. Rail cannon fire
spoke out across the battlefield, obliterating two Leman
Russ battle tanks. One exploded, taking an infantryman
with it. To the west, Devilfish, Fire Warriors and Gun
Drones all targeted the Imperial foot troops, wiping out the
Kasrkin and a Cadian Infantry squad. Rapid-firing pulse
rifles claimed two Blood Angels Rhinos, while even mighty
Space Marines fell in droves (note 2). Finally, the remaining
Stealth Team charged the Blood Angels at the listening
post, for the Greater Good!

The Imperial response was typically blunt and brutal.
The Marauder destroyed a Piranha, paving the way for the
rest of the Imperial forces to scour the landing pad of the
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Having weathered the storm of Kenos firepower in the previous
turn, the Imperial side aimed to roll right over the objectives.
However, the swiftness of the remaining Tau forces could still
secure victory.

enemy (note 3). The Medusa and the Bombard on the
notth hill launched their shells at the two Sniper Drone
teams — the resultant scatter killed only two Drones, but
managed to immobilise the command Hammerhead.

In the Assault phase, the remaining Assault Marines
charged the Knarloc riders, wiping them out and launching
a daring sweeping advance to claim the landing pad. The
Tau followed suit on the other flank, however, by slaying
the Blood Angels Tactical Squad and claiming the listening
post objective in the Imperial deployment zone.

The battle came to a close as the two forces counted
the terrible toll inflicted upon them. But as the smoke
cleared, the Tau had already begun to withdraw — the
world of Syl’lek’an would have to be abandoned to the
Imperial forces. For now.

FINAL DBJECTIVES

IMPERIA

VIGTORY

OBJECTIVES
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o In the Tau turn, the Vortex destroys another Broadside battlesuit, before vanishing from play in
the Imperial turn.

0 The Blood Angels Honour Guard is wiped out by the remaining Tau on the east flank, leaving
Tycho standing alone against the Xenos threat.

Every Imperial Guard tank and Space Marine transport with line of sight to the landing pad opened
fire, destroying the Piranha squad.

o A full squad of Fire Warriors and their Devilfish had crowded onto one of the communications
relays, attempting to hold it at all costs. Now they were targeted by a Leman Russ, an Exterminator,
a Demolisher and two Chimeras, wiping out every last Tau and scouring the objective clear.

0 After two Assault phases of bloody combat, the Tau Stealth team finally manage to wrest control
of the listening post away from the Blood Angels, defeating the Space Marines in combat.
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BLOOD AND THUNDER

Hero of the Imperium

Our star of the battle has
to be Mephiston, Lord of
Death. Seemingly single-
handedly butchering his
way through the Tau’s
defensive line, his attack
on the shield generator
objective undoubtedly
won it for Matt. And
watching Mephiston lop
the head off a Great
Knarloc was deeply
satisfying!

lan Strickland: Looking at the big picture, a
resounding win for the Imperial side, but a
somewhat Pyrrhic victory for the Imperial
Guard. | nearly had to wipe away a tear
when one of the Baneblades was destroyed
by the Area Denial Nodes!

Everything had been going so well until
the Tau's fourth turn, when a devastating
bombing run by the Tiger Shark wiped out
my Leman Russ squadron, which had been
poised to take the objectives, whilst my
other tanks were trying to mop up the
surviving Tau infantry. In the end, these
supporting tanks took the objective
anyway, due to Andy’s utter lack of anti-
tank weaponry on his flank. If anything,
this was his biggest mistake, and pretty
much gave me a free ride on my half of the
table, even though it did feel like | was
using a sledgehammer to crack a nut
sometimes, Still, there’s nothing wrong
with that approach accerding to Imperial
Guard doctrine!

| think my biggest mistake was
neglecting my infantry on the hill. By
getting whipped up in the excitement of
moving all my tanks, | didnt bother
moving the footsloggers. In hindsight this
would have allowed them to take the
listening post, which in the end was
claimed by a Stealth Team that
averwhelmed the Blood Angels combat
squad protecting it. By the time | was
alerted to the danger, the
Imperial Guard infantry

were too far away to
= affect the outcome.
<] | was glad we
managed to
knock out the
railgun
platforms

eventually, without them causing too much
grief — even if the Blood Angels had to
melta-bomb one of them! All in all, | felt
my Cadians did the Emperor proud, but
there’s definitely room for improvement.
Meanwhile, it's enough that we raised the
aquila over the battlefield, and that the
light of the Emperor is once more restored
to a dark corner of the galaxy.

Matt Hutson: In the end it was a clear
victory for the Imperial force. Early on,
though, it wasn’t looking so good. My first
Shooting phase was a complete disaster. |
just couldn’t seem to penetrate the armour
of the Tau Hammerheads. My own Vortex
grenade killing seven of my Death
Company was almost a calamity. Still, they
fulfilled their role in the plan, as it took an
enormous amount of firepower from the
Tau to finish them off. In fact, this was a
theme of the battle — mainly through my
ability to make lots of armour saves when
it counted, my Blood Angels just wouldn't
lay down and diel

A huge factor in our win had to be the
two Andys’ incorrect assumption that |
would Flank March my Assault Squads into
play. This meant that dangerous units such
as the Kroot were too far away from my
main assault. It only took Mephiston and
two Combat Squads to smash their way
through the compound defenders in the
end. The most satisfying moment of the
game for me had to be killing the Tau
Rapid Insertion Force, largely through the
Marauder’s bombing run.

All in all, the game turned out to be
quite a tactical one, with large sweeping
tank and troop movements, which made
for quite a cinematic battle that was lots of
fun to play.



GURBED AMBITIONS

Andy Hoare: Well, that was brutal! We
certainly managed to lure the Blood Angels
across the open ground, but unfortunately,
the Rapid Insertion Force just didn’t
manage a convincing enough counter-
attack. Once even a small number of
Blood Angels got in amongst the units
defending the base, they were protected by
both the shield generator, and by the fact
that | couldn’t target them because they
were engaged in close combat.

One of my favourite moments came
when | destroyed a Blood Angels Land
Raider on a glancing hit, expecting some
Terminators to come piling out. | was
pleasantly surprised when Matt placed
Mephiston himself next to the wreck. |
knew the Chief Librarian would still be on
my lines pretty fast, but at least he'd be
slowed a bit, and | might even get the
chance to shoot him as he came in.

So, what did we do wrong? Perhaps we
should have used the more refined
variation on the Kauyon and not actually
had any troops at all defending the base.
We could then have put all of our effort
into the counter attack, but would have
lost the chance to whittle down the Blood
Angels’ number as they came in.

Either way, it was a really fun game.
The terrain looked great — complimenting
lan’s army very well, as the camouflage
he’d used on his vehicles matched the
table surface. Matt was a challenging
opponent as ever, and Andy was a great
teammate. All in all, a memorable game

White Dwarf Says...

This was a great battle, with lots of
dramatic moments for both sides.
The Tau were severely hindered in
the deployment phase of the game -
partly due to the Jammers strategic
asset — and they never really
recovered, Andy Hall’s force found
itself facing a line of Leman Russ
tanks and Chimeras, with very
little heavy weaponry to use
against them. His best bet would
have been to fly beyond them
and target the infantry, but he
opted instead to try and hold

the objectives at all costs. On the
east side, Matt’s Blood Angels got
a pummelling from the Tau in the
compound, but once they got
into the combat all those big
guns counted for very little!
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that lived up to everything the Apocalypse
supplement is about.

Master Hunter

One of the most useful
members of the force
was the command
Hammerhead of the
Armoured Interdiction
Cadre. The ability to put
markerlight hits on any
enemy within the
command tank’s line of
sight was incredibly useful,
and led to some highly
effective fire against the
Baneblades and other
armoured targets.

Andy Hall: Well that was suitably
apocalyptic, with lots of destruction on
both sides. In the end, though, the
Imperium won — the speed and brutality of
the Blood Angels overcoming the Tau
Firepower. It didnt start very well, with
Matt and lan placing Jammers on us, which
stopped us communicating in the crucial
deployment phase. The positioning of the
Kroot was a gamble that didn’t pay off -
we were expecting a flank attack from that
side of the battlefield, but instead the
Blood Angels decided to slog it from the
Imperial deployment zone, leaving the
Kroot stranded. :
There were quite a few moments for
the Tau to rejoice; the Stealth Team’s
last minute capture of the listening
post, the destruction of the
Baneblade and the Vortex
Grenade swallowing the &
majority of the Death Company

woa e ISAXTY

being but three. However, with
a two-objective lead, the day
clearly belonged to the
Imperium,



 WELCOME TO WARGAMING

It s Chrlstmas, season of goodwill, too much food and many presnents"I Perha s you're
- readmg this nowbecause you've received White Dwarf in you |STOC1€Ing Maybe you've
J_x" never p_ayed a wargame before. If so, we'd like to take this oppiortumty to welcome you to

/. the amazing world of the Games Workshop Hobby > .?/-
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ARE YOU NEW T0 THE HOBBY?
DO YOU WANT T0 KNOW MORE?

All through the cold winter months our warm and
welcoming stores are running great introductory and
tutorial events for anyone new to the Games Workshop
Hobby. These tutorials can help you get to grips with
collecting, painting & modelling, and playing all of our
games. Our experl staff can introduce you to new aspects
of the Hobby, or help you to develop your skills and hone
your generalship.

And you den’t need to worry if you are completely new to
all the dizzying variety of the Hobby. Our staff can help
and advise from your very first steps along the path to
getting the army you want onto the table ready to crush all
opposition!

The sessions will be running throughout January, and each
store will have a full timetable for which you will need to
get signed up as spaces will get filled quickly!

All you need to do to get involved is to get in touch with
your local store and our friendly staff will be able to book
you into the session which best suits your needs.

So, get along to your local Games
Workshop store and get booked into a
Beginners Course!

RING YOUR LOGAL STORE FOR DETAILS!

_be able to create an eye-catching army.

& skjfmﬁhesofa dozeh nmde!s that can be romp.'r_’l‘ed in an hote 4o vast.

You can't fight a battle witheut troops, which, in our case, are representecd
by models about an inch (30mm) high. Model armies, just like real armies,
contain different kinds of troops and are commanded by valiant generals. By
adleling regiments, as well as war machines, heroes, monsters and other
special models your army will soon grow.

Painting Citadel miniatures is one of the most satisfying parts of the hobby ~
thete's nothing quite fike looking at a massive army you have painted

voursell. Although it takes time to become as good as the ‘Eavy Metal team,
who paint most of the models in our books, it doesn't take much practice to

batiles involving hundrecs of troops on each side. Playing a wargame is a
great way to spend tinie with your frierids, and in ho time at all you will

- have built upa rcpertmre of war-stories.
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The map for the Middle-
earth in Flames campaign
can be found at the end of
this article. We recommend
enlarging it on a colour
photocopier. Alternatively,
you can download a PDF
version of the map and the
counters from our website,
Just log onto:

www.games-workshop.co.uk/

thelordoftherings
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War has come to Middle-earth, as mighty armies try to claim
the land for their own! Mark Latham presents a new map
campaign for The Lord of the Rings strategy battle game.

the dramatic events shown in both
The Two Towers and The Return of
the King films, specifically the military
campaigns wrought by Saruman against
Rohan, and Sauron against Gondor.
The campaign uses a map (see page
48), and allows you to take the part of one

This complete campaign is set around

of the four great factions — Gondor, Rohan,

Isengard and Mordor — moving your forces
around the map, claiming territories and
fighting out encounters as separate battles.
Additionally, we present some advice for
creating map campaigns of your own.

What is a map campaign?
While a narrative campaign follows a set
story through a series of defined battles, a

map campaign has two separate elements —
the Campaign Turns and the battles
themselves. In the Campaign Turns, you

‘use a map to plot the locations and

movement of each of your armies, allowing
you to choose which battles to fight and
which to avoid. The second stage is to play
the battle games — these are used to resolve
what happens when armies clash on the
map. Like in most campaigns, there are
several options for each player to achieve
their victory conditions. This means that
the combined events of a Campaign Turn
become part of a larger strategic game.
Finally, as the campaign progresses you
will have the opportunity to expand your
fledgling force into a powerful army, giving
you a great incentive to paint fresh troops!




CAMPAIGN RULES

Players and forces

This campaign is designed for four factions:
Gondor, Rohan, Isengard and Mordor.
These are represented by appropriate army
lists from Legions of Middle-earth or our
sourcebooks, as detailed below. This
allows up to four players to take part, each
assuming control of one of the factions,
though the campaign can also be played
with just two or three players. With two
players, each person takes two factions,
either both of the Good nations of Gondor
and Rohan, or the Evil realms of Isengard
and Mardor. In a three-player game, one
player takes both of the Good or both the
Evil factions, while the remainder are split
between the other two players.

Armies

Each player will control a number of
armies during the game, representing the
forces he can bring to bear in any given
area. Army Markers are used to show the
locations of your armies on the campaign
map. Army Markers and Territory Markers
are printed with the map - these are
provided for you to cut out and use while
playing your campaign.

Right: Armies for-each faction must
be chosen from a relevant army: [ist
in Legions of Middle-carth ora
sourcebook, using the guidelines
‘on the following pages. You can
use any list related to your faction
— this example is of a Minas Tirith
army with Fiefdom allies, while the
example overleafl uses the Tower of
Ecthelion list.

e e i
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Each Army Marker has a points total
assigned to it. Every time an army needs to
fight against another army, the player
creates his force to a points limit equal to
the army’s points total. The minimum
points total an army can have is 300
points, while the maximum is 600 points.
In addition to this, each faction can only
control a maximum of five armies at any
one time. At the start of each battle, the
players choose a new force from the
appropriate army list in Legions of
Middle-earth or a sourcebook.

Factions

To start the campaign, each player
must choose one of the four factions
to play. He then gets to place two
armies on the map. One is placed on
the capital and the other is placed in
an adjacent space. These armies each
start out with a points total of 300.

ot il bk

Rohan Gondor Mordor fsengard

Legions of
Middle-earth

This expansion for The
Lord of the Rings strategy
battle game is an
invaluable guide to the
armies of Middle-earth.
Within its pages you will
find army lists for every
faction from the strategy
battle game. Example
armies are shown on the
following pages.

LEGIONS OF
MIDDLE-EARTH

-5
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Left: The Middle-earth in Flames
map covers the areas of Mordor,

“Gondor, Isengard and Rohan. At

the end of this article are some

‘guidelines for using other factions

in the campaign — if you choose to

“do this, then the creative types
‘among you might want to try
-designing your own map!




F The following forces represent typical factions from
ACTI ON S the Middle-earth in Flames campaign.

L J
Narrior of Minas Tirith banner bear-ﬁr
“itadel Guard with spears (45).

tl wowm;., qpvms; H‘M 3 Rc-yal Guard
on horses (




Dre Captain with
(8 with
8 with spears, 4 with hand
pons and shields, 4 with two-
handed v 18] ), hanner
ers (3 with

3 with spea
Maorannon Ores (4 with

5), 10 Uruk-
is (100), 10
, 5 Uruk-hai




CAMPAIGN TURN SEQUENCE

opportunity to do several things. The

order in which this happens is
determined by following the turn
sequence. Once every player has taken
their actions and any tabletop battles have
been fought, a new Campaign Turn starts
with another Initiative roll.

I n a Campaign Turn, each player gets an

1. [Initiative Roll
2. Turn Actions
3. Resolve Battles

1. Initiative roll

At the start of every Campaign Turn, each
player rolls a dice and compares the results
to determine the order in which they will
take their Turn Actions. The player that
rolled the highest takes his Turn Actions
first, followed by the player who rolled the
next highest, and so on until all players
have taken their Turn Actions. Players that
tie re-roll until there is a clear order.

2. Turn actions
Once Initiative has been determined,
players get to take their Turn Actions in the
following order:

(i) Gather Resources

(i) Move Armies

(iii) Distribute Resources

(i) Gather resources

Certain spaces on the map are identified
with red flags as being Strategic Points.
When your faction controls one of these
points it has the potential to generate
resources that you can later spend to create
or reinforce armies. Roll a dice for each
Strategic Point you control and on the roll
of a 4 or more, add 100 points to your
“treasury”. Your capital counts as a
Strategic Point, but automatically adds
100 points to your total every turn without
needing to roll. A captured enemy capital
does not generate an automatic 100 points
— instead, a dice is rolled like a normal
Strategic Point.

The Rohan player gets to roll three dice to gather
resources. Scoring more than 4 on two of his rolls, he
gets 200 points, plus a further 100 for his capital, to
add to his army total.

L ¥
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(ii) Move armies

In order to capture a Strategic Point, an

army simply has to move into the relevant

hex and end the current turn’s movement
there. The player then places one of his

Territory Markers to show that he retains

control of the hex even if his army moves

away in a later turn. If a player’s army
moves onto a Strategic Point that already
contains an enemy Territory Marker, that
marker is removed and replaced by one
belonging to the new arrival. However, if
the enemy has positioned an army in the
hex to guard the Strategic Point, a battle
must be fought (as described below), and
control goes to the victor. Moving an army
involves two things — first a Scouting roll,
then a Forced March roll (as explained on
the following page). If an army fails either
of these rolls, it stays where it is and can
move no further that Campaign Turn. There
are a few other things that can restrict an
army’s movement:

e An army cannot move into a space
occupied by another army from its
own faction.

» [f an army moves into a space
occupied by another faction’s army, it
can move no further. The other army
cannot move either, even when it is its
turn to move. The two become locked
in combat and a battle is fought at the
end of the Campaign Turn to see
which army will remain in that space.

*  When two armies are locked in
combat, no armies from any faction
can enter that space.

~ MIDDLE-EARTH IN FLAMES

Scouting Chart

Terrain Type D6 roll
(Clear) Automatic
_> (Forest) 2+
(Swamp) 3+
_) (Mountain) 4+
_) (River) 5+

Scouting roll: To represent the problems of
moving armies over difficult terrain, an
army needs to pass a Scouting roll before
it can move into an adjacent space. To do
this, first check what type of terrain you
want your army to cross — determined by
the colour of the line separating the two
spaces. Next, look up that colour on the
Scouting chart above. This will give you
the number you need to roll on a single
dice in order to find safe passage into the
next space. Remember, an army cannot
move any further once it has failed a
Scouting roll.

Right: In order for this Rohan army to move into the
mountains, it needs to make a Scouting roll. Scoring a 5 on
the dice, the army succeeds and moves into the space.




Forced March Chart

Terrain Type

D6 roll

First Space
Second Space
Third Space

Fourth Space

Automatic
3+
4+

5+

Ik

S intends to, he may distribute the resources
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Forced March roll: Each space on the map
represents a considerable distance.
Marching an army across such an expanse
can be very troublesome. To represent the
exhausting effect such manoeuvring can
have, you will need to make a Forced
March roll for each space moved. The
Forced March chart tells you the number
you need to equal or beat in order to
successfully move into the next space. As
indicated on the chart, you must make a
roll for each successive space you wish to
move to, and you will find it gets
progressively harder the farther you go. If
you fail a Forced March roll, the army does
not move into the space and can advance
no further that Campaign Turn. An army
cannot move more than four spaces in a
single Campaign Turn.

This Isengard army can automatically move one space,
and moves a second and third time by rolling a 4 and a
6. However, it cannot move a fourth space because a 2
was rolled. The terrain is clear, so all Scouting rolls are
passed without needing to roll.

(iii) Distribute resources
Once a player has moved all the armies he

he gathered at the start of his Turn Actions.
The points in his treasury may now be used

¢ to reinforce or create new armies, or

simply be kept in the treasury for use in a

«subsequent Campaign Turn. An army can
“only be reinforced while it is at a Strategic

Point, and not engaged by an enemy.

To reinforce an army, move points from
your treasury into that army’s points total.
These points may only be moved in
multiples of 50. A new army can be
created at any Strategic Point you control
as long as there is not already an army in
that space. You need to have 300 points in
your treasury to start a new army, as that is
the minimum size an army can be, and the
new army cannot exceed 750 points.

to raise a new army (2) in another Strategic Point.

3. Resolve battles

When two armies meet on the campaign
map, a tabletop battle is fought. This game
uses one of the scenarios from The Lord of
the Rings rules manual, generated at
random in the usual manner. The opposing
forces are chosen to the points totals of the
armies involved. However, in order to
establish a clear winner and loser, there
can be no draw result.

If the game ends in a draw, players
must find some method to determine a
clear victor — perhaps by counting up the
number of models in each force left on the
board, or playing an extra turn to try to
claim an objective.

The army that wins remains in the
contested space, while the defeated side is
utterly destroyed and its marker is removed
from the Campaign Map. Once all the
battles have been fought, a new Campaign
Turn starts, with everyone making another
Initiative roll.

Winning the Campaign

* The campaign lasts for 15
Campaign Turns, at the end of
which the player whose faction
controls the most Strategic Points
is the winner.

* In the event of a tie, play
continues until, at the end of any
subsequent Campaign Turn, one
player controls a majority of
Strategic Points.




_ MIDDLEEARTH IN FLAMES

AILTERNATIVE CAMPAIGN RULES

A lot more detail can be added to the Middle-earth in Flames campaign. Here we
look at ways in which you can customise this campaign with your own ideas.

Faction bonuses

You may want to give each faction some

kind of bonus to represent the character

and background of the armies in play. Here

are a few suggestions:

e lIsengard’s armies add 1 to all their
Scouting rolls,

e Rohan's armies add 1 to all their
Forced March rolls.

* Mordor adds 1 to each dice’s result
when rolling to Gather Resources.

* Gondor adds 1 to the dice when
making its Initiative roll each turn.

Other factions

With a bit of work, you could increase the
number of players in the campaign. The
simplest way to do this is to use other army
lists from the regions already covered, such
as the Minas Tirith force, for example.
Otherwise, the introduction of Elven hosts,
Dwarf throngs or even Hobbit forces will
add extra flavour to the campaign. With a
little preparation you could even shift or
expand the campaign map to cover the
lands of Harad and the East, allowing you
to involve more exotic forces.

Gathering resources

Detail can be added by having Strategic
Points provide resources differently. You
could have some points generate resources
more or less readily than others. For
example, desolate or remote places, like
the Emyn Muil or the swamps of Nindalf,
could only produce resources on the roll of
a 5+. Places abundant with resources or
manpower, such as Fangorn Forest or the
heartlands of Gondor, could produce
resources on the roll of a 3 or more. This
would make some Strategic Points more
valuable than others — as such, it is a good
idea to have only a few of these special
areas on your map.

Scenarios

There are many other scenarios you can
use aside from the four from the rules
manual. When fighting over a capital or
stronghold, you could use the Walls of
Minas Tirith scenario from The Return of
the King journey book, or the Osgiliath
scenario from Gondor in Flames, for
example. Bear in mind that different
scenarios may need a few adjustments to
account for the different points totals and
forces you will be using.

You could also change what happens to
the losing army after a battle. Instead of
being wiped out, the army’s points total
could simply be reduced by 100 points
and it is moved into an empty adjacent
space. However, if this reduces the army's
points total to less than 300, the army is
destroyed. A Scouting roll is needed if it
moves into a space by crossing terrain. If
the Scouting roll is failed, the army is
caught by the victors and wiped out —
otherwise it moves into the intended space.

Below: Flayers can choose
scenarios that are appropriate to
the location of the battle.

Bottom: It is hard to find the
resources needed fo raise an army
in such a barren land.
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TRATEGYY BATT
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
Middle-earth’s entire cast of heroes and villains, from stalwart Hobbits to brutal Uruk-hai. The
hardback also contains an extensive hobby section and exhaustive list of profiles, updated and
arranged by race and region. No player can afford to be without this weighty tome!

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

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 Gonder
army lists allow you to recreate  Fellowship from the Shire, Froda 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 Mardor, while Aragorn and mavie, as the War of The Free Peoples and the forces of
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With a mighty
Waaagh!, a great
Warboss gathers
hordes of lesser
warriors to his side,
to launch an orgy of
destruction capable
of levelling entire
worlds. Yes, Jervis
Johnson has once
more called for a
Design Studio tea
break — the canteen
staff had better
watch out!

STANDARD

BEARER

ext month sees the release of the
N brand new Ork Codex and a

plethora of new Citadel miniatures
to go along with it. I'm really excited
about this release, mainly because it has
been a terribly long time since we did
anything new for what is arguably the
most important alien race in the
Warhammer 40,000 galaxy.

What makes the Orks so important?
Well, for a start they have been one of the
Imperium’s most deadly enemies ever since
Warhammer 40,000 came out just over
twenty years ago. The cover of the first
Warhammer 40,000
rulebook (or
Warhammer 40,000:
Rogue Trader, as it was
known back then)
featured a squad of
Space Marines beset on
all sides by an unseen
foe — history dictates
that this foe was indeed
the Orks. This is still a
seminal piece of Games Workshop
imagery, and one which has been alluded
to on more of our book covers than any
other piece of artwork.

But it’s not just in Rogue Trader that the
Orks appear. They are featured throughout

our early books, in the artwork and in the
descriptions of the background for the
game. They also appear in the scenario
that was included in Rogue Trader, the
classic “Battle at the Farm”, in which
Thrugg Bullneck and his Boyz took on the
Crimson Fist Space Marines on the Imperial
planet of Rynn’s World. From the start,
then, the Orks were shown to be one of
the Imperium’s greatest foes.

Not surprisingly, the Orks proved to be
a popular army with players of
Warhammer 40,000. Over the coming
years we made many, many new Ork

‘ ‘ The Orks have been one of

the Imperium’s most deadly
enemies since the first edition

of Warhammer 40,000.9 9

models for the army, and we published a
number of supplements like Waaargh The
Orks! and “Ere We Go! that delved much
deeper into the background for the army. It
was these books that introduced players to
the Ork gods Gork and Mork, and told

The Orks featured in the first
edition of Warhammer 40,000,

‘Ere We Go (1991) introduced
Goffs, Snakebites, Blood Axes,
Oddboyz and loads of Orky wargear,

This book introduced the Death
Skulls, Evil Sunz, Bad Moons and,
of course, Frechooterz!

4I)esa‘n'be\d as the “ultimate Ork
sourcebook”, this tome firmly
established the Ork background.

The first Codex as we know it,
praduced in 1994.

Codex: Orks for Warhammer
40,000 third edition.

7Th.'_‘ Orks were revisited for the
Armageddon campaign Codex.

Finally, the brand new Codex —
Da biggest and da best!
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The Battle for
Armageddon

| recently came across
the files for the Battle for
Armageddon board game
mentioned in this
month’s article. As an
early Christmas present
for Standard Bearer
readers, I've arranged for
the files to be made
available for free from
the Games Workshop
website. All you need to
do is follow the link
below, download the
files, and then you can
print out your very own
copy of the game!

WWW.games-
workshop.co.uk/erks

them more about Ork society and the
different Ork clans. They also described the
Orky know-wots that allowed the
greenskins to produce deadly battlefield
weapons like the Shokk Attack Gun, and
some of the great Ork Warlords like
Ghazgkhull Thraka. Last but far from least,
they introduced the world to the mighty
Ork “Waaagh!” — a battlecry that can be
heard echoing around Games Days and
other shows to this day.

Such was the popularity of the Orks
that they were a natural choice for the
alien race to be included in the first ever
boxed version of Warhammer 40,000. This
version of the game came with two
complete armies, one for the Space
Marines, and one for the Orks. The Orks
were also featured in one of the very first
Codexes we produced (although modesty
forbids me to mention the name of the
naive and wet-behind-the-ears young
games developer that wrote this
magnificent tome). We even made a board
game called Battle for Armageddon, which
allowed players to recreate the Ork
invasion of an Imperial planet, and which
added the story of the Armageddon
campaign to the history of the galaxy.

Since then we've spent a lot of effort
(rather successfully, | think) building up the
other alien races that threaten the
Imperium, and the Orks have taken
something of a back seat for a while. This
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isn’t to say we've done nothing for them —
far from it — but it does feel like the once-
mighty Orks have not been receiving as
much attention as they used to. Which, if
you ask me, is rather a shame.

And, fortunately, it's also something
that is about to change! Starting off with
the new Codex and Citadel miniatures in
January, we've got plans for all kinds of
new stuff over the course of the year. What
else is in the pipeline? Well I'm going to
have to keep that a secret for the moment,
but suffice to say that 2008 is set to be a
very green year indeed, and | don’t mean.
that in an eco-friendly sort of way!

