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Unless you're a lowly heardling wazzok*, you'll undoubtedly have
noticed that the Orks have returned to the pages of White Dwarf.
Much as it irks me, the foul greenskins once more take up arms to
carry war across the known galaxy, and you’ll find all you need to
B i s know about the new Ork releases here! With tons of new miniatures
L0 Gilanedown, \ from the Citadel forges, including the astonishingly good Shokk
dy Morrison, Trish Morrison, " Attack Gun, Ork players will be celebrating this month.

501 en Perbet Alan Perry, But of course, just because the pages of White Dwarf are decidedly green this month,

\DEL DESIGN TEAM

erson, Dave Andrews,
Martin Fooltitt, Colin

ael Perry, Dale Stringer, ) = = !
Thomas\f e that doesn’t mean that we've forgotten everyone else. Oh, no. Warhammer players will
Jonny Ware., find a Tactica on flying creatures, written by none other than Loremaster, Gav Thorpe.

JEAVY. METAL TEAM Also, 'Favy Metal’s Anja Wettergren shows us how to paint a true classic of the Citadel

By il Green, Miniatures range — Eltharion — and you can see the stunning results on page 90. Fans of

e Tomaszewski, Darren Latham, The Lord of the Rings strategy battle game can take a trip down memory lane on page 66,

ith Robertson, Anja Wettergren and as we recount some favourite movie moments to inspire your battles. As this is the first

e iliams. issue of 2008, we're ringing in the changes, so on page 60 you'll get a sneak peek at some
S WORKSHOP DIRECT SALES of the wonders being developed in the Studio — truly there are exciting times ahead!
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[ WAAAGH! DA ORKS

'WARHAMMER

40,000

40 BATTLE REPORT: DA TALE OF TWO BOSSES
Phil Kelly reveals why the new Warhammer 40,000 Ork Warbosses Brainbiter and Gitkilla are set to unite
Ork Codex is “da best one ever!” to form a mighty Waaagh! Can Tigurius stop them?

ALSO IN THIS ISSUE...

02 NEW RELEASES

All the latest models from the Citadel forges.

16 NEWS

Quake in fear! The Vampires are coming...

60 DESIGN STUDIO: THE ROAD AHEAD

A look at what's coming up in 2008.

66 THE LORD OF THE RINGS: MOVIE MOMENTS

Inspirational scenes for your battle games.

74 NEW CITADEL RANGE

We ring in the changes to the Citadel range.

Jervis invites you to try a game or three.

84 WARHAMMER TACTICA: FLYING CREATURES

Introducing some low cunning for high flyers.

90 PAINTING MASTERCLASS: ELTHARION THE GRIM

The Warden of Tor Yvresse, step-by-step.
99 TOOLBOX

Plastic Cutters.
100 FRONTLINE

The latest events and activities near you!

114 ORDERING DIRECT

Fast, secure mail orders straight to your door.

Find out how this
model was painted
on page 90.

WHITE DWARF 336 - JANUARY 2008



NEW RELEASES

The Orks are the most widespread menace in
the galaxy. They are brutish, greenskinned
aliens, whose only wish is to fight — not out of
necessity, but for the sheer joy of slaughter.
This 104-page Codex includes an exhaustive background
section, a comprehensive forces list for all the troop types

available to an Ork army, a full-colour hobby section, and the
brand new Ork army list.

>>>TURN TO PAGE 22 TO FIND OUT MORE

This 104-page Codex contains
all the rules and information

you need to start collecting
and gaming with an Ork force

CODEX: ORKS $22
Product code; 60030103003
Written by Phil Kelly

Picturas for Wustrative purposes only. Product conferits may vary. Producls sold unpainted and unassembled. Cerfain Citadel products may be dangerous if used incorrechly. Prices correct at time ufgu ing to press, please contact us far current
availability and prices. Prices quoted are far products sold by Games Workshop through its own stores, catalogue or website. retailers are resp for ing their own prices.




ORK BIG MEK WITH SHOKK ATTACK GUN

\ WARHAMMER |
40000

5 et
vl

This metal kit contains
10rk Big Mek with
Shokk Attack Gun

BIG MEK WITH

SHOKK ATTACK GUN
Product code: 99110103105
Sculpted by Seb Perbet

e Shokk Attack Gun is a devastating Ork

sapon that hurls Snotlings through the
warp, sending them mad in the proce:
When they reappear, they are frenziec
creatures, capable of bringing down the
toughest of enemies — especially if th
rematerialise inside an enemy’s armour!

NEW RELEASE
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ORK TRUKK

_ Trukks are designed to transport mobs of choppa-

This plastic kit contains

WARHAMMER wielding Boyz into combat as quickly as possible. Each
ey 4 9.9 99 \yrr warband and clan will “kustomise” its trukks to reflect 10rk Trukk
their own predilections. For example, A Goff vehicle
wil! be fmel_ionaI, with a large crew compartment, gﬁ:::’::dﬂ e e
while the Evil Sunz almost always have turbo-charged Designed by fim Adcock
engines and a red paint job. and Dale Stringer

Pictures for ustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices correct at ime of going fo press, please confact us for current
avaiahility and prices, Prices quoled are for products sokd by Games Workshop through its own stares, catalogue or website. independent retailers are responsibie for defermining their owir prices.
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WARHAMMER / "o e
40000,

AN DY ARTENITTAS GRS
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This plastic kit contains
3 Ork Warhikerz

ORK WARBIKER MOB $35
Product code: 93120103017

Designed by Seb Perbet

and Dale Stringer

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and vnassembled. Certain Citadel products may be dangerous if used incorractly. Prices correct at time of going to press, please contact us for current
avalability and prices. Prices quolted ars for products sold by Games Workshop through its own stores, logue or website. refailers are ilife for

7 their oW prices,
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nnK WE““]BBY This blister pack contains onK PA'"B“Y “f;ﬁ;:';#ﬂ?:ﬁms

1 metal Ork Weirdboy

Weirdboyz act as a focal Ork Painboyz are happy

point and conduit for the ORK WEIRDBOY §17 to perform the most ORK PAINBOY $10
sychic energy that is Product code: 99060103107 hasty surgery to et their Product code: 99060103108

L BY "le i Sculpted by Dave Thomas -y sen 8 Sculpted by Mark Harrison

generated whenever large patients back up and

crowds of greenskins gather into the fray.
on the battlefield.

Ork Weirdboy Ork Painboy Grot Orderly

This plastic kit provides

enough components to
assemble 10 Ork models

ORK BOYZ $22
Product code: 99120103013
Sculpted by Seb Perbet & Brian Nelson

Ork Nob

Ork Boyz with shootas Ork with rokkit launcha

FPictures for Nustrative purposes anly. Pr tents may vary, Products sold unpaifed and unassemiled. Certain Citade! products may be dangerous if used incorrectly, Prices correct al thme of going to press, please contact us for current
il or wehsite. fm et retaliers are far det iming their own prices.

availzbility and prices. Prices quoled are for products sold by Games Workshop through its own stores, i
l _
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ORK LOOTAS & BURNAS

This plastic kit provides
enough components to

3 &

WARHAMMER & isweriee (g
_,40,000

L
-

assemble 5 Orks

ORK LOOTAS AND BURNAS $20
Product code: 99120703014
Sculpted by Seb Perbet

Kit allows you to build
a Mek, and either
4 Burna Boyz or
4lootas-ora

Ork Meks are responsible for creating the EY N, mixture of the two

most destructive weapons an Ork can lay
his big green hands on. Whether it is the
surprisingly sophisticated Burnas or the far
louder, shoulder-mounted Deffguns, a Mek
is never short of customers.

Ork Burna Boyz

Ork Lootas

>>>SEE THE LOOTAS IN ACTION FROM PAGE 40

Pictures for lusirative purposes only. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrechly. Prices comrect at time of going o press, please contact us for current

avallability and prices. Prices quoted are for products sold by Games Workshop through ifs own sloves, calalogue or welsie, reladers are far i dheir owen prices,
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ORK TANKBUSTAS e ORK NOB WITH
=l WARAGH! BANNER

2 Bomb Squigs

ORK TANKBUSTAS §25
Product code: 99110103106
Sculpted by Mark Harrison

Tankbusta Nob

This metal kit contains 10rk

Nob with Waaagh! Banner

ORK NOB WITH WAAAGH! BANNERS15
Product code: 99060103121
Sculpted by Dave Thomas

Tankbustas with rokkit launchas

B“MB SOIIIES This biister pack contains

4 metal Bomb Squigs

AVAILABLE IN BLISTERS

BOMB SQUIGS TBA
ONLY FROM DIRECT Product code: 99060107124
Sculpted by Mark Harrison

Tankbusta with rokkit launchas

Piclures for ilustrative purposes anly. Procuct contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going fo press, please comtact us for currant
availability and prices. Prices quoted are for products seld by Games Workshop through its own sfores, e oF website. relaiers arg for inng their owin prices.
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ORK BATTLEFORCE

. WARHAMMER
/40,000, g

This plastic Kit contains:
« 20 Ork Boyz
= 10rk Trukk
« 3 Ork Warbikerz

ORK BATTLEFORCE
Product code: 39120103009

ORKS SPEARHEAD wngrﬁﬁmzn

0000
Can’t wait to get your hands on all the new releases
for the Orks this month? Then look no further!

The Orks Spearhead set is available in hobby centers,
independent retailers, or from Games Workshop Direct
before the official release date. These sets are available
in strictly limited numbers, so get ‘em while you can!

This box set contains:
10 Ork Boyz
5 Ork Lootas or Burna Boyz
5 Tankbustas
2 Bomb Squigs

3 Ork Warhikerz
10rk Trukk

10rk Big Mek with
Shokk Attack Gun
10rk Weirdboy

s AVAILABILITY

LIMITED

Product code: TBA

Ork Weirdhoy

Pictures for [lustrative purposes only. Product contents may vary. Products sold unpainted and unassembied, Certain Citadel products may be rf.drly#r.ml. if used incorractly. Pricas cor rm at ime of gaing fo press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, i or websile. D refailers are le for g their own prices

10
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“NO MAN CAN KILL ME"
THE FATE OF THE WITCH-KING

These dynamic models depict the final
moments of the Witch-king before Eowyn,
Shield Maiden of Rohan and niece of King
Théoden delivers the mortal blow, robbing
the army of Mordor of their dark general.
The loyal Hobbit, Merry, is also close by -
together he and Eowyn stood firm against
the Witch-king of Angmar and avenged the
death of Théoden. With the Witch-king
destroyed, the forces of good won the day.

Models can be mounted individually on
25mm round slottabases (included), or
arranged on the special display base.

DIRECT ONLY
EXCLUSIVE!

THE FATE OF THE WITCH-KING
$22Product code: 99111499072
Sculpted by Michael Perry

5, please contact us for current

rataiars ara for a

1



NEW RELEASES

The forests and dark places of the
Warhammer world are full of all kinds

of ferocious arachnids, the largest of

which are often captured by Forest nInEcT n"lv
Goblin bosses, who ride the Gigantic l
Spiders to war, bringing dread both to ExclIISIVE.

their own troops and that of the enemy.