Why are we doing this? Well, our main
aim is to restore the Orks lo the rightful
place as one of the pre-eminent armies in
the Warhammer 40,000 game. We love the
Orks, and all of the work we've been doing
on other armies have left them in need of
some serious TLC (if you can say that about
an eight-foot tall green alien monster). But
we aren’t just doing this because “that’s the
way it used to be back in the good old
days”. You see, one of the things we
quickly came to realise when we started
work on the new Ork Codex is that the
Orks are an important counter-balance to
the more serious and “dark” aspects of the
Warhammer 40,000 background. The Orks
offer the designers at the Studio and you
the players a chance to create an army
that’s crazy, fun and tough as nails, and




packed to the gunnels with larger than life
characters and insanely inventive weapons.
This isn’t the army for the cunning
tactician, it's one for the player that wants
to throw caution to the wind and get stuck
in! An Ork army isn't for everyone, but
that's part of their charm; it’s the fact that
they are so different from most other
armies that makes them important.

These differences spill over into the
fantastic and totally over-the-top modelling
and painting opportunities that the Orks
offer the dedicated (if slightly unhinged)
hobbyist. | was reminded about this
recently when | was visited
by just such a crazy Ork
player, who goes by the
name of Dave “Squigbrain”
Handy. I've known Dave for
several years now, ever since
we met at one of the early
Grand Tournaments held in
the USA, and throughout that
time he has had one larger-
than-life Ork modelling
project after the other on the go. Dave’s
latest project is a looted vehicle. Now,
quite a few Ork players include heavily
converted models that have been “looted”
from another army, and that count as
something from the Ork list — a captured
Rhino that counts as a Battlewagon, for
example — so having a looted vehicle in an
Ork army isn't all that surprising. However,
Dave being Dave, he had to go just one
step further, and is currently working on a

looted Tyranid Carnifex (1) as the latest
addition to his army. | know.

It’s this kind of thing that makes the
Ork army so important, in my opinion
anyway. The Orks are like a safety valve
for many of the serious aspects of the
hobby, allowing us to say “Yes, this is a
deep and engrossing hobby — but it can be
crazy and over-the-top and fun too!” In
other words, the Orks help give our hobby
breadth as well as depth. And that's why
I'm looking forward to 2008 being a very
green year (That’s all very well, but when’s
the white-bearded year, that’s what I'd like

“ Packed to the gunnels
with larger than life
characters and insanely
inventive weapons! ,,

to know! — Grombrindal).

And that’s all for another month. As
ever, please feel free to write to me if you
have any comments about this article, or
indeed about anything else you want to get
off your chest about the hobby. | read all of
the letters | receive, and although | can't
promise a personal reply to everyone, | do
consider all of the feedback I receive very
seriously. You can reach me by writing to
the address to the right.

The upcoming Ork release will see
some new Tankbustas models,
armed with a variety of armour-
penetraling weapons.

The ultimate in Ork tank-busting
technology, Squig-bombs are likely to
explode at the slightest provocation.

Lootas are the most heavily armed
Orks, and go to battle in large
"Favy Weapon rigs.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS$§
United Kingdom

www.games-workshop.co.uk/orks 53



An Apocalypse/Gities of Death Gampaign

e PARY 2: THE £YE OF THE STORM

o = it

This campaign uses hoth the
Cities of Death and
Apocalypse expansions for
Warhammer 40,000,

An expansion gives you
all the rules and information
vou need to play games in
different and exciting new

ways — like fighting in a dense

urban environment or using
truly massive armies.
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Welcome to the second part of our Warhammer 40,000
campaign! Will Inquisitor llthaman’s plan to defeat Warlord
Ptar succeed, or will his gamble cost the Imperium another

world to the forces of Chaos?

ast month, in the first part of the Cities
i Shall Fall campaign, we presented the
smbattle of the 13th Parallel, in which the
hordes of Chaos surged into the city of
Cor Hydrae.

The Imperial force’s high commander,
Inquisitor lithaman, planned to draw the
forces of Chaos into the heart of the city,
where his armies could grind them to dust
amidst the dense terrain, before the
Inquisitor himself would join the fray and
take on Warlord Ptar in single combat. If
llithaman could entrap the Chaos horde in
his city, he could surround them, and
destroy them utterly. Or so he planned...

KTHAMAN'S GAMBIY

Everras the Shock Troopers of the Cadian
74th A, B and E companies sold their lives
dearly at the 13th Parallel, the remainder
of the regiment redeployed further towards
the centre of Cor Hydrae. The manoeuvre
was a trying one, for an orderly retreat in
the face of an enemy is amongst the
hardest of military endeavours. But these
men were Cadians, and death held no fear
far them. With the sounds of the Chaos
hordes giving chase behind them, the
Cadians fell back to their prepared
positions at Martyr’s Square.

e N —
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Having manned the defences prepared
for them mere days before, the Cadians
prepared to hold the square until ordered
to fall back once more. Few men of the
lead companies expected anything other
than to stand and die, just as the other
companies had at the 13th Parallel. They
saw this action as a fitting repayment to
those who had died that day.

Watching tensely across the wide
square for the first signs of Chaos forces,
the Cadians were surprised to see a single
Rhino crash through a ruined wall and
head towards their lines. As the transport
slewed to a halt in front of the Cadian
positions, heavy shells began to fall,
massive explosions wracking the square
and scarring it with ragged craters. The
Rhino’s ramp slammed down, and the
Cadians were astonished to see a Space
Marine Chaplain disembark. The Cadians
gave voice to a mighty cheer as another
figure emerged. It was their. commanding
officer, Colonel Kaze. He had somehow
survived the action to draw the forces of
Chaos across the 13th Parallel, apd had led
the lead elements of Plar's forte directly
into the killing ground of Martyr's Square.

Even as the Colonelswas greeted by his
jubilant-meny-battlewas joined.




INQUISITOR IEFHAMAN

The high commander of the Imperial
forces on Malin’s Reach, Inquisitor
llthaman is a man noted for his
ruthlessness, even amongst his peers in
the Ordo Malleus. He has faced Warlord
Ptar, the so-called “Execrator of Dolonis
VII”, on several occasions, and the two
harbour a grudge for one another that has
vet to be settled. llthaman is prepared to
go to any extreme to defeat his nemesis,
even to sacrifice an entire world to

entrap and destroy the Chaos warlord.
llthaman intends to surround Ptar and his
forces in the heart of Cor Hyrdae, and to
face the warlord in single combat. Only
then, having slain Ptar by his own hand,
will llthaman's mission be complete.

llthaman will take to the field in
Mission 3 — use an Inquisitor model from
the Witch Hunters or Daemonhunters
ranges, and follow the rules from the
appropriate Codex.

The Execrator of Dolonis VIl has carved a
bloody path across at least a dozen of the
Imperium’s worlds, and has the blood of
millions on his hands. Following the
victory at Dolonis, Ptar’s horde grew still
larger, and he dared to imagine himself
worthy of the greatest of rewards a loyal
servant of the Ruinous Powers might
receive — apotheosis to Daemonhood. To
that end, Ptar has sealed a terrible pact
with his patron gods. He will offer up to

them the world of Malin’s Reach, and he,
in return, shall become a Daemon Prince
of Chaos!

Warlord Ptar will take to the
battlefield in Mission 2 — the Battle of
Martyr’s Square, and Mission 3 — the
Battle of the Pious Heart. If you wish to
field him, then you could use the new
plastic Chaos Lord in Terminator Armour
model and the rules from Codex: Chaos
Space Marines.

b
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Artillery deployment

Brother Lysil of the Blood
Angels Chapter gazed out
across Martyr's Square.

He knew the enemy
would soon come into sight.
He could almost smell their
evil upon the hot, cordite-
laced winds.

"8ir?” Lysil turned to
face the man who addressed
him. It was a trooper of the
Malin's Reach Planetary
Defence Force. “Speak,
trooper,” Lyslil replied.

“Sir. If we survive this,
my lord, what will become
of us?”

Lysil considered the
man's question for a
moment. Across the square
rose the crump of explosions
and the grinding sound of
tracks crushing rubble.

“What matter if we
survive this?" the Blood
Angel answered, hefting his
bolter and checking the
sights in readincss for the
inevitable assault.

“What matter?” the
trooper replicd, confusion
writ large across his face.

“Yes, trooper,” Lysil
replied. “So long as we do
our duty to Emperor and
Primarch, our deaths shall be
a gloriovs thing”

The trooper nodded, and
lifted his own weapon to his
shoulder. Space Marine and
Defence Force trooper stood
side by side as the forces of
Chaos advanced into the
open. As battle was joined,
the bark of Lysil's bolter
and the sharp crack of the
Imperial Guardmans lasgun
merged into one.

ST JERRON’S HILL

The Battle of Martyr’s Square was the
second of Inquisitor llthaman’s bold actions
to draw the forces of Warlord Ptar into the
centre of Cor Hydrae. The Chaos forces
were forced to cross the wide-open space
of the square before getting to grips with
their foes; the Cadians’ fire taking a
fearsome toll upon them as they did so.
The Shock Troopers knew that they had to
hold the line and not give an inch, so that
the enemy might be punished for every
step of the Imperium’s city they gained.

Despite their fate, the Cadians knew
that they were fortunate indeed to have a
detachment of Space Marines bolstering
their lines. The example of these stoic
defenders of Humanity was one the
Cadians would emulate even as the enemy
bore down upon them. Each man prayed
not for survival, but that he might do his
duty to the Emperor and take with him
enough of his foe to save Cor Hydrae, and
Malin’s Reach itself.

ARMIES

Defending the positions hastily erected
across Martyr’s Square is a mixed force of
Imperial Guard and Space Marines. The
Imperial Guard army should amount to
around 5000 points, and the Space
Marines around 2000 points.

In addition, the Cadians are now in
range of their medium heavy artillery. This
consists of up to 500 points of Imperial
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Guard artillery pieces such as Basilisks, or
any of the Forge World models capable of
indirect fire.

The Chaos army should be of an equai
size (approximately 7500 points). In
addition, the Chaos army has a further
2000 points of units held in Strategic
Reserve, dispatched by Warlord Ptar to
replace the inevitable casualties his force
will take crossing the open ground of
Martyr’s Square in the very teeth of the
Cadian gun positions.

THE BATTLEFIELD

This battle is fought on two tables. One
represents Martyr’s Square, while the other
represents Saint Jerron’s Hill, on which the
Cadians have emplaced their artillery in
support of their units in the square.

Martyr's Square should be set up on a
6' x 8' gaming area. The photo above
provides an example of how to set up the
battlefield, though you will need to adapt
this according to your own terrain
collection. Most importantly, the City Ruins
are only placed around the table edges,
leaving most of the table open.

Saint Jerron’s Hill is located only a mile
or so from Martyr’s Square, and the summit
of the hill is represented by a 4' x 4' table,
which you should set up near to your main
table. This battlefield should use any urban
terrain you have available, and may be set
up by the Imperial side.



'SQUARE

TIME LIMIT

Agree on a lime limit appropriate to your
group. You should be able to play this
game over the course of a single day, but
be prepared to run into the evening.

CHYFIGHTING STRATAGEMS

Imperium: Fortifications on the Martyr's
Square table, Obstacles on both tables.
Chaos: Deep Strike on both tables.

APOCALYPSE STRATEGIC ASSETS

Imperium: Minefields on the Martyr’s
Square table, Disruptor Beacon on the
Saint Jerron’s Hill table.

Chaos: Strategic Redeployment and Blind
Barrage on both tables.

DEPLOYMENT

The Imperium must set up first, in the areas
indicated above. They have 30 minutes in
which to do so.

The Imperium deploys its main force in
its deployment zone in Martyr’s Square. No
Imperial Guard indirect-firing artillery (such
as Basilisks) may be set up in the square —
these must be assigned to the Saint Jerron’s
Hill table. The Imperial side may assign up
to 1000 points of its army to defend the
artillery at Saint Jerron’s Hill, and these are
deployed along with the artillery there, in
the area shown.

The forces assigned to Saint Jerron’s
Hill are also set up at this time, within the
deployment time limit.

. OBJECTIVES

The Chaos Space Marines also have 30
minutes to set up. Any number of units
may be held in Strategic Reserve, but only
those able to Deep Strike may enter play
on the Saint Jerron’s Hill table.

OBJECTIVES

Just as in the first battle, the objectives
are all set up on one side of the table, as &'_k

Wi

shown above. There are six in all, and
they are captured in the manner
expansion. Note that there are no "
objectives on the Saint Jerron’s Hill / .
table — the motivation for fighting o
Rules below. i( . 4
WHO. GOES FIRST? .

The Imperium has the first turn. .

Fire Support: The artillery placed

on Saint Jerron’s Hill may fire upon

the Martyr’s Square table. If any

containing a vox or master vox has

line of sight to a target, then the

scatter dice may be re-rolled.

If the Imperium wins, every model in

the army will be Stubborn in the next
game. If Chaos wins, they gain the

described in the Apocalypse )‘
there is explained in the Special

SPECIAL RULES

Imperial Guard Command Squad

VICTORY OR DEFEAT

Ambush asset next game.

e —— ‘T\—-—“—-——)
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“Colonel” Kaze turncd
at the shout. “Duck!"

He did so without
thinking, trusting the
instincts of the trooper
who had called his name.
As he slammed to the
rubble-strewn ground, he
felt somcthing impossibly
hot pass overhead, the hairs
on the back of his neck
beginning to melt in its
backwash.

Forcing himself to
open his eyes, Kaze rolled
back over. Whatever had
passcd overhead was gone,
but it had left a boiling
contrail through the air,
leading all the way back to
the centre of the
Imperium’s lines.

And there, on the steps
of the Chapel of the Pious
Heart, Kaze saw Ilthaman
locked in combat with a
beast from a terrible
nightmare. Rearing above
the Inquisitor was a winged
giant, its face leering and
demonic, its claws were
mighty blades from which
roiling cnergics spat.

Kaze could see that the
Inquisitor had but minutes
to live.

“To me!” he bellowed
above the roar of battle.
“Cadians! To me!”

In moments, a score of
men surrounded him. He
spared an instant to look
cach in the eye, before
pointing towards the chapel
and the titanic battle being
played out on its steps.
Twenty pairs of cyes
followed his gesture.

The colonel and his
men stood, all
understanding what must be
donc. Kaze knew that no
hollow speech was required.
These men would follow
him into the very Eyc of
Terror, for they were
Cadians, beyond reproach,
loyal to the last, with fire
in their hearts,

“Charge!” bellowed
Kaze. The colonel and his
hastily formed detachment
broke from cover, running
-~ oblivious to the bolter
and las—fire around them -
towards the Inquisitor and
the vile monstrosity. None
made it to the chapel. but
Kaze had never been more

proud of his men,

é |8
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Following the Battle of Martyr's Square,
llthaman’s forces were successful in
drawing Ptar’s hordes into the centre of the
city, at terrible cost to both sides. The
Inquisitor Lord himself took to the
battlefield, determined that he would face
the vile Chaos warlord in combat, and
defeat him once and for all.

Every last warrior in the city gathered to
do battle at the Chapel of the Pious Heart.
lIthaman deployed the bulk of his forces
around the chapel, while keeping the
remainder back to encircle his enemy’s
army. Here, in the very centre of Cor
Hydrae, the decades-old battle between
the Inquisitor and his nemesis would be
settled, one way or another.

ARMIES

Both armies are of the same size — use as
many models as you can get your hands
on! In addition, the Imperium has a single
squad of Grey Knight Terminators, up to
the points value of any such models you
have available.

. OBJECTIVES

THE BATTLEFIELD

You will need a 6' x 8' gaming area. The
photo below provides an example of how
to set it up, though you will need to adapt
this according to your own terrain
collection. If you have appropriate terrain
to represent the Chapel of the Pious Heart
(such as any Sanctum Imperialis or Chapel
of Sanctuary pieces), these should be
concentrated in the centre of the table. A
suitable terrain piece, or some manner of
counter, should be used to indicate the
altar of the Chapel of the Pious Heart.

TIME LIMIT

Agree on a time limit appropriate to your
group. You should be able to play this
game over the course of a single day, but
be prepared to run into the evening.

CITYFIGHTING STRATEGEMS

Imperium: Obstacles, Booby Traps, Sacred
Ground (the Chapel).
Chaos: Deep Strike, Infiltrate, Sewer Rats.

iy
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APOCALYPSE STRATEGIC ASSETS
Imperium: Flank March, Null Field
Generator (the altar)

Chaos: Supreme Headquarters, Vortex
Grenade (Ptar).

IEPLOYMENT
The Imperium must set up first, in the area
indicated above. They have 30 minutes in
which to do so.

The Chaos Space Marines also have 30

minutes to set up, in the areas indicated on
the map. :

OBIECTIVES

Ptar is attempting to seal his pact with the
Ruinous Powers by enacting a ritual of
desecration at the altar of the Pious Heart.
To do so, he must move into base contact
with the altar, and will then achieve
apotheosis as described in the special
rules, right. If Ptar has achieved apotheosis
and is alive at the end of the game, Chaos
wins the game, and the campaign. If Ptar
has not achieved apotheosis or has been
killed, then the Imperium wins the game.

WHO.GOES FIRST?

Roll a D6 to determine which side gets the
first turn — the winner decides.

SPECIAL RULES

Apotheosis! If Ptar comes in base contact
with the altar in the Chapel of the Pious
Heart, then at the beginning of the
following turn, the model is replaced by a
Daemon Prince.

Grey Knight Intervention: The Imperium’s
Grey Knights are held in Strategic Reserve,
and will deep strike onto the table at the
beginning of the next Imperial turn after
Ptar’s apotheosis is achieved. They will
deep strike to any point within 12" of him,
and will not scatter.

THE END?

So, did Ptar succeed in his blasphemous
ritual and become a Daemon Prince of
Chaos? Or did Inquisitor lithaman
finally kill his enemy, thus ending his
lifetime’s obsession? Either way, we
hope that you've enjoyed this simple
campaign, and feel inspired to create
one for yourself. The obvious place to
start is to continue the story. If he
survived, what foul deeds will the new
Daemon Prince perform in his service of
the Ruinous Powers? And if llthaman
survived, what terrible steps will the
Inquisitor Lord be driven to in his quest
to stymie Ptar's ambition? Over to you!

Imperial deployment zone
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The Painting Masters
series showcases the
work of some of the
best miniatures
painters in the world.
This month, we talk

to Mark Lifton, winner
of multiple Golden
Demon awards.

about five or six,” begins Mark. “I

started collecting and building plastic
military model kits. My bedroom was full
of Spitfires and Messerschmitts!”

Mark’s military kit building hobby soon
evolved into collecting miniature soldiers,
although the historical kind — Romans and
Greeks to be precise. “This was in the early
‘70s, so painting miniatures was nothing
like it is now. Getting hold of paints and
brushes was very hard. The only materials |
could find were thick, glossy enamel paints
and cheap, bristly brushes. Small art
brushes did exist but they were very
expensive and beyond my budget at the
time. | had to improvise so | started
painting with a metal pin! I didn’t actually
come back to using brushes until | was in
my late teens in and around 1980. Of
course, at that time Games Workshop was
still a tiny company with only one store
and no paintbrush range. Painting with a
pin for nearly a decade is the reason | still
use the smallest brush | can get
hold of. It's also the reason Ill
probably never have a big
army, as painting everything
with such a small nib does
take a long time!”

It was during the early ‘80s
that Mark encountered Citadel
Miniatures for the first time.

“| came across one of the very first
Citadel catalogues and in it was a range of
‘Space Pirates’ so | bought those, and still
have them to this day — | think they're up
in the attic. In those days | was just
painting on a block colour then moving on
to the next part of the model. I'd figured
out that you needed to start with an
undercoat, and how to drybrush, but | was
blissfully unaware of other techniques like
blending, glazing or fine highlighting. Still,
so was everybody else in the hobby — after
all, White Dwarf was in its infancy, so
there was nothing or no one out there
coaching painters or showcasing miniature-
painting techniques.”

Mark became reacquainted with White
Dwarf during the mid 1980s. By then,
White Dwarf had a more established
identity, some colour pages and was even
publishing painting articles. “I think my
first issue number was 90 or 91,” says
Mark. “There were some Chaos Knights in
it, and | just had to have them, so they
were purchased as soon as possible!” With

I got the modelling bug early, when I was

Mark Lifton is truly a veteran of the hobby.
In fact, he was building, converting and
painting model kits before Games Workshop
even existed! With such a wealth of
experience, White Dwarf was only too happy
to feature his models in Painting Masters.

his Chaos Knights in hand and armed with
new painting knowledge gleaned from the
issue of White Dwarf, Mark began to
experiment. “I'm completely self-taught. |
basically copied what | saw in White
Dwarf and tried to figure out how to
achieve those effects. The 'Eavy metal
pages were great for this,” he adds.

By the early ‘90s, Mark was ready for
some competition. In those days you had
to enter Golden Demon through your local
Games Workshop store. While Mark's first
entry made it through the local stage, it
wasn’t good enough to make the actual
finals, Mark took it with good humour. “It
was clear, even to me, that that particular
entry wasn’t up to the standard on show. |
could have either given in or upped my
game; | went for the latter and was
rewarded, as my models in the following
years started to get noticed by the judges.”

Mark is now a familiar face at the
Golden Demon contest and, as you'll see
with the models on the following pages,

‘ I could have either given
in or upped my game; I
went for the latter. 99

has deservedly been bringing in a few
awards, particularly in the Duel category.
Now that he’s been around the painting
circuit a while, has he noticed any
changes? “Absolutely,” states Mark. “High-
end painting does follow fashions. For
instance, glazes are currently ‘in’, they're
useful because they allow you to push the
paint around a bit. Colour palettes are
getting more realistic — for instance, browns
used to be very red in hue, be it on tree
bark or when representing mud. There's
now been a move towards brown colours
with a more grey and natural look. This is
why | like the new Foundation Paints with
the ‘earthy’ colours so much.”

Mark’s other love is converting. As
you'll see in the following pictures, he's an
expert on posture and positioning, able to
perfectly capture a poised moment or a
snapshot of figures frozen in combat. “It's
all about the details,” adds Mark. “For
instance, positioning a chain so it looks
like it's swinging in the air is a painstaking
process but it's always worth the effort.”



Ork Rhinox Rider

Mark had a ball with this project, and it's his favourite model to date. He used lots of bits from the Gorkamorka range,
such as the glyph plates and the crow’s nest from the classic Grot Cutter model (A). Pouches and wargear taken from
Kroot models were also useful (B), as Mark wanted to really overload the Rhinox to make it look as though the riders had
been scavenging their way across the battlefield. The Ork rider comes from the Deff Kopter, and the legs are from an Orc
Boar Boy (C). Finally, wooden coffee stirrers procured from a coffee shop provide the odd bit of base decoration (D).
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Orc versus Skink Chieftain

This diorama won the Bronze in Mark’s favourite Golden Demon category — the Duel. The trickiest part of the model
was the repositioned neck, which makes the Cold One look like it is actively taking part in the scrap and not just staring
off into space (A). Mark particularly enjoyed making the base on this one, using lots of Lizardman glyphs and Saurus
standards in the process (B).

Kroot versus Hormagaunt

This 2002 Gold-winning Duel was all about the posing of the two combatants. Mark spent hours trying out various
poses with the help of some adhesive putty. Mark made the decision to lift the Kroot’s foot off the ground, which
meant he had to sculpt the underside of the foot with Green Stuff (A). The stricken Tyranid also took some time to
sort out, the key piece of modelling was to broaden the chest and abdomen (B) to enable the legs to be further apart.
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High EIf versus Undead

This diorama won Silver in the 2001 UK Golden Demon Battle Scene category. The rider is made from a combination
of High Elf cavalry figures, including a crest transplanted from an old standard bearer model (A). Mark particularly
enjoyed adding the little bits of detail to the base — the broken bits of coffin (which are fragments of wood veneer),
the arrow and even a very small snail, which was a shell, found on a beach in Italy (B).

2 2 ’& ~ a1 ’ B - ‘\‘1. h
There was a vogue for rearing horses at the time the mode/
was made. This was achieved by bending the hind legs.
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Ork Warboss

The Ork Warboss has only a few minor conversions — a topknot was put on his head (A), a sight was added to the gun
and some severed heads were added to his back banner (B). The base was actually made from a coffee jar lid and then
covered in card, with added Ork glyphs and spikes from the Chaos vehicle frame (C). The model won bronze at the
1999 UK Golden Demon, and the palette highlights that era well with its bright green, yellow and red areas.

Imperial Guard Rough Rider Captain

The Rough Rider Captain was quite an extensive conversion. The
horse was originally Balthasar Gelt's pegasus. The Captain’s head
came from the Tank Accessory frame, while the legs are, fittingly,
from a metal Rough Rider. The Captain’s cape is from a Chaos
Marauder. Mark found the most difficult part of the model was
the saddlebags, which come from the Space Marine Bike kit —
getting them to fit onto the horse took quite some time.
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Modular
4 Movement Tray

This month we take a look at the new Modular Movement
" Trays. Now you can tailor your movement trays to the size of

A the units in your armies, for both 20mm and 25mm base sizes. :M{)!]ULAR..\-‘;(')\"'EJ\HNI TRAY  £o NG

k fkr  Eurc

The modular system makes these movement trays very
simple to assemble, especially if you are using a razor saw:

< | Decide how big you want your tray to be. The base Place the sheet flat on a culting mat and use the

=7 | sheet is divided inta 20mm squares on one side and razor saw ta cut along the marked up groves. You
25mm squares on the other. Mark up your tray size don't need to cut all the way through, as once you
on the plastic sheet so you don't get confused when have scored the plastic you can carefully snap it. =
‘cutting (surprisingly easy to do). A black felt tip or i)

marker is good for this.

You'll need plastic glue to
stick the components
together. PVA glue will be
useful for gluing sand and
flock to the base.

|

Next, clip out two corners and glue them onto the Now add the straight edge parts. These will fit

cut out base using plastic glue, The corners and between the corner joints. You can cut the straight
straight edge pieces have small ridges, which the edge pieces to fit using the razor saw. Measure the
base sheet is designed to sit upon snugly. gap you need and carefully cut the straight edge

piece to length. Remember the adage: “Measure

: i . Coating the edges of your
Iwice, cut once” to prevent mistakes.

i custom-made tray in sand
el gives you a good texture to
e paint and drybrush.

Fach Modular Mavement Tray set provides you with You can finish your trays in any number of styles.

enough parts to make up to eight separate trays This one is fully sanded, painted and flocked, Adding Pﬂ{fhf-‘!i of static grass
{assuming you only use three edges per tray — leaving although a simple lick of paint will suffice. {o your pagnfed movement
the rear edge of the tray open). tray will give a great finish.
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GOLDEN DENM

Golden Demon is the world’s premiere miniatures painting
competition. Over the next few pages we'll be taking a look
at this year’s winners from the Golden Demon competitions
that take place all over the world. First, Games Workshop's
very own oracle, Alan Merrett, reminds us why we run such a
prestigious competition in the first place.

olden Demon exists for two
G reasons: to showcase great looking

Citadel miniatures, and to
recognise and reward fantastic painters,”
says Alan, a man who's been with Games
Workshop for more years than anybody
dare count and was involved with Golden
Demon from the very beginning.

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

Creating a winning entry
Choosing what to enter can be as
important as the actual creation of your
piece. There are two things you should
bear in mind when preparing an entry. The
first is that Golden Demon is a painting,
not a modelling, competition.

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

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

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

The second thing is that Golden
Demon is a competition about Citadel
miniatures that depict our three main
gaming worlds.

GOLDEN DEMON

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

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

“Araby, Cathay, Nippon. Not even we
know what the characters from these
places look like, so how can people create
models from there that are in tune with our
worlds? The guys in the Studio struggle to
come up with great ideas, and they have to
do it under the most terrifying scrutiny.”

Inspiring the judges

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

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

Take a look at the models on the next
few pages and see why their creators have
held aloft the Slayer Sword. These are great
exemplars of what the Golden Demon
painting competition is all about —
fantastically painted models that
encapsulate|an element of our worlds.
Hopefully they will inspire you too.
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Carnifex
David Rodriguez

This year’s UK Slayer Sword
winner is David Rodriguez, a
member of the all-conquering
Team Spain.

This is David’s second
Slayer Sword, winning the
Spanish one in 2000. David
chose to do a Carnifex, as he
had been so used to painting
Space Marines and wanted to
challenge himself with
something totally different. |
used gloss and malt textures as
differing elements, making
them just as important as
highlighting and shading on
the model,” says David.

To get such a finish is not
easy — it ook David four
months and over 200 hours of
labour to get the final look!
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Space Marine Chaplain
Glenn Lamprect

This year's Australian Golden Demon winner was Glenn
Lambert for his remarkable Space Marine Chaplain.

Glenn has won many Golden Demon trophies for
Warhammer Fantasy entries in previous years. This year saw
Glenn try his hand at Warhammer 40,000, with amazing results,
as he took out his fourth Slayer Sword win. We asked Glenn
what he thought it took to produce a sword-winning entry.

“The old adage ‘less is more” is a good one to keep in mind.
It's easy to go overboard when you're trying to showcase
everything you can do on one model. It's not unlike composing
a successful painting or piece of music. You want to lead people
into it and then have them wander around a little to see it all. If
your model smacks people in the face with everything all at
once, they tend to see it as over-the-top and move on..."”

Gaunt’s Ghosts Major Rawne
Alfonso Giraldes
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Alfonso Giraldes won the Spanish
Golden Demon with this impressive
maodel of Major Rawne from Gaunt’s
Ghosts series of Black Library novels,

The hobbyists of Spain had a great
2006, with Slayer Sword victories not
only in their own territory but also in
France and the UK as well. So, in
2007 it was important for “Team
Spain” te win in their home
competition, especially when French
hobbyists came armed with some
fantastically painted models in an
attempt to wrest the Slayer Sword
away from Spanish hands!

At the end of the day “Team
Spain” were triumphant once again,
with the Slayer Sword being awarded
to the talented Alfonso Giraldes for his
beautifully painted Major Rawne.




B [ france

Daemonette
Allan Carrasco

NOWIQ NIQTO9

The French 2007 Golden
Demon winner was Allan
Carrasco for his Daemonette.
Drawing his inspiration
from the Hordes of Chaos army
hook, Allan sculpted this
54mm-scale Daemonette
miniature from scratch! He had
ariginally planned to enter the
miniature to the Spanish
Golden Demon, but it wasn't
quite ready in time, so Allan
was able to spend extra time
giving it a lavish finish for the
French Golden Demon. The
large areas of flesh were a real
challenge to paint. The happy
few who have been able to
actually see this Daemonette
up clase and personal have
been astonished by its
delightful curves, subtle
blending, as well as some not-
toa-obvious slaaneshi details,
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Daemon Prince
Francesco Farabi

M ntaly
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Francesco Farabi won the Slayer
Sword for the 2007 Italian Golden
Demon for this fantastic-looking
Daemon Prince.

It's the intricate details and the
things that you miss on your first
glance that make this model a real,
well-deserved Slayer Sword
winner. For instance, on the
standard and the tabard, you can
see a recurring skull pattern in the
background. Each skull was
individually painted in
excrucialing detail.

Other areas of note are the
blending of the muscle tone on the
Daemon Prince’s torso, and the
skeletal face leering at you with
glowing eyes, to the armour plate
of the Daemon Prince’s thigh.
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United States of America

Games Day Atlanta

Stone Troll
Todd Swanson

Todd: “For 2007's Golden
Demon competition, | wanted
to challenge myself and
improve my painting skills, |
was extremely excited that
Jakob Rune Nielsen was
willing to coach the painting of
my Stone Troll. | have been
inspired by fakob over the
vears and having his guidance
was an honour. He helped me
tell a story with my miniature
by adding subtle clues about
the Troll’s past. In painting, he
taught me the importance of
adding interesting, and realistic
transitions inlto my miniature.

| really enjoyed the process as
it took my miniature painting
in a new direction and showed
what can be achieved with
good coaching and a lot of
hard work.”
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Games Day Los Angeles

Brother Captain Meridius
Doug Jones

Doug: I re-sculpted much of
the feg and both feel to create
the charging pose, and
sculpted an angry face that |
feel fits the mood of the figure.
I had to reposition the arms
and sculpt a new left hand. All
of the conversion work was
done with Green Stuff and
plastic Space Marine parts.
“When painting the figure,
I used a basic three-colour
scheme — red, grey and gold.
My style is clean, bright and
detailed, so | focused on good
blending technique, clean lines
and freehand work. All of the
wording was taken from the
Daemonhunters Codex and the
image on the back banner was
inspired by the work of
Renaissance masters.”
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Games Day Ghicago

Fulgrim
Chris Borer

Chris: “For the 2007 Golden
Demaon in Chicago, | was part
of a group of painters that
chose o canvert Space Marine
Primarchs. | firmly believe that
enthusiasm for a project shows
through in the final results and
chose Fulgrim. | drew
inspiration from a John
Blanche sketch and a Sam
Wood painting in the Horus
Heresy art books, and built a
physically uncorrupted Fulgrim
at the time of the Great
Crusade. This model is
unguestionably my most
ambitious project to date —
only the face, hands and
understructure of the shoulder
pads are standard “bitz’;
everything else was sculpted
from putly. It was quite a
challenge, but | feel the results
do the subject justice.”
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Games Day Baltimore

Dark Angels Company Master
Natalya Melnick

Russian paintress Natalya
Melnik won this Slayer Sword
at Games Day Chicago (The
USA is so big that they hold
four Games Days and Golden
Demon competitions a year).

It is but the latest award
that Natalya has won, as she
has picked up numerous
statuettes from Golden Demon
competitions in many
countries, and is widely
regarded as one of the planet's
best miniatures painters.

This miniature caught the
judges’ eye for the attention to
detail, fantastic banner, and
great use of the plastic Dark
Angels kits,

Germany

Empire Free Company Soldier
Sascha Buczek

Germany’s 2007 Slayer Sword went
to veteran painter and Golden
Demon participant, Sascha Buczek.

It's taken a good few years for
Sascha to be able to take home the
Slayer Sword. His outstanding
miniatures have been winning in
numerous categories for many years,
but the Slayer Sword has always
eluded him until now:

In Germany, the champion of the
preceding year is invited on to the jury
of the next Golden Demon, so now
that Sascha’s ultimate goal has finally
come true it will be up to him, and a
select few others, lo choose next
year's winner!

74 WHITE DWARF CGOLDEN DEMON



BN Canada

Lord Graviax
Vincent Hudon

In 2007, Golden Demon
veteran and member of the
esteemed “Team Montreal”,
Vincent Hudon, won Canada’s
coveted Slayer Sword for the
second time.

Vincent’s excellent piece
“Lord Graviax” was entered
into the Warhammer 40,000
single miniature category. It
astonished the judges and
easily walked away with the
top prize. Vincent's motto,
“Pushing yourself to go above
and beyond what you can
currently do is the best way to
learn and improve your work”,
explains why this talented
painter keeps coming back to
the competition with the
highest guality entries. People
are not only astonished by
Vincent's immense talent but
by the fact that he actually
plays games with his award-
winning models!
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VIODELLING

PART TWO

IMPERIAL BANEBLADE
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In this Modelling
Workshop, expert
modeller Mark
Jones begins the
enjoyable task of
painting up the
Baneblade.

'TM

Last month, Studio modeller Mark Jones took us through the

stages of assembling the mighty Baneblade. This issue, he
shows us how to apply an expert paint job to the kit.

o Preparation and Undercoating

ith the tank assembled, it is
ready for painting, Don't forget
that the ladder, lasgun sponsons,

main turret crew and engine cover can
still be removed from the main assembly
at this stage for ease of painting.

Once you have gathered all your paints
and bru the first task is to undercoat
your tank. Spray the entire model 1‘1d all
its unattached sub-assemblies
It is best to use a fresh can so yc

YOU WILL NEED

Spray Paint
Chaos Black Spray and
Purity Seal Spray

Brush

Citadel Paints

Catachan Green, Gretchin
Green, Dark Angels Green,
Chaos Black, Dheneb Stone,
Koemmando Khaki, Fenris
Grey, Fortress Grey, Codex
Grey, Adeptus Battlegrey,

Hobby Tools
Tweezers, Hobby Knife

Paintbrushes
Large Flat Brush, Small Flat
Brush, Large Brush, Large

Drybrush and Standard

that you'll be able to cover the en
model in one session. Mark under
the model in three stages. First h
the sub-assemblies. Next
lower half of the hull, the
underside. When that wa
the top half of the model. It's a good idea
to do the undercoating in stages as the
model is so big it would be easy to smear
the undercoat when handling it if you tried
to spray it all at once.

e sprayed

Graveyard Earth, Calthan
Brown, Khemri Bown,
Vermin Brown, Dark Flesh,
Scab Red, Red Gore, Blood
Red, Blazing Orange, Fiery
Orange, Boltgun Metal,
Dwarf Bronze, Burnished
Gold, Bleached Bone,
Tausept Ochre, Skull White,
Matt Varnish and 'Ardcoat




Camouflage pattern
For the hull, Mark decided on a Cadian colour scheme very
similar to the ‘Eavy Metal Baneblades in the Studio collection.
The Camouflage scheme is dark green with thick waves of
khaki, divided by slim bands of black. When painting on the
camo, make sure the pattern continues unbroken across the
turrel when the cannon is facing forward.

Colour Pallete

Camouflage
Mark used the
following colours on
the camo schemae:
Catachan
Green,
Dheneb
Stone,

Kommando
Khaki.

Using the Large Flat Brush, paint the hull with a
generous overbrush of Catachan Green. This
may need a second coat once it's dry, in order to
achieve a uniform colour.

Using a Large Brush, paint thick, wavey bands
of Dheneb Stone onto the hull. Paint on the
outlines first, then fill these in afterwards, When
dry, basecoat these areas with Kommando Khaki.

Add neat, black stripes between the boundary of
the khaki and green areas using a Standard
Brush. This is the most challenging part of the
camo scheme, so lake your time,

Cadian Baneblade markings

In a super-heavy tank company, individual vehicles take the
place of regular tank drons. So, a super-heavy regiment
might consist of only ten vehicles, comprising three
companies and one HQ vehicle.

COMMAND COMMAND

ne 21? ne
The regiment’s H() Baneblade is numbered 0, with the
remaining three companies being numbered 1 to 3.

COMMAND

472185
=F 472186
=F 472181

Fach Cacian tank bears
a unigue serial number,
allowing its deeds to be
accurately attributed
and entered into the
histories of Cadia.

The first digit indicates the

II company number, and the
second the vehicle’s number
within that company.

The gateway symbol is borne by all Cadian
regiments, and the numeral within it indicates the
I '\.f' l regimental number (here the Cadian 4th), A skull on
m  the “lintle” marks the tank as a command vehicle.
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Washes and Highl

Get into the groove...

Here's a clever little technique that will allow you to apply a neat line
of wash into a straight, recessed area, and is easier to achieve than
painting a dead straight line yourself. It's perfect for using on
vehicles. The technique takes a steady hand and some patience, so
don't rush when applying it.

Run a small amount of clean water across the ridge and into the recess
of the area you wish to shade. Use a clean brush and don’t overload
the area — only the recess should be wet at this point.

Into the water, spot in some Chaos Black wash (a mix of 75% water
and 25% Chaos Black). The surface tension of the water already on
the model will draw the Chaos Black wash along the ridge.

As you can see from the above picture, the wash has been drawn into
the area underneath the ridge giving definition to the model. This
technique is great for panel lines, long straight ridges, rounded hubs
and other large, non-organic areas.

To highlight the edges of the green
areas, Mark applied Gretchin Green
lightly onto the model with the edge
oi a Standard Brush. Using edging
highlights on sharp edges like this
requires a steady hand!

The khaki areas of camouflage were highlighted with
Bleached Bone, Use the very edge of a Standard Brush
with only a small amount of paint, and take your time
for a neat finish.
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Washing

A wash allows you to define the
rivets and other details at a stroke.
A wash is simply a watered-down
paint or ink, typically 25% pigment
to 75% water.

Drybrushing

When wiping your brush for
drybrushing use a good quality
kitchen roll. Don't use toilet roll
as the fibres will be transferred to
the model, or even break up
under the brush.

A Dark Angels Green drybrush was applied over
the Catachan Green areas. This nat only adeds
definition, but also enriches the base colour.

Using a Standard Brush, apply a wash of Chaos
Black to the details and around the rivets on the
Banehlade model,

Wash and highlight

The colours Mark used for this
stage were:

Chaos Black
(Wash).

Dark Angels Green
(Drybrush).

Graveyard Earth
(Drybrush).

Bleached Bone
(Highlight).

Gretchin Green
(Highlight).

Apply a very light drybrush of Graveyard Earth to
the khaki areas. Next, highlight the area with
Bleached Bone. Finally, the green parts need a
light drybrush of Gretchin Green, using a Small
Flat Brush,
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@) Final Highlights and Detailing

Painting the crew
For the best results you should keep the crew separate from the main
assembly for ease of painting. This way you can get your brush to all
points of the model and don't have to worry about excess paint
straying onto the hull of the Baneblade.

The cupola is painted in the same way as the tank hull. The inside of
the hatch is basecoated Adeptus Battlegrey, and then drybrushed with
Codex Grey. The crewman’s coat is painted Calthan Brown and the
skin has a basecoat of Tallarn Flesh. Mark has painted the crewman’s
hair Khemri Brown.

Next, paint the coat in Tausept Ochre, leaving the basecoat visible in
the recesses. Give the skin a light wash of Dark Flesh. Once the
shading wash is dry, highlight the skin with a layer of Elf Flesh.

Finally, pick out the small details, like the headphones and cybernetic
devices, the Aquila, medals, the belt buckles and headgear.

Mark decided to paint the exhaust system a rusted, grimy
colour. To achieve this, basecoat the exhaust pipes with

using a Small Drybrush. Finally, apply a wash of Chaos Black
to the ends of the pipes and around the joint detail.

Vermin Brown. Next, stipple the pipes with Blazing Orange,

The name plate was simply painted in
Dheneb Stone. The name plate frame
and vision slit frames were painted
Dwarf Bronze, and then highlighted with
Burnished Gold.

Painting the lights

Painting lights and sensors on vehicles is very similar to painting
gemstones. The basic premise is to shade the top and highlight the
bottom of the light. Mark used the same method on all the lights,
sensors and targeters, varying the colour palette as necessary.

Mark started with a Scab Red basecoat and then applied a Chaos Black
wash to the top half of the area (1). The next layer was a 50/50 mix of
Red Gore and thinned-down Blood Red, which was applied to the
hottom half and centre of the light's surface (2). Next, using the tip of a
Standarel Brush, Mark added a thin arc of Blazing Orange to the bottom
half of the light, and a sliver of Fiery Orange to the upper half (3).
Finally, Mark painted a tiny spot of Skull White in the upper right
quarter to represent reflected light, and a final highlight of Fiery Orange
and Skull White (in a 50/50 mix) to the lower edge (4).

80 WHITE DWARF MODELLING WORKSHOP: IMPERIAL BANEBLADE



Metal details

At this stage, Mark started to
pick out the detailing of the
madel. The gun barrels and
aquilas (Imperial eagles) were
hasecoated with a 50/50 mix of
Chaos Black and Baltgun Metal.
This was followed by a Chaos
Black wash and, when the wash
had dried, a drybrush of
Boltgun Metal.

Painting the tracks

The tracks are painted in two
rough stages. First, touch them up
with Chaos Black paint, as there is
a good chance that spilt paint or a
stray brushstroke will have marked
them. When that's dry, apply a
wash of Calthan Brown. This
represents mud and dirt that has
accumulated in the recessed areas
of the tracks.

It's important to make sure the
wash is entirely dry before you
start the next layer. When ready,
use a Small Flat Brush to apply a
very light coat of Boltgun metal to
the raised details, Gradually build
up the coat in several layers to get
a brushed metallic look. Don't
forget to drybrush the sides of the
tracks as well.
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Battle damage

By now your tank will be almost finished. These last
few stages are optional, but can really add extra
realism to the kit. First, you can “weather” the model so
it looks like it's seen some action in the field. When
weathering, remember that "less is more” - if you
apply too much in the way of dirt and battle damage,
it will be very hard to rectify.

Chipped areas

skirts and ladders.

Mark painted lots of little chips on the hull, to represent
bullets and stones scraping off the paint, revealing the
primer beneath. Small chips work better than large
areas of grey. Use the tip of the Standard Brush and
apply small amounts of Codex Grey paint in an

The heaviest wear and tear will occur
around crew access areas, such as hatches,

Kill markings

Mark added a kill marking transfer to
the barrel. The barrel is tapered so you
need to take care to ensure the transfer
is placed correctly making sure it wraps
completely around the cannon.

frregular pattern.
Field dirt

the hull was achieved by gradually
building up thin, drybrushed layers
of Graveyard Earth,

t\lr.o'i

(n the most pronounced extremities, particularly the
teeth around the tracks, the chips will be deeper,
revealing the bare metal beneath the paintwork. Repeal
the above process, but with Boltgun Metal.

The mud effect on the lower half of

Smoke damage
The tap of the exhausts and
end of the Baneblade
cannon were given a light
drvbrush of Chaos Black to
represent carbon residue.

Applying transfers

Here is Mark’s method for applying decals. This
can be a tricky operation, so don’t rush it.

Decide where your transfers will go and

apply two coats of ‘Ardcoat to the area. This
smoothes out the paintwork and prevents air
bubbles appearing under the transfer.

Cut your transfer from the sheet and place it
on some kitchen towel.

Drip some clean water onto the tissue to soak

the backing paper. Wait 30 seconds, then pick
up the transfer with some tweezers. Slide the
decal partially off the backing paper and
position it on the model. Use a paintbrush to
hold the transfer in place, and then carefully
slide away the backing paper. Smooth down the
transfer using a clean, damp brush.

Dab the transfer and the area around it with

some kitchen towel to remove any excess
water. Take care not to move the transfer
accidentally in the process.

If you need to, you can reposition the

transfer by flooding the area with clean
water, this will give you some leeway to move
the transfer. However, this is very tricky and can
easily break the transfer, so be very careful.

When dry you'll need to take the shine off

the ‘Ardcoat area - this can be done by
brushing some Matt Varnish on and around the
transfer or spraying the whole model with a can
of Purity Seal spray when you have finished
painting the tank.
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Reference

When weathering, it's a
good idea to use some
real-world reference
material so you have an
idea of what you're
trying to achieve.
Pictures of tanks,
refuse skips and heavy
plant machinery are all
good, and are easily
found in books,
magazines and online.

And finally...
If you wish, you can varnish the
maodel with Purity Seal to protect it
from the rigours of gaming. We
recommend using a fresh can for
this job and to test it first to make
sure the propellant hasn't settled
{this can happen if the varnish has
been stood for a very long time).
Once it is varnished then the
very last job is to pick out the
lights and vision slits with
‘Ardcoat. Then it's finished, you
have a Baneblade ready to take o
the battlefield to crush the enemies
of the Imperium!
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:Thé Warhammer '
building kits offer the
_gamer a vast range of
“components and ,ﬁ
~modelling opportunities. 1

x
L)

‘This month, we take a 7
_closer look at these =~
rsatile kits. :

\_,_ o Ny
. e

For this Modelling Workshop we asked Chad Mierzwa to
create some bespoke scenery pieces using the Warhammer
building kits. Using components from the Fortified Manor, the
Arcane Ruins and the venerable Warhammer Fortress, here’s
what he came up with.

Manor, Arcane Ruins, Citadel Woods

and Hills, Warhammer Players have
never had it so good when it comes to
terrain. And because all these great
terrain models are made out of plastic,
they are far more versatile and
convertible than ever before. In addition,
the advent of the new tool kit, especially
the razor saw, has made cutting and
converting the large components from the
terrain sets even more straightforward.

Personalising your Warhammer

buildings can be as simple as adding a few
extra bits here and there, right through to
converting large sections by chopping and
changing components. These modifications
can transform your building into a unique
piece of terrain, making a perfect centre-
piece for your battlefield. Many of the

Since the release of the Fortified

smaller modifications shown on Chad's
buildings on the following pages can be
used for your own projects. Of course, if
you want to outdo Chad with an even
grander building conversion, then feel free
to take that challenge.

It’s also worth noting that the Special
Features rules in Warhammer allow you to
give your bespoke buildings an actual role
in the game. Whether it's a simple Historic
Landmark offering an extra 100 victory
points, to something more atypical like an
Acropolis of Heroes — which means that
the unit controlling the feature always
counts as outnumbering the foe — or even
a Monument of Glory that instills Hatred
for the enemy; or you can even create a
Special Feature based solely on your own
converted building — just check with your
opponent before using it.



DRG TOWE

nce an Empire Watchtower, this

building has been raided and

occupied by Orcs & Goblins. The
greenskins have added their own
ramshackle constructions and other
characteristically Orcy “improvements”,
which mark it out as Orc-held territory.

Orcs are wont to always “upgrade”

the things they capture. In this case,
the greenskins obviously thought
that the tower needed to be
higher and so made a platform
out of a wooden door, building
it precariously onto the existing
chimney stack.

The Orc scarecrow is loosely
based on the human versions
that the Orcs have seen on
their route through the Empire
— except that the Orcs think
that it will scare “Da
Oomies” away!

When Chad is modelling he
doesn’t waste anything. All
the stakes around the base of
the tower are bits of plastic
frame that have been cut to
shape with a Hobby Knife.

During the raid, the Orcs
flung all manner of
unmentionables at the
tower. This Goblin -
taken from the plastic
Giant kit — is all that

unfortunate Doom Diver!

The tawer shows many
scars from the original
Ore assault. Windows
and masonry have fallen
away and have been
damaged by fire from
the Orcs’ initial attack.

The battered door was torn
from its hinges when the
Ores stormed the tower, and
remains where it was
thrown. Little touches like
this add a narrative to the
modelling project,
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EMPIRE GATEHOUSE

Chad set the outhuilding into
the battlements, meaning that
he had to make a new floor
for it out of thin plasticard.

WATA XA
W Er‘l!ﬁlruvu‘v i

Mighty Fortress

The Warhammer Fortress
is a complete castle that
creates the perfect
setting for siege games
and a great centrepiece
for your terrain
collection. The box set
contains three wall
sections, four towers and
a gatehouse,

FORTERESEE

his gatehouse represents part of a
Tboundary fortress that guards one of
the main arterial routes into the
Empire, protecting the provinces from
invasion and providing safe havens for

weary travellers.

For this project, Chad has used the
fortress gatehouse and the Watchtower Kits.
He also used a bit of plasticard here and
there to cover up the gaps where the two
kits were joined. Plasticard is a great
modelling material, available from many
specialist model shops. If you can’t get
hold of it, thick card will do just fine.

Chad has placed the tower off-centre,
which gives the building a more
characterful, off-kilter look, perfectly in
keeping with Empire architecture. The
tower’s outbuilding also adds to this
aesthetic, as it has been cleverly added to
the top of the tower by removing some of
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Joining the tower and
gatehouse kits together was
an intricate job, involving lots
of cutting and Green Stuff.
When finished and painted
vou'd be hard pressed to
know that they were two
separate kits.

the crenellations. The chimney stack
component has been placed underneath it
to act as a rickety support column.

Chad has done a great job of
seamlessly blending together the two kits.
This took quite a bit of measuring and
accurate cutting with the razor saw, as the
tower joins with the gatehouse on four
different levels. Green Stuff was used to
tidy up the edges.

It's not just the big conversions that set
this model off though. Lots of smaller
components, mainly found on the Fortified
Manor frames, have been added to the
building for extra touches; things like the
rusty hook, support beams and braziers.

Finally, Chad painted the gatehouse in
the red and white colours of Talabheim,
using the gate itself to display the heraldry
of the province, before weathering the
model with paint effects.



Support beam struts are great
components because they
can be placed anywhere you
like, adding instant character
to a project.

patehouse
Featur
in front

The base of the gatehouse
was given a very light
drybrush of Graveyard Farth
to produce a dusty,
weathered effect.

The rust effect was achieved
by basecoating the chains
with Boltgun Metal and then
stippling them, first with
Vomit Brown, then with
Blazing Orange. Finally, the
whole area was covered in a
Brown Ink wash.
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WIZARD'S TOWER

i

izard's towers have a tendency u
Wto be built on the edge of dark, = .

forbidding woods. In fact, there .
probably isn't a forest in the Old World
without at least one Wizard's tower rising
up above the tree line, with the occasional
pyrotechnic blast from an upper window
illuminating the night sky.

This is the most extravagant of Chad’s
terrain projects. Containing components
from the Fortified Manor, Arcane Ruins,
Gaming Hill and Citadel Woods sets, it
really is the ultimate in terrain
conversion projects.

Every component on the The Wizard's keep, sat atop
the tower, was created by

model has been modified in some _ ; .

;i \ converting two Chapel kits.
way or another. For instance, the | The cross-gabled roof proved
hill is COI'ISidE‘F&b'y smaller than b quite a challenge, with the
a standard Gaming Hill, because waooden batons slrategically
Chad removed most of the adlded to hide the joins.
lower portion to create a much
smaller, more compact hill for
the crooked tower to sit on.

Even the first floor of the tower,
which at first glance looks relatively
untouched, is actually made of wall
sections from two different
watchtower kits, so that Chad could
get a door on both sides.

The second level of the tower has
been created with the pillars from the
Arcane Ruins set. These come supplied in
two halves, which Chad stuck to plasticard
sheets and assembled in an eight-sided
octagonal formation.

The top level, which rests upon the
octagonal pillars, houses the wizard's keep
with its distinctive cross-gabled roof. Other
areas of note include the irregular,
pentagonal battlements, and the beacon
that rises from the roof of the wizard's
keep to the tip the model, made from the
Arcane Ruins obelisk.

Chad cut nicks and cracks
into the plasticard sheets to
create a similar texture to the
Arcane Ruin pillars that were
stuck over it. When painted,
this then looked like it was
carved from the same
material as the pillars.

Chad cut a channel into the
hill so the steps from the
tower could be set into it,
rather than rest on top.

88 WHITE DWARF WARHAMMER BUILDINGS



Painting Tips

Roof slates

@ Basecoat
Charadon Granite.

. Drybrush X
Astonomican Grey.

Brazier Flames

@ Basecoat
Scab Red.
Bright Wizards love fire, and @ Faint tip
this one has placed candles Chaos Black.
wherever he can! @ Paint middle
Blood Red.

@ Highlight 1

Blazing Orange.
" Highlight 2

Sunburst Yellow.

. Highlight 3
50/50 mix of
Sunburst Yellow
and Skull White.

(O Highlight 4
Skull White.

lots of chopping and patching up.

Candle Flames
() Basecoat
Skull White.
© Paint tip
Sunburst Yellow.

Pillars

@ Basecoat
A charred tree stands outside Chaos Black.
the tower — the victim of one @ Overbrush

Bestial Brown.
@ Drybrush 1
Desert Yellow.
Drybrush 2
Bleached Bone.
O Drybrush 4
Skull White.

of the Bright Wizard's
magical experiments!

This tree, from the Citadel
Woods set, was positioned to
look like it was jutting out
from the hill, with extra
branches being pressed into
service as gnarled roots.

The three large braziers are
actually cauldrons from the
Warhammer Siege range. The
“flames” are made from metal
horse tails.
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HIGH ELF DRAGONS

High EIf players are currently spoiled for choice with all the great new releases out there.
Undoubtedly the star attraction of the new range is the Dragon. In this article we talk to
one of the sculptors, Martin Footitt, and show you how to get the best out of this great kit.

| OF DRAGONS...

The oldest Dragons of the
world can no longer be
found, for they retired

| beneath the mountains

| and into the ocean depths.
| Their younger progeny

| can still be awakened

| from their slumber by

powerful magic or the

| entreaty of a great hero.

Dragons are intelligent

| creatures, and like other

beings can be disposed to
good or ill deeds. Some
are dire foes, while others

are of a more noble spirit
| and will fight alongside
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those of lawful aspect
against the dark things of
the world.

ragons have been inextricably
D linked with the High Elves since the

very first edition of Warhammer.
These great, monstrous and intelligent
creatures have carried the High EIf
nobility to war in some form of the game
throughout Warhammer’s proud twenty-
five-year history.

It's fitting then, that the recent batch of
High EIf releases contains one of the best-
looking plastic dragons yet to grace our
Hobby Centre shelves. Not only is the new
model nice to look at, but it’s also one of
the most versatile kits in the Warhammer
range. And it has to be, of course, as the
new army list not only allows three
different character types to ride such a
beast into battle, but also three kinds of
Dragon, which are distinguished by the
creature’s age — the young, fiery Sun
Dragons, the ferocious and wise Moon

HIGH ELF DRAGONS

Dragons, and the terribly ancient and
powerful Star Dragons.

No two Dragons are the same — the
hue of their scales, their temperament and
their wing spans all vary wildly from
creature to creature, regardless of age or
the name bestowed upon them by the
Elves. Just as well, then, that the sheer
number of components on the new frame
allow you to create a personalised High EIf
army centrepiece worthy of any collection.

Of course, once you have assembled
and painted your Dragon, it will be time to
field it on the tabletop. A Dragon is a
fearsome unit for an opponent to face, and
with its speed, ferocious Strength,
numerous Attacks, breath weapon, and
powerful rider, the Dragon can heavily
influence the Movement, Magic, Shooting
and Combat phases in each turn of the
ensuing battle.
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Designing the Dragon

f you're familiar with the many previous
I Dragons in the Citadel range, the first

thing you'll notice with the new one is
that it is not posed in the now-familiar
“S”_shape. “One of the benefits of plastic
tooling is that we can create models and
put them in poses that wouldn’t be
possible using the metal casting process,”
explains Martin Footitt, one of the sculptors
of the new Dragon kit.