This metal kit contains
1Goblin Warboss on
Gigantic Spider

GOBLIN WARBOSS ON $30
GIGANTIC SPIDER

Product code: 99110209167

Sculpted by Juan Diaz &

Trish Morrison

Pictures for ustrative purposes only, Product confents may vary. Products sold unpainfed and unassembiad, Cerain Citadel products may be dangerous if usad incorractly, Prices correct al ime of going 1o press, plesse contact us for currant
avallability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. retaflers are re ie for determiming their own prices
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NEW RELEASES

CITADEL CATALOGUE 2008

The 2008 Citadel Catalogue is an

‘-\ L A 457 . indispensable full-colour showcase of the
= most finely sculpted miniatures in the world.

CATALOGUE 2008 Every model in this massive tome has been

painted by the renowned "Eavy Metal team.

Inside the catalogue you'll find details of the full range of
models for Warhammer, Warhammer 40,000 and The Lord

S
of the Rings, as well as all of Games Workshop's rulebooks,
army books, codexes, terrain and hobby supplies.

This full colour, 416-page
A catalogue contains the entire
é range of Citadel miniatures

CITADEL CATALOGUE 2008 $15
Product code: 60049999107

e

ORCS & G

WL SINIYW Hvas

7 -'\_"|I;E:_o'u|:56 GOBLING

Pictures for Wustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct af fime of going o press, please contact us far current
availabiitty and prices. Prices quoted are for products sold by Games Workshop through its own sfores, catalogue or websile. retailers are r for iming their own prices.
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_NEWW RELEASES

BLACK LIBRARY

! Black Lrbrary publlshes 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.

DEFENDERS OF ULTHUAN

Granam McNEILL

Derenders

BLOOD BOWL:

Ulthuan

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

epic fantasy.

DEFENDERS §7.99
OF ULTHUAN
by Graham McNeill

60100281040

RUMBLE IN THE JUNGLE

More blood-spattered sports action in the fantasy
world of Warhamm,

Pictures for lustrative pu

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: 57.99
RUMBLE IN THE JUNGLE

by Matt Forbeck

40100281040

vary, Products seld unpainted and unasssmbled.
ol by Garmes Workshop (hrough

is sure to delight all fans of

www hlackiibrary.com

DESERT RAIDERS

—_———— WARHAMMER
annos

DESERT RAIDERS

.ucien Soulban

B e

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 $7.99
by Lucien Soulban

60100181055

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

sfores, catalopue ar websil

1dent relailers are respons

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 519.99
INFANTRYMAN'S UPLIFTING
PRIMER - THE DAMOCLES
GULF EDITION

By Matt Ralphs

60040181019

tain Citade! products may be dangerous if used incorrectly. Prices correct af fime of going lo prass, pleasa contact us for current
f determining their own prices.
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NEW RELEASES

FORGE WORLD

_——— —_— I——

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.

WWW.IOI’!IEV_JIII‘l[l.GO.IIl(

ELDAR AVATAR

This new finely crafted Eldar Avatar is
dynamically posed, ready to throw
the Wailing Doom in the form of a spear.

RONAUI G2

Model sculpted by Juan Diaz
and Daren Parrwood.

TACTICA
AERONAUTICA g

This brand new expansion
for Aeronautica Imperialis

| contains additional rules for
ground installations and new aircraft, as well as weapon
fits and upgrades for existing aircraft. It also details a
campaign between Tau and Imperial forces on the
world of Typha-IV, along with tactics for your aircaft
and a hobby section.

Pictures for iustrative purposas only. Product contants may vary, Products sofd unpaintsd and unasssmbled. Certsin Citade! products may be dangerous if used incorrectly. Prices cormest at time of gaing to press, piease comtact us for current
availability and prices. Prices quoled are for products sold by Games Workshop through IIs own stores, calalogue or websile, retailars are resp for g thair own prices,
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VAMPIRE COUNTS

rom their castles and towers the Vampires, immortal rulers

of the evil Undead, raise vast legions of Zombies and

Skeletons to swell their immortal armies. Summoning dark
creatures and ethereal beings from beyond the grave, they
march across the Warhammer world intent on conquest.

When the forces of the Vampires march to war, the world
trembles. Bound by the will of their dark lord, the Undead are a
fell and mighty foe. They cannot be reasoned with, bribed or
coerced. They know neither fear nor mercy. They need no sleep

r warmth, neither drink nor wholesome sustenance and, as they
march onwards, their ranks are swelled by the corpses and
trapped souls of their former opponents. The legions of the living
dead are terrible to behold.

Next month sees the launch of the latest edition of the
Vampire Counts army book. This unspeakable tome features an
expanded background section, chronicling the history of the
Vampire Counts, from their mysterious beginnings in the Lands of
the Dead through to the wars waged across the Empire by the von
Carsteins. In addition, the new army list and bestiary will allow
vou to field monstrous warriors old and new, including the bestial
Varghulf and nauseating Corpse Cart. New miniatures galore will

Mannfred von Carstein is just one
of the fantastic new character

accompany the release, and gamers will delight in the new range models out next month.
of plastic Skeleton Warriors, Dire Wolves, Ghouls and Grave
Guard, as well as a host of new Vampire Lord models.

This March, fear incarnate stalks the Warhammer world...

The new miniatures range is

headed by a variety of metal
Vampires and special characters.

The new plastic Skeleton Warriors are among the
maost intricate plastic miniatures we've ever released.
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9 YEARS OF WARHAMMER

2008 is a very special year for Games Workshop,
as it is the 25th anniversary of the launch of
Warhammer! Yes, the game of fantasy battles is
25 years old, and we intend to celebrate.

Throughout the year, there will be a host of special
promotions, parties and hobby events, sparking a
global celebration of the Warhammer hobby. We can't
tell you exactly what we have planned just yet, except
that it'll be huge! Keep an eye out on these pages, and
in GW Hobby Centres for more information.

Have you got what it takes...?
Throughout January, February and March, Games
Workshop Hobby Centres will be running a host of
exciting events and activities that will give you the
chance to earn your own Iron Halo!

Registration for events starts straight after Christmas,
and the fun begins from as early as 27th December.

So get yourself down to your local Games Workshop |
Hobby Centre and join in the fun!

e i

Great news! When you place an order through any
Mail Order point in our Retail stores in UK or Northern
Territories it will be sent POST FREE! Yep, that's right,
any order from a Space Marine arm to a Battle
Company will be delivered to the store completely free
of any postage charges. Happy Ordering.

For more information on
ordering through Mail Order or
the online store go to page 114.

FREE POSTAGE!

All orders placed in-store are now post free!

Mail Order Opening Times

In a change to the opening times, Mail Order will
now open at 11:00am on Tuesday. Opening times
for the rest of the week are unaffected.

Revised Mail Order Opening Times.

Monday:  10:00am to 6:00pm
Tuesday: 11:00am to 6:00pm
Wednesday:  10:00am to 6:00pm
Thursday:  10:00am to 6:00pm
Friday:  10:00am to 6:00pm
Saturday:  10:00am to 6:00pm

Sunday:  11:00am to 5:00pm




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
Bugmans Bar.

Every weekend and throughout the school holidays
Warhammer World offers a fantastic range of hobby
activities. From painting techniques to modelling skills
and scenery workshops, even tactical game play advice,
there is something for everyone.

Each activity is run by a skilled Games Workshop staff
member, and we will provide you with all the required
materials and tools to take part. The price for one hour
long activity is £6, whilst the longer 90 minute activities
cost £10. 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 make during the
activity!

For more information on the activities available,
including details about how you can register check out
the Warhammer World Blog Page.

(http://warhammerworld.typepad.com/)

Warhammer 40,000 Orks

14th January - 10th March

The gaming hall will be hosting a celebration of the
mean green-skinned monsters and their marauding
forays across the Warhammer 40,000 universe.

White Dwarf Armies
23rd November - 31st January
The Citadel Miniatures hall will be exhibiting the armies
from the WD336 Battle Report. On show will be lan
Strickland’s Imperial Guard army (pictured right) and
Richard Kemp’s stunning Tau Force. :

Tank-Tastic ll
7th December — 21st Febuary

Featuring a plethora of Baneblades from Games L
Workshop's talented studio this will be a tank fest in
every sense of the word.

New Releases
4th January - 3rd April

A chance to see new models up to three months befo
they go on general release in the UK!

‘See this army in the miniatures gallery! 19






This month, the Orks not only get
a fantastic new Codex, but tons of
new models including the shiny
new Bikes and Trukks, too.
We daubed White Dwarf writer
Andy Hall in green paint, and sent

him to infiltrate the Orks’ lair...

H\QZ Design Nofes
[t "' White Dwarf talks to Codex: Orks author, Phil Kelly,
~ about everything that’s mean and green.

L

lﬁﬁ. Battle Report
‘LL . The Ultramarines make a pre-emptive strike against
~a combined force of Evil Sunz and Goffs.
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he green tide is upon us! Orks are

large, brutal and barbaric warriors,

who live for the thrill of battle. They
are the most warlike of all the xenos that
the Imperium has encountered, and their
number is beyond counting. Should they
ever unite into one force then they could
conceivably swamp the galaxy and all
other civilizations in a deluge of carnage
and constant war.

H;r 1h¢4|r latest release, the 'Jrka ha

r the next few pages. We
spoke to the Citadel Design Team’s Chief
ord, Ted Williams, to find out more.
Orks fundamentally haven't
changed - they are still very much in the
style Brian Nelson developed a few ye:
— hulking, great monstrosit

WHITE DWARF ORKS DESIGN NOTES

have been a lot of plastic and metal
‘hybrid’ blisters, so this time around we’ve
added far more value to the new Ork Boyz
frame. There are some heavy
Nob components and many ()ther use
L,uhhm The Lootas and Burna Boyz are
can retire the old
5 and (it‘\ul&- that resource to
another part of the range.”
s disc ermng gaze,
igner Seb Perbert has
tic new sc ulpls “| partic ul.ir[\- like
: “In the past it has
een hdrd to distinguish Ork
heavy weapons — they got lost in the
0 to speak, due to having their
s hung low. What Seb has done is
put the weapons onto the Orks’ shoulders,
placed in a cage-like rig that covers the
whole of the upper back and shoulders.
This makes the models distinctive and
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. The problem we've

~-mounted weapons
in the past is whe y with the ‘spare’
hand. The heavy weapon rigs give the

Trukhs and stuff

The Orks have always gone to war in
ramshackle vehic up by the
Meks using whatever materials come to
hand. This edition of the Orks is no
different, and to help the greenskins in
their air-polluting cause we've got new
Warbikes and a brand new Tru m the
capable hands of Tim Adcock.

“We knew the Ork vehicles would
define the new range, so we wanted them
to look a bit special,” says Ted. “For our
first concepts, Tim looked at very early

-5

American flatbed trucks. Once the I

customisable, ensuring
that we had all the components that you
ur Trukk with from the
» wanted to get across
rehicles are ramshackle but
fragile things that could
at any moment — they are brutal
more than capable of carrying the
ins to battle.”