Trish Morrison, Citadel creature-
designer extraordinaire, was the first link in
the creation of this Dragon. She actually
sculpted the beast some time ago. It was
then kept in a dormant state ready for
when the High EIf range came along. “Trish
made the creature,” says Martin,

project for many months, was there a
danger he would get bored of it? “Not
really. It took a while to get to the finished
master but because so many different
processes were used, all the way from
frame component planning to spotting
undercuts in the digital files, | was kept on
my toes and always engaged.”

Martin has made sure that the kit is
very versatile. You can alter the appearance
of not only the rider, but the actual
Dragon, too. “Trish made the Dragon with
boney protrusions down its back, but I've
added the option of spines. You also have
the choice of horns or ears, an armoured or
unarmoured head, and even a choice of
different reins,” Martin says, proudly.

€ € We'd gone from a hard model to
digital file, back to hard copy and
then to a digital master again! 99

“then | took it and turned it into a High Elf
Dragon by adding the various race-specific
bits, like the armour and, of course, the
High EIf riders.”

The design process the kit went through
was quite an involved one and has
included various different sculpting
disciplines. Martin explains: “First, Trish
constructed the Dragon at actual size,
using traditional materials like Green Stuff
and plasticard. This was then scanned into
the computer to create a digital master.
From the digital file we created a 3:1 (or
‘three-up’) physical, resin model of the
neck section, known as a rapid prototype,”
says Martin. A rapid prototype — or “RP” in
sculptor parlance — can be made
reasonably quickly from a digital file.
Making an RP model is a very mysterious
process involving such things as
photosensitive resins and lasers (only
Master Runesmiths know how it truly
works — Grombrindal). Martin used this as
a reference to create the riders and saddle,
also in a 3:1 scale. “When these were
ready they were also scanned into a digital
format. So we'd gone from a hard model to
digital file, back to hard copy and then to a
digital master once again,” states Martin.

With such an involved design process
the kit was in development for a long time.
As Martin was consumed by the Dragon

MARTIN FOOTITT

Martin Footitt has been
with Games Workshop for
just over ten years. He
started in the studio as a
figure painter for 'Eavy
Metal but has since moved
onto sculpting, being
responsible for some great
recent models including |
much of the Dark Angels
range and the majority of
the new High Elves.

The three-up High EIf Prince,
sculpted by Martin and cast
up, ready to be transformed
once more into a digital file!
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PAINTING THE

NEIL GREEN

Neil has been with Games
Workshop as part of the
’Eavy Metal team for over
a decade, in which time
he’s painted his way
through far more Citadel
miniatures than you could
possibly count.

nlike an Orc, whose flesh is green,
U or an Elf with pale, luminescent

skin, the scales of a Dragon are as
much to do with the creature’s
temperament and personality than any
racial traits. When it comes to painting a
Dragon, this gives you enormous freedom
as you can paint the creature any colour
and style you wish.

For this 'Eavy Metal Masterclass, we
asked veteran painter Neil Green to give
the High EIf Dragon model the expert
attention it deserves. Neil plumped for a
fiery colour scheme, and so decided to
paint the Dragon in a variety of rich reds
and golden hues. He decided to assemble
a High Elf Prince to ride this mighty beast
into battle, adding another mighty Lord to
the Studio High EIf army!

DRAGON

Preparing the model

Before painting begins in earnest, you need
to make sure the model and work area,
tools and brushes are all properly prepared.
Make sure you have a good work space
with all your tools, brushes and paints
close to hand.

After planning out which components
from the plastic frame he was going to use,
Neil clipped them out from the frames and
cleaned them up thoroughly with a Hobby
Knife. He then glued together the Dragon
and rider as separate sub-assemblies with
Plastic Glue, Neil then checked over the
model for unsightly joins and mould lines -
any he found were trimmed and filed so
they were no longer visible — before
undercoating the components with Chaos
Black spray paint.
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Stage 1 — Dragon Basecoat

Once the Chaos Black undercoat had dried, Neil began by painting the flat basecoats. He painted the rock first, to
prevent any stray flecks of paint marking the Dragon itself. When applying the basecoats on the Dragon, Neil painted
the underside of the body first, then the scales and finally the armour to minimise slippage.

Spines

1:1:1 mix of
Mechrite Red,
Chaas Black and
Liche Purple.

Armour

1:1 mix of
Boltgun Metal
and Chaos Black.

Gold

Brazen Brass.

@

Flesh
Mechrite Red.

: s
.l Rock ‘
; : Khemri Brown.

Claws
Scorched

Brown.

Straps
Scorched
Brown.

®

Mouth ‘
Liche Purple.

6 Horns
Scorched Brown,

6 Flesh
Mechrite Red.

Metal
1:1 mix of Boltgun
Metal and Chaos Black.

‘ Cloth ‘ Gems
Shadow Grey. Mechrite Red.

Wing membrane
1:1:1 mix of Mechrite
Red, Chaos Black and
Liche Purple.

The Reins

Basecoat, Apply an even basecoat Highlight 1. Paint a 1:1 mix of Highlight 2. The next layer was a Highlight 3. The final highlight [
of Shadow Grey to the cloth area, Shadow Grey and Space Wolves Grey  1:1 mix of Space Wolves Grey was pure Skull White, which was
taking care not to paint over the over all the raised parts, followed by and Skull White, applied to the applied to the most prominent

silver gem settings. a layer of Space Wolves Grey. raised areas of cloth. creases of the cloth area.
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Stage 2 — Dragon Shade and Highlight

At this stage, Neil painted on the first highlights, leaving the base colours showing through in the recesses. On some
parts of the model, however, such as the scales and rock, Neil added extra definition by first shading the area with an ink
wash, before “resetting” the mid tones afterwards.

‘ Armour
Boltgun Metal.

Gold
Shining Gold.

Scales

Wash with a I:1 mix of
Brown and Red ink.
Repaint individual
scales with Mechrite
Red, followed by a
highfight of Blood Red.

Leather for the
highlight.

1:1 mix of
Bestial brown

‘ Claws Straps
Bestial Brown

and then

Snakebite and

Snakebite
Leather.

Mouth
1:1 mix of Liche Purple and
Tentacle Pink followed by a
1:3 mix of the same colours.

Flesh
3:1 mix of Mechrite Red
and Macharius Solar
Orange, followed by a
1:1 of the same colours.

Wing membrane
2:1:1 mix of Mechrite Red,
Chaos Black and Liche Purple.

Wing Membranes

Basecoat, Basecoat the wing
membrane area with a 1:1:1 mix
of Mechrite Red, Chaos Black and
Liche Purple.
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Highlight. Next, apply a 2:1:1 mix
of Mechrite Red, Chaos Black and
Liche Purple. Highlight the ridges
with Mechrite Red.

HIGH ELF DRAGONS

Spines

2:1:1 mix of
Mechrite Red,
Chaos Black and
Liche Purple,
followed by a
highlight of
Mechrite Red.

Flesh

3:1 mix of Mechrite Red
and Macharius Solar
Orange, followed by a
1:1 of the same colours.

Rock

A Black and Brown ink
wash, followed by a 1:1
Khemri Brown and
Bleached Bone drybrush.

D @&

Horns
Bestial Brown and
then Snakebite
Leather for the stripe
highlight.

Metal
Boltgun Metal.

Cloth

Wash. Apply a wash of Chaos
Black and Liche Purple into the
recesses, In the deepest areas use
a Chaos Black wash.

1:1 mix of Shadow Grey
and Space Wolves Grey.
Followed by a layer of
Space Wolf Grey.

Gems
1:1 mix of Blazing
Orange and Vomit
Brown.

Final Highlight. Highlight the
maost prominent areas, like the tips
of the ridges with a small amount
of Blazing Orange.



Stage 3 — Dragon Second Highlight

Neil continued to work up the highlights all over the model. These highlights were mostly blended - several thin,
translucent layers were applied at each stage, resulting in a subtle gradation from the darkest to the lightest tones. The
rock was drybrushed further — be careful when drybrushing around the Dragon’s feet, as this is a messy technique.

b Scales : Spines ‘
Blazing Orange. Blood Red,

followed by
Blazing Orange.

Armour
"o Chainmail,

Gold
Burnished Gold.

Flesh
Macharius Solar Orange.,

Rock
Drybrush 1:3 mix of Khemri
Brown and Bleached Bone.

Claws Straps
Vomit Brown. 1:7 mix of
Vomit

Brown and 8
Bleached
Baone,

Horns
Vomit Brown.

Mouth “
Tentacle Pink, followed by a Y
3:1 Tentacle Pink and Skull .

White glaze over the tongue.

‘ Flesh
Macharius Solar Orange.

§60 5 &

Cloth ( 5 Gems
1:1 mix of Space Wolves Bleached Bone.

Grey and Skull White.

Wing membrane
Blood Red, followed by

. Blazing Orange.

Underbelly

Basecoat. Basecoat the flesh with Mid tone. Next, apply a mix of First Highlight. Apply a highlight Final Highlight. For the last

a solid layer of Mechrite Red. 3:1 Mechrite Red and Macharius layer using a 1:1 coat of Mechrite highlight, use pure Macharius |
Solar Orange, followed by a 1:1 Red and Macharius Solar Orange. Solar Orange on the most |
coat of the same colours. prominent raised areas. |
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Stage 4 — Dragon Final Details

The final stage on the Dragon is to apply the finest highlights. As you apply each highlight the colour should be lighter
and the area that you paint should be smaller than the previous coat. Thus, the final highlight needs the lightest touch

and a steady hand to apply it.

O Scales
Fiery Orange.

O Armour
Mithril Silver.

Gold
3:1 mix of
Burnished
Gold and
Mithril Silver.

Rock ( )
Drybrush Bleached Bone.

Apply a Catachan Green
wash to the recesses. .

O Horns
Skull White,

Mouth
Skull White,

OM&MF
Mithrif Silver. ‘ i i i t

( 5 Gems
Skull White. Skull White spots,

Cloth

Wing membrane
Blazing Orange.

Mouth and Tongue

| Basecoat. Paint the mouth and Highlight. Highlighted with a 1:1 Glaze. Apply a 3:1 Tentacle Pink Final Highlight. Finally, use Skull
| tongue with an even basecoat of mix of Liche Purple and Tentacle and Skull White glaze over the White on the fine ridges of the
Liche Purple. Pink, with a further 1:3 mix tongue to differentiate it from the tongue for the final highlight.
highfight of the same colours. rest of the mouth.
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Stage 5 — The Prince

Like the Dragon, the rider was split into roughly four stages, although for painting purposes Neil treated him almost as a
separate project. For the flowing white cloth parts, Neil achieved a very smooth finish by using watered-down Skull
White - at least 1:1 paint to water — over three to four layers. The result is well worth the effort!

Step 1

Axe head
Boftpun Metal,

Step 2

@ Axe head
o Chainmail.

Blue cloth
Enchanted Blue.

Blue cloth
Regal Blue.

O

o

Top knot Top knot
Regal Blue. Enchanted Blue.

Cream cloth
Shade of Bestial
% Brown then a
1:1 mix of

Cream cloth

Bronzed Flesh, Bronzed Flesh

and Bleached
Bone,

Crescent
3:1 mix of Ice Blue
and Skull White.

Armour

Boltgun Metal, Chainmail,

Gold White cloth

Shining Gold. 1:1 mix of Shadow Grey and
Space Wolves Grey then a coat

of pure Space Wolves Grey,

Gold White cloth
Brazen Brass. Sharlow Grey:

1:1 mix of Enchanted
Blue and Ice Blue,

Crescent Cream cloth
1:1 mix of lce Blue 1:3 mix of
and Skull White, Bleached

Bone and
Skull White,
then pure
Skull White,

Top knot
Jce Blue.

Top knot
Cream cloth
Bleached Bone.

Step 3 ] Blue cloth Step 4
1:1 mix of Enchanted Blue
Axe head and Ice Blue, Blue cloth
Mithril Silver. ! Ice Blue,

o Gold White cloth

~ Burnished Gold. 1:1 mix of Space Wolves
Grey and Skull White, then a

1:2 mix of the same colours,

Gold -
3:1 mix of Burnished White drfr'"
Gold and Mithril Silver, skufl White,

Elf Flesh

Basecoat, The EIf Prince’s skin First Highlight. Carefully apply a Second Highlight. Apply a 1:1 Final Highlight. Finally, apply a

was basecoated with a flal coat of layer of Dwarf Flesh to all but the Dwarf Flesh and Skull White 1:3 mix of Dwarf Flesh and Skull
Vermin Brown, most recessed areas. highlight mix to the raised areas White as a final highlight.
of the face.
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Assembly and Final Detail

Bevor. A bevor is a piece of
armour that protects the
neck and lower part of the
face. Neil painted it
separately, using the same
method as the rest of the
armour, and added it to the
Lord last of all.

Base Details. Neil has decorated
the base with lots of compenents
from the frame, such as the fallen

column and the hatchling Dragon.

Shield

| Basecoat. As the shield is so
prominent on this modef, Neil
gave it as much attention as
the Dragon itself. he started
with a backdrop of Regal Blue.
The flames were painted Vomit
Brown, the wings Mechrite Red
and the Phoenix itself was
given a base of Shadow Grey.

| Highlight the edges with Mechrite Red (2). Now;, apply a wash of

Seat rest

The seat rest of the saddle was painted using a very similar method
to the scales of the Dragon. Start with a basecoat of a 1:1:1 mix of
Mechrite Red, Chaos Black and Liche Purple (1). Next, apply a
2:1:1 mix of Mechrite Red, Chaos Black and Liche Purple.

Chaos Black and Liche Purple. Paint the studs with Boltgun Metal
(3). Finally, highlight the raised edges with Blazing Orange and the
studls with Mithril Silver (4).

Washes. Neil used a Chaos Black
wash of increasing strength to

Detailing. Neil added small stars
to the background in Shadow

achieve the gradual fade to black
on the blue field. The flames were
given a wash of Blazing Orange.
The wings received a highlight
layer of Blazing Orange. The
Phoenix was given a coat of
Space Wolves Grey.

HIGH ELF DRAGONS

Grey. The flames were given a
vibrant wash of Blood red so they
stood out. Neil started to highlight
the wings with Vomit Brown. The
Phoenix was highlighted with a
mix of 1:1 Space Wolves Grey
and Skull White.

Final Highlights. To finish off the
shield, Neil added Ice Blue dots
fo the centre of the stars, The
flames had a wash of Red Gore
and were then highlighted with
Bleached Bone. The Wings were
also given a final highlight of
Bleached Bone. The Phoenix had
a last coat of pure Skull White.



hite surf crashed over broken spars and
W timbers as the wrecks of three longships

piled up onto the golden sands of the
Yvresse coast. A squadron of hawkships, their white
sails full in the wind, stood further out to sea. In their
midst a mighty kingship sped forwards on three banks
of oars, its immense prow carved with the leering
face of a Daemon ploughing through the waves.
Volleys from the Hawkships’ bolt throwers clanged
harmlessly from the kingship’s iron-bound hull.

The beach was covered with a swarm of dark-
armoured figures who had poured from the decks of
two beached longships. Above the heaving mass red
and black banners waved, scrawled with runes in the
dark tongue, and brazen icons bearing the sigils of
the Chaos gods glowed evilly with dark
enchantments. The spear-armed Elves of Yvresse
stood firm against the repeated assaults; a thin white
line holding back a boiling black stain.

Yet the numbers of the marauders were beginning
to tell, and here and there the darkness punched
through the shining line of the defenders. Having
broken through the hawkships’ blockade, the
kingship reached the shoreline and crashed out of the
waves, Chaos Warriors clad in thick plates of armour
leapt over the sides into the sand and quickly
assembled around the burning totem of their warlord.
A heavy drumbeat sounded and the Chaos Warriors
advanced, heading towards one of the widening gaps
in the Elves' line.

A drawn-out roar drowned the clamour of fighting
and a gargantuan shadow passed across the
battlefield causing the warriors of both sides to pause
in their bloody work and gaze skywards. With
another bellow, a blue-scaled dragon plunged from
the skies, smoke trailing from its fanged maw. Atop its
back sat a figure in golden armour, a glimmering
lance in his hands. The Dragon circled above the
kingship, the beating of its wings kicking up a
tempest of water. Deep blue fire gouted from the
Dragon’s maw, quickly setting a flame in the sails
and masts, which then spread to the timbers of the
ship’s hull. Soon the whole vessel was ablaze from
stem to stern.

With firelight reflecting from the glittering scales
of its underbelly, the Dragon soared low across the
battlefield. Where it passed, Chaos tribesmen faltered
and ran; unmanned by drake-terror. Only the warlord
and his bodyguard held their ground.

Like a thunderbolt of vengeance, the Dragon
Prince and his monstrous steed smashed into the
Chaos Warriors. The snap of bones and the screech
of tearing armour mixed with the stentorian roaring of
the Dragon. The rider’s lance pierced the helm of the
northern warlord, and with his death the Chaos
Warriors broke and ran.

The victorious Elves racing across the sands in its
wake, the Dragon hurled the northmen back into the
sea. Most drowned, dragged down by their armour,
while some clambered aboard their ships. Within
moments these too were burning fiercely, turned to
kindling by the fury of the Dragon’s breath.

As the tide withdrew, it swept the charred bodies
and timbers far out to sea, and by morning nothing
remained of Kurbad the Angry’s ill-fated expedition.




WELL HERE'S HOW...

Want to represent your school and play games? The School League is
a great way to get involved with lots of fantastic activities, culminating in
Regional and National Finals — giving you the chance to prove that your
school team is the best in the country! If you have not already signed up
to be part of the School League for 2008 it is not too late to join in! The
League is open to any mainland UK secondary school (or any school with
pupils aged 12+/Year 7 and up) with a club. The school will need to be
able to transport its pupils to Regional Finals and be prepared to go to
Warhammer World in Nottingham if they get to the National Final held
on 2nd July.

If your school wishes to be part of the School League you will need to
get your teacher to speak to the Community Coordinator — Bek Hawkby
on 0115 900 4821. Bek will be able to send them an information pack.

All Games Workshop stores are waiting to run School League activities
(in the store) to help you prepare for the Finals. These activities include
painting and tactics as well as opportunities to make scenery or have a
club tournament. If you wish to arrange a visit please contact Bek
Hawkby and she will help you set it up. Bek can also help you in
contacting local school or library clubs that you can play against.

» The 2007 School League Final, held at Warhammer World, Nottingham.




Everything you need to get involved in the

Games Workshop hobby community!

102-105 »

Games Day 2007

This year’s Games Day was our largest event to date with well over 8000 hobbyists in
attendance. Find out what you missed, together with a sneak peek at some of this year’s
winning Golden Demon entries.

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.

106-113 »»

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.

Mail Order . 114-119 »

Games Workshop Mail Order
The full range of Games Workshop products are available from GW Mail Order, our
premier online and telephone ordering service.

Christmas with Games Workshop
If you're looking for the perfect present to give this year, check out the selection of
great gift ideas available from Games Workshop Mail Order.

Advance Order — Orks

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.

www.games-workshop.co.uk 101



UNITED
KINGDOM

Breaking all previous
records, Games Day
2007 was an enormous
success with over 8000
enthusiastic hobbyists
in attentance. Event
Organiser, Brian
Aderson recaps just a
few of the many
highlights of the show.

ow that the dust has settled on
another awesome Games Day | can metre cro

sit down, put my aching feet in a it best to
bowl of warm water to soak, and review the Games Day re
everything that went on at the NEC this to say, whether
year. One thing’s for sure, it was an event
that was enjoyed by customers and staff
alike and we all have stories to tell about
what we saw and what we did at Games winner
Day 2007. in$§
2 se up numerous p
ite Dwarf telling you about Apocalypse S :
5 Day, the g he peoy Brian Aderson
_ . iolden Demon, Black Library authors, and Games Day Manager
Only available at this year’s . :
Games Day or through buying a
ticket, the Orc Boss and Goblin For a full review of the day’s activites, together with a gallery of all the

assistant is a wonderfully unique Golden Demon winning entries, visit the website at:
model - a fine addition to any

o iyt colevon www.games-workshop.co.uk/gamestay

Goblins players.



Right: Throughout the day the
awesome new High Elves and
amazing Apocalypse battle
formation boxed sets drew a
huge amount of attention,
while the Apocalypse Gamers’
Edition sold out within the first
45 minutes!

Below Left: The bar was raised
even higher in this year’s
Conversion Clinic competition
as hobbyists of all ages
entered their bids to win the
coveted Scrap Demon trophy.

Below Right: Games Designer
Adam Troke lalks at length
about the new High Elves
army book for Warhammer,

J[hrz\m‘“

Triumphant at last

After many long years of
dedication, relentless
painting and several near
misses, 2007 was finally
the year in which one
time Warhammer World
staff member and former
‘Eavy Metal painter,
David Rodriguez, would
finally be rewarded for
his efforts. His Slayer
Sword-winning Tyranid
Carnifex a more than
worthy new addition to
the long line of Golden
Demon sword winners.

www.games-workshop.co.uk/gamesday
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Although our Hobby
Centres are busy with
Christmas shoppers this
does not mean that gaming
and painting stops. Over
December and January our
Hobby Centres will be
putting on a selection of
activities from campaigns to
tournaments to keep you
entertained.

Simply phone or visit
one of our local hobby
centres to find out more.

BEGINNERS

ghout January, all of
our Hol

104 WHITE DWARF FRONTLINE

8th) Inquisitor
Grand Tournament

Date: 8th December
Venue: Warhammer World, Nottingham
Details: In the first event of its kind, players
will pit their skill as Games Masters, players,
hobbyists and designers against one another.
This first Inquisitor Grand Tournament will
take the battle for the Emperor's soul to a new
level. But remember: “Everything you have
been told is a lie!”
Tickets: £10 in advance; £12 on the day.
Limited places available.
Contact: events@tempusfugitives.co.uk
Website: www.darkmagenta.net

"9th> Warhammer 40,000

Tournament

Date: 9th December

Venue: King and Queen Pub, Brighton

Details: Brighton Warlords present their

Warhammer 40,000 Tournament in which

players battle one another with their 1,500

point armies to become the best of the best.

Places are limited, so book early to avoid

disappointment.

Contact: Pete Cooke — 07974094240
peter.cooke423@ntlworld.com
David Purkiss
d_purkiss2000@yahoo.com

‘8th) De Dordtse
' Decembersiag

Date: 9th December

Venue: Stork Aerospace Industries,
Industrieweg 4, 3351 LB Papendrecht, The
Netherlands

Details: Warhammer and Warhammer 40,000
Doubles Tournaments.

Tickets: €10 per person. For full information,
registration and rules pack visit the website.
Contact: www.dordtsedecemberslag.nl

What’s on, when and where:
All the events for the next
few months are listed here.

[l o e TS W |
12th Warhammer 40,000

Doubles Tournamen

Date: 12th-13th January, 2007  SEECEIES
Venue: Warhammer World, Nottingham, England
Age Limit: 12+

Details: Compete in a fun tournament with a
friend as an ally. You will need a fully painted
500 pts Force for Warhammer 40,000. Play at
least six games over the weekend, using a
variety of fast play scenarios. Points are
awarded for gaming and there is a special
award for Best Painted Alliance.

Tickets: £70 per two player alliance, and
includes: tea & coffee at the start of both
days, with doughnuts to get you started on
Saturday morning, vouchers towards lunch
on both days, and an evening meal on the
Saturday night.

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

EVENT SPOTLIGHT

y£10 1 The Lord of the
Rings Grand
Tournament

Date: 26th-27th January, 2008

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limit: 12+

Details: With a number of important rules

changes including an all new scoring system

and a new schedule in which gamers will

play a total of eight games across the

weekend, this year’s The Lord of the Rings
Grand Tournament promises to be the most
Tickets: £55 per player, H

tea & coffee at the start

of both days, with f dh
started on Saturday 1r

morning, vouchers

days, and an evening

meal on the Saturday

Contact: Mail Order

0115 91 40000

competitive and intense yet.

doughnuts to get you

towards lunch on both

night.

Wehsite: www.games-workshop.co.ukfevents

Last year’s Champion,
Viesa Neyne

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



9th  Warmaster
Winter Warmer 2

Date: 9th February, 2008
Venue: Warhammer
Age Limit: 16+
Details: Dig out your small soldiers and get to
Warhammer World for a fun day playing
Warmaster. You'll need a fully painted 2,000
point Warmaster army to take part. Play three
games over the course of the day and
compete for the Winter Warmer White
Elephant!

Entry is free but places are limited
{and you'll n
Contact: warmaste
Website: hity

THL L

d, Nottingham

10th Full TilR VI

tournament ©

gaming club fro oldsburg in Belgium
and will take place for the 6th time. There
will be tournaments for three systems:
Warhammer Fantasy, Warhamme ]

and The Lord of the Rings i

mood for a day of wargaming

ver the months of January, February and March our stores will be running a
selection of hobby sessions aimed at improving your hobby skills no matter

what your level of expertise!

From outright beginner to those of you with literally years of experience, there will

be something for you.

All you need to do is sign up and attend these sessions and you could be
welcomed into the ranks of those who have been rewarded with an ‘Iron Halo’ badge

to display their hobby prowess!
Ask store staff for details.

‘RONILIN

WORKSHOPS

Want to improve your
painting and modelling
skills? Curious how
best to base your latest
creations? Well,
Warhammer World has
the answers!

Throughout the
Christmas holidays
Warhammer World will
be offering a fantastic
range of hobby
activities to the public.
From painting
techniques to
modelling skills and
scenery workshops,
even tactical game play
advice, there’s
something for
everybody.

Each activity is run
by a skilled GW staff
member, and will
provide you with all the
required materials and
tools to take part. At the
end of the session you
will not only have
developed your own
skills in a particular
area, but you'll get to
take away any models
you use and make
during the activity!

For more
information about the
activities run
throughout the holiday
season and beyond,
including details about
how you can register to
take part, check out the
Warhammer World
Blog Page.

http:/fwarhammerworld
typepad.com/)

Kevin Beadle
Hobby Content Manager
Warhammer World

www.games-workshop.co.uk/events
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STORE FINDER

106  WHITE DWARF

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

" | sTar
P iy

.,I“ o

eLruES WORESHOGP Hohhy Centres

OPENING TIMES

Mon-Fri: 10am — 6pm
Saturday: 10am — 6pm
Sunday: 11am - 5pm

The majority of our
stores adhere to the
above opening times.

However, as a number
of stores’ opening times
may vary, we
recommend you
contact the relevant
store for opening times
before visiting.

You can find your local
store online with our
Store Finder:

www.games-workshop.co.uk/
storefinder

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 Mail Order 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 for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

Our special beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
you need to do is come along!



Games Workshop Independent Stockists are official sellers
of Games Workshop games and hobby products.

IN YOUR LOCAL AREA

With over 500 locations across Europe 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

in the world, call

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
Mail Order on: +44 (0) 115 91 40000

Store Directory

GW BRISTOL:

BT Tl Horsefair, B8 3]

Tel: 0117 925 1533

GW BRISTOL tCkIBBS CAUREW’A\"]
Uil 129, The Mall, B34 5LP

Tel: 0117 955 2520

BRISTOL, Area 51:

Tel: 0117 9244655

GW BEDFORD:

10 Greylriars, Mk THP

Tl (123 427 36h3

LUTON, Ottakers:

Tel: 01582 486999

CRANFIELD, Wargames Warkshop:

Tel: 1234

= GW MAIDENHEAD:

Unit 2,17 Maarhet Strout, SL6 AL

Tel: D162 B63 1747

GW READING:

24 Oxford Road, RGT 70G

Tel: 0T1E 559 A6

GW WINDSOR:

Uil 3, & George ¥ Place, 512 104

Tul: 03753 BEHHT

BKALKNF.LI. Ottakers:
01344 408124

L
Tel: 01344 426262
READING, HobbyCrait:
Tel: 0118 902 H600
SANDHURST, Toyworld:
Tel: 01252 873350

WINDSOR, W] Daniels:
Tok: 01753 BA2T0G

GW BIRMINGHAM!:

Unit 16, Hullring Link, B5 405

Tel: (121 633 7193

GW DUDLEY:

Unit 36, Merry Hill Céntre, DY SLE
Tol: 0134 346 10K

GW SOLIHULL:

490 Warwick Road, BY1 IDX

Tel: 0031 705 7997

* GW SUTTON COLDFIELD:
2547 Mrmingham Read, 872 10F

Tel: (21 354 1174

GW WALSALL:

Unal 27, Old Seinaie Shopping Conter, WS1 107
Tl Ik 378 5207

GW WOLVERHAMPTON:

it King Stroct, WY1 15T

Tel: 0190 231 0466

BIRMINGHAM, Console Games:
Tel: 0121 477 0022

GREAT BARR, Gaming Crypl:
Tel: 1121 360 S0H0
WOLVERHAMPTON, HobbyCraft:
Tel: (845 051 6531

BUCKINGHAMSHIRE
GW HIGH WYCOMBE:

Uit 29, The Octagon Centre, HPTT2ZHT
Tel B0 453 1404

GW MILTON KEYNES:

0% Filbury. Boulevied, MES 1AL

Tel: D190 BHY N477

A\'LE&BUIIY er INecessities:
Tel: 01 2% 42

IN HAM Abacus Toys:
Tel: 12060 021815
S, Howard Marshall:

Tel: D1753 829,

MILTON KEYNES, HobhyCraft:
Tel: 01900 308 330

NEWPORT PAGNELL, Doodles
Tel: 07908 610496

PRINCES RISBOROUGH, Treats:
Tel: DTH44 1441154

* GW CAMBRIDGE!