The new Ork Warbikes also
encapsulate this aesthetic, being heavy,
barbaric-looking motorised steeds on
which the Ork Warbikers ride to war, while
looking cobbled together with lots of
“kustom” tech. “There’s definitely a ‘street
racer’ thing going on with the Warbikes,”
jokes Ted, “as each Ork rider tries to outdo
his rivals with increasingly dangerous bits
of kit and larger, more erratic engines.

collap
vehicl

Codex: Orks is a

page book containing:

* Massive background
section, covering
everything from the
greenskin “Kultur”
to gathering the
Waaagh!
Comprehensive
forces section with
rules, background,
wargear and art for
every Ork troop type
and vehicle.
Hobby advice for
collecting and
painting an army
of Orks.
Brand new, easy-to-
use army list.
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Bringin’ back da Waaagh!

Along with all the great new models, the
Orks have a swanky new Codex, full to the

gunnels with background, rules and, of
course, the all-important new army list.
The author of this Orky classic in the

making is none other than resident “alien
guy”, Phil Kelly. With Tyranids, Eldar and

now the Orks under his belt, does Phil

mind being Games Development’s resident

xenos-freak? “Not at all,” says Phil. “I've
found my niche and I'm happy to fill it.
After all, the Space Marines need
something to fight against, and it can't
always be Chaos!”

Back to the Orks, and we're keen to
know what's changed. “It's been a while

since the last Ork Codex, so the greenskins

have undergone quite an extensive refit.
The previous Codex was functional but

small, so a lot of the cool Ork background
was left out due to necessity. Now we're

up to 104 pages — in fact it's the largest

Codex |'ve written to date — so we've got a
nice big, chunky background section,” says

Phil. Back in the mists of time the Orks

were fortunate enough to have three books

on the go simultaneously. Veterans may

remember them as Freebooterz, 'Ere we go

and Waaargh! the Orks. “I still think the
early Ork books contained some of the
best background work we’ve ever done.

I've been heavily inspired while writing the
latest Codex and have tried to get as much

of it into this edition as possible. Brain

Boyz, the multifarious Squig species, Ork
Clan histories — they're all back in the front

section of the book where they belong!”

A big part of Ork “Kultur” has always

been the numerous clans that somewhat
define an Ork’s behaviour and how they
fight to an extent — although no matter

WHITE DWARF ORKS DESIGN NOTES

what clan an Ork comes from, he’s still
going wallop you with his choppa if you're
in reach. “The previous Codex had a
cursory nod to the clan structure of the
Orks. But, as this was a big part of the
early books | definitely wanted them back
in, so there is a whole chapter on clans in
the new Codex. What we didn’t want to
do, however, is straightjacket players with
clan-specific units. The army list will allow
you to flavour your force towards one clan
or another, but at the same time there’s
nothing stopping you, for example, having
Kommandos - traditionally Blood Axes

in a predominantly Goff force,” says Phil.

Kunning new roolz

With the background firmly in check,
another major part of the project for Phil
was looking at how the Orks worked in the
actual game. “We've always portrayed the
Orks as being a horde army, having masses
of warriors that pour forward in a big green
tide all shouting at the tops of their voices.
Unfortunately that didn’t always work so
well on the battlefield and that's something
we've really addressed in the new Codex.
We wanted to make the horde army
approach just as devastating as the
background suggests,” says Phil.

Phil has gone about making horde
tactics viable in a number of ways. First,
Orks are now a lot cheaper; a basic Ork
Boy is 6 points — 3 points cheaper than a
Slugga Boy from the previous Codex. “An
Ork force should really outnumber their
opponent two or even three-to-one,” says
Phil. To complement this, all Orks now
have the Furious Charge special rule,
which adds +1 to both a greenskin’s
Strength and Initiative on the charge.

Stormboyz

Stormboyz are the shock
troops of many Ork warbands.
The rest of the ladz treat them
with suspicion, asthey are far
too efficient and disciplined
by the standards of any right-
thinking greenskin.

Kommandoes

Kommandos are seen as a bit
un-Orky by their compatriots,
but they are extremely useful
on the battlefield. The
Kommandos infiltrate forward
to destroy gun emplacements,
giving the rest of the fadz a
better chance of reaching the
enemy lines.

Lootas

Lootas are the most heavily
armed of all Orks, because
they steal the best weapons
from everybody else!

Tankbustas

Tankbustas revel in the thrill of
scoring a direct hit on a tank
and seeing it explode. They're
armed with tankhammers and
Bomb Squigs to get the
maximum bang possible.

Burna Boyz

Burna Boyz are dedicated
arsonists, characterised by
their welding masks and
stripped-down flamers, which
spray great gouts of oily flame.



Shokk Attack Gun

One of the most deadly and downright
bizarre weapons at a Mek's disposal is the
Shokk Attack Gun. The gun has the
capacity to open up a small warp tunnel,
which is then aimed at an enemy.
Snotlings, oblivious to the terrifying
journey they are about to undertake, are
sucked into the Shokk Attack Gun and out
through the portal. Such is the trauma for
the Snotlings that they emerge in an
absolute frenzy, scrabbling, clawing, biting
and defecating uncontrollably inside an
enemy vehicle, their armour, or — by far
the worst fate — even inside the enemy
trooper’s body!

Weirdboyz

Weirdboyz are the most psychically
powerful of all Orks. They act as a focal
point for the psychic energy
subconsciously generated by their
greenskin comrades. Weirdboyz resonate
with the power of sheer Orkiness, and the
more Orks there are nearby, the higher the
charge held in their bodies.

Ll SHYO T
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>> continued from page 24

“Furious Charge effectively replaces the
Choppa rule,” says Phil. “I've never been a
fan of the Choppa rule, as it modifies an
armour save, which goes against one of the
design tenets of the Warhammer 40,000
game. Also, it was very effective against
heavily armoured foes, like Terminators,
but didn’t make any real difference when
facing, say, a Guardsman. This made the
rule very counter-intuitive. Furious Charge
gives a howling mob of Orks some punch
on the critical first round of combat no
matter which foes the Boyz are charging!”
Thirdly, Phil has introduced a Waaagh!
rule, very similar to the Warhammer
equivalent. “Once per game an Ork player
can sound a Waaagh!,
meaning that all Ork infantry
count as having the Fleet of
Foot special rule for the turn.
If declared at the right time in
a battle, this will give the
Orks that extra burst of
speed to get into combat,”
explains Phil. The
Waaagh!, coupled with Furious
Charge, makes an Ork horde
extremely hard-hitting in close
combat. Of course, to enter combat
you've got to weather the storm of
enemy firepower. Luckily, getting
across the battlefield without
running away is also easier now. “The
final piece in the puzzle of getting Ork
hordes to be viable is the Mob rule.”
adds Phil. “Ork psychology and morale is
directly linked to the number of Boyz
around them. We've represented this
by allowing Ork mobs to have the
same Ld value as the amount of Boyz
in the mob. If your mob has more
than ten models then it counts as being
Fearless. This goes someway to
reducing the perennial problem of
Ork hordes in the past who had a
tendency to run away rather than
charge forward oblivious to the
danger, as every greenskin should.”
Whilst all this may be music to
the ears of Ork players, is Phil not
concerned that the green horde
will now be nigh unstoppable?
“Not at all,” he says. “Yes, the
greenskins have a healthy stat-line
and will be cheap enough to
outnumber their foe, but you have to
remember that, with a few notable
exceptions, Orks go to war in
nothing more than a vest. The
vast majority of Ork units have a
6+ armour save. So if you wound
an Ork he’s going to be removed
from the table in most circumstances.”

0ddboyz
It's not just the Boyz that have
had a tune-up. “The Oddboyz
are back!” says a grinning
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Phil. Mekboyz, Painboyz, Weirdboyz and
Warpheads all appear in the army list, and
are up to their old tricks. For instance,
adding a Painboy to a mob of Nobz gives
them all the Feel No Pain special rule.
Weirdboyz randomly generate a psychic
power each turn, ranging from an extra
Waaagh! to ZZap! — an incandescent beam
of pure Orky psychic force with a 36"
range, S10 and AP 2. Meks can now be
armed with the Shokk Attack Gun - a
bizarre weapon that teleports Snotlings
(literally) into enemies. “That's my
favourite,” says Phil. “I loved writing the
chart for that. Because it's so random,
some of the results are really powerful,

& 6 Orks are brutal, alien
monsters, but they’re up for
having a laff too! 9@

while others can be devastating for the
Orks. When I'm explaining to people just
how gross and potentially devastating it
can be, the scenario | always use is of a
Space Marine suddenly keeling over
because a frenzied Snotling has just
appeared inside him, frantically clawing at
the lining of his stomach!”

More dakka!

With the Orks getting all the shiny stuff, it’s
possible to forget about their smaller
cousins, the Grots — but you shouldn’t rule
them out. “Gretchin are still very much
part of the Ork army. They've had an
increase in Ballistic Skill, which makes
them the best shots in the list, so they
definitely have their uses,” adds Phil.
Speaking of shooting, with all the emphasis
on horde armies and getting the Orks into
combat as fast as possible, is a “shooty”
Ork army still viable? “Oh yes,” says Phil.
“All Orks have access to some kind of
firearm. They may not be very good shots
but the Ork philosophy is, and always has
been, that if you throw enough stuff at the
enemy somebody’s going to get hit!” A
great example of this are the Flash Gitz,
now found in the Heavy Support section;
they are armed with the plasma-like
Snazzgunz, which can be upgraded to S6
and a variable D6 AP. Then there’s the Big
Gunz — these Grot-crewed weapons have
the potential to be devastating.

Phil’s been working on the Ork project
for quite some time and is rightly proud of
the new Codex. Overall, what does he
think he’s brought to the new incarnation
of the Orks? “For me, the real beauty of the
project is being able to get that dark
humour back in there. Orks are brutal,
alien monsters, but they're up for having a
laff, too!”



The Ork

There are six major Ork clans that have spread from
one side of the galaxy to the other, and each has
distinct cultural preferences and behaviors.

® Goffs

Goffs are the biggest, meanest and most brutish Orks in all
Orkdom. They are bloodthirsty warriors, and consider
themselves superior to the “cowardly” Orks from other
clans who hang back to shoot when they could be running
headlong into the thick of battle.

“Dey’s da biggest an’ ugliest wiv
loadsa Boyz an’ Nobz. Dey fights
'and-to-"and. None of dis sissy-stufT,
"anging back an’ sneakin’ like grofty
Gretchin an’ sniviin' Snotlins. No
Uvver clan is as "ard as da Goffs.”

22 Blood Axes —

The Blood Axes are seen by the
other clans to be a bunch of
untrustworthy gitz. They are the
most unscrupulous clan, as not
only do they sneak about the
battlefield, but they will actively
trade and parley with other alien
races, and even humans, instead
of simply fighting them!

“Honestly, sum ladz will do anyfink fer teef. Now, dere’s Nufink
wrong wiv dat, but hob-nobbin’ wiv "eomans, dat’s diff"rent.”

=P Snakebites——

Snakebites shun technology and
are considered a bit backwards
by other Orks. As a result of their
rugged lifestyle they are tough as
old Squig-hide boots. They are
experts in the field of breeding
stock, and their Grots and Squigs
are the fiercest in all of Orkdom.

““Dese Boyz liv in da dark age. Dey wouldn’t even know "ow fo use
a shoota if ya didn't show "em.”

Clans

VVVVVVVVVVVVVVVVVVVVY

JC Bad Moons

The Bad Moons are the richest of
all the Ork clans. This is because
their “teef” grow faster than
anyone else’s, meaning that even
the lowliest Bad Moon has a
steady supply of wealth. The Bad
Moons fulfil the role of a
merchant class in Ork society,
and have a reputation for
showing off.

*“Da Richboyz, and don't dey know it! Dey ave to spend it all on
gear to fight off da uvver clanz wot wants to redurstribute dere
welf a bit.”

3 Deathshulls

The Deathskulls are plunderers
without equal. They loot,
borrow, scrounge and steal from
friend and foe alike. The
Deathskulls see battle as a two-
stage process, often hurrying the
killing part in an effort to speed
along the scavenging spree that
will follow.

“Da best loofas in da "oonivers, dese is thievin’ blighters wiv
loadsa runts and grots runnin’ about nikkin’ stuff.”

@ Evil Sunz——

The Evil Sunz are irresistibly = ;_‘
attracted to fast vehicles and = Ve e
loud noise. They have an DR F
ungovernable desire to careen
around the battlefield at greal
speed, ploughing into the ranks
of the enemy before racing off to
cause more carnage elsewhere.

“Dey like fa go fast. Dat’s why they "ave so many jalopies 'an
paint dem all red. Everywun knows dat red wuns go faster!”
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No two Ork Trukks are the same and
the new kit has been designed to be
extremely “kustomisable”.
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Ork Warbike

For an Ork, a Warbike is not only a prestigious
status symbol, but also a direct conduit to the
adrenalin-rich thrill of speed.
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The new Ork Codex allows you to field an army
replete with greenskinned killing machines that can
move 24" or more in a single a turn. Phil Kelly -
gives us the lowdown on just such a force.

Q
o Warboss Gitkilla

with big choppa,
twin-linked shoota
and bosspole.

ELITES
3 Nobs
with Warbikes, 2 big
choppas and a power
klaw.

170
5 Nobz
with 2 twin-linked
shootas, Waaagh!
Banner, power klaw,
ammo runt, and
bosspole.

Trukk

with red paint job,
wreckin’ ball, ram,
armour plates and
boarding plank.

TROOPS
10 Ork Boyz
with slugga and
choppa. Includes Nob
with power klaw and
bosspole.

100
Trukk
with red paint job,
wreckin’ ball, ram and
armour plates.

65
10 Ork Boyz
with slugga and
choppa. Includes Nob
with slugga, choppa
and bosspole.

e ]
Trukk
with red paint job,
wreckin’ ball and
armour plates.

60

Phil: | firmly believe that one of the coolest
parts of the gaming experience is zooming
vehicles about the place. Yes, and making
the accompanying noises; in for a penny in
for a pound, as they say. Speed Freeks are
the undisputed kings of the bum’s rush,
able to field more vehicles and close in
faster than any other race. Sure, the enemy
may get lucky and shoot down half of your
wagons before they get to the front line,
but the deadly cargo in the other half will
soon wipe the smile off his face just in
time, as passengers from the destroyed
Trukks catch up and join the fray.

The force above hinges around a hard
core of trukkers — relatively small units
of Ork Boyz riding to war in an
upgraded Trukk. A decent Speed
Freeks force should have at least three
of these units. If you have several

WHITE DWARF ORKS DESIGN NOTES

Trukk units, your tactic should be to
boost across the table at top speed
and park within about 12-18" of the
enemy. That way, if the enemy
destroys your Trukk, the Boyz can
disembark and be in range for an
assault next turn, perhaps using the
wreck as cover in the meantime. A lot
of the army’s anti-tank ability comes
from the wrecking balls mounted on
the Trukks. Just think “demolition
derby” and you won't go far wrong.

The force is led by a Warboss armed
with a big choppa and twin-linked
shoota, who can give your Trukk Boyz
units that extra bit of punch in close
combat. A bargain at 75 points, he
allows you to take even more vehicles
and rank-and-file greenskins to ensure
that you outnumber the foe.



Attack slot is used
including a
Nob armed with a power klaw. This
nst other horde armies
uns — think big

mixing it up in close combat due to
the Warbikers’ high Toughness and
devastating charge — that power klaw
comes in useful for ripping open
enemy tanks in close combat, t
other Fast Attack choices a
field Warbuggies, Wartrak
. These add some much-

needed firepower to the army so i

ss the enemy as the trukkers

it is always a good idea to have some
heavies lurking around to claim

That's where the Deff Dread and Killa
Kans come in. They are relatively
cheap but fully capable of stomping
flat anything that comes within 1:
them, laying down a hail of fire
support in the meantime!

The army’s elites come in the form of

units of Nobs. Or used in exactly
the same way as the Trukk Boyz,
storming forward and getting in

close combat on Turn 2. The other
unit of Nobz is mounted on Warbikes.
Try using them to tear open a tank

skulking at the rear of the enemy force
i

(even the Nobz with the big choppas
are S8 when they charge), or ripping
apart the enemy’s elites before they
get to launch a charge of their own.

12 Ork Boyz
with sl

and bo

Trukk

with red paint job,
wreckin® ball, ram,
boarding plank,
armour plates.

FAST ATTACK

2 Warbuggie:

with twin-linke
rokkit launchas and
red paint jobs.

6 Warbikes
includes Nob with
power klaw and

190

3 Wartrakks
vin-linked shootas

and 1 skorcha.

110
HEAVY SUPPORT
Deff Dread
with big shoota a
rokkit launcha.

one with big s
and one with rokki
launcha.

TOTAL 1500
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Ork Faces
0

. Skin: Orkhide Shade
. Teeth: Scorched Brown
. Eyes: Blood Red

Give the Ork’s skin a basecoat of
Orkhide Shade, the teeth a coat of
Scorched Brown, and pick out the
eyes with Blood Red.

Checks
(1)

Lines: Fortress Grey

Using a Fine Detail brush, create a
sqquare grid on the relevant part of
the model with Fortress Grey.

~
’Eavy Metal’s Fil Dunn shows |
us how the team paintedithe
Studio Goff army.

. Skin: 50% Goblin Green
50% Bleached Bone

O Teeth: Skull White

For the final highlights, the skin
was given a laver of a 1:1 mix of
Gaoblin Green and Bleached
Bone. The tecth were finished
with Skull White.

. Skin: Goblin Green

Teeth: Bleached Bone

. Skin: Knarloc Green
. Teeth: Graveyard Earth

The Ork flesh is given a mid-tone
layer of Knarloc Green, while the
teeth are given a layer of
Graveyard Earth.

Next, paint the flesh with Goblin
Green, leaving the darker tones
visible in the recesses. The teeth
are given a highlight layer of
Bleached Bone.

Checks: Fortress Grey

O Checks: Skull White

Highlight the Fortress Grey-filled
squares with Skull White.

Chips: Mithril Silver

Fill in alternate squares with
Fortress Grey, it doesn't have to be
very neat — imagine that an Ork or
Grot has painted it!

Add small flecks of Mithril Silver to
represent chipped armbur.
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Lines: Fortress Grey

With a Fine Detail brush, outline a
repeated triangular pattern along
the edge of the part of the model
vou wish to decorate.

4 Base: Boltgun Metal

To get a patchy, dark metal look for
the Ork weapons, start with a
basecoat of Boltgun Metal.

‘Ard Boy

Pattern: Fortress Grey O Patern: Skull White
Highlight the dags with Skull
White. Try to keep the grey outline
visible, although vou don’t have to
be too neat.

Fill in the triangular dag pattern
with Fortress Grey.

. Wash: Chaos Black

Apply a wash of Chaos Black all
over the metal areas to dull it
down and provide shading.

Highlight: Mithril Silver

When the wash has dried, apply a
liberal highlight of Mithril Silver to
the prominent edges.

Warboss

Chips: Mithril Silver

Paint on chips and scratches with
Mithril Silver.

The finished Ork. All of the models
on this page make use of the same
techniques and palette.
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Iron Halo Registrations
f—mm |u~.t after Christmas until Januar\ 1 ’.

|L‘cl|ﬂ a few new hobby tips, dl'!(] earn yourself an Iron Halo!

The WAAAGH Begins! 01/12/08
Saturday January 12, 2008 will see the biggest release of greenskins ever
i r. With all that manic Orky energy floating
around you won't be able to resist the lure of battle! Ready yourself

an Apocalyptic battle featuring the Orks against their most hated
enemies, pretty much anyone else. Thi-a battle is just a precursor for the
wild battle we have scheduled for S {ay February 16. Battle s and
times will vary by store so mak e you check in with the staff for
more details.

Iron Painters Ork Battleforce! 01/12/08 - 01/20/08

As part of the Ork festivities, our Hobby Centers will also be running a
Battleforce Painting Competition! The rules are simple: puthase a
Battleforce of your choice on Saturday, January 12 10 or Sunday,

January 13, assemble and paint it all in a week, and bring it back to the

Hobby Center by 3 p.m. for final judging on Sunday, January 20. The

winner will be judged by the staff and customers, announced at 5 p.m.

and will win a great ORK artwork print!

Best WAAAGH Banner Competition 0i/12/08 - 02/03/08
E Ork Warboss needs a Waaagh Banner, so get building! From
Saturday January 12 until Sunday February 3, our Hobby Centers will
also be running a Best W. ! Banner Competition! The rules are
simple: convert a Nob carrying a Waaagh! Banner, paint him up, and
briﬂp, it back to the Hob er by 3 p.m. for final judging on Sunday,
3. The winner will be judged by the staff and customers,
announced at 5 p.m. and will win a great ORK artwork print!

Pre-Order Your Uampare (ounls' 01/26/08 - 02/20/08
Our new-s / / Preview s have proved very popular. T
Vampir iew Army Box will be no different. Packed full of
all the new mr_:cicis_. it'’s your chance to get o hold of these cool
miniatures two weeks or more before they're released. Come in on
Saturday January 26 to get your Pre-Order in early!

Orky Terrain Building! 02/02/08 - 02/03/08
Orks are all about ma[\mp, do and getting by on what lhe\ ve got close
at hand, and their buildings really are the best place to see that. Come in
to our Hobby C e-nters over the weekend of Saturday February 2, and
Sunday February 3 oin in on some great terrain building sessions.
Pick up a Cities of D{-_dfh building, hack it up, add some great gubbinz
left over from your Trukk boxe d you u:uld hd\t‘ a L.reat Urk hn -'el or
a grandiose Big Me

the day the W,
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Games Workshop Stores

Retail stores! Hobby Centres! Shops! Palaces

of fun! — call them what you will (perhaps not

the last one) — there's no doubt that a Games

Workshop store is central to the hobby
serience for most of us.

And that’s because Games Workshop
stores are umque In dddltlﬂl"l to having all the
latest releas of Citadel
miniatur s and paints (all the things
you'd ex

re the guys to
 it's of a medical
ature, in which case a doctor might be a

better bet). The second thing is all the
additional services tt t_')ffer As w ell as
somewhere to bu
a fantastic source of advice, activity and all-
round hobby enthusiasm.