4 Regent Strovt, CR2 10P
Tel: 6122 339 3350

GW PETERBOROUGH:
& Wenfwirth Street, FET 1T0H
Tok 01743 A4 051

ELY, Cily Cycle Centre:
Tul: 01353 663131

HUNTINGDON, Sports & Fashions:
Tel: 01460 454547

PETERBOROUGH, The Gluey Goblin:

Tel: 01945 588 804

PETERBOROUGH, Westgale
Department Store:

Til: 01733 563151

PETERBOROUGH, Your Story:

Tel: 01733 341007

ST NEOTS, First Computer Games:
Tel; 01480 306 hi1h

5T NEOTS, Gamers:

Tel 01480 217 343

5T NEOTS, Westgate Department Store:
Tel; 01480 473242

WISBECH, Westgate Department Store:

Ted: 0115306 2

WISBECH, The Gluey Goblin:

Tel: 01945 516 Bod

CHANNEL ISLANDS

JERSEY, ST, HELIER, The Little Shop:
Tel: (1534 732187
JERSEY, 5T SAVIOUR, The Jersey
Ira and Model Centre

3bATH
GUERI\SE‘I‘ ST. PETERS PORT, Carousel:
Tel: 0140 717
ST. HELIER, Bambola Lid:
Tel: D604 mam

GW ALTRINCHAM:

Unlt 1, 19 Grafton $ireet, WA1T4 10U

Tol: 0161 926 9596

» GW CHESTER:

112 Foregate Strect, CHT |HE

Tel: 0124 431 1857

* GW MACCLESFIELD:

Unit 38, Chestergate Mall, Grosvenor Centre,
SKT) AR

Tel: 0162 561 U020

GW STOCKPORT:

32 Messty Square, SK1 1RA

Tel: 0161 474 1427

GW WARRINGTON:

Unil 19 Bank Srecl Time Square, WAT JAR
Tel: 0191 5H5-18114

ALTRINCHAM, ThE Gaming Crypt:
Tel: 0161 929 991
BIRKENHEAD,
Tel: 0151 647 9067

CHEADLE, Fantasia:

Tul; 0161 491 1130

CHESTER, HobbyCraft:

Teb 01244 650 110

CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273257

CREWE, ABC Model Sport:

Telk: 01270 505 048

CREWE, Potters Model World:

Tel: TS0 038

Shop

B
M, Steve Webb Models & Hobbivs:
Tel: (11926 735 225
NANTWICH, HobbyCraft:
Telt 0895 051 6537
NESTON, Carousel:
Tel: 0151 336 621
NORTHWI H Level 1:
Tel: 1NH416 35
I\ORTHWJCH The Model Shop:
Tel: 016416 B26 346
SANDBACH, RC Nul:
Ted: 04270 759 190
STALYBRIDGE, Hardcastles
Tel: (i1 J03B326
STOCKPORT, HobbyCraft:
Tel: 0161 429 5300
HYDE, Goslings Toymaster:
Tel: (151 427 2009
WIDNES, The Hobby Shop:
Tel: 01514 241 947

= GW MIDDLESBROUGH:
Uinit 33, 19 Duneas Streed, T31 THIL
Tel: 164 225 4051
HARTLEPOOL, Ilusions:

Tel: 01429 233 199

HARTLEPOOL, Westgate Department Store:

Tel: (11429 244 337
NORMANBY, PC Tech:
Tel: 11642 46710
REDCAR, PC Tech:

Tel: DT642 201080

GW TRURD:

Lindt 1, fvicdge Vo, New Iridpe Street, THT 244
Ted: (MAET 232 0047

BODMIN, Ilm'kneﬂs

Tel: 071208

DE, ol R
Tel: 01268 353 384
BUDE, More Value:
Tel: 01288 352 302
CALLINGTON, GMS Games
Tel: 01579 384 837
FALMOUTH, Wonderland;
Teld1 326 312 571
HA\‘I.E, Blzwul!s of Hayle:
Tel: 01 53012
NEWQUA\' P]am.t Hobbywood:
Tel: 01837 K59
35T .'\USTELI. Adrh.l Toys:
tel: 01

TRURD, Toymasler
Tel: 01672 272 452

COUNTY DURHAM

* GW DURHAM:

ok Mirth e, DHT 450

Tek: U797 374 1062

GW DARLINGTON:

78 Skinnergate, BL3 1%

Tel: 0132 530 1453

BARNARD CASTLE, Toy Shop:

Tel: 0183 637 246

BISHOP AUCKLAND, Windsock Models:
Tel: 071388 609
CONSETT, Kwikparl:

Teld: 01207 581024

SEAHAM, Games of War:

Tel: 01515 817 118

STOCKTON ON TEES, Stockton Modeller:

Tel: 11642 810 BiG

* GW CARLISLE:

Unit 2, Earls Lane, CAY 1DF

Tel: 122 RIS ARTE
BARROW-IN-FLIRNESS, Heaths:
Tel: 1229 BI0 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 11539 443 047
COCKERMOUTH, The Toy Shop:
Tel: D190 H2THES

FE'\IRITH Harptrs Cycles:
Tel: 01758 B4 47
ULVERS ON Sawdusl n’ Stitches:

Tel: 01
WIGTO
Tol: 0165
WORKINGTON, ToyTown:
Tel: OO0 BFH 322

DERBYSHIRE

GW DERBY:

42 Sasller Gate, DEY INL

Tolk: 0133 237 1657
ASHBOURNE, Lumbards Toys:
Tek: 11335 245115

BELPER, (_hlidlen 's Choice:

Tal: 0477 5
BU}('I(JN Krmwlu Toys and Models

n:ksum Diecast Models:

Tel: 01246 220 20

FIFI.D Peak Bookstore:

201 60%

Wain Services:
]

Ted: 0145
ILKESTO!
Tel: 01159
MATLOCK, Shawes:
Ted: 01629 582

= GW EXETER:

Fla Sichwell Sirool, EXG GRN
Tel: 1134 249 0305

GW PLYMOLITH:

4 Copmwall Street PLE LR
Teli 0775 225 4121

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(4} Indicates Gaming Risom facililhes,

HOBBY STOCKIST
Oiffers & hibby, gaming and paiating service,

NE ELITE STORE

NE PARTNER STORE
Strucks moat of the Gatties Workshop range.

INDEPENDENT STOCKIST
Oificial sellers of Games Warkshop products.*

NEW STORE OPENING
Indicates new stores wod shochbsts,

Slocks the consplete Games Warkshop range and offers introdisclory gaming and palatiig lessons.

* Tor b sure they have what you wani in stock, we rcommend

w the store

GW TORQUAY:

12 Market Street, TO1 1A

Tel 0T8O 120 100

BARMNSTAPLE, The Battlezone:

Tek 01271 321 344

BIDEFORD, The Tarka Train Com)

Tek: 0115:54:4 a7 izl
DARTMOUTH, WG Pillar & Co:

Tek 01RO B32 139

EXMOUTH, Gamezone Models:

Ted: 01395 24 3

HONITON, Honiton Toy Shop:
Ted: 01404 43741

KINGSBR[DGE The Trading Post:
Ted: 01,

NEWTON MIBO'I, Austins:

Tel: 01626 333 444

PLYMOUTH, Model Shop:

Telt 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox:
Tel: (626 778 260

TIVERTON, Wings "N’ Wheels:
Tel: 01804 242 819

TORRINGTON, Angling Pastimes:
Tel: 41803 625 B8

DORSET

GW BOURNEMOLITH:

34 ot Office Road, BHE 104

Tel: 120 231 92492

* GW POOLE:

Uit 12 Townsgate Centre, BHTS 1ER
Taolz V1200 2
BOURNEMOUTH, Hobhycraft:

Tol: D122 502 444

BRIDPORT, Frosts Toymaster:

Tol: 01208 422 206

DORCHESTER, Dorchester Toys:
Tel: 01305 261 152

SHAFTESBURY, Hardings:

Tel: 01747 132 156

SHEREOURNE, The Corner House:
Tek: 01935 B15 615

SHERBOURNE, The Toy Bam:
Teli 1935 135 644
WEYMOUTH, Razzamataz:
Tel: 01305 780 601

GW CHELMSFORD:

Lindl 4C, The Meatdaws Cenfre, TMZ2 61T
Tel: (124 549 0041

GW COLCHESTER:

% Sharf Wyre Street, 01 1A

Teli 0120 676 7274

GW SOUTHEND!

12 Southehurch Roall, 551 38

Tel: 0170 2461251

GW THURROCK:

Lt 4150, Level 3, Lukushile Stapplag Contre, RMIB LXT
Teli 0170 886 7133

SAFFRON WALDEN, Game On:

30 Hijgh Streor, Ted! 01799 S0 071}
BASILDON, HobbyCraft:

Ted: (11266 240 100

BRENTWOOD, B&M Cycles:

Tel: (1277 214 342

CHELMSFORD, Toymaster Kingdom:
Tel: 111245 493 355

CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01155 436 346

HARLOW, Matqnee Models:

LEIGH-ON-SEA, Caliver Books:
Tel: 01702 473 46

MALDON, Colin Bliss Models:
Tel: 01621 851 427

RAYLEIGH, Toys N Tuck:

Tel: 012 50

GLOUCESTERSHIRE

GW CHELTENHAM:
1 Pitbville Streel, GL50 205
Tel: 0124 222 0474

GET DOWN
LLOR(01V]
LOCAL
HOBBY
STOCKIST

FOR ALL

. YOUR
JCHRISTMAS
SHOPPING

www.games-workshop.co.uk/storefinder
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GW GLOUCESTER:

5 Clarende Sreel, GL1 TEA

Teli (145 250 4033

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: (11451 820 686
GLOUCESTER, Battle Honours
Tel: 114116 AGA7T
GLOUCESTER, HobbyCraft:
Tel: 01452 424 999

STROUD, Anlics:

Tol: 01453 764 407

STROUD, Psisoit Games:

Tel: BB70 242 7420
TEWKESBURY, Toy Zone:

Tel: 01684 245 776

GW BASINGSTOKE:

3 Patfers Walk, RG21 TGO

Tek: 0125 b G051

GW PORTSMOLUITH:

o Aranelel Streel, PO NI

Teli 0239 207 bbb

GW SOUTHAMPTON:

23 Eask Slevat, SOT41HC

Tel, 230 (53 1962

GW WINCHESTER:

45 Jewry Strest, SO73 AHY

Tel: 1196 Lilb 0744
ALDERSHOT, The Game Shop:
Tel: 01252 311 443

ALTON, Alton Madel Centre:
Fel; 01421 542 244

ANDOVER, Hoggnsaurus Toymaster:
Yel: 01264 352 26

FLEET, Fleet Toys

Tol: 0125 261 3949

GOM’OIIT C Books:

3492 500 9, ll
H.i\ (ANT, | aft:
Td{ 043 157 353
MILFORD ON SEA, Milford Models and Hobbies:

Telr 11540 642 112
NEW MILTON, Toys of New Milton:
Tel: 111425 617 BOS

PETERSFIEL Fally Models:
Telt 01730 267 932
PEI'EIISFIELD Fun for All:
Tel: 11730 367

PORTCHESTE!I Wicor Maodels:

Tel: 02392 357 160

RINGWOOD, To'rs of Ringwood:

Tel: 01425 479 34

ROMSEY, RDundahout

Teli 01794 512 145

SOUTHSEA, Southsea Models:

Tel: 02392 733 201

WATERLOOVILLE, Forever Toys Lid:
Teb: 02592 266 253

WATERLOOVILLE, Paul’s Hobby Shop:

Ted; 01705 259 186

HEREFORDSHIRE

BARNET, Toys Toys Toys:

Tiel: 1200 449 OB66

HEREFORD, Hereford Model Shop:
Tel: 11432 352 809

LEOMINSTER, Martin's Models & Crafts:
Tel: D156 613 TH2

ROSS ON WYE, Revolutions:

Tol: DI98Y 562 634

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Bridiga Stveet, HP1 1EF
4

Tel: 0172 786 1183

BERKHAMSTED, Hamlins:

Ted: (a2 i 42

BISHOP'S STORTFORD, Boardmans:
Tel: (1279 (54 033

COCKFOSTERS, Murray & Brand:
Tel: 2004 490 §27

HARPENDEN Fe]u:llalmns

Tel: 015082
HERTFORD, Marqnee Models:
Yel: 01952 50471

HITCHIN, Mainly Models:

Toly 01462 432 204
LETCHWORTH, Model Images:
Tel 01462 R4 59

ROYSTON, Toyshop:

Tel: 01763 243 270

ST ALBANS, E Rider and Son:

Tof: 01727 054 430

STEVENAGE, Rdhhy(;rlf!:.

Tel: 0@l 45 151 K553

STEVENAGE, KS M.udels

Tel: 01438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 11707 351 319

WATFORD, HobbyCrail:

Tel: BHAT 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: D1624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tol: 01983 252013

NEWPORT, Toy & Models:

Tel; 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 1303 852 454

RYDE, Fun, Fact and Fantasy:

Telt 1B 617 323

KENT

GW BLUEWATER:

it 520, Upger Thames Walk: Bluewater, DA% U5t}
Tel:d¥1 32 142 TEIO

GW CANTERBURY:

Wimid 5 frun Bar Lane, €11 20N
Tels T 745 2004

GW MAIDSTONE:

T Padkling Lane, MET4 1RA
Telt 0162 267 7435

GW TUNBRIDGE WELLS:
A7 Camden Strees, TN AU
Tel: 0i0Y 252 5784

WHITE DWARF

IﬂSHFORD GZ (.'mnpu‘(ers Ltd:
Tz 01 o)
BEXLEY HE.‘\TH
Tol: D208 298 717
BROADSTAIRS, Time & Space:
Teli 01843 Hab (06
CHATHAM. Maynes:
1 01634 400 031
CRANBROUK, Whites:
Teli 01580 713258
CRAYFORD, HobbyCrait:
Ted: 11500 7132
DOVER, Turners Models:
Tel: 01304 203 711
FAVERSHAM, Abacus Toys:
Tel: 01705 597 203
GRAVESEND, Steve's Collectables and Modeks:
Tel: D474 564 455
GRAVESEND, The Stamp Cenfre:
Tol: 01474 534 166
HERNE BAY, Spearmg;
Tol 01227 474
HYTHE, Appfll.‘ Iax
Tal: 01 104 2k 602
MAIDSTONE, HobbyCraft:
Teh D162 623 750
MARGATE, Toymaster Kingdom:
Tel; 01643 225 400
ORPINGTON, JH Lorimer:
Tol: 01689 A23193

SEVENOAKS Manklows;

Tel: 01732 454 952

SITTINGBOURNE, A Blundell & Son:
Tel: 01795 424 371

TONBRIDGE, Kids Stufi:

Tel: 01732 353 186

WOODCHURCH, The Model Shop:
Tel: 01233 860 004

LANCASHIRE

GW BLACKPOOL:
W lirkey Street; FY1 10U
Toh: 01125 375 2056
GW BOLTON:

Uit 27, 3 Acresticld Mall, BLI 184
Telt 1320 436 131
GW PRESTON:
15 Miller Arcadi, 191
Telt (N77 202 1855
ASHTON UNDER LYNE Rounclabout Toys:
Tel: (16175 432 344

BLACKBURN, Batcave:

Tel: (11254 fi67 463

BLACKBURN, Mercer & Sons:

Tel: 0125 458 700

BLACKPOOL, Who

Felr 0125 62501

BOLTON, HobbyCraft:

Tel 01204 374 300

BURMNLEY, Cnmpendlum

A

BUI!\‘ C :ways Toymaster:
4 T 616 209
Hampsom Toys & Nursery World:

157 263 045

CLFI'HEROE Cowgills of Clitheroe Ltd:
Tel: 01200 423 507

KIRKHAM, RK Boyes:

Tel: 11772 671 00

LANCASTER, Micro Markets:

Tel: 01524 040 486

LEIGH, Toymasier:

Tel: D942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 304

OLDHAM, Ottakers:

Tel: 01616 205 543

ORMSKIRK, Taylors:

Tel: 036395 573516

ROSSENDALE, Rossendale Models:
Tel; 01706 250 007

PRESTON, Holﬂ:lyfraﬂ

Tel; 1772

THORN ON Ll\‘EL\'E ToyZsave Collectables:
Tel: 01253 055 905

WIGAN, Wigan Model Centre:

Tel: 943 245 483

LEICESTERSHIRE

GW LEICESTER:

Rmit 2120 Sibver Strvel, LET SET

Tel: 0116 253 (510

GW LOUGHBOROUGH:

22 Biggin Strewt, LETT 1WA

Taels OVE0 923 107
ASHBY-DE-LA-2OUCH, Steve's Models:
Tel: 01530 416 627

COALVILLE, Geoffs Toymaster:
Tel: 01530 832 795

HINCKLEY, Punctillio Model Spot:
Teli 01455 230952

LINCOLNSHIRE ARER

GW GRIMSBY:

O Weal 58 Mary's Gake, DA 1L

Tel 147 234 7757

GW LINCOLN:

Ll Sia, Saltpegate, daidside of Witeeside
Centrel, LNZ TAP

Tidl: 0154 254 B2

BOSTON, Models and Computers:
Tel: 01205 385 102

GRANTHAM, Arbon & Watts:

Tel: 01664 B35 03

GRANTHAM, Poriprince Models and
Hobbies Ltd:

Tol: 01476 592 001

LOUTH, Castaline:

Tok 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 471 328

SCUNTHORPE, Shermans Model Shop:
Tel: (11724 042 439

SKEGNESS, The Model Shop:

Ted: D1754 763 429

SPALDING, Mason's Models:

Tel: 01775 722 456

GW BRENT CROSS:
LR F, Liswr MK, e Crasd Shapping Conste, N IFE)
Tok: 020k 342 4479

FRONTLINE

* GW BROMLI

Linil 24, The Mall, Hrumlw BRIATS
Tele i 4t 067

GW COVENT GARDEN:

Linit 43, The Markist, WEIE BRI

Tel: ROT 240 5110

GW CROYDON:

Wit 35, Do Centre, Ketey Ruad, CRO 11T
Tel: D208 B60 4600

GW EPSOM:

8 High sm-cl. rr 19840

aw HAMMEIISMITH

167 King Streot, Wi 9LR

Tubt D209 846 9744

GW HARROW:

295 Statlon Sreet, HA1 20X

Tel: 02011 061 2350

GW KENSINGTON:

Shop 7, Lancer Square, Kinsagtim Chusch
Skreet, Wil 3EH

Tel: 0207 937 7011

GW KINGSTON ON THAMES :

11 Fific Hoad, KT1 1SF

Teli (04 549 5224

GW LONDON (Oxford 51):

Lmit F10, The Plazz Shopping Cenlre, 150
Fioor, 116128 Dinford Steoet, W1N 907

Tel 0207 416 0634

GW RICHMOND:

Ll ), Wesdnsinster Hunase, Kew Road, TWS 2ND
Tely 0208 040 (122

GW ROMFORD:

12 Quadrant Arcade, RM1 3ED

Tek 01700 747 14y

GW STAINES:

0 Clarence Stried

Tel: 0178 445 D075

GW SLITTON:

Lt 26, Times Ssuare Shapping Cetiry ST TEE
Tel: 020G 770 4454

* GW UXBRIDGE:

Unit 32, Chequars Mall, The Favilions
Shopping Centre, L0 1LN

Tel: 0185525 2800

GW WATFORD:

19 CQugens Raad; Harlesuin Cenre. WIT2TH
Tul: 01923 245388

BLACKHEATH, Znd Impressions:

Tek 0208 852 6152

BLOOMSBURY, Just Games:

Teli 0107 323 3080

CLAPHAM, Russ:

Telt 0207 228 631

CLAPHAM JUNCTION, Toystop:

Tel: 0207 228 9079

DULWICH Th e Arl Stationers:

Tel; 1204 (9
FINCHLEY, L
Tel: (2005 346 23
GREENF
Tel: 0208 7

HAMPS‘IEAD Happy Returns:
el 0. 41
H N Hlll. ]nsl Williams:

Tel: 0207 733 9955
KNIGHTSBRIDGE, Harrods:
Tol: 0207 730 1234

LEYTON, Ditchiields

Tel: 0206 5392821

PUTNEY, Toystop:

Telt 1204 785 9555

RUISLIF, John Sanders:

Ted: 01895 634 848
WIMBLEDON, Elys:

Telt 0208 %46 9191

WOOD GREEN SHOPPING CENTRE, Tay City:
Tel: 0208 BHY 0770

GW MANCHESTER (Central):

Ul B35, Marsden Way Soulh, Amiabe Centre, M4 341
Tul: 01R1 B34 6371

GW TRAFFORD CENTRE:

Unit Ll Trafforel Contre, MIT BEN

ok M1 755 MRS

ECCLES, Amazon Minfalures:

Tel; 0161 780 7650

TYLDESLEY, |PL Models

Tel: 01442 A%6138

MERSEYSIDE AREA

* GW LIVERPOOL:
13 Central Shupping Cenitee, Raneligh, L1 10T
Tel: 151 700 063
GW SOUTHPORT:
Unit K2, Masble Place Shoppiny Centri, Vi 10
Tl (170 4581 1255
NS, 1D Gaming:
05

WALLASEY, Wirral Model Shop
0151 200 8335

MIDDLESEX

EAST SHEEN, Play Inside Oul:
Tel: 02088 763 229

EAST SHEEN, Pandemonium:
Tel: (2088 THO 166

ENFIELD, Jennings Stores:

Ted: 0208 #04 1804

ENFIELD, Pearsons:

Tel: (K204 373 4200

HARROW, Toy and Nursery

Tel: (1200 42226110

NORFOLK
GW NORWICH:
1204 Exchange §
Tol 01bl 374 7
EAST DERE
Tol: 01362 &
EAST D[REHAM Youngsters World:
Tol: 01362 K94 350
FAKENHAM, Lou Lous Toys and Giils:
Tel: 01320 A53 118
GORLESTON, Toy King:
Tel: 01493 4475 047
HGLT Slarllnss Toymaster:

4 01263 713 1
HUNST.-‘\NTON Hunstanton Models:
Tel: (415 533324
HUNSTANTON, Pavilion Toymaster:
Tl 05530 1.
KINGS LYNN, B] Moﬂeiﬁ
Tel: 01353 7753594

NRZ VAL

, Starlings Toymaster:

KINGS LYNN, Weugme Department Store:
Ted: 1553 !hll 81

NORWICH, Battlenet:

Tel: B0 705 595

NORWICH, Kerrisons:

Vel V1613 434008

NORWICH, Langleys:

Tel: 01603 621959

NORWICH, § P Models:

Tel: 01953 187874

SHERINGHAM, Starlings Toymaster:
Tel: 01263 022 Fob

TAVERHAM,
Tel: 01603 BH5213
WROXHAM, Point House Toyshop:
Tel: 01603 706 H04

NORTHAMPTONSHIRE

* GW NORTHAMFTON:

24-26 Abinglon Square, NN1T 484

Tebi 604 616 637

CORBY, Westgate Department Store:
Ted 011530 20 525

KETTERING, Battlemaster Games Lid:
Vel: 111536 414 B30

KETTERING, Green Angel Cards & Games:
Tel: 01336 359 248

KETTERING, Toymaster Kingdom:

Tel: 01536 512 507

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 BN

OUNDEL, Oundel News:

Tel: 01832 271 514

RUSHDEN, Osborne Sports & Toys:
Telt 01933 312 415
WELLINGBOROUGH, Software Seller:
Teki 01933 440 HR1

ASHINGTON, Bilue Box Madels:
Telt 01670 521274

BERWICK UPON TWEED, Berwick
Computer Games and DVDs:

Tel: 012169 309 551

MORPETH, TG Allan:

Tel: BT6T0 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

4a Friar Lany, NGH BDQ

Tel: 0115 948 0451

GW WARHAMMER WORLD:
Willow Rand, Lenton, NGF WS

Tobi 0115 916 D410

MANSFIELD, The Games Emparium:
Tel: 23 B40 022

NEWARK, Access Models:

Teld: (N5 {I-u 1116

NO‘ITINGHRM, HobbyCraft:

Tel: (845 05
SUTTONAN ASHHEI.D, Bastion Gaming:
Tel; 07014 157168
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tel: 01623 557 B12

WEST BRIDGFORD, Inspirations

Tel: 1115 982 1200

WORKSOF, Model Base:

Tel: 01909 501 752

GW OXFORD:

1A Baigh Hewssa, New Inn, Hall Streed, OX1 20H
Tel: 01065 242 182

ABINGDON, Just Toys:

Tel: 01235 524 333

BANBURY, Trinder Bros:

Tel: (11295 262 546

BICESTER, Dentons:

Tel: (1869 323 446

CARTERTON, Giles Sports:

Tel: 01593 047 $46

COWLEY, Dentons:

Tel: 01865 744 746

DIDCOT, Dentons:

Tel: 01235 #1h 566

wells Toymaster:

'IHAME, Pied Pedaller:
Tk 01844 260 022

WALLING F(_)R D Pettits of Wallingford:

Norvic Models Lid:

Tel: 11497 A35 2

WITNEY, Ilomk sh
Tef: 019493 T4 979

HAVERFORDWEST, Emry's:
Ted: 01437 779 646

RUTLAND

OAKHAM, Jack in the Box T
ieh mn}‘sfabg": m

* GW SHREWSBLIRY:

& Marked Streed, 5¥1 1L

Tely 0174 334 200‘."
TELFORD, Sanda Games:
Tek: 1daz rr.rs 712

BRIDG ORTH Hobby Horse:

Tel: B3

USWE‘ZTIW Funfaym

Tek; 01691 670 46

TELFORD, Quesllng Knight Games:
Tely (11952 417

* GW BATH:

5-10 Westgate Huililings, Avon Streel, BAT LN
Tel: 1122530 4044

BRIDGEWATER, Games Marl:

BURNHAM GNI SEA, GW Hurley:
Tel: 01274 769 261

CLEVE N, ]ull For Fun:
Telfnpz
FROME, Thl! E“I.llbli}‘ Press:

Tel: 01373 462 134

FROME, Frome Model Centre;

Tul: 01373 463205

GLASTONBURY, Pedalers Toymaster:
Tel: 01458 #i14 561

MINEHEAD, Minchead Toys & Models:
Tel: 01643 705 550

TAUNTON, Krackers:

Tel: 0TH2E 305 057

WELLS, Wells Models:

Tel: 01749 675 262

WESTON SUPER-MARE, | Toys:
Teli 01934 418 151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 413 734

YEQVIL, Witch Engine:

Telt 01935 427077

* GW BURTON ON TRENT:

Unll 3, Upion Coun, Union Street, DELS 1AM
Tel: M 2f 357 5665

GW STOKE:

27 Stafford 51, 5T1 1L

Telipizn 20 5207

CANNOCK, The Gamers Cupboard:
Tel 07954 672463

Alsager, Alsager Toys and Models:

Tel: 01270 B0 671

LICHFIELD, Dlgltzl Dragons:
Telt 07941 637705

LONGTON, Mini-men:

Tel: (17402 315 410

NEWCASTLE LINDER LYME, Sundawner Models:
Tel: 01782 610 606

STAFFORD, SLD Models:

Tel 01705 45l 71
STAFFORD, staﬁ'md Games:
Tel: 01705 25557

STAFFORD, Tuu Fat Goblinz:
Teb 01765 244 494

STOKE-ON- TREN'I Battlezone
Games & Collectables:

Yol 1762 133 613
STOKE-ON-TRENT, Minimen:
Tel: 01762 315 010

TAMWORTH, Geoff's Toys:
Tel: 07530 B32 795

TAMWORTH, Hobbycraft:

Tedt 011027 H4). 0011

* GW IPSWICH:

A Bubteemarket, 1F120]

Tel: (1473 210 031

BECCLES, Toy Box:

Tel: 01502 712 765

BURY ST. EDMUND& Model Junction:
Tel: 012
BURY ST. DMU NDS, Starlings Toymaster:
Tel: 11284 761 636

FELIXSTOWE, Wizards Workshop:
Teli 01394 475 555

HALESWORTH, Halesworth Toy Shop:
Tel: 01986 674 270

IPSWICH, Gzlaxy Models & Hobbies Lid:
Telt 01473 729 2

IPSWICH, Tn}'wnlltl Ipswich:

Tel: 01473 724 535

LOWESTOFT, Toymaster Kingdom:
Tel: 011502 565 GHA

NEWMARKET, Moons Toyland:

Tel: 11638 663 147

STOWMARKET, D | Collectables:

Tel: 01449 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612 914

SUDBURY, FT Games:

Tel: M7B7 466 060

SU[}BUIW Tinetty's Toys:

Tel 01787 127238

WOODERIDGE Toytown:

Tek 01354 383 170

SURREY

GW EPSOM

1 High Stregt, K119 1AL

Teli 09372 751811

GW GUILDFORD:

Unlt 1, 512 Tunsgate, GUT 31

Tel: 0148 345 1793

GW WOKING:

Wik 3 Cheary Caurt, GL2T GH|

Tel= 1140 377 1675

CAMBERLEY, Marning, S(ar:

Tel: (276 005160,

CATERHAM, Modeller's Lait:

Tel: 01083 341 #14

COULSDEN, Taylors Toys and Sports:
Tek: 0208 6i6 00710

CRAMLEIGH, David Mann:

Teli 01483 273 777

DORKING, Dorking Models:

Tel: 01306 8I1 747

EPSOM, Ottakers;

Teli 11372 742 533

EPSOM, Trechouse Toys:

Tel: 01931 252 172

FARNHAM, Darkstar:

6Tel; 01252 H20
OXTED, |H Lorimer Lid:
Tel: I?]‘Illl B56 6625
PURLEY, ]H I.nrlmer Ltd:
Tel: 01801
REDHILL, Gamers Guild:

Tel: 01737 789 123

REIGATE, The TDy Shop:

Tel: 01737 145

WALTON ON HAMES Treehouse Toys:
Tek (1932 252 272

GW BRIGHTON:

Uit 7, Nile Favilions. BT (HW
Tel 0127 420 33303

GW CRAWLEY:

11 Brosdway, BH 10 10

Tl 0120 355 2072

GW EASTBOURNE:

13 Terminms Road, BAZT 301
Tel 0132 364 13520

BOGNOR REGIS,

Trains Models and Hobhbies:
Tul: 01243 i

Kld ‘s Stuff:

CHESTER, Chlcheiler Toys:
11243 704 055

RAWLEY, HobhyCraft:
Tel: (845 031 6552
EASTBOURNE, Phantasia:
Tel: 01323 713 388




EAST GRINSTEAD, Martells of Sutton
Tel: 013442 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 017

HAYWARD'S HEATH, Clarkes:
Tel: 1444 457551

HORSHAM, Gentle Gallery:

Tel: D1403 256 567

HORSHAM, Ottakers:

Tel: 01403 267 OBA

VE, Kids Dreams:

TelB1273 320 666

SEAFORD, Big Kids Toy Shop:

Tek: 01323 894 (199

ST LEONARDS ON SEA, Silverhill
Models and Toys

Tek: 01424 431 133

STEYNING, Gentle Gallery:

Tel: 01903 812 33

UCKFIELD, Kid's Stuff:

Tel: 01825 764 198

WORTHING, KC's Games Shop:
Tel: 01503 237 483

TYNE AND WEAR AREA

= GiW NEWCASTLE (Central):

Linil BA, Newpate Shopping Cenitre, NET Sk
Ted: 0794 2422410

GW METRO (Metro Centre):

Unit 2, FHrst Floor, The Arcasde tnser {ho
Metlsterranean Yillage), KE11 9Y1

Tel: 0191 461 09510

GATESHEAD: HobbyCraft

Tel: 0191 482 7410

GOSFORTH, Kid

Tuk: 0191 285 BH77

NEWCASTLE, Fenwick Ltd:

Tuk: 0191 232 5100

NORTH SHIELDS, SR Gladston & Son:
Ted: 01112 5710 435

SUNDERLAND, Toy and Computer Store:
Ted: D197 565 5196

WHITLEY BAY, Alan's Model Shop:
Tel: 0191 251 3682

WHITLEY BAY, T&G Allan:

Tel: 0912 531 564

GW COVENTRY:

Unit 39, Ugiper Lived, Catbedral Lanes
Shivpping Centre, £V1 1L

Tel: 0247 622 7311

GW LEAMINGTON 5PA:

32 Begent Street, CV32 SEG

Tohi 01926 435771

BEDVWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

COVENTRY, Hobbycraft:

Teli 02476 234 520

KEMILWORTH, Abacraft Arts & Pictures:
Ted: 01926 511 294

RUGEY, Joto Railways & Models:
Tel: 0748 562 372
STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 01704 2595 850

W‘Il‘l’SIlIIIE

GW SWINDON:

10 Bruel Phaza, 581 1LF

Tel: 017 543 GH

DEVIZES, Hopgosaurus Toymaster:
Tl 1380 723 #41

MALMESBURY, 5PS Malmesbury:
Tuki 01RGH B24440
MARLBOROUGH, H Duck:

Teki 09672 512170

MELKSHAM, The Toyshop:

Ted: 01225 76H 415

SWINDON, HobbyCraft:

Tel: 0945 157 R551

SWINDON, Spol On Models:

Tels 017100 522 098

SWINDON, 5PS Swindon:

Tel: (793 881 452

TROWBRIDGE, The Toy Shop:
Tel: 01225 768 415

* GW WORCESTER:
4 Lychgate Mall, Cathedril Plaza, Wit 208
Toli 0190 361 (707

/ICH, HobbyCraft:
Tl 45 05 1 hEN
DROITW Lmﬂ: tite Ltd T/A Toyworkd:
Tel; 0190
EVESHAM
Tak 0138 645 B75
REDDITCH, Hoggosaurus Toymaster:
Ted: 0152 766 092
STOURPORT ON SEVERN, TP Activity Toys:
Tel: 012499 872 000

YORKSHIRE

GW BRADFORD:

o Ficoadilly, Bradfrd, 101 304
Tol 0127 473 9430

GW DONCASTER:

bb Migh Stroed, Doncaster, ON1 3EG
Tels 0130 T2 0535

GW HARROGATE:

53 Station Parado, HGT 1TY

Fely 0142 356 4310

GW HULL:

0 Paragon S1:!=L. HU13ND

Tuk: 148 25
GW LEEDS:

¥BA Lands Lane, 51 616

Tek 0113 242 B

GW SHEFFIELD (Central):

16 Fikewilliam Gate, 51 4jH

Tel: 0114 275 0114

GW SHEFFIELD {Meadowhall Centre):
Lipit 916, High Streel, Upper Mall inoxt tn
entrance pear Bonisl, 59 1EN

Tl 01 04 256 9036

» GW WAKEFIELD;

6 Kirkgate, the Ridings Centre, W ATR

Tele 0192 440 4453

GW YORK:

TAA Lendal, YOU BAQ

Tel: D190 462 HO14

ltle Honours UK:

BARMNSLEY, Jance Toys:

Teli 01220 HMifG4

BEVERLEY, Mayfair Toymaster:
Tel; 01482 862 777
BIIIDI.ING'ION Croppers:

Tel: (M262 67
HALIFAX, H..‘llii‘.\)i Modellers World:
Telt 01422 !4'| 157

HALIFAX, Mug,a.clne World:

Ted: 11422 53 547

HUDDERSFIELD, Games Emporium:

Tel: (1 404 532 W34

HUDDERSFIELD, Something Wicked:

Telx 01404 550 226
KEIGHLEY, Conways Toymaster
Fel: 01535 G145

Hobbycraft:
Tel: 0113 364 3020

NORTHALLERTON, T & FM Grover Ltd:

Tel: 01609 773 314
OTLEY, Conways Toymaster:

Tuli 01043 462 065

PICKERING, Pum-rs of Pickering:
Tel: 01751 472 761

POrerNcmN. Chylds Play:

Tel: 01759 306 (41

SCARBOROUGH, Games Centre 2:
Tel: 01723 14093444

SCARBOROUGH, Space, Myth and Magic:

Tel: (81456 441 110

SELBY, A1 S]:orls and Toys:
Tel: (4757 705

BRECHIN, Gardiners:

Tel: 01356 622 265

CRIEFF, Happy Craft Company:
Tel: 01764

CLUPAR, Th@ Nappy Pin:

Telk: 01334 65,

DINGWALI. puﬂs and Model Shop:
Tek: 01345 862 346

DUNFERMLINE, Abbey Models:

Tel: 01383 731 116

DUMF'RIEQ, TD\-'lown

Telt 0136

EAST KI

Ted: 1135

EDINBURGH Manunvlllu' Models:

Tel: 01313 177 010

ELGIM, Junn
Tel: 0143 542 452

FORFAR, Hags:

Tel: 11307 463263

FORT WILLIAM, The Granite House:
Tel: 01397 703 K51

FRMERBUIIGH Stevens Toymaster:

Tel: 01358 72305

GALASHIELS, Ilonlm Pluis:

Tel .rII a3 {2

ID E, DTS Models:

‘s Toymasier:

Nlamg:
Tel1f1£41 142 4300
GLASGOW, Static Games:
Tel: 0141 552 9785
HADDINGTON, Model Mania:
Tel: 0620 525931

SHEFFIELD, V
Yel: 01142 754 626
SHEFFIELD, Wargames Emporium
Gaming Centre:
Tel: 01142 50447

WAKEFIELD, Model and Craft Centre:

Tel: D14 374 057

WHITBY, John Anderson - Toymaster:

Tuk: 01947 12213

WHITBY, Models and Movie Props Ltd:

Tel: 07973 540302
YORK, Fenwicks:
Tel: 07904 643322

WALES

GW CARDIFF:

11 High Steect; CF10 1FL
Tl (1252 Ok 4517

= GW NEWPORT:

5 Skinner Streel, NP20 1HIE
Tel: 163 125 61495

GW SWANSEA:

B3 Kingsway, 581 5HO

Tails 70 246 26649
CARDIGAN, Helin's Deep:
el B339 b2 62

ABERGAVENNY, Richards of Abergavenny:

Tol: 01873 B52 465
ABERYSTWYTH, Albatross:
Tel: 01970 617 #36

BRECON, | Clark Toys & Gifts:
Telr 01074 622 865

BRIDGEND, joust for Fun:
Tel: 01656 767 681
CARMARTHEN, Good News:
Tel: 01167 237 785
CARMARTHEN, Hardings:
Tel: 01267 237 774

CHEPSTOW, Artists Corner:
Tel: 11291 627 393

CONWA
Tali a5
DOLGELLALI,
Yol: 01347 423 307

LLANDRINDOD WELLS, Corven Aris;

Tol: ORT0 64 904
DUDNO, Treasure Trove:
Tl 0rpAT 477901
LLANTWIT MAJOR, Rainbow Plaza:
Tel; 01446 794 110

MILFORD HAVEN, Foster Powell Ltd:

Tol: 01646 697 111

NEWPORT, HobbyCraft:

Tel: 0843 051 6540

PEMBROKE, Dragun Alley:

Tel: 01646 621 436

PONTYPOOL, Penygraig Post Office:

Ted: Il| 405 763 B40 —
TYPRIDD, Sugar icet

Telc 07870221 170 s

PORTHCAWL, Game Itd:

Tel: B1RGA 78I 428

PORTHMADOG, Alma Figures:

Tol: 01 7h6 R3N2AS

POWYS, The Toy Box:

Tel: 07654 70090

SWANSEA, Cumn: Shoppe:

Tul: 1792 (42

SWANSEA, Wcsl Coast Games Ltd:
Tel 01792 533 464

TENBY, Clarice Toys:

Tol: 074124 Ba3 491

SCOTLAND

= GW ARERDEEN:

Uit 1, 12-18. Lippeer Kirkgate, ARTO 1HA
Telr 0122 d6d #7780

GW AYR:

70 Arran Mall, KA7 150

Telt (124 261 06718

GW BRAEHEAD:

115 Brachead Shoppleg Contre, Kings Inch
Roard, (51 48N

Telt 0141 605 9440

GW DUNDEE:

110 Conenercial Street, DT 24}

Fel: 0130 220 2582

GW EDINBURGH:

136 High Stroet, BH1 1005

Yol 0131 220 6540

GW FALKIRK:

12 Cow Wynd, FR1 TPL

Tek 0132 462 4553

W GLASGOW:

1 Uinkon Stroat, 61 305

Tel: 01141 220 1673

GW LIVINGSTON:

26 Almondvale Centre, EHG4 BRI

Teedt 05006 449256

ARBROATH, Hags:

Tel: 1241 472155

BANCHORY, Toy and Gift Shop:

Tel: 11390 025 506

y Junners
: 011463 233 234
ISLE OF LEWIS, A D MacDonald and Son:
Tel: 08151 740
K]I.MJ\RNO(’K Scotch Comer:

Tel 116

NDIITH BERWILK Laws Cycles:
Tel: 01620 899 643

ORKNEY, ML'CIII“.‘ID ~Toymaster:
Tel: 01856 &
PERTH, Miltars Mode!s

Tek: 0173 856 1035

P II:RHEJ\D Gwrge Donald Ltd:
Tek: 017
SHETI.J\ND Harrvi Dept Store:
Tedt (11595 693 097

THURSO, Durrans:

Tel: 011647 893 169

TURRIFF, E Rae and Son:

Tel: M8 562 610

WHITEHI Kraft Kahin:

Tel: 012061 861155

NORTHERN IRELAND

GW BELFAST:
0 Ciistbe Court, BEL 1D niwards the back
of the centreiTal: (209 N233674
BALLYMENA, Camerons:
Tel: 028-25640821
BANBRDGE, Toymaster Banbridge:
Tel: 020-40612215
BANGOR, Replay Games:
Tek 020-91452210
COLERAINE, Toymaster Coleraine:
ir O20-TO544444
KILI.E\I, Maodellers Comer:
Ted: (2066321367
LISBURN, Waorld of Wonder:

Tel: (K2R-9206F996

PORTADOWN, Toymaster Portadown:

Tel: 02835350080

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Tek 050 14 51 41

AARSCHOT, Conect’r

Teli 06 54 nal m

ANTWERPEN, Celtic Cross

Tedt (K5 280 b1 65

DENDERMONDE, Tip Top Moens
Tel 152 31 17 98

GENT, Lood & Spelen

Telt 42 24 7 34

HASSELT, Oberonn

Tel: 011 351 458

LEOPOLDSEURG, NV Moestermans
Tely 611 0 3% 46

LEUVEN, The Dicepool

Feli 016 25 45 94

MECHELEN, De Spelfanaat

Tel 015 34 59 107

DOSTENDE, King Arthur

Tok 059 51 57 5

ROESELARE, Black Border

Tubi 051 20 B2 50

AALST, Hermelijn

Tel; 053 47 44 fify

ANTWERPEN, Red Dragon Games
Ted; 03241 7161

ASTENE, Miniatuurauto’s Eeckhout
Telt 092 24 17 9%

BLANKENBERGE, De Speelhoek
Ted: 50 41 49 23

BRUGGE, Modelbouwcenter
West-Viaanderen

Tel: 050 34 20 71
erioys Anderlecht

ntertoys Laken
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Gamestore

GENT, Inltr!uys Gent

Tol: 092 24 42 06

GENT, Red Drdu;on Games
Vel 032317101

HALLE, Mishra’s Playground
Tel: 024 61 50 53

HALLE, Top 1 Toys

Tel: 021 56 (4 03

STORE FIN

GAMES WORKSHOP HOBRY CENTRE
(=) Indicates Gaming Rowmn facilities,

HOBBY STOCKIST
Offers 4 hobhy ganing and pairting service:

NE ELITE STORE

NE PARTNER STORE
Stincks most of the Games Warkshop range,

INDEPENDENT STOCKIST
Official sellers of Games Warkshop prodisets,*

NEW STORE OPENING
Utateates ness stores and dockisls,

Stncks thee complete Gaives Workshop range and affers introductory gaming and painting lesson.

* To b stare ey fave what you wanlt in siock, we recommend cafling the stare fimt

R K

HASSELT, D-Sl'x

Tek 011 32 545

IXELLI lnlertoys Ixelles
Tel: 625 14 17

KORTRIJK, Baba Yaga
Tely 054 37 46

KORTRIJK, Do Concorde
Ted; 05 47 05 65

KORTIIIIIG Mhmn

’I Spelanhuis

Tele 11 74 49 79

OOSTENDE, Timms

Tel: 051 B0 44 53

OVERIJSE, lnll’nnyﬁ Overijse
Tel: 026 87 42 5

ST NIKLAAS, HQ

Tel: D486 20 51 311

TOURMNAL Intertoys Tournai
Tol: 069 21 42 22

BULGARIA

SOFIA, Magic Worlds
Tol: 3549 2 %46 6858

SOFIA, Mor
Tel: 360 2 946

SHANGHAL, Zark

Tel: 86 (21) 5 '_-'| 1665
SHANGHAI, Zlmnthm Store
Tel: 6 27 5236041

OSIJEK, Land of Magic
Tel: 385 31 375 794
OSIJEK, Land of Magic
Tel: 385 31368 412
RIJEKA, Game Mahlt‘r
Tel: 385 51 371 308

SPLIT, Land of Magu
Tel: 385 21482249
VARAZDIN, Land of Magic
Tel: 365 42200161
ZAGRES, Land of Magic
Tel: 365 T4B70077
ZAGRER, Land of Magic
Teh: 36314423917

CYPRUS

NICOSIA, ANT Comics
Telt 00 357 22 660384
NICOSIA, Megaland

Tol: (] 35 7224 56622
PAPHOS, Cyprus Crusade
Tel: 04 357 97649072

CIECH-REPUBLIC

BRNO, Cerny Rytir

Tel: +4205412 14860

CESKE BUDE]JOVICE, Chaotit

Tel: +420602489158

ALU\"E Knibkupectyi VaFhalla

KOFIH\"NI!'_E, Maglc

Tekt +4204955 22004

LIBEREC, Battle Games-Obchodni Pavilion
Tek HAHTT7F30154

OSTRAVA, Maltrix (knihkupectvi)

Tek: 4420774 404 024

PRAHA, Ogri Doupe

Tel: »l’li'?gll?fl P

PRAHA, Cernv P.yl{r

Tad: 4420222312,
PRAHA, Cemy R)Ht
Tel: +420222312461
VSETIN, Atlantis

Tal: +420571411697

GW KOBENHAVN
Frederihibiormide 5L, | 164,

feli g3122217

AALBORG, Dragons Lair

Tol: 9612 1010

AARHUS C, Dragons Lair

Ty Bty 1 041 43

HILLER@D, Hobhy & Fritid
Tel: 4025 26 16

KOBENHAVN K, Faraos Cigarer
Tel 3322 22 17

KGBBENHAVN NV,

Arena Kobenhavn

Tell 18 3 57 00

NAESTVED, :\ma Nestved
Teli 55 54 &7 0

ODENSE C, Dragnns Lair

Tel: 591 97 0

RODOVRE, MR Games

ol 6 7202 55

ROSKILDE, Fanatic Roskilde
Yel: 46 36 35 48

LYNGRY, Faros Cigarer

Tel: 33 10 23 2

HELSINGER, Hobby og Fritid
Tul: 49 21 45 42

HERNING, Farges Kalder
Teli 35 10 1.7
VORDINGRORG, Legeharden Vordinghorg
Tek 55 34 14 11

AABENRA, Legekeden Aabenra
Tel: 74 62 24 05

AALBORG, Aalborg Hobby Service
Tel: 80 12 1115

AALBORG, Bog & idé Aalborg
Tek: 9811 66 11

AALBORG 5V, B.O. Boger Aalborg
Tel: 9B 79 15 45

AARHUS C, Goblin Gate

Tel: 86 19 43 11

AARS, Ting og sager

Telt 9862 45 32

ASNJES, Bog & Ide Asnas

Tel: 59 65 00 14

FSHIER i, Bunkeren

ESBJERG, s 0. Bager Eshjerg
Tel: 75 1211 77

ESPERG/ERDE, B.0. Bager Espergarde
Tel: J‘I 1514 46

1A, Bog & Ide Fredericia
Tel: T4 24 59 69

FREDERIKSBERG Legekaden Frederiksherg
Tel: 38 1970 2

TR[DFR[KSSUI\D Legekaden Frederikssund
Tel: 47 4039 59

GILLELEJE, Lillys Legetaj

Ted: 41050 31 )

GORLEV, szretimz

Ted: 506 85 B0 B

GRENA, Bug & idé Grend

Ted: 6 32 13 33

GREVE, B.O. Boger Hundige

Tel: 43 90 61 0

HELSINGE, B.0, Boger Helsinge

Tel: 74001

ING, Buddy Legetaj
el 2 |I1 52
H!I.I.ERG!J Legekaeden Hillerad
Teli 48 24 b1 (%
HIG@RRING, Hjarring Hobby
Teb: 30 54 40 33
HOLBEK, Storkleh Bog & idé
Tel: 59 43 00 7
HOLTE, Legelmshmuklnen
Tok: 45 dh 17 112
HORSENS, Legekmden Horsens
Tek; 75 61 60 11
HERSHOLM, GAD Harsholm
Tel: 45 6 04 08
HUMLEB K, Rodes
Tel: 4919 12 200
KALUNDBORG, Koch's Boger & Papir
Tel: 59 51 00 54
KIELLERUP, Ide & Hobby
Tel: 16 88 13 26
KQBENHA\"N K, Fantask
ol: 3

K DlNL‘. ECI Bager Kolding

Tel: 75 50 03 04
K&GE, Sema
Tel: 56 63 07 04
LYNGBY, B.0. Bager Lynghy
Tol: 45 B7 04 45
NYK@BING F, Hundehuset
Tek: 54 B6 00 46
NYKG@BING M, Morss Boghandel
Tel: 97 72 07 00
ODDER, Legekaden Odder
Tel: 86 34 42 76
ODENSE 5@, B.0. Bager Rosengardscentret
Tel: fif 15 5% 20
RANDERS, Bog & Ide Randers
Tel: 86 43 08 10
RANI'JERS, Eyrgu Sarensen Hobby
Tel: 06 42
m\NDERs Ram:h:rs Hobby Import
Tel: 86 43 35
KEII!ING Buddy Legetaj
1208 06

NGSTED, Bog & Ide Ringsted
Tel: 57 61 0010

, Buddy Legetaj

Tel: 4 |I

REDOVRE, B.O, Bager Radovre

Tel: th 41 04 05

RENNE, Dorllle s Hobbystue

Tel: 36 95 94 4

ROSKILDE, ﬁmksles

Tel: 46 32 34 63

ROSKILDE, B.O. Ro’s lorv

Telt 45 46 3412

SKAGEN, Legekaden Skagen

Tel: 98 44 54 65

SKANDERBORG, Schmidt Bog & idé
Tel: 16 52 00 27

SKIVE, Jydsk Baghandel

Teli 87 5145 91

SLAGELSE, Uldiotten

Tel: 58 53 50 35

5T HEDDINGE, Hobhystalden

Tel: 56 50 B 10

SVENDBORG, Farve & Hobby Hjarnet
Tehbz 21 1101

SVENDBORG, B.O. Bager Svendborg
Toli 62 17 22 90

www.games-workshop.co.ul/storefinder
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110 WHITE DWARF

TASTRUP, Genbrugshager

Tel: 43 71 61 15

I‘HJS‘IED Bud:lv Legetaj
w.!l.l. !50 Bnger Vejle

Tel; 75
\«'IBUIHL. Baltl: Bunker
Tel: 86 50 17 40

GW BLANCHARDSTOWN

Uil 23, Blanchardstown Shopping Cenfre,
[husblin. Yoli 097 2L 06N

GW DUBLIN

Linit 3, Lower Liffoy Steoet.

Tel 031 A72 57091

BALINA, World of Wonder Balina

Tel: 0% 76676

BLACKPOOL, World of Wonder Blackpool
Tel: 0214 210 445

BLACKROCK, All and Hobby Blackrock
Tol: 07 255 230

CLONMEL, Tti)‘mahltl' Hogans

Tel: 052 23973

Tel: 021 4210445
Arl and Hobby Douglas

DUBI.IN ‘[\4. Banhba Dublin

Tel 01 872 7100

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire
Tel: 012 604 011

DUN LADGHAIRE, Art and Hobby Dun Laoghaire
Tel: 012805047
DUNDALK,
Tel: D42 932 735
DUNDRUM, Art and Hobby Dundrum
Tel; 012962944

DUNGARVAN, Toymaster Murphys
Tel: 058 41376

ENNIS, Waorld of Wonder Ennis

Tel: 065 684 BA9T

ENNISGORTHY, Toymaster Play and Leamn
Tel: 053 23188

GALWAY, Gamers Realm

Tel: 091 561 006

KILKENMNY, Toymaster Crotlys

Tol: D5k 5HI3E

KILKENNY, Art and Hobby

Tel: 056 71904

LIMERICK, Art and Hobby

Tal: DR 309757

LAOIS, Grahams Toymaster

Tel: D57 862 1081

I.IMERECK, Art and Hobby

Tel: 061 309757

MACROOM, Toymaster Marys

Tel: 026 42491

NAAS, A:l and Hobby Naas

Tel: 043 #7:
NAVAN, Gamn: Bandits

Tel: Dd6 9075004

NEWBRIDGE, \Mul'\{ of Wonder Newhridge
Tul: 045 44725

SANTRY, nrl and Hobby Santry

Tol: 01 62 4500

SLIGO, The Last Rule

Tel: 01 B7% 305521

ST STEPHENS GREEN, Art and Hobhy Stephens Green
Tel: 014781268

STILLORGAN, Toymaster Nimble Fingers
Tel: 01 ZABOTEA

TUI.I.;\MORE. Toymaster Robbins

Tel: 0506 2154

W-’\TERFDRI’) The Hobhy Shop

Tel: 051 832 2

WATERFOI D Tall Tales Bookshop

I'cr)masler Play and Learn
47 e|l
RO, WOW New Ross
Tel: 051 -I'I_Ti

WICKLOW, Toymaster Hopkins
Tl: 040 457225

WILTON, Art and I'Iubhy Wiltan
Wilton, Tel: 021 434 7

ESTONIA

TAI.LEN, Procard Baltic
Tel: ) 37 189TH

FALKLANDS

STANLEY, Falkland Collectibles
Tol: (NIS0GZ1174

GW HELSINKI
Simekatu 9, 40100,
Tele (475 15 45 25

HELSINKI, Fantasiapelit Helsinki

Tels (%1 63 0403

LAHTI, Puolenkuun Pelit

Tal: 0% 751 5151

PORVOO, Puolenkuun Pelit Porvoo
Tels 113 548377

TURKU, Fantasiapelit Turku

Tal: 0 232 8411

ESPOO, Pelimesta

Fel: 4 813 Fan)

JOENSUU, Fantasiapelit Joensuu

Tel: 013 264 14

IYVASKYLA, Fantasiapelit Jyviiskyld
Teds 014 21 BG2Y

KUOPIO, Fantasiapelit Kuopio

Tel: (17 611748

LAPPEENRANTA, Fantasiapelit Lappeenranta
Tel: 05 541 13735

OULU, Fanta!iapehl Dulu

Tel: 1 37 404

TAMPERE, Fa.r!taslapeln Tampere

Ted: 0 222 5200

FORSSA Fun Stuff & Cards

Tel: 01 4.
H. MFFI\
Tel: 03 682
HEINOLA, Taluusmuwr ja lelu
Tel: 03 715 3903

HYVINK.
Tel: B50-51
IISAI.Ml_ T lmtalu

INNA Lelushoppi

Tel: 014 7497215
JARVENPAA, Askartelutarvikellike Taitaville
Tel: (50 414 4760

KERAVA, Antikvariaatti Kersa

Tel: 04 294 42100

KOTKA, Eagle Card

Tel: 05 21 4218

KOUVO{A Mnnulepn:

Tel: I i
I.APPEENIIANTA Antikvariaatti Suma
Tel: 05 541 1760

LAPPEENRANTA, Antikvariaatti Suma
Tel: 05 541 1760

MAARIEHAMN Dillen

Tel: 018 15

MANTSA A, Papado

Tel: 019 664 1911

MIKKELI, Muppela

Tel: 115 36 1671

PORI, Porin Pitkis

Tel: 02 633 2880

PORI, Porin Askartelu

Tel: 12 632 671

RAAHE, Raahen Astartelu ia Paperi
Tel: 01 221 G825

RAUMA, Wanhan Rauman POP-peli
Tel: 02 823 #ii40

RIIHIMAKI, Royal Toys

Tel: 050-5215636
ROVANIEMI, Lugacenler Jiissi

Teel: 043 156 034

SALO, Salon Harr;tsl(-

Tel: 026 156 0545

SAVONLINNA, Savonlinnan Antikvariaatti
Tel: 015 53 4412

EE]NAIUK], Pltlsaklekkn

Tel: 06 417
SEJNAIUK] ranlaslaimna
Tel: 40 561 b330

, Tervakosken Coconut

Tel: (13 584 7017

VEHMAA, wmlu Kaarti
Telr 050 527 4900

ATHENS, Action Hobbies

Tel: 0030 210 6564515

ATHENS, Fantasy Shop: Peristeri

Tel: 0030 210 5774144

ATHENS, Fantasy Shop: Halandri

Tel: 030 210 6697496

ATHENS, Fantasy Shop

Tel: D030 210 &231072

ATHENS, Fantasy Shop: Ag. Paraskevi
Tel: 0030 210 6IO3312

ATHENS, Fantasy Shop: Pagrali

Ted: 0030 21 7360700

ATHENS, Fantasy Shop: Kifisia

Tek: (1030 210 8016041

ATHENS, Fanl
Tel: 030 210 4

hop: Pelralas

Do you want to hecome an

INDEPENDENT STOCKIST?