Painfing
A painted model is a thing of beauty. A well-
painted one doubly so. It is a scientific fact
that unpainted models result in bad dice rolls
and the derision of your mates. But not all of
us are born to wield a brush with the skill of
Michaelangelo, Rolf Harris or an "Eav
painter. Rec 1niqim, this fact, our retail stores
sgular painting lessons, clinics
tutorials designed to help you either learn to
paint or improve your sL|II~, and techniques,

2, clipping and gluing.
Every one ha-, to do it, but we're not all

at it, Enter the humble Games Workshop store
and you'll be guided from ham fisted super-
glue novitiate to the lofty hei 'hts of
conversion ninja by

Before you know it you' II be l'T‘I(]dP”II"!L, |||\e a
true master.

Gaming
It is a common misconception that staff in our
shops do nothing but play games all da
every day. This is of course rubbish — they get

off and we have to let them stop
for lunch by law. Apart from that, what they
actually get to do is sho ow to play
our games all day ry day. . So whether
you've just got y rst game for Christmas,
or have been j Rogue Trader
(Younger read :
Grombrindal) you're ;,uamnleerl to receiv

ing advice in your local Games

Workshop store.

w |th all [har on offer, w hal are you \\-amn
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In this month’s battle report, the Ultramarines execute a
pre-emptive strike against a growing Ork Waaagh! Can
Tigurius rid the Imperium of yet another devastating
greenskin invasion before it has truly begun?

lies close to the stellar boundaries of

Ultramar. Charadon has constantly
been a thorn in the Ultramarines’ side, as
it has been riddled with Orks for as long
as even the most venerable of the
Chapter’s Dreadnoughts can remember.

Since the rise of Chief Librarian
Tigurius to the upper echelons of the
Ultramarines Chapter, the Orks of
Charadon have been consistently stymied,
and potential Waaaghs! brought low before
they could gain any momentum. Each
time, through wise counsel, bitter
experience and prescient vision, Tigurius
has managed to identify potentially
powerful Ork Warlords and eliminate them
before a Waaagh! can build.

Meanwhile, on an arid backwater
planetoid, Goff Warboss Bigtoof Brainbiter
and Evil Sunz Warboss Gitkilla were
having a bit of a scrap. What started as a
race around their large Ork settlement
quickly escalated into a fight. The Orks
split into their clan allegiances and a full-
blown battle overtook the whole shanty-
town. As the brawl headed to its climax
and both Warbosses were poised to
decapitate each other with their choppas,
the sky lit up and blue Drop Pods began to
fall from the heavens. The two Warbosses
met each other’s gaze and both sprouted
big, toothy grins, turned to their respective
Boyz and hastily set about organising their
forces for the battle to come.

This, then, is the scenario for our battle
report. Tigurius has divined that one or
both of the Warbosses will one day gather

The sector of space known as Charadon

a massive Waaagh!, leading the Orks of
Charadon to make war against the
Imperium. Tigurius, accompanied by a
force of Space Marines, has arrived to
destroy both Warbosses before the
Waaagh! can gather momentum.

Phil Kelly, author of Codex: Orks, will
be taking control of the Goff and Evil Sunz
alliance while Space Marine veteran, Matt
Hutson, will be commanding the
Ultramarines attack. We set the table up to
represent the outskirts of the Ork
settlement, with the Space Marines arriving
upon the boundary just as the Orks have
gathered their force. The mission being
playved was a Gamma-level Recon, the aim
being to get scoring units into your
opponent’s 15"-wide deployment zone.

Phil deployed his large green force
across the length of the table, with a rough
split of the Goffs in the northeast and the
Evil Sunz in the northwest. Warboss Bigtoof
Brainbiter stood proud amongst the large
mob of Slugga Boyz in the centre of the
west flank, while Evil Sunz Warboss
Gitkilla was already mounted in his Trukk
on the far east flank.

Knowing that he would be seriously
outnumbered, Matt deployed cautiously.
His Scout sniper squad set up at the peak
of the central hill, with the other Space
Marine squads deployed around the hill’s
base. The Predator Annihilator and
Destructor were positioned on the west
flank, as was Tigurius, who was facing the
Goff Warboss and his Slugga mob across
the ramshackle barriers of the Ork
encampment. It's time for a rumble...

Mission: Recon

Both sides are
attempting to punch
through the enemy
lines to establish
forward positions and
probe the opposition’s
strength in preparation
for a major attack.

Objective:

Enemy Lines

Both players must
attempt to get units
into the enemy
deployment zone and
overrun their lines.
The deployment zones
extend 15" from the
long board edges.
Victory Point rules are
used in the Gamma
level mission.

Gamma Level Rules:
Infiltrate, Deep Strike,
Dusk & Dawn, Victory
Points.

Set-up:

Players take it in turns
to place one unit at a
time in their
deployment zone. No
unit may be deployed
within 24" of the
enemy or more than
15" from their own
table edge.

A roll was made to
see whether it was
dawn or dusk — it was
neither. A further roll
was macde to see who
got the first turn, which
Phil won.
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Phil Kelly’s Ork force is an alliance
between two rival clans: the Goffs and
the Evil Sunz.

GOFFS

o Warhoss Bigtoof
Brainbiter
with big choppa and
Attack Squig.
80 points

: o Big Mek Magstak
with Shokk Attack Gun.
95 points
ELITES
7 Tankbustas
iI'IL luding Nob

125 points

0 8 Lootas

TROOPS

3 Meganobz
Trukk

with red paint job
and ram.

120 points

165 points
25 Ork Boyz
with sl and
choppas, plus 2 rokkit
launchas. Include
vith [)ru\‘. r klaw and

210 points
20 Ork Boyz

covered, | can affi
on some of the O
a wonder when th

With the basi
spend some pnin '
wonder we

Phil: What's better than fielding an army of
the brand new Orks in their inaugur:

battle report? Fielding two Ork arn

course. Courtesy of a cool back stc

170 points
10 Gretchin
with Runtherd.

WHITE DWARF

40 points

BATTLE REPORT

to pick both an Evil Sunz army and aG
army, and will be keeping a ld“} as to who
can kill the most Space Marines over the
course of the game. Ace!

So what are my weapons of choice

i Aatt’ balanced Ultramarines
i s high points cost
made his inc iusmn tric ) | went for a
pair of cheap Warbos ad. The Goff
Warboss will be accompanied by some
Meganobz as a bodyguard (these powe
klaw toting hard ca:s
you choose a Warboss) and two huge units
of Ork Boyz as the backbone of the force.*

Mek with a Shok
consummate Space Marine-killer due to its
large template and AP2. Big Meks work
well in tandem with Lootas. The Lootas
can chuck out a hell of a lot of firepower
(a full squad of 15 can theoretically fire 45
Strength 7 shots if they roll well), are great
at finishing off a squad that the Sho
Attack Gun has mauled, and give the
vulnerable Big Mek some cover into the
vill be invaluable if Matt

to Rhino-rush his way across the
table, because their deffguns are great
against lightly armoured vehicles.

* For the record, if a full squad of Ork Boyz gets to ¢ harge, it can chuck out 120 (yes, one hundred and twenty)
attacks, all at Strength 4 or better. Stick that in your power armour and smoke it!




Heavy armour is more of a problem for
the Ork horde, though, which is why |
consider a unit of Tankbustas an absolute
must. These rokkit launcha-equipped Boyz
are the big game hunters of the Ork world,
and excel at busting tanks (surprise!),
especially if they get in range to launch a
Bomb Squig or two at the enemy. They will
follow the big mobz into battle, with a big
stompy Deff Dread and a pair of Killa Kans
in support to deter any counter-assaults,
and a Grotz mob to bolster my numerical
advantage even more.

Once the footsloggers were covered, it
was high time | paid for some wheels. |
wanted to put pressure on the Ultramarines
gun line from the very start, and so | took a
Trukk for my Meganobz and two more
Trukks for my Evil Sunz Boyz. | gave them
wrecking balls, too, so that once they had
dropped the Boyz off they could get stuck

in with some vehicular close combat -
smashing great big dints into those pristine
Ultramarines vehicles does appeal to the
greenskin in me!

The Evil Sunz flanking force is led by a
unit of the splendid new Ork Warbikes —
excellent all-rounders and very fast indeed.
Next, | turned my attention to the
Wartrakks and Warbuggies, adding twin-
linked rokkit launchas and red paint jobs
wherever | could afford the points. Before |
knew it, | had myself an Evil Sunz army —
not quite as hitty as the Goiffs, but a hell of
a lot faster. With a bit of luck, I'll be in
Matt's deployment zone before he knows
what has hit him. Whilst he’s concentrating
on my first wave, the main bulk of the
greenskin army will close in for the.
inevitable kill...

That being said, Matt is an experienced
player, so this may well be a close one.

EVIL SUNZ
HQ
Warboss Gitkilla
Big choppa, twin-linked
shoota and bosspole.

75 points
TROOPS
10 Ork Boyz
with slugga and choppa,
plus big shoota. Includes
Nob with power klaw
and bosspole.
Trukk
with red paint job and
wreckin' ball.
155 points
10 Ork Boyz
with slugga and choppa.
Includes Nob.
Trukk
with red paint job
and ram.
120 points
10 Ork Boyz
with slugga and choppa.
60 points
FAST ATTACK
6 2 Warbuggies
with twin-linked rokkit
launchas and red paint
jobs.
80 points
3 Wartrakks
with twin-linked
shootas, 1 skorcha.

115 points
7 Warbikers
including Nob with
power klaw.
210 points
HEAVY SUPPORT
Deff Dread
with big shoota and
rokkit launcha.
90 points
2 Killa Kans
with big shoota and
rokkit launcha.
90 points

GRAND TOTAL 2000

Known as the “Alien
Guy” within the
Design Studio, Phil is
an expert commander
in Xenos warfare. As
the Codex author, he's
out to prove that the
Orks are no pushovers.

www.games-workshop.com



Ultran

marines |

AAAAAAAAAAAAAAALAAAAMAAAAAAMAMAAA

The Emperor’s finest, led by Tigurius, must slay the
Ork Warbosses to prevent a future Waaagh!

0

Ttgurlus, Chief Librarian
of the Ultramarines
with Rod of Tigurius,
bolt pistol, Hood of
Hellfire, frag grenades
and krak grenades.

165 points
Chaplain Octavius
Reclusiarch with master-
crafted crozius arcanum,
bolt pistol, frag
grenades, melta bombs,
Terminator Honours,
jump pack.

142 points
TROOPS
Space Marines
Tactical Squad 1
Sergeant with bolt pistol
and chainsword, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 6
Space Marines with
bolters. All have frag
grenades.

160 points
Rhino
with storm bolter and
smoke launchers.

53 points

Space Marines
Tactical Squad 2
Sergeant with bolt pistol
and chainsword, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 7
Space Marines with
bolters. All have frag
grenades.

176 paints
Rhino
with storm bolter and
smoke launchers.

53 points

Space Marines
Tactical Squad 3
Sergeant with bolt pistol
and chainsword, 1
Space Marine with
flamer, 1 Space Marine
with missile launcher, 7
Space Marines with
bolters. All have frag
grenades.

176 points

Matt: So it falls to me (and the
Ultramarines) to stop the latest Ork
Waaagh! from engulfing the galaxy.

Fighting Orks is quite straightforward,
really — shoot them a lot and don't let them
assault you en masse! The problem is that
there are usually twice as many of them,
meaning that they tend to hit you in waves.
No sooner have you slaughtered one mob
of Boyz than another one is right behind
them — the phrase “plenty more where they
came from” definitely applies to Orks. So if
you want to stop them, make sure you
have plenty of firepower backed up by
some close combat units that can react
quickly to where the Orks look most likely
to overwhelm your lines.

With this in mind [ set about designing
a Space Marine force with as many bolters
in it as possible. For the core of the army |
went for three maximum-sized Tactical
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Squads in Rhinos, each equipped with a
missile launcher to help deal with any
Trukks or Kanz, and a flamer for when the
Orks get too close to my thin blue line.
To lead the force, | selected Chief
Librarian Tigurius. | chose him mainly
because of his background of being an
expert at fighting Orks, which | thought
was very characterful. He also happens to
be a rock hard Space Marine Librarian,
with some tasty psychic powers at his
disposal. | chose Veil of Time, which
allows him to make any number of re-rolls,
and Fury of the Ancients because of its
unlimited range and D3 Strength 5 hits.
With the compulsory choices filled, |
moved on to selecting some Heavy
Support. Past experience of fighting Orks
has taught me that they struggle against
heavily armoured tanks, so | chose three of
them. Vindicators are good against pretty



much everyone, mainly due to the size of
the template they fire. This tank is perfect
for guarding my flanks, as just the mere
threat of the Vindicator is enough to turn
large parts of the tabletop into a no-man’s
land. Against Orks, | consider the Predator
Destructor an essential choice. Its
autocannon and heavy bolters are perfect
for taking out lightly armoured Trukks and
Warbikes as well as swathes of Ork boyz.
For my final Heavy Support choice | was
tempted to take another Predator
Destructor, but in the end | settled on a
Predator Annihilator — its multiple
lascannons will be useful for picking off
the Killer Kanz | was sure Phil would be
bringing along.

Back to the plan — next on my list were
some rock hard close combat troops, fast
enough to plug any holes in my lines. Two
10-man Assault Squads led by a Chaplain

will be well able to fill this role. With each
squad capable of putting out 30 Attacks
when they charge, they should be able to
make a mess of Ork mobs of any size.
When accompanied by a Chaplain they are
even better, as you get to re-roll any missed
hits. Even if they are charged, they still get
to fight first against Orks due their higher
Initiative values.

To finish off, I've selected a unit of five
Scouts armed with sniper rifles and a
missile launcher. The sniper rifles may
come in handy for pinning small units of
Boyz, while the missile launcher can be
put to a variety of uses.

The force | have picked is quite
balanced and should be able to hold its
own no matter which mission we play. It is
actually quite a manoeverable force for
missions such as Recon, while it's solid
enough to hold objectives.

)

oy
e
Rhino

with storm bolter and
smoke launchers.

N
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53 points
Scout Squad
Sergeant with sniper
rifle, 3 Scouts with
sniper rifles, 1 Scout
with missile launcher,
95 points
FAST ATTACK
Space Marines
Assault Squad 1
Veteran Sergeant with
power fist, bolt pistol
and combat shield. 2
Space Marines with
plasma pistols, 7 Space
Marines with bolt pistols
and chainswords. All
have frag grenades and
jump packs.

T

A8

265 points

Space Marines

Assault Squad 2
Veteran Sergeant with
thunder hammer and
bolt pistol, 2 Space
Marines with plasma
pistols, 7 Space Marines
with bolt pistols and
chainswords. All have
frag grenades and jump
packs.

276 points

HEAVY SUPPORT
Vindicator
with extra armour.

130 points
Predator Destructor
with autocannon and
heavy bolter sponsons.

110 points
Predator Annihilator
with twin-linked
lascannons and
lascannon sponsons.

145 points

GRAND TOTAL 1999

Matt’s worked on every
issue of White Dwarf
since January 1999,
serving under four
temperamental editors.
He’s either a heroic
Longbeard, or a glutton
for punishment!
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Let’s Get "em Ladz

The Orks begin by charging forward, before following
up with a surprisingly impressive Shooting phase.

Tum |

Annotations
The Tankbustas
fired their rokkits
at Tactical Squad
2’s Rhino. One of
the rokkits hit,
glancing the
Rhino’s front
armour and
immobilising it.

0 The Shokk Attack
Gun fired upon
Assault Squad 2.
Luckily for Matt
the large template
scattered 6" from
the squad, and the
frenzied Snotlings
materialised
helplessly in the
middle of
nowhere.

0 Warbuggies and
Wartrakks revved

their engines and
drove forward,
firing their shootas
and rokkits at
Assault Squad 2.
The shots either
missed or pinged
off power armour.

0 The Vindicator

fired its
demolisher
cannon at one of
the Evil Sunz
Trukks, the shot
scattered north
onto a Warbike
and destroyed it,
but still managed
to catch another
Trukk in the blast.
The Trukk was
destroyed, and
careened forwards
into a barrier. The
Ork passengers
got out unharmed.

WHITE DWARF BATTLE REPORT

of both clans surged forward towards
the Ultramarines’ line. In the east, the
Evil Sunz Trukks and Bikes stormed up the
flank. Across the battlefield the Goff Deff

Dread used it's powerful claws to climb the
building. Only the Lootas and the Big Mek

remained stationary.

The first shot of the game was from the
rokkit armed Boyz in the large Goff Slugga
mob. Despite Phil needing 5s to hit, both
rokkits struck the Predator Destructor. One
penetrated, and the Space Marine tank
blew up, taking an Ultramarine from
Tactical Squad 2 with it. The Evil Sunz
Trukks managed to draw a bead on Assault
Squad 1 and killed two Space Marines with
more uncharacteristically accurate fire. The
Big Mek and Lootas fired upon Assault
Squad 2, the Lootas managing to despatch
another Space Marine (B).

B ellowing a massive Waaagh!, the Orks

In Matt’s turn, the
Ultramarines largely held their
ground, with only the Assault Squads
moving. Assault Squad 1 moved towards
the centre of the table, away from the Evil
Sunz Trukks, and Assault Squad 2 moved
forwards towards the Ork barricades. The
Space Marine Shooting phase was
concentrated on the two large Goff mobs,
the largest — the Slugga Boyz — taking the
lion’s share of the fire and casualties (E).

After the sustained Space Marine shooting

had stopped, the Slugga mob had lost ten

of its number and was reduced to 15 Bovz.

The Goff Trukk was hit by the Predator
Annihilator and was sent Kareening out of
control, before exploding in front of the
ramshackle barricades and disgorging its |
Meganob passengers prematurely. |



\

Ultramarines
o Tigurius
@ Chaplain
0 Assaull
Q Assault Squad 2
9 Scoul Squad
o Tactical Squad 1
e Tactical Styuad 2
e Tactical Squad 3

Rhino

t Squad 1

Vindicator

Predator
Destructor

Predator
Annihilator

Evil Sunz Orks

@ Warboss

E o Ork Boyz Mob 1

3 9 Ork Boyz Mob 2

9 Ork Boyz Mob 3

L Wartrakk
Warbuggy
Warbikers Mob
T Rois

@ Killa Kanz Mob
@Den Dread

Gofi Orks

e Warboss
@ sis vek
m Meganobz Mob

ElcaEHHE

@ Gretchin Mob
o Lootas Mob

9 Tankbustas Mob
© Ork Boyz Mob 1
e Ork Boyz Mob 2

Trukk

AT'S NEW!
Ork Trukks

Trukks are all about how fast they can get Boyz to the
enemy, and so are not heavily armoured at all,
essentially being a flatbed chassis with wheels and an
engine block. However, even when a Trukk turns into a
cartwheeling pile of burning wreckage they have a
tendency to keep moving, with the passengers

o The Goff Slugga
mob attracted the

majority of the
Ultramarines’ fire.
Tactical Squads 1
and 2, Tigurius and
the Scouts, all shot
at them, killing ten
Orks in total.

desperately holding on, more determined to engage the
enemy than ever. Thus, Trukks have a unique damage
table that the Ork player rolls on when they suffer a
“vehicle destroyed” or “vehicle explodes” result. This
usually means that the Trukk can make an extra move -
or Kareen! — before the wheels fly off and its passengers
can finally disembark, shaken but ready to fight.

www.games-workshop.com
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Red Ones
Go Fasta!

AAAAAAAADAADADAMDDDDLDDDDDADDEDDLMDLMAMME

A well-timed Waaagh! gets the Ork
Boyz into combat early, although it Turn 2
doesn’t all go to plan for the greenskins.

WHITE DWARF  BATTLE REPORT
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Annotations (Ork furn)
o The surviving Evil Sunz Trukk
zoomed up to the Space
Marine lines. Warboss
Gitkilla and his Boyz
disembarked and ran into
combat with the nearby
Assault Squad. However, the
Ultramarines proved to be
up to the challenge and
killed seven Orks before the
greenskins could even raise
their choppas in anger. The
Speed Freeks’ assault was
blunted, and the Warboss
and surviving mob fled back
towards Ork lines.

(alling da Waaagh!
Once per game the Ork player can declare a Waaagh! during the Shooting
phase. For the duration of the turn, all Ork infantry units (not Grots -
they’re far too weedy) gain the Fleet of Foot special rule. If a unit rolls a 1
when checking the distance for the Waaagh! move, then the Orks start
fighting before they even get to the enemy!
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The Ork Warbikes turbo-
boosted through the
barricades and quickly
surrounded the Vindicator.

Phil rolled a hit on the
scatter dice when firing the
Shokk Attack Gun, the
template was placed smack
bang in the middle of Assault
Squad 2. A massive 10 was
rolled for the Strength, so
Matt had to remove five
dead Assault Marines — the
accompanying Chaplain only
survived thanks to his
rosarius save.

The Tankbustas released a
Bomb Squig at the Predator,
but it was out of range. They
fired at it instead, scoring
three glancing hits,
immobilising the tank and
preventing it from firing in
the following turn.

Thanks to the Waaagh!, the
Meganobs reached and
engaged Tactical Squad 2.
The Orks took a wound but
retaliated by slaying five
Space Marines. The

‘ Ultramarines lost badly and
i fell back.

o The Goff Shoota Boyz
crashed through the
barricades and into combat
with Assault Squad 2. The
Goffs lost four of their
number but wiped out the
Assault squad, including the
Chaplain, in short order.




Turn 2 cuine...

Phil began the turn by decisively

moving the remaining active Evil Sunz
Trukk forward. It bounced over the Ork
terrain and then swerved in front of the
Ultramarines Assault Squad, offloading the
Evil Sunz Warboss, Gitkilla, and his retinue
of Ladz. The Warboss bellowed a massive
Waaagh! that was answered by all Orks on
the battlefield as Phil declared he was
using the Waaagh! special rule, allowing
all Ork infantry units to Fleet in the
Shooting phase. Like a green tide, the Orks
stormed forward, with the exception of the
Big Mek and the Lootas.

The Shokk Attack Gun fired again. This
time it was far more accurate, as five
Assault Marines suddenly found they were
sharing their power armour with rabid,
insane Snotlings. The Chaplain survived
the attack — only just — thanks to his 4+
rosarius save. The Lootas fired at the same
squad and managed to take out another
Space Marine. The Wartrakks also targeted
the same squad but missed.