Games Workshop is the largest and the most successful tabletop fantasy
and futuristic battlegames company in the world. For more information
on how to become an Independent Stockist, contact one of our dedicated
specialists on 08700 134411 or visit our dedicated website:

ATHENS, Fantasy Slmp.- Exarcheia
Tel: 0030 210 IR2HA7:

ATHENS, Kaissa An:amusmu

Ted: 0030 210 614167

ATHENS, Kaissa Glyl'anias

Tek: 1030 210 8982 0

ATHENS, Kaissa Halandnnn

Ted: (034 2110 GIUEAAT

sa Kallidruminu

Monokeros

CRETE, Fantasy Shup Herakleion
Tekhi 0030 2810 301

HALKIDA, CD Lomm

Tel; 0030 2221 087315

Ted 0030 210578
PIRELIS, Dragon
Tel: 00302 1069
THESSALOMIKI, Kaissa Thessalonikis
Ted: 00 30 2310 3
THESSALONIKI, Underworld
Tel: 0030 25710 2401 43

VOLOS, Fantasy Shop

Tel: 10341 24210 26742

HONG KONG

HONG KONG, Fun Atelier
Teli (852) 2866-4471)
HUNGARY

BUDAPEST, SI!\-erlarl:I

Tel: 0034 17 504157

BUDAPEST, Ti Ilb.lllnng

arlang Buda

R, Legendak Csarnoka

, Csillagveg
Teki 0036 20 3571501

ICELAND

REYKJAVIK, Nexus
Tel: 552 4017

JAKARTA BAIIAT Comies N Games
Tel: 021 5696-3855

JAKARTA SEI.M'J\N. Fantasy N Games
Tl (1160050343

Tel
RAMAT HhﬁHARDN Tapuah
Tef; (0072 35404

TEL AVIY, FrEali

Tok 00972 36961526

TEL AVIY, Kitaro

Tuk: 00472 36299320

LITHUANIA

Vilinius, Do
Tel: 00 370 5§ 213

MALRYSIA

KOTA KINABALL), Sabah, Just Wargame
Tel: 1513 - B 5269

KUALA LUMPUR, Comics Marl

Tol: 03 - 2207 0626

KUALA LUMPUR, MySciFiFan Outpost
Tel: (6} 016 - $42 1506

PENANAG, Comics Mart

Teli 04 - 226 2588

www.games-workshop.co.uk/independentstockists

FRONTLINE

PETALINC ]J\\’A Walf's Game Shop

PFI'.\LIN(' J.-\\‘A Selangnr The Games Circle

Tel: & 0116 - 45T 0540

SHAH -\LAM, SELANGOR, Dakka Dakka Games

Teki & 017 -292 0525

1SA TOWN, Carousel World of Imagination
Tel: 00 973 3967 3635

MALTR

MALTA, Forbidden Power
Tk 08350 21

MALTA, K H

NEU\"O LEOI\ Impenal Fleet
Tel: 521 111 064 9.

PUEBLA, La Forlaleza

Tel: 0052 232 409 50

THE NET! IIEIII.IIIIIS

GW AMSTERDAM

Hakin 36, 1017 KT,

Tel: 020 622 4865

CGW DEN HAAG

Schaolitraat 120, 2511 AX,

Tebi 0707392 7036

GW ROTTERDAM

Van Ofdenbarneyellplaits 452, 3012 AR, Tel:
010 200 0268

ARNHEM, Spellowartier Arnhem
Tal: 0125 370 2008

DEN BOSCH, De Dobbelsteen
Tel: 073 B 5530

LEEUW’ARDEN Spellekijn

Tek: 050 113111

LEIDEN, V[reg!rihnp

Tel: 071 513 2015

MAASTRICHT, Vlieg-er-uit

Tel: 043 325 1653

TILBEURG, De Dobbelsteen

Tuli 013 544 3700

IWOLLE, Games-n-Stuff

Teli 00 421 G305

ALKMAAR, Bookers & Strippers
Teh 072 5121218

ALMERE HAVEN, Fantasia

Tek: 03b 531 6017

AMERSFOORT, Spellenwinckel
Tol: 033 370 e

ASSEN, Plok

Tl 054 231 3247

BERGEN OF ZOCIM, Big Boys Toys
Tk 076425 044l

DEN HAAG, Spellenhuis

Teb 070 364 4?iapel

ENSCHEDE, Fijplines

Tel: 053 4305727

GRONINGEN, Krikke's Hobbyshop
Tel 650312 9314

MIDDELBURG, De Burcht

Tek 011 HG50044

NIMEGEN, Moenen & Mariken
Tels 024 123 6119

UTRECHT, Whoops

Teli 00 230 4123

VENLO, Modelbouw Luthart
Tel: 077 354 2648

WORMERVEER, Mini-Wonders
Tek: 075 640 1R17

ZOETERMEER, RC-Pitstop

Tl 079 316 0560

ALMELD, Somberg Modelbouw
Tel; 054 607 2941

ALPHEN AAN DEN RIS, Top 1 Tays Arie wi Pasne
Tel 47 2354

ﬂet Ganzenbord

OIIN Vreemde Zaak

RELT

r~ T0|IITM§ De Kinderdroom

AP DOOI!N Villa Wammus

Tel: 055 5766 741

BERGEYK, Wouters Technohobby

Tel: 049 735 0248

BI'NNENHOF De Groot Toy Special Store
347 3144

BLARICUM, RC-Fun

Tel: 035 5230049

BREDA, Modelbouw Bliek
Tel: 076 521 6596

BREDA, De Dobbelsteen
Tel: 076 526470H)

aboc Modeltreinen
Tal: 035 6391 B410

DELFT, Top 1 Toys Speldorado
Tel 015 213451

W
OSCH, Gameforce Den Bosch
75058R1

i Fantasy Shop

87!
DORDR[CHT thhy Modelbouw Dordrecht
Tul: 078 631 2711
EDE, Tinnen Soldaat
Tel: D318 &5 3296
F[NDHO\"EN Gameforce Eindhoven
7030

EMMEN Sp thoes

Til:
CELEEN, Tactica
Tel: 46 47 48 785

GOES, Fantus
Yel: 011 323 B174

GORINCHEM, Netten Modelbouw
Tel: 0111 363 G000

GOUDA, Intertoys v/d Wal

Tel: 070 251 3525

GOUDA, The Movie Store

Tel: 018 252 2550

GRONINGEN Wirwar

Tel: 050 314 G424

HARDERWIJK, Top 1 Toys Valgers Spel & Habby
Tel: 0341 412905

HEERENVEEN, Top 1 Toys Valgers Spel & Habhy
Tel: 0511 624961

HENGELO, Tnp 1 Toys Mickey van Wezel

1 2208

Tels 074 29

antasy Store

WU G R R R T R SRR

HOORN, Hl."t Gele Teken

Tok 022 421 823

LEEUWARD

Tob: 054 217 5682

LEIDEN, 'lolklenwmkel

Tl 071 541 23

LELYSTAD, 'lrelnenhoeli

Tel 032 025 4160

MAASTRICHT, Hounjet

Tel; 043 363 6776

NUENEN, S(hellens Speelgoed

Tel: D40 281 2

OUD-BEl RI!ND Mourits Model-Hobby

31

EN, Top 1 Toys Marc Janssen
6

, Bratlinga Speelgocd

(u_.

D, Bloemboetiek Hermien
Tel: 047 537 6024

ROOSENDAAL, Top 1 Toys Jadin

Tek: 1165 55 704

ROTTERDAM, Freetime Warrior
Tek 010 2709243

SCHIEDAM, BTS

Tel: 010 473 B755

SCHIJNDEL, Top 1 Toys Anniek
Tek: 073 547
SITTARD, Atomik

Tok: (46 4515074

SLUIS, Top 1 Toys E. v/d Vijver
Teh |J|| W 1393

SOEST, Top 1 Toys Soest

Teh 033 629 Didd

SPUKENISSE, Lord of Magic
Tel 0TH1 6149061
bUkHUISIEItVEI:N Spiritvault
Trl: 05
TIEL, Gol mf.ave

Tol 344 654 h83

UDEN, Goblin

Tel 031 327 Dhbd

UTRECHT, Subcultures

Teb 0010 2111122

UTRECHT, EIf Fantasy Shop
Tel 030 281 71
UTRECHT, Never Never Land (Wieder & Kugant)
Tul; 030 233 3293

VELSERBROEK, Mol Plastic Modelbouw
Tebi 023 5375392

VENRAY, Else Hobbyspeciaalzaak

Tel: 0478 51464

WASSENAAR, Top 1 Toys Kouwenhoven
Tek: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk
Teh D54 351 2427

ZWOLLE, Boekenhalte

Tel: 38 422 1077

ZWOLLE, Top 1 Toys — De Wit

Tel: D38 4217176

NORWAY

GW OSLO

Mnllergata 7, 0179,

Toki 3213 2990

KRISTIANSAND, Hobby Huset

Tulan 02 03 10

BERGEN, Outland Bergen

Tul 1 3333 08

TRONDHEIM, Gotham

Tel:73'51 3808

ALESUND, Kremmerhuset

Tel: 70 14 97 70

ARENDAL, Norli Arenasenter

Tel: 37 02 54 54

BERGEN, Ringo Lekeklossen

Tel 55 92 26 50

BIQRKLANGEN FX Hobby

Tel: 63 85 11

BODG, Ulld?rhnldnmgﬁmagnelon

Tel: 75 52

B.‘ERU\"S \."FIH( MNuki Leker
3131

Teli 61 1120 90
DRAMMEN, Kreativ

Tel: 32 81 4900
FAGERMES, Lekesenteret
Tel 61 36 016 92

FAUSKE, Ringo Smart

Tek 64 60 22

FLISA, ngﬂ Bamsefar

Tel: 52 95 52 9

FORDE, Ihngo Leikehuset

Tel: 57 8201 02

FREDRIKSTAD Leketorvet
< B9 41 56 30

Gfl\-']l( ﬁmgo Leke-Olsen

Tel: 61 10 82 10

HMMR lekehuiet Maxi

ER

4 1245
I(O\I('QBER( Ringo Rolf Liane AS
Tl &1

KG\IGSVING[—R. Ringo Gagata Leker
Fel: 62 41 7611

KRAGER®G, Brio Karis Hobby

Tel: 35 48 04 84

KRISTIANSAND, Outland Kristiansand
Tels 34 09 44 20

KROKSTADELVA, Helmax Leker

Tol: 32 87 99 10

LANGESUND, Ringo Tarangers Efti.Per
Tol: 35 97 26 b2

LARVIK, Rlngo Sokrates

Tel: 1310 5

MO RJ\N!\ Rlngo Lekehjornet Mo
Tel: 751517

MOLDE, \‘es vi leker Leke Jarnet

Tel: 712193 63

MOS EEN, Hnbhy\.wntm!

T 701

MOSQ Frli!nl’eldt

Tel: 6935 11 90

MYSEN, Brio Saker og Ting

Tek: 649 89 01 94

MNARVIK, Ringo Barnas Verden
Tel: 76.04 65 05

NIESBRU ngu Holmensentret
Tel: il
0510,
Tal: 22 7




O5L0, Brio Notabene Lambertseter
Tel: 2 28 05 51
O5L0, Outland Paleet
Tel: 212 33 04 10
SANDNES, O Saeland
Tel: 51 6 15 09
SANDVIKA, Hobby Larsen
Tel: 67 54 01 07
i Tilt Inn

kral:s Hobby Garden

go Sola Gaver og Leker
Tel: 5165 17 63
INGDAL, Ringo Sogndal Glasmagasin
Tel: 57 67 18 80
SORTLAND, Ringo Bamse Leker
Tel: 76113374
SPIKKESTAD, Trollmannen Leker
Teli 47 26 5119
STAVANGER, Outland Stavanger
Tek: 51 93 60 4O
STAVANGER, Veslefrikk
Teli 51 89 52 3%
STOKMARKNES, Stokmarknes Aktietrykkeri
Tehi 76 11 77 50
STKKI.Y\"EN, Ringo Blindheim
Tel; 7025 10 29

mNSBEkG  Gledeshuset
Tel: 92
TR{N. B Tromsa Brukthokhandel

1RONDHF|M Outland Trondheim
Telt 73 52 05 45

TRONDHEIM, Tronderfrim

Tel: 7352 08 40

TYNSET, Ringo Tynset Bokhandel
Ted: 62 45 00 38

VADSE, Brio Vadsa

Tel: 74 94 22 29

PHILLIPINES

QUEZON CITY, Neutral Grounds
Tel: 00 11 63 2634 8502

POLAND

BIALYSTOK, Department Gier
Tol: D048 B57445100

BIELSKO BIALA, Gnom

Tol: D045 33 B123680

BYDGOSZ, Cyladela

Tol: D048 641 2323 0%
BYDGOSZCL Emplli DTC

21

GOSZCZ Emplk Galeria
Vol 052 396 64 15

GDANSK, Empik Alfa

Tel: 0158 511 01 b6

GDANSK, Iskra

Tel: 0048 56 5401952

GDANSK, ﬁp!d!r Games

Tel: 0048 58 551 193 33

GDYNIA, Empik Centrum

Tel: 0-58 620007 73

GDYNIA, Futurex

Tel: 0048 58 7811140

JELENIA, Empik Gira

Teli 0-75 7547450

GDANSK, Rebel Centrum Gier
Teli 0046 58 3470204

GLIWICE, Game Station

Tel 0048 504 255 194
KATOWICE, Bard Centrum Gier

KIELCE, Sklep RPG Gracz

Tel; (M40 50701 5387

KRAKOW, Bard Centrum Gier

Telr (M1 12 6320735

KRAKOW, Empik Galeria

Tel: (12 639 6 00

KRAKOW, FHU Smok

Tel: w48 H945140151

LODZ, ‘Aik’ Firma Ksiegarska

Tel: 048 42 6390301

LODZ, Empik Manufaktura Empik Mega
Tel: 147 6349 12 31

LODZ, Gamelord

Tel: 0041 42 6311161

LUBLIN, Balrog

Teel: BISE MIZT14615

LUBLIN, Empik DTC

Tel: 0:76 844 25 02

LUBLIN, lcrz)-s

Tol: 0048 81 5327986
MIELEC, Gam Serw]s
Tel: D048 17 585

NOWY SACZ, Hobb[l

Tol: 0048 60 4153612

OPOLE, Hms 11 Cnmputer:
Tol: 0048 77 454701
PILCHOWICE, Imperator FF
Tel: 448 322156684

POZNAN, Bard Cenlmm Gier
Tel: 0048 &1 8538177
POZNAN, Empll: Mega

Telt 061 052 i M)

POZNAN, Dom Gier

Teh: 00 48 616658300
POZNAN, Sklep Wilczek
Tel; 0048 61 503 652 880
PRUSZCZ GDANSKI, Fenris
Ted: 004 HOD 584 105
RZESZOW, Empllt Plaza

Teli -17 60 81 6

SWIDNIK, Mnnnllth fcon
Tel; 1048 594422
SWIEBODZ|
Tel: 4806229457
SZCZECIN, Cytadela

Telt 0048 601 B 88 29
SZCTECIN, Eﬂl?llﬁ Galaxy

Tel: 0:81 03 92

SZCZECIN, Tall Tower

Tel: (46 01 4237091

TORUN, Empik Copernicus
Tel: (456 657 45 10

TORUN, Sklep Papierniczy
Tel: D04 5 652253
WARSZAWA, Cytadela

Tel: 0046 22 B352700
WARSZAWA, Empik Blue City
Tel: 0-22 311 7861

WARSZAWA, Empik Galeria
Mokolow Mega

Tel: 022 541 3379

szlpicml

WARSZAWA, Empik Nowy Swiat Mega
Tl 622 627 06 50

wmtsznwa Emplls Sadyha Plaza
Tel: (622 370

WAR&ZJ\WA Faber & Faber s.j,
Tel: 0048 22 8491265

WARSZAWA Grazl

Tok: 0048 72 1
WARSZAWA, G ryf
Tel 0048 500 '?2{ 101

WARSZAW: ia Bellona - Malras
Tel: 0048 22 8261707

WARSZAWA, Panda Zabawki

Tel: 0048 22 8264461

WARSZAWA, Skelp Morion

Tel: 0046 22 4239120

WARSZAWA, Skladnica Harcerska
Ted: 0044 22 4703124

WARSZAWA, Wm.m Model Centre
Tel: 004 12 122 46 46

WARSZAWA, Warsaw Model Centre
Tel: 048 22 611 37 96

WARSZAWA, Warsaw Model Centre
Tel: D048 12 6O 305 070

WROCLAW, Bard Centrum Gier

Tel: 00 48 616658300

WROCLAW, Empik Mega

Tel: 071 343 39 90

WROCLAW, Ogryn

Tel: BB 71 3771072

WROCLAW, Sklep Pracownia Fantastyczna
Tul: +48 71354 43 44 ¢
ZABRZE, Empik M1

Tel: 0-32 373 40 40

ZIELONA GORA, Avalon DT Centrum
Tel: 00 4 616638300

ZIELONA GORA, Ori

Tel: BO4D 6033235160

COIMBRA, Inforhobbies LDA
Tek: 00351 239 78 14 66

LISBOA, Homem Azul

Tebi 00350 213 62 43 &2

LISBOA, Lojas Arena

Teli 00351 213 15 55 80

PORTO, Mundo Fantasma

Tel: 00351 20 (49 13 60

SINES, Galeria BT

Tel; 00351 269 6323 11

BUCHAREST, Hnlbby Games

Tel: 041 40 21 31231 4351

RUSSIA

KRASNODAR, Alegris-Jug {South)
Tel: 0959203337

MINSK, Valahanovich ent

Tel: B08025 6358212

MIMSK, Valahanovich ent

Tel: BOBOLY 6543426

MOSCOW, Alegris

Tel; TIAG21601 26

MOSCOW, Alepris

Tel: TO954283337

MOSCOW, Urfin Juice

Tel: 47157846355

NORLISK, Na Styke Mirov

Tel: D0A02T 540426
NOVOSIBIRSK, leehummer
Tl 757070664

SARATOV, Detskiy Mir

Tel: 64 5040

ST PETERSBURG, Art-Miniatures
Tok: 0012 3121820

TAMBOV, Hob‘:y and Igrushki
Telt 271881

BELGRADE, ANET Hobbystore
Tel 00 381 11 3612 523
BELGRADE, ANET Hobbystore
Tel; 00 361 11 2652236
BELGRADE, EKI'I thby store
Tel: 10341 11 62

BELGRADE, W’hltz Dragon

Ted: 10 361 638A7TZ

NOVI SAD, Draf

Tel: 00 381 11 636 230138

NOVI SAD, Valhala

Tel: 00 381 11315534
PODGORICA, Neutron Podgorica
Tal: 04 387 5% 60 b6Y

ZREJANIN, Takeda

Tel; 41 381 2364572

SINGAPORE

SINGAPORE, Comics Mart PTE Ltd
Tel: 83 2724

SINL.APORE Comics Mart PTE Ltd
Tel: GHIR S04
SINGAPO Cnml(‘s Mart PTE Ltd
Tel: 65 (462

SINGAPORE, Forgemr!ﬁ Haobhies
Tel: 65 G430 5975

SINGAPORE, Paradigm Infinitum Pie Lid
Tel: 65 6734-3858

BRATISLAVA, War Gammg
Tl Hil?lijll‘}!'l\

57 £A2190551HOGH

LJUBLIJANA, Crna Luknja
Tel: 038R 3901 220
LIUBLIANA, Pri Goblinu
Tel: 00386 133220

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop
Tel: 0027 21 914 B6SE

BLOEMFONTEIN, The Games Dungeon
Ted: 0027 51 444 90

CAPETOWN, Pastimes Retail

Tel: 0027 24 421 11591

CAPETOWN, Wizards Books and Games
Tel: 0027 21 683 0360

DORINGKLOOF, Battle Planct

Teli 41 27 8243 93933

DURBAN, Wizards Books and Games

Tel: 0027 31 3126271

EDENVALE, Plastiks

Tel: MIZ7 B2 783 1449
JOHANMNESBURG, Esswex Retail

Tel: (2T 11 BHBIGTY

[ [8] LIRG, Outer Limits joh 1l
Tels DIET 11 482 3771

JOHANNESBURG, Ouler Limits Pretoria
Tol: BUZ7 12 343 4360

JOHANNESBURG, Wizards Book amd Games
Tol: D027 17 B9 L)

JOHANNESBURG, Wizards Books and Games
Yel: 0027 11 454 3010
JOHANNESBURG SOUTH, Divgons Den
Tel 0027 17 432 39%6

UMLANGA, The Hobby Specialists
Teli D027 31 566 4806

SOUTH lﬁlll’.ﬂ

rihl?!buahmm:

GW GOTERORG
Dirtittningaten 52, 411 07,
Tedt 03T 133958

GW STOCKHOLM
Regeringsgatan 30, 111 53,
Tl 0 2184

GAVLE, Hobbyshopen
Tel: 26186209

KARLSTAD, | och Fantasi
Tel: 454 15 11 7
NORRKOPING, Lekhuset
Tel: 11287071

UMEA, Fantasta

Tels 0770061

KRISTIANSTAD, Spel pa Vallgatan
Tt‘| 044 101091
ELLEFTEA, Lek & Hobby

t:l mwm
S5TOC

OLM, Dragons Lair
Tl 6 54 A0 80
STOCKHOLM,
Science Fiction Bokhandeln
Tl 01505
SUNDSVALL, Orionspel och biicker
Vel Db 35047
UPPSALA, Pri et
Tl UIIII Bl M
VASTERAS, Zetterlunds
Tel: 02170 34 Ll

.ﬂNC»EI.HOlM Brio
Tok 0431 00527
AR\"IKA, Perry Data
el 057010669
m, LEK & FRITID
Tel: (454329506
AVESTA, Vega Video
Tel: H22680077
BORAS, Hohbex
Tel: 033410380
BROMMA, Boink!
Tel: (926 BAOH
DALARC, Butiken Svanen
Tel: (708625205
ENKOPING, Nallens Leksaker
Tel: 0171 32750
ESKILSTUNA, Bamens Hus
Tel: D16481138
ESKILSTUNA, Lasses Leksaker
Tel: DTA130435
FALKENBERG, Brio
Tol: 346 807 50
FALUN, Tyv-spelsbirsen
Vel: 02327775
FARJESTADEN, Leksaksmagasinet
Tol: 048534570
GALLIVARE, Brio
Yol: 097066502
GOTEBORG, Wizard Games
Tol: 011826717
GISLAVED, Brio
Tel: 837110713
HALMSTAD, Brio
Tel: 035159175
HAPARANDA, Barnens Hus
Tel: 09 22 36 600
HELSINGBORG, Spel Pi Kullagatan
Tel: 042 121091
HUDIKSVALL, Albins Leksaker
Tel: 1650595002
JONKOPING, Play Planet
Tedi 036122834
KALMAR, Kalmar Lek & Hobby
Ted: U48024717
KALMAR, Ojtoy
Tel: 048022002
KARLSHAMN, Brio
Tel: 145410381
KARLSKOGA, Lekladan
Telt 158634343
KARLSKRONA, Brio
Tel: 45524082
KARLSKRONA, Fact & Fiction
Tel: (45516710
KATRINEHOLM, Brio
Tel: D150 79720
KIRUNA, Brio
Tel: (IAGH2530
KOPING, MD Hobby
Tel: 0736426178
KUNGALV, Lek & Hobby
Tel: 03031 3940
KUNGSBACKA, Brio
Tel: 030014136
LAHOLM, Brio
Tel; B43I1ON6S
LIDKOPING, Game Maniacs
Tol: 6705 190274
LINKOPING, Alltilek
Tel: 013101570
LINI(('.'IPING Sagoland
Tel: 013122290
LJUNGBY, Brio
Tel: 037213481
LULEA, Barnens Hus
Tel 0520220095
LUND, Spel p4 Clemenstorget
Telt 040127810
MALMO, Spel pa Diiknegatan
Telt (40 120410
MORA, Lek & Hobby

R ST A e T N SRR | ||

GAMES WORKSHOP HOBBY CENTRE
() Indicates Gaming Room facilities.

NE ELITE STORE
Stocks the complete Games Warkshop range and offers introductory gaming and painting bessans,

NE PARTNER STORE
Stacks most of the Games Warkshop rnge.

INDEPENDENT STOCKIST
Official selbers of Games Warkshap products.>

NEW STORE OPENING
Inificaten mey stisres uinl atiickisty.

* Tua bes suree they have what you want in stack, we 1 calling the sore first,

TAIWAN

TAIWAN 806, Games 'R' Us
Tel: 001164 9459 2750

THAILAND

BANGKOK, Fantasia(TS Toys)
Tel: 66 8 4773 1370

TURKEY

BAKIRKOY, Sihir

Tel: 00 90 212 543 4964

ISTANBUL, Col‘[age Unigque Hall
Tel: 00 90 312 417 5D
ISTANBUL, Sihir
Tel: 0090 212 237 9955
ISTANBUL, Gerekli Seyler
Tel: (1090 212 291 0659
ISTANBUL, Ureten

Tel: 0050 212 660 8954
1ZMIR, Excalibur

Tel: 025071624

NACKA, Amusar

Teki UBHA44E540

NORRKOPING, Hobbyhbrnan
Tel: 11162120

NYKOPING, Laka TV-spel

Tel: (1155201000

NYNASHAMN, Svens Lek Och Habhy
Tel: 08 520 10 991

OREBRO, Brio

Fel: 01%61 I4'1'I'l|

OREBRO, Modellex AB

Tel: 019 811 15 34

ORMINGE, Happies

Tel: (47152501
GRNSKOLDSVIK, Lajbans

Tel: (K083 100

OSKARSHAMN, Brio

Tel: (431 170 66

OSTERSUND, Hobbybaden

Tel: N’i:ii 13310 Tel: 0090 232 464 7664
PITEA, Barnens Hus
Tel: 001119910 UKRAINE

DNEFROPETROVSK, Book Shop (Gobling

Tol: 040 380 675 4l 550
KHARKOV, Aladdin Toy Store
Teli 0 380 577 157 738

FFLE, Bergers Lek & Bosilining
Tel: 053310345

SALA, Elons Leksaker

Tel: 022410314

SKOVDE, Partaj KIEY, Budinok Igroshek
Tel: D5 T0749499 Tol: ) 380 4457 #51121
STENUNGSUND, Brio xlEv. Budinok Igroshek
Tek: 03403 Tel: D0 380 445 733 9749
STH KHOI.M., Arcane K V, Budinok Igroshek
Tuki Tel: 00 300 445 021 385

STOCK GLM, Brio KIEV, Budinok lgroshek
Tel: 087491146 Tel: 00 1480 442 108 150
5 OCKHOI.M, Hapms Hammarby Sjiistad KIEY, Budinok lgroshek
Tel: QB 224410 Tel: 0} 4110 444
STCICICHOLM Fidelur KIEV, Charge
Tel: 08 3002 0270 Tel: 038444367671
serM mn Kiells Lek & Hobhy KIEV, Novi Skazka

Tel: 00 380 442 872 702
ODESSA, Models
Tel: 00 380 505 622 277
SEVASTOFOL, Sevmodel
Tel: 00 360 053 965 400
VINITSA, Spellscape
Tel; 00 160 634 309 (07

DUBAI, Bishops Trading
Tel: 1071 50 6525907

SI'ROMST:\D Leksakshutiken
Tel: 152640133

SVEDALA, Brio

Tel; (4048071

TABY, Hobby & Prylar

Teli 0851050426
TOMELILLA, Alfs Leksaker
Telt 041710008
TROLLHATTAN, Partaj

Tel: D52079499

TUMBA, Leksakskungen
Tel; BH530FD000

TUMBA, Kom & Lek

Yol: BB53060011
UDDEVALLA, Partaj

Tel: 152289188

UPPLANDS VASBY, Barnen Hus
Tal: DBAZ6S940
Hobby fir Alla

VA%BERG Norrgatans Spel
Tel: 0340670111

VASTERAS, TV-Spelshorsen
Tel: 021 113 0014 (
VASTERAS, Zetterlunds Erikslund

Tel: 021 104 340

VASTERVIK, Brio

Tel: 049016171

VASTRA FROLUNDA, Toys
Tebt 031459401

VETLANDA, Brio

Tel: 0303199490

VIMMERBY, Brio Vimmerby
Telt 040231 148

VISBY, Lekstugan

Telt 0498215050

YSTAD, Tv Spelshirnan

Tel: 041166600

| op.co.uk/storefinder 111
<
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to en]oy the hobby together.