The Warbuggies in the centre of the
field fired upon Tactical Squad 3’s Rhino —
both hit and penetrated the Space Marine
vehicle, destroying it.

On the east side of the table the Deff
Dread launched its rokkits at the surviving
Predator. They missed, flying harmlessly by
the target. The Tankbustas also targeted the
Annihilator and were much more accurate,
scoring three glancing hits, which
immobilised it, preventing it from firing in
the following Shooting phase.

In the Ork Assault phase, the
Meganobz, thanks to the Waaagh!, charged
into Tactical Squad 2. The Ultramarines
struck first, wounding one of the Nobz, but
the Orks hit back killing five in return,
causing the Space Marines to fall back. In
the centre, the Goff Shoota Boyz charged
across the barricades and into close
combat with the Assault Squad. Once
again the Space Marines hit first, cutting
down four of the greenskins. The Orks
fought back, buoyed up by their Furious
Charge ability and slew all the remaining
members of the squad. The Chaplain was
finally brought down, completely
surrounded by a tide of Orks.

Events didn’t go so well for Gitkilla and
his Evil Sunz Boyz. The Orks charged into
the remaining Assault Squad, but their
momentum was stolen, as the chainswords
of the Ultramarines slew seven Orks before
they could even finish their war cries. The
Ork Boyz tried to hit back but all missed.
The Warboss stepped forward muttering
that he’d “Show ‘em "ow it's dun”, but,

Thinking like any self-respecting Ork,
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despite hitting and wounding, the
Ultramarines’ power armour saved all the
attacks. The Assault Squad had soundly
beaten the Evil Sunz mob and its Warboss!
Proving that they can go fast even without
wheels, the Evil Sunz mob promptly fled
back towards the greenskin settlement,
before the Assault Squad could catch and
destroy them outright.

The Ultramarines hit back

The Space Marines began the turn with
Tigurius casting the Veil of Time, a psychic
power that allows all dice rolls directly
affecting him to be re-rolled. The power
was cast, but Matt rolled a double-1, so the
Chief Librarian lost a wound to the Warp.

Movement began with the triumphant
Assault Squad using their jump packs to get
within assault range of the Warbikes.
Tigurius, with Tactical Squad 1, moved
towards the Meganobz. The Vindicator
moved forward, gunning for the
Warbuggies in the centre of the battlefield.

In the Space Marine Shooting phase,
Tactical Squad 3, in the centre of the field,
fired upon the approaching Shoota Boyz
with a flamer, which fried two Orks and
wounded the Nob. The bolters and krak
missile from the same squad killed another
five greenskins. The Vindicator fired at the
Speed Freeks. It's massive shell was on
target, destroying both a Wartrakk and a
Warbuggy in the resulting explosion. The
remains of Tactical Squad 2 fired upon the
Goff Warlord and his large retinue of
Slugga Boyz, but the Ultramarines were
obviously still shaken and all missed.

The Assault phase began with Tigurius
and the attached Tactical Squad charging
into the Meganobz. Before the heavily
armoured Orks could even raise a power
claw, Tigurius unleashed a full-scale
psychic assault with his force weapon. All
three Meganobs were slain where they
stood, their mega-armour useless in the
face of the psychic onslaught.

The Assault Marines, fresh from dealing
with the Evil Sunz Warboss in the previous
turn, flew into combat with the Warbikes.
Despite hitting first, the Ultramarines failed
to wound the Ork Warbikerz, the
greenskins’ vehicles proved too tough for
the teeth of the chainswords. In retaliation,
the Orks proved equally ineffective, not
scoring a single hit. Then it came down to
the two big hitters — the Assault Marine
Sergeant managed to crush two Warbikes
with his power fist, while the power klaw-
armed Ork Nob slew two Space Marines.
All square, the units were left locked in
combat for another turn.

Smash and Grab

There’s nothing that
can really stand
against a power fist, as
the Evil Sunz Warbikes
found to their cost.




Ultramarines
0 Tigurius
@ chaplain

Evil Sunz Orks

0 warboss

o Ork Boyz Mob 1
9 Ork Boyz Mob 2
€ Ok Boyz Mob 3
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Turn 3

Cha

Goff Warboss Bigtoof Brainbiter faces off against
Tigurius in a climactic scrap, while across the field

the Evil Sunz prove they are far from finished.

first two turns clambering about on the

T he Deff Dread, which had spent the

roof of an Orky building, jumped
down with a resounding thump and
lumbered towards the remains of Tactical
Squad 2. The other Orky walkers, the Killa
Kans also finally made it into range,
making their way through the Warbuggy
wreckage created by the Vindicator in the
previous turn.

The large Goff mob cleared the
barricades and moved towards the
Ultramarines line as fast as they could,
with the Warboss yelling at the top of his
lungs. The greenskins were so emboldened
by this that even the Gretchin mob
advanced. The only active Ork Trukk

moved next to the Vindicator and started to

swing its massive wrecking ball, hoping to
take the final Space Marine tank out of
action with a gigantic, swinging lump of
oxidised metal.

The Shooting phase began with the Big
Mek aiming the Shokk Attack Gun at
Tigurius and Tactical Squad 1. Once more,
the blast marker was on target and four
brave Ultramarines died as they merged
with frenzied, warp-propelled Snotlings.
The Lootas fired next; aiming at the same
squad, they inflicted an impressive four
wounds, with Matt only saving one of
them. The Goff Boyz readied their sluggas
and also poured fire into the same squad,
but despite seven hits and five wounds,
Matt managed to make some saves this
time and only one Space Marine fell. The
two remaining Wartrakks were next and
fired at the beleagured squad, wiping out
the remaining Space Marines and leaving
just Tigurius to face the onrushing mob of
battle-hungry Goffs.

In the Assault phase, the Goff mob

piled in and surrounded Tigurius. However,

the hero of Macragge was far from
intimidated. He swung his force weapon in
a crackling arc and brought it down on
Warboss Brainbiter’s head, slaying him
instantly! The Warboss managed to inflict
two wounds in his death throes, both of
which the Librarian saved.

Elsewhere, the Goff Shootas charged
Tactical Squad 3. The Ultramarines lost
two men and failed to wound any Orks in
return. On the east flank the Evil Sunz
Boyz charged into the Assault Squad and

WHITE DWARF BATTLE REPORT

Warbike combat. The Assault Marine
Sergeant with the power fist managed to
destroy another Warbike, but the sheer
number of greenskins swamping the squad
finally did the job, and the valiant Space
Marines were wiped out,

The Space Marine turn saw very little
movement (C). Tactical Squad 2 turned its
flamer on the Ork Tankbustas and slew
four with burning promethean. The
Tankbustas wavered in the face of such
losses and fled back into the settlement.

In the Assault phase Tigurius bravely
battled on, felling another two Goffs. In
response he weathered 33 attacks, of
which eight wounded him, but still he
managed to survive! However, an Ork Nob
with a power klaw dashed Matt’s hopes,
and brought down the Ultramarine hero —
this will be a grave day on Ultramar!

In the combat between the Goff
Shootas and Tactical Squad 3 the
Ultramarines killed another Ork for no
losses in return. Without their Furious
Charge, the Ork Boyz lost some
momentum and only inflicted two wounds,
both of which were saved. The Orks had
lost the combat but stayed put only
because the Nob used his bosspole to
murder a comrade and prove a point!

Who's da Boss?

Ork Nobz carry
bosspoles as a sign of
their status. Each time
a unit with a bosspole
fails its Morale check,
you may choose to
inflict a wound on the
unit in order to re-roll
the test. This is the
Ork way of restoring
“dissaplin” to a rowdy
mob that might be
thinking of “runnin’ da
uvver way”.
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The Warbuggy fired its rokkits at the Rhino
and scored a penetrating hit, destroying the
Space Marine transport.

The Tankbustas targeted the Predator. The
rokkits glanced off the tank’s armour, but a
Bomb Squig detonated close by and glanced
it. Phil then rolled a 6, destroying the tank.

Tactical Squad 2 was the only unit to move in
the Space Marine turn, advancing forward so

they could use their flamer on the annoying
Tankbusta Boyz.

The Vindicator fired at the Evil Sunz mob on
the east flank. The shot scattered back
towards the Ultramarines lines, and destroyed
a Warbike.

9 The Ultramarines Scouts aimed their sniper
rifles at the Deff Dread, hoping to find a weak
spot, but failed to penetrate.

Ultramarines
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Shokhk

ttach!

Due to the tenacity of the Ultramarines and Ty %4
some faulty Ork equipment, the Space

Marines are far from finished, and make the

Orks pay for the death of every battle-brother.

he greenskin mobs not already

engaged continued 1o advance. The

Gretchin felt ready to take part in the
battle by mounting some Trukk wreckage
to give them line of sight to Tactical Squad
2 (B). The Wartrakk and Scorcher barrelled
forward over the barricades in a desperate
attempt to see some action, but Phil rolled
a double-1 twice in a row for their
Dangerous Terrain test, and so both ended
up stranded and immobilised in the middle
of the battlefield. The Warbikes, fresh from
their combat on the Assault Squad, charged
into the ongoing combat between Taclical
Squad 3 and the Goff Shoota Boyz.

The Shooting phase started with the
Shokk Attack Gun powering up. Phil
targeted the Space Marine Scouts but then
rolled a double-5, meaning that the Mek
teleported himself into combat rather than
the demented Snotlings! The active Evil
Sunz Trukk fired its rokkits at the
Vindicator. The tank took a penetrating hit
and lost the demolisher cannon,

The assaults were fast and deadly for
both sides. The bewildered Mek fared
badly against the Scouts, who took the
surprise appearance of an Ork Mek in
good stead and promptly wounded him.

The Mek, obviously still suffering from his
unexpected journey, failed to hit the
Scouts, and lost the combat. Once again
Phil rolled high for the Fall Back distance,
and the Mek scarpered before the Scouts
could cut him down. The Deff Dread
charged into Squad 2 and made short work
of the two remaining squad members. On
the east flank, the Orks fared badly against
Tactical Squad 3, only managing to slay
one Space Marine. The Goffs stayed put
but the Warbikerz hit the throttle and fled
away from the combat.

In the Ultramarines turn there was very
little for Malt to do; the only bits of
shooting were from the pintle-mounted
storm bolter on the last Rhino, and the
Scouts (C). The storm bolter fired into the
large Goff Slugga mob and managed to
take down an Ork, crucially reducing the
mob to half strength.

Then it was straight into the only active
combat, between Tactical Squad 3 and the
Goffs. By this time, both sides seemed to
be suffering from prolonged exertion as the
Orks and Space Marines failed to hit their
foes. The combat ended in a stalemate,
and both sides readied their weapons for
the next turn of fighting.

Ultramarines
@ Tigurius

@ Chaplain
0 Assault Squad 1
Q Assault Squad 2
6 Scout Squad

o Tactical Squad 1

Wartrakk

m Warbuggy

E Warbiker Mob

Trukk

e Tactical Sguad 2 @ Killa Kan Mob

Rhine

o
&

Vindicator

Predator
Destructor

Predator
| Annihilator
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Annofations

The Evil Sunz
Warboss and the
Tankbusta Boyz
fled from the field
of battle.