THROW DOWN THE GAUNTLET! THE GAMES WORKSHOP CONNECTION

Whether you are new to the hobby or a veteran gamer, GCN clubs  GCN registered clubs work closely with Games Workshop on

are an ideal place to find and challenge new opponents. Play in events like Games Day, Conflict events and Campaign

campaigns, leagues and tournaments in a friendly environment Weekends, making them an integral part of the Games Workhop

with fantastic scenery, all created by dedicated hobbyists like you! 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

112 WHITE DWARF

GCN BRISTOL, Porthury Knights:
Conticti Alan Yowles

Tely 7771 985401

E-tualtt alaniwlesiimsn. com

BERKSHIRE

GCN MAIDENHEAD, Bracknell Forest Gamers:
Conlact: Dan Cutrey

E-nall: ehali bfgelub g ik

GCN MAIDENHEAD, MAD Gamers:

Caitact; Francls fosg

E-mai: ivjoseilimey phs.com

GCN READING, The Spiky Club:

Cantact; Dayid Cale

E-amall: sk chilbithoinsatl ok

BIRMINGHAM AREA

GCN DUDLEY, Dudley Darklords:

Caitact; Paul Sheldon

Tels (71 18 260 1160

GCN WOLVERHAMPTON, Da Boyz Club:
Cantact: Daren Pigh

4 30526

boyrklubipopiemall om

GCN HIGH WYCOMBE, Armageddon Inc.:
Coifact: James Schaifeld
Tal: D140 P65 W5

GCN BRELADES, Jersey Privateers Gaming Club:
Caootact: Paul Noel

Tel: 01594 738193

Eemail; noelwarbock@aol com

CHESHIRE

GCN CHESTER, Royal Guild of Minted Boards:

Canlac; Christagher Fry

chrly hwrn.uprlnn som
GCN CHELTENHAM, Hyde Clarendon Strategy Games Club:
Cantact: Paul Mathe)

E-mall: paulmathertanieslde.acik

GCN MACCLESFIELD, Maccwargames:

Contact; Disiicdn Hirrdie

Tel: BT625 12 579

E-mail: harradine 20028 yhao.co.uk

GCN MIDDLESBROUGH, Middlesbrough Gamers Club:
Conlact: Sean Atherlon
E-mail; mge.chibgmail.com

GON REDCAR, Redear Ironbeards:
Cantact: a0 Widdnwan
Tol: 01642 500207

CORNWALL

GCN BUDE, Dice and Dagger:
Cantact: Kurl Baker
Emaily celtofiemowizand.cum

GCN PLYMOUTH, Cross Swords Gaming Club:
Conkach: Anthuimy Crives

Tel: 1752 37 133

E-mallz enqulriesoris-words. o sk

GCN PLYMOUTH, Plymouth Assoctation of Wargamers:

wWiehite: Wiww plymaihwargamess. ook

GOCN POOLE, Battlescar:
Eontacts Paul Cleveland

Tol: 01202 405 b3 2

E-nail: panlhatilescirico.uk

GON CHELMSFORD, Chelmsford Bunker:
Contact: Gareth Williams

Tuli 01245 34542

E-mail: cdgarethitfamail.nel

Weliplhe: wwie Bk rassan b ool

GCN COLCHESTER, Colchester Games Club:
Contact: Colin Witinn

E-mail: Infofioilchestergameschubo ik

GCN SOUTHEND, Southend Toy Soldiers Club:
Contact; Pauk Gayner

Fel: D701 G 641

Eomails chuenquiriesahalitian cum

GCN SOUTHEND, Warzone: Southend:
Contact: Michael Ryan

Tel: 01269 H94R0%

E-mall: swamnprBBEblueponiterco ik

GCN THURROCK, Tempus Fugitives:

Cotact: Shirk Mackaness

Tel: G7787 15568

Wehsite: v dempusligifivescoulk

FRONTLINE

GLOUCESTERSHIRE

GCN DURSLEY, Dursley Games Club:
Coaitact: Dan Biskop

Tol: ORI G407

GCN BASINGSTOKE, Sad Muppels Sociely:
Confact: David Gifen-lames

E-pnall: daviit@sadiugpetsarg

GCN PORTSMOUTH, Hammer N Ales:
Comtacts Wan Butler

T 2 531462

E-mail: ammer_n_akes_purtsawmisthahitmall.coak
GCN PORTSMOUTH, Shadowspawn:
Cpntact; Gary Donaldmn

Tel: 07AB1 TO06E

KENT

GCN ASHFORD, Stanhope Gaming Group:
Contact: Simon Cannon

Tel: 01231 64 956

E-prakl: shmrandcannonkent.skioet

GCN TUNBRIDGE WELLS, Tunbridge Wells
Wargame Soml}'

: culin@eastone freeserve.couk

GCN LINCOLN, Gobstyks:
Contact: Anna Deaiield

Tul 0124 6373 1796

E-malls adelaflehld@npeawaril.con

GCN CLAPHAM, Clapham Wargames Guild:
Contact: Thones Pel

Teli 07966, %69 300

-l infadolaphamivar i ngak

GCN COVENT GARDEN, Cross Gaming Club:
Coniact: Karl McWillon

T B5SE5H838

Em nicdmickars 70 Saok. com

GCN WANSTEAD, Tanelorn Wargames Club:
Contact: Martin Tumer
el martln e rhesscon

GCN WATFORD, Watford Wargames Federation:
i

Eoemail: mplamaniac 2001 Ehotmail.com

GCN LIVERPOOL, Liverpool Gaming Guild:
Contact Lean Lynch
Eserial: elubileandthatimal, oo uk

GECN RUNCORN, Hallon Daemons:
Cisitact: pante Hﬂnm«g

Tel 01492 51
Eeariails fane

GCN NORTH WALSHAM, Blackfish:
Contach D Hicks
Tele (777 412074

GCN NORWICH, Aftermath;
Confact; Lee Lowe
Tef: 07921 859 581
Femadl: e aftermathaditiaternol.cony

GCN NORWICH, Battlenet:
Millie

mmminghabiun. gov.uk

E-enail: ric Ilud"hllllxm! couk

GCN OLD BUCKENHAM, Old Buckenham Bone Crushers:
Contact; Paul Girling
Wehawww hanhamandthebicks, coukwargames

GCN WYMONDHAM, Wymondham
Wanderers:

Contact: Barry McCarthy

Ted: 07960 905 G52

E-ana: xandal Smai.cim

NORTHAMPTONSHIRE

GCN NORTHAMPTON, Northampton Warlords:

Condards Mark Teal

Ted: 077 DY0 482 57

E-mails markysparkyansahatmall com

GCN RUSHDEN, Phoenix Gaming Club:
Contact: Carl Kirg

it 1350

E-niafl: conelking 1 8 btinterniel.com

GCN BLYTH, Northumbrian Adventurer’s Guild:
Con Mark Anderson Couller

GCN KIRKBY IN ASHFIELD, K.I.A:
Ciantari: Che Weheter
Emalf: blachfalr oo @b net

GCN NOTTINGHAM, Da Wot Notts:
Cantagts Soutl Mishin

Tel: 0715 4413875

Emalll seatt.miskinf btopenworii cons

GCN NOTTINGHAM, 15t Company Velerans:
Cantacts Chrls Tuylor
Eomall: ejlaylir_uliyalioo et

OXFORDSHIRE

GCN OXFORD, Oxford Gaming Club:
Conuct: Mike Sharp

Tek: O7H412 THAT43

Exrtual | i sharpetaltapenisodd. com

GCN WALLINGFORD, South Oxfordshire Wargamers:

Contact: Darren Bassell
Tel (1045 304 THD

GCN SHREWSBURY, Gatekeepers Wargames Club:

Contact: James Shurry
Emally nfobgatekeepers, me ik

GCN TELFORD, 5.T.A.G.5 Teliord:

Cnntact: Cark Evans

gy ondne.co.uk

S'I'IH-'UIIIISIIIIIE

GCN CANNOCK, Games Club Cannock:
Contact: Richard Bryce-Nye

Tedi (15408 459 229

E-mail: Mirnrich@heic ey fsnetenub

GCN TAMWORTH, TGC:

Pl Hunnilgan

274

E-meail phillamnigan2oodiryaton.cn, ok
GCN WALSALL, Warlords of Walsall:
cl: Martyn Frrnival

TEIT 475047

Femail mastynfurnival @eypunder, coik

SUFFOLK

GCN ASSINGTON, Suffolk and Essex Gamerst
Cantact: Mark Aldhmise
Ted; 01440 TB538T

GECN BECCLES, Crypt Keepers:
Camagt: Christine Warsier
Telt 07013 (0L 549 jadter bpm)

GCN BECCLES, Curious Dwarf:
Contact: Giles Rubirnsnn

Tel: 079222 16600

E-malk: giznrtiousitlsgali.co.ok

GCN IPSWICH, Swarmm Wargames Club:
Conlacl: Mall Holden

TelL 473 02T 1M

Ermail muttiEholienhouse freeserve ook

GCN NEWMARKET, Newmarket Dwarf
Wargames Sociely:

Canlact; Mark Hayies

E-malk: mark haynesiscapegrminl.com

SURREY

GCN MITCHAM, Mitcham Marauders:
Contact: Jasun Fuwler

GCN TOLWORTH, Tolwarth First Founding:
Contact: Peter Corps
Tel: (K708 7901 3

GECN WOKING, 15t Founding:

Cantact: Ashley Homewood
Teel: (1170 270 7445

GCN BOGNOR REGIS, BREBA:
Contact: Frank Hill

Tels (078t 311 51

E-mallt mefrankhiflifyahon.com

GCN BRIGHTON, Brighton Warlords:

Cuntact: Peter Conke

E-malk; pefer.cookedzisnthnld com

GCN BRIGHTON, Gambit Games UK:
Cantal: Gareth Wyrin
E-imall gareth wynniiagmiver e com

GEN CHORLEY, Coppull & Chorley Knights:
Contact; [onathan Tayhoc-Yarke
Website: www.cuck-wilrgameschib.sri ik

GCN CRAWLEY, Crawley Magic and Tabletop Games:

Cuntact: Mark Lane
Tel: 071 555 129
E-mail: mark.teaplacigonglemail.com

GCN HJ\SSOCKS Clayton Warlords;

e s amithdhatmal.com

GCN WALBERTON, Walberton Wargamers;
Cantact; Mike Soudham

Tol: 01245 554185

E-mail: waherlomwargamersityahoo,co.uk

WARWICKSHIRE

GCN NUNEATON, Nuneaton Model and Games Chili:
Contact; Hrian MeCormack
Feli DT8G5 707 127

WILTSHIRE

GCN SWINDON, SWAT:

Cantact: Jobn Hesl

Fol: 01753 92 930

E-rrail: Jestdiitinte el com

GCN SWINDON, Swindon and District Wargamers:
Contact: Faal Nettle

Feels 01750 70601

E-miall; nettle fribednituwarkd. com

YORNSHIRE

GCN HUDDERSFIELD, Cellar Dwellars:
Cantavt: Richard Amlder

Tol; 074954 11 3974

E-tiall; ubgrsgquackieyalioo.co.uk

GOCN LEEDS, Night Owls:
Contact: Steye Molas

Telt 0113 235 Mk

Jnsking
94
wirganig ity con

GCN BRIDGEND, Bridgend YMCA Gamers Club:

Cawtact: 1l Ev.m:

il bl |N\M Stscalicn ul

SCOTLAND

GCN EDINBURGH, Edinburgh League of Gamers:
Crintaci: Andy Moechar
Fmafl: leapurafgamersounersyaboograups.coak

GCN GLASGOW, 5t Aidens Warriors Club:
Contact: Aan Hobls
E-mafl: inacdonabd 3 7ahotmatl.com

GCN GLASGOW, WPAS:

Contact: Andy 1hompsion

Tel 1 866 2466

E-mail: athainpson Bispsd freeverve co.ok

GCN INVERNESS, Da Klub:
Contacti Stephen Miflor

Tal; O7H pryd

E-mail: steveindea@aol. com

GCN KIRRIEMUIR, Kirriemuir Wargames Club:
Contiet: Pravid Tulloch
Eeindl il dloeh T dtescne

GCN RENFREW, WPAS:

Conlagt: Andy Thomganm

Tel 0141 456 D40k

E-mail: achampson@iagsdfreiservionih
GCN STIRLING, Stirling Wargamers:
Contiet: Pand Brooks

Tehi 01786 s

E-mail: it eeandlial i, com

GCN membership
guarantees the highest
standard of customer
service and safety. As
part of our ongoing

commitment to our
customers, we do not
promote any club
outside of the Gaming
Club Network.




1 WANT A

STORE!”

EARN YOURSELF A BATTALION OR BATTLEFORCE

—— | If you know of a store in your local area
@MGS W@EJ{?H@? that you would like to carry our products,

why don’t you let us know about it?

|\ WARMAMMER |

' Send us an e-mail or write to the address
below with up to five suggested stores. If
one of your suggested stores starts
carrying our products, and you're the first
person to suggest that store, we will
reward you with a free Battalion or
Battleforce of your choice.

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

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 ‘I want a Store’ prometion is a limited offer provided by Games Workshop Limited 3. Games Workshop staff may give away products to persons 1t deems o 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 promation al 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 itsell 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 promaotion will commence on July 16th 2007 and will terminate on May 31t 2008,

2. Only Persons aged 12 years or over are eligible and you must be resident in the 6. No employees of the Games Workshop group of companies ar members of their family
[ollowing countries to take advantage of this promotion: Great Britain and Northern may take advantage of this promotion.

Ireland, Belgium, Denmark, Eire, Finland, Norway, The Netherlands and Sweden.
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Fast, secure and %lrarghi to ) your door! Games Workshop Mail Order offers a
number of services — conversion components, exclusive miniatures, hard to

find models and more!

Games Workshop Mail Order is a
fast, accurate and convenient service
that lets you order your miniatures
and other hobby products from the
comfort of your home.

HOWTO IIIIIIEII

On the Internet LA

Visit our secure Online Store at: www.games- workshop co.uk/store

In-store

Order from any Games Workshop Hobby Centre at the in-store order point.

e \We aim to despaltch 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 Mail
Order. Check out what's on offer
this month!

SHOPPING

FREEPOST

MAIL ORDER FREEPOST

All orders of £50 or more that are placed
through the Online Store or Mail Order 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. All
orders placed, regardless of total value, will
be despatched to the store for you to collect,
post free*,

WARHAMMER WORLD

If you're in the area, why not call into
Warhammer World where you can place
your order with the guys in the store, and
have it picked and handed to you while you
wait!

T 5

]

Call the Hobby Specialists on +44 (0) 115 91 40000
Opening hours: Monday-Saturday: 10am-6pm, Sunday: 11am-5pm GMT.

Fax your order on +44 (0) 115 900 4890.

Or send your order the traditional way to Games Workshop Mail Order,
Willow Road, Lenton, Nottingham, England, NG7 2WS.

Tow, Yo geels

TPl AT T, TIGESE NO%E, SO RO TSULw
st ik the upa: e

The Games
Workshop
Online Store is
open 24 hours
a day, seven
days a week.
Get exactly
what you
want, when
you want it.

g aboul our order, ria

Cheistmas Posting Dates
1 is row 100 fale for (he O
Christmas

i you noed any Games Workshop e
To find your local Hocby Centre, pleas,

FIIEEPIIST e

et Sas 10 guamntea your gifts i bme for

\ *LIK addresses only j

MAIL ORDER

¢ Huge range

e Secure VeriSign
° Easy to use Secured
[ ]

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
the end.

Methods of payment

You can only pay for orders through the Online Stare by credit
card. We accept the following debit and credit cards: Visa,
MasterCard, Maestro (formerly Switch), Solo and Visa Electron®.

s
| ] N

*We only accept the following cards in parts of Northern Furope: Visa and Mastercard,
We do not accept the following cards: American Express,
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Great Gift ldeas

Christmas just a few weeks away, but there’s still time to take the hassle out of present buying with Mail Order. Get what
you want delivered straight to your door, so you can spend less time shopping and more time gaming! On the following
pages we highlight just a small selection of the great gift ideas available from Games Workshop Mail Order.

WARKAER / o T e WARHAMMER

mpERAL GUARD LT Y PR : nooo
BANEBLADE e - 0 PE 'y Y8y

Imperial Guard Baneblade Space Marine Battle Company
99120105023 99120101056
£60, €95, 750dkr, 850sek, 850nkr £275, €400, 3000dkr, 3500sek, 3500nkr

IMPERIAL CITY IMPERIALE STANTREBAUBE

WAR HAM M E R CITE IMPERIALE CITTA IMPERIALE

40,000,

WARHAMMER

CIODAD IMPERIAL

Emperor’s Fist Tank Company Imperial City
99120105020 99120199007
£150, €200, 1600dkr, 1900sek, 1200nkr £100, €160, 1250dkr, 1500sek, 1500nkr

;___J _
Citadel Mega Paint set Custom Army Cases
99179999005 99239999043 (BLUE) 99239999044 (GREY)
£150, €200, 1600dkr, 1900sek, 1900nkr £50, €80, 650dkr, 750sek, 750nkr

Es-workshop.com

Pigturas for fusirativa purpases only. Progect contents may vary. Products sold unpainted and unassembled. Certain Citzdel products may be dangerous if used
incorrectly. Prices correct at time of going fo press, please contact us for corrent availability and Games Workshop prices, Prices qualed are for products soid by

Games Workshop through its ovn storas, catalogue or website. dent retailers are ibite for ining their own prices. WWW.games-workshup.co.uk 115
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These box sets for Warhammer and Warhammer 40,000 are specially designed to be either the foundation
of a new army, or to bolster an existing force with some of the most useful units available.

Eldar Battleforce Bretonnian Battalion Space Marine Battleforce
99120104010 99120203008 99120101045
£50, €80, 650dkr, 750sek, 750nkr £50, €80, 650dkr, 750sek, 750nkr £50, €80, 650dkr, 750sek, 750nkr

[ros

Dwarf Battalion Tau Battleforce Wood Elf Battalion
99120205004 99120113011 99120204005

£50, €80, 650dkr, 750sek, 750nkr £50, €80, 650dkr, 750sek, 750nkr

TYRANIE BATTLERSCE
{ sEncerwonT numme
VUEALA [ LOMRATY
TRl

Tyranid Battleforce High Elves Battalion Chaos Space Marine Battleforce
99120106008 99120210007 99120110006
£50, €80, 650dkr, 750sek, 750nkr £50, €80, 650dkr, 750sek, 750nkr £50, €80, 650dkr, 750sek, 750nke

nes-workshopcom B g “ 1es-workshop.com

Pictures for Musiralive purposes only. Produst contents may vary, Products sofd unpainted and unassemiiad, Cartain Gitadel products may be dangerous if used
incorractly. Prices correct at fime of going to press, please contact us for current avallability and Games Workshop prices. Prices quoted are for products soid by

116 WHITE DWARF MAIL ORDER Games Warkshop through (s own siores, gue ar websife. retailers are fa for d thelr own prices.
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White Dwarf Sub in a Box is back, and this year includes an awesome Space Marine Veteran!

{ tth latest on the hobby |nclud|ng new releases,

€ ttle reports, scenarios, campaigns,

, masterclasses, event reports, and
e best way to ensure you never

with a twelve month subscription to
Space Marine Veteran miniature.

now on

:.91 10000

ul first issue

some Space Marine
: }n_c{uded in this
year’s Sub in a Box.

With the festive season just around the corner, young (and MAIL ORDER OPENING TIMES

not so young) hobbyists’ minds will be turning towards
thoughts of roast turkey, Christmas pudding and getting Mon-Fri: ....ccooeenveen.. 10pm — 6pm
big parcels stuffed full of Games Workshop goodies. In Saturday:..................10am — 6pm
order to facilitate maximum Christmas pleasure, and Sunday: .....ceenirennien T1am — 5pm
minimise the chance of unfortunate aftershave or sock-

related incidents (however well intentioned), we've LAST ORDERING DATES

produced a Gift Guide packed full of ideal gifts for Special Delivery ...........20/12/07

hobbyists of all ages. ‘

The Gift Guidge is available free in every Games Standard Delivery .......14/12/07
Workshop store and can be downloaded from our web
site. What's more we've even put together special
Christmas areas in our store where bewildered relatives
can be sure of finding the ideal Games Workshop gift,

Just tell ’em to look for
the Silver Skull!

Final Standard Postage day: 14/12/017

The Mail Order office will be
closed on the following dates:
e 25/12/07-26/12/07

* 01/01/08

@  oamesworkshopeom @B gameS-workshopcom @B games-workshop.com

Pictures for illustrative pirposes only. Product cortents may vary. Products sold unpainted and unassembled. Cerfain Cifadel producis may be dangerous if used
incarractly. Prices corract at time of golng to press, please comfact us for current availability and Games Workshop prices, Prices quoted are for products sold by
Games Workshop through its own stores, catalogue or website. Indeg retailars are respansibis for ing their own pricas. WWW-BamE!"WorkﬁthP-CU-Uk 117
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Be the first to get hold of forthcoming Citadel miniatures, hobby materials and rules supplements
on the day of release with our advance order service!

ORK SPEARHEAD SPEERSPITZE DER DRKS

T 95 ! / ; 4 ANT-GARDE DRK PUNTA DI LANGIA DEGLI DREI
¥ _wARHAM M E R 4 EJE&II:: DE VANGUARDIA ORKO " i Ak m: 2
40000\

Codexs ks Ork Spearhead LIMITED
£12, €20, 140dkr, 170sek, 200nks £100, €160, 1250dkr, 1500sek, 1500nkr
R:ELEASED 12/01/08 RELEASED 22/1 2;0? i n\lllllllllll'I'Y

This box set contains:
10 Ork Boyz, 5 Ork Lootas or Burna Boyz, 7 Tankbustas, 3 Ork Warbikerz,
1 Ork Trukk, 1 Ork Big Mek with Shokk Attack Gun, 1 Ork Weirdboy.

games-workshop.com

Pichires for ilustrative purposss only. Product contents may vary. Products soid unpainted and unassambled. Certain Gitadel products may be dangerous if used
Incarrectly. Pricas carroct at time of going fo press, plaase contact us for current availability and Games Workshap prices. Prices quoted are for proouicts sold by

118 WHITE DWARF MAIL ORDER Games Workshop through its own stores, catalagug or website: relailors ar responsibiz for Ining their own prices.
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Ork Big Mek with Shokk Attack Gun
£15, €22.50, 175dkr, 200sek, 225nkr

RELEASED 12/01/08

ORK LDOTAS & BURKAS
PILLARDS/KRAMBOYI ORKS
ZAKEADORES/ACHICHARRADORES ORKOS
ORK-PLUNDERAZ & -BRENNAZ
DRI SCIAKALLI E BRUCIATORKTI

A2 N— P A=

\ WARHAMMER
;40,000

Ork Lootas & Burnas (includes Mek)
£12, €17.50, 135dkr, 160sek, 175nkr

RELEASED 12/01/08

ORK WARBINER MOB
BANDE DE MOTARDS DE GUERRE ORKS

WAR H A M M E R BANDA DE MOTORIZTAS ORKDS

40 000 ORK-WARAGHBIKESCHWADRON
- BANDA 01 ORK] MOTOCIKLIZTI
AN A=A B BT

Ork Warbiker Mob
£20, €30, 225dkr, 270sek, 270nkr
RELEASED 12/01/08

UPCOMING RELEASES

Can’t wait to get the latest new releases?

» Get the latest products delivered to your door
on the day of release!

e Postage for Advance Orders is only £2*

Warhammer 40,000

Advance Order from 17th November

(released 22nd December)

* Orks Spearhead ...... 1250dkr, 1500sek, 1500nkr, €160, £100
Warhammer 40,000

Advance Order from 1st December

(released 12th January)

* Codex: Orks 140dkr, 170sek, 200nkr, €20, £12
o Ork Trukk ...200dkr, 250sek, 250nkr, €£27.50, £18
» Ork Warbiker Mob .......... 225dkr, 270sek, 270nkr, €30, £20

s Ork Boyz... cerenennns 1 40dkr, 170sek, 200nkr, €20, £12
« Ork Lootas and Burnaq
including Mek.............. 135dkr, 160sek, 175nkr, €17.50, £12

* Ork Big Mek with Shokk Attack Gun ............

....175¢lkr, 200sek, 225nkr €22 50 £13
...115dkr, 140sek, 150nkr, €15, £10
o7 0dkr, 80sek, 85nkr, €9, £6

s Otk \.'\nfeirt:lbcu,r
« Ork Painboy
Warhammer 40,000

Advance Order from 15th December

(released 26th January)
* Ork Battleforce ....ooccovvenes 650dkr, 750sek, 750nkr, £70, £50

*£2 postage only applies te 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.

—
= WARHAMMER

40,000,

Ork Trukk
£18, €27.50, 200dkr, 250sek, 250nkr

RELEASED 12/01/08

Pictures for iustrative purpoases only, Product contents may vary. Praducts sold unpaintad and unassemblad, Gartaln Gltadel products may be dangerous if used
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summmeseewema | Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual}
copies. There are a number of ways to subscrik

+ Call Games Workshop Mail Order on * Visit your nearest Games Workshop store
+44 (0) 115 91 40000 (UK) » Complete the form below and return to: |

+44 (0) 115 918 4040 (Northern Europe) .
. : GW MAIL ORDER, WILLOW ROAD, |
1 i LENTON, NOTTINGHAM, ENGLAN

www.games-workshop.co.uk/store/whitedwarf NG7 2WS

I would like to subscribe to White Dwarf starting with issue number: WD[JJC]

| would like to subscribe for:

1 YEAR 12 issues wisuu £36, €70, 540dkr, 625sek, 750nkr |l
2 YEARS 24 issues wosuen £60, €130, 1000dkr, 1200sek, 1300nkr Il
| am an existing subscriber [] | am a new subscriber [] (please tick a box)

MY DETAILS

BATIMES MS OHRET L e sernssrnesns FOPBRARIES Lovieimisisiinnsimmsnnsnssissneeens SUIMAME! i,

Al sl
B e ST Eoel e s e s T A R T 3
The subscription is a gift for the person detailed below [T] ttick box if appropriate)
M Mrs S OthEr . B E TN IES st ar e et ke b ey e nida b U N VAUTTNG s v ceak s\ evveaered s i aas

O PES ot e e e s L L PO ST tE:

Tel (inc STD code): .....

METHOD OF PAYMENT

Postal Order (UK onlyyCheque [] (made payable to Games Workshop Ltd)

s (] EI ciccton o 8o v..0o00o00000o0 ooooooo
Valid from: [ | [ Expiry date: | Issue No: (I

Cardholder's Name:

Signature: ..

(signature of | 2

Reply by the 31/01/2008 to take advantage of this offer,

Offer only applies to subscriptions delivered to UK addresses, overseas customers please call for more details.

Did you know that newsagents can hold, make sure you get your beloved Whit
order and, in some cases, even deliver your  Dwarf, . ; :
favourite magazines for you? Jusk Ask!

allows you to take advantage of these So next time you visit your new.
services. Where you see the Just Ask! logo  Ask! about obtaining copies of your
you'll be able to hand in the form below to  favourite magazines. '

The best way to ensure you receive every issue of White Dwarf is to place an order with your
local newsagent. Once set up, your copy of White Dwarf will be held for you to collect, saving
you the time and the frustration of having to search the news stand. Some newsagents offer a
home delivery service, making it even easier to obtain your copy.

So don’t miss an issue, complete the form below and take to your local newsagent today!

NEWSAGENT ORDER FORM

[ Please reserve/deliver® (sdelete as appropriate} a copy of
commencing With iS5U€ ..., for:

Title/Mr/Mrs/Ms
Address

—
=
T . T
—
T —
St
7>
P
m—
>




740,000\

T - .
i

L

MONTH

[ORDSHRING

STRATEGY BATTLE GAME b

*Flying Creatures Tactica. : Recreating movie moments from
eEltharion painting masterclass. The Lord of the Rings trilogy.
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