The Grots aimed
their blastas and
fired on Tactical
Squad 2,
surprising
everybody by
killing two Space
Marines, leaving
the Deff Dread
with even fewer
targets to crunch.

Once again the
Scout Snipers took
careful aim at the
approaching Deff
Dread. They failed
to find a weak
point, and the Ork
walker continued
its inexorable
advance.

q
/
r/

poday apyeg [ SHYO T

P L Ay
www.games-workshop.com .



Orks are da Best

FYVVVVVYVYVVVVVVVVVVVVVYVYVVVYYY

As the game entered the final third, it Tums 5 & 6
was clear that the superior numbers of

the greenskin horde had prevailed.

Wrecking Ball

Great for cracking
enemy armour,
wrecking balls are a
Trukk upgrade, which
deliver a Strength 9 hit
on a roll of 4+ on an
enemy unit within 2" of
the wreckin’ ball.

s the battle drew towards the
A conclusion, the embattled Space

Marines fought on, although all
Ultramarines still alive knew that none
would survive the day. The Goff Slugga
Boyz moved up the hill to assault the
Scouts. The Evil Sunz mob and Gretchin
advanced as far forward as possible. Even
the Killa Kans finally moved around the
barricades and into walking distance of the
enemy deployment zone.

The Deff Dread advanced towards the
last Rhino, its claws chopping in
anticipation of cutting through the vehicle’s
armour. The Lootas fired upon the Scouts
and killed four, leaving just one to face the
enraged Goffs charging up the hill! In the
Ork Assault phase the Kanz and Evil Sunz
mob piled into Tactical Squad 3. The
Dread assaulted the Rhino and ripped it
apart, while the Goffs made short work of
the lone Scout. The Evil Sunz Trukk used its
wrecking ball against the side armour of

WHITE DWARF  BATTLE REPORT

the Vindicator. The tank’s thick ablative
armour held and so the wrecking ball
failed to damage it.

Despite the Orks flooding the area, the
Space Marines of Squad 3 were far from
finished, slaying the Goff Nob — the last of
the Shoota Boyz mob. Still, with the Kanz
and the Evil Sunz joining the fray, even the
Ultramarines struggled against the
overwhelming numbers and lost four Space
Marines, leaving just the Sergeant. Matt,
though, refused to be beaten and rolled a
double-1 for the Morale check!

Space Marine Turn 5 leapt straight into
the Assault phase, and the Sergeant
despatched another Ork and braved the
odds once more to survive the turn!

In Ork turn 6 all attention was focussed
on the lone Space Marine Sergeant. Could
he survive the final round of combat?
Unfortunately not — a Killa Kan
unceremoniously brought him down,
securing victory for the greenskins!



__Turn 5 Scores

Ultramarines

poday apseg [ SYYOLT



Broad side of a barn
takes a direct hit!

I just loved the look on
Matt’s face when two
rokkit launcha-toting
Orks in the big Slugga
Boyz mob got a pair of
direct hits on the
Predator Destructor,
turning it into scrap
before it had a chance
to fire. A couple more
Tankbustas in the
warband from now on,
1 would think!

Indirect influence
Though it runs against
Matt’s playing style, |
think | would have
played super-
defensive, holding my
Assault Squads back
and using them to
counter-attack.
Instead, their advance
triggered an early
Waaagh! and robbed
Matt of a turn of
shooting. Also some
indirect fire from a
Whirlwind or two
could have really
punished the Orks,
especially the Lootas
and their Mek buddy,
causing havoc from
the back.

UWAAAGH! Orks

Phil: Alright! That was all kinds of fun. The full swing, and with the benefit of their
Boyz got stuck in nice and early due to the Furious Charge they bashed up Space

Waaagh! on the second turn, which robbed Marine squads and special characters alike
most of Matt’s army of a whole turn of The Warbosses, on the other hand, were a
shooting. | was very lucky with those bit of an embarrassment; despite causing
Meganobz — they managed to Kareen! their plenty of wounds, those were all saved by
Trukk towards Matt’s lines and pass their Matt's power armour saving throws. The
Pinning check, allowing them to plough Speed Freeks had a dodgy start, but really
into Matt’s line before being seen off by took their toll in the latter half of the game
Tigurius (damn that Veil of Time!). with the Warbikes riding out everything
The performance of the Boyz was that the Space Marines could throw at
about right — one unit absolutely mullered them and still breaking power armour with
its Assault Marine opponents and cut down the Nob’s power klaw.
the Chaplain leading them in a single Overall a darn good fight — Matt’s
round, the others became chainsword mighty counterattack nearly swung the
fodder. Overall | can’t fault the lads really. game back his way, but in the end the day
They took out a couple of tanks with lucky was green, and one of the Warbosses even
rokkit shots before the Tankbustas got into lived to fight another day. Waaagh!

& § The performance of the Boyz was about right —
one unit absolutely mullered its Assault Marine
opponents and cut down the Chaplain leading
them in a single round, the others became
chainsword fodder! 9@

“But..”, ventured the Evil Sunz Nob to
Gitkilla, the Warboss, “Da Goffs are
sayia' yoo ran from da oomies and they
ain't gonna follow ya now'ere”. The
Warboss looked at the Nob, as if
thoughtfully contemplating what he had
just said, before briskly raising his
choppa and decapitating the Nob in one
fell swing. Gitkilla spun round to face
the other Nobz who were trying to
ignore the previous spcakcr's body as it
jerked this way and that, spurting green
blood. before crumpling to the ground.
“Right! I want yoo's all ta listen and
listen good,“ announced Gitkilla to the
gathered Evil Sunz. “T don't care what da
stinkin’ Goffs said, I didn’t run from no
stoopid oomies. It was a trick of da
light or dat psyky Tigga bloke that

Da b";' of da Orks : made ya fink yoo saw it. But I didn't
The Blg Mek excelled himself. Sl.II'E‘r he run like some pansy Grot, | bashed 'em
did accidentally fire himself across the good.” Gitkilla looked around. waiting

table into combat with the Scouts, but
before his little mishap he killed more
Space Marines than both the
Warbosses put together. Go the warp-
crazed Snotlings!

for an Ork stupid cnough to voice an
objection - there was silence. "Now. I'm
takin’ charge of the whole shebang,
anyonc fink they know betta?”
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Tigurius Lost

Matt: Well that game swung all over the
place! My counter attack in Turn 3 nearly
won it for me. Nearly.

Having weathered two waves of Orks |
just didn’t have the numbers left to take on
a third. Losing the Predator Destructor
early on was a big blow (It was just the
type of jammy luck | expect from Phil).
Overall, though, there were two things that
lost it for me.

Firstly, | let the Assault Squads get
charged. For me, this a cardinal sin. [ just
wasn't prepared for the Orks’ new Waaagh!
rule — a mistake | won't make again. |
should have hung back with them, but I'm
just too used to playing Black Templars.

And curse that Shokk Attack Gun! |
need to do my research a bit more next

GAAAAAAAAAAAAAAA

time. This gun is awesome at killing Space
Marines and should be dealt with at the
earliest opportunity. A Devastator squad
armed with some heavy bolters or even a
deep striking unit of Terminators could
have dealt with him. Another mistake |
won't be making again.

Overall it was a fun game that swung at
least three times. With one Warboss dead
and the other one fleeing like a Gretchin
off the board (I'm sure a Nob from his
warband will be eyeing up his position)
another Ork Waaagh! from the Charadon
empire has been delayed; meaning that, in
a tenuous way, it's a victory to the
Ultramarines (ahem). | look forward to my
next game against Phil, but | think Il field
my red Space Marines next time...

With one Warboss dead and the other one fleeing
like a Gretchin off the board, another Ork

HERO OF THE IMPERIUM
Tigurius was immense.
He killed all the Mega-
armoured Orks in one
turn of combat,
keeping the
Ultramarines in the
fight on the right flank.
If only he’d had an

Waaagh from the Charadon empire has been
delayed; meaning that, in a tenuous way, it’s a

Invulnerable save, he
could have fought to
the very end.

victory fo the Ultramarines (ahem)! 9@

WHITE DWARF SAYS...

Christian Byrne, White Dwarf’s
resident “beardy” tournament
player, offers some words of advice:

Phil’s approach to the game was a
textbook use of the Orks -
overwhelming numbers of infantry
spearheaded by fast moving assault
units. The overall effect of such a
tactic against small, elite armies like
Space Marines is to grind their
numbers down and eventually
overwhelm them. Smaller armies can
deal with this, however, if they use
cover effectively (so they always
strike first) and hold valuable assault
troops and independent characters
back to launch the inevitable
counter-assault.

Another tactic that is not so common - yet devilishly effective — is using transport vehicles to block areas of the
battlefield hopefully buying time on one flank, while you deal with what’s approaching on the other. The key is to
remember the “one-inch rule”. This means (unsurprisingly) that enemy models cannot pass within 1" of an opposing
model unless they intend to assault it. Used wisely, three Rhinos can effectively barricade a section of the battlefield
for at least a turn (as an aside, if this is done with a skimmer any troops deployed can fire past the skimmer but
cannot be directly assaulted). If Matt had done something similar on his right flank, he could have brought the full
force of his army down upon the advancing Evil Sunz, hopefully wiping them out before returning to await the
advancing Goff horde.
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2007 in Review...

August: The Return of the King

WHITE DWARF

Here’s just a handful of some of the great
miniatures released over the last year:

High EIf Mage.

Boromir.

e last year was an incredibly busy
one here in the Games Workshop
Design Studio, with absolutely tons

of great releases hitting the shelves of our
hobby centres. It was a year in which old
favourites returned in new incarnations,
while new innovations stole the show.

Around these pages you can see a
sample of the great releases from last year,
from the Empire army for Warhammer last
January, to the more recent High Elves and
Apocalypse releases. Of course, these
flashbacks don't tell the full story.

For example, it was an amazing year
for hobby accessories. In April 2007 the
Foundation Paints were released, which
revolutionised the crait side of the hobby
for many painters. Most recently, the
revamped Citadel Tools have provided
hobbyists with custom-designed modelling
implements for virtually every need.

DESIGN STUDIO

Kurt Helborg.

Master of the
Ravenwing.

Gilavhar.

In a similar vein, Citadel scenery,
Apocalypse templates, Moonscape and
Vortex Grenade template, not to mention
the Apocalypse backpack and custom army
cases, have all contributed to making the
Games Workshop hobby that bit more
involving, fun and, well, cool!

It was also a year for activity and
participation. In addition to the amazing
Games Days all around the world (where
the show was stolen in almost every
instance by Baneblades and Apocalypse
mega-battles), we had the Nemesis Crown
campaign, supported by new models for
Empire, Orcs & Goblins, and Dwarfs, and
of course it was the year of White Dwarf’s
30th birthday, providing a great excuse for
a global party! You'd think that 2007
would be too hard to beat, but you'd be
wrong — just take a look at the next few
pages and see for yourself...




ostalgic and takes

te Dwarf team gets all n .
ar 2007 was. But of course, the Design
their laurels! On the following

that 2008 will bring!

As a new year begins, the Whi
t ye
1 look back at what a grea
studio is not a place where people restdon
pages we'll also look ahead at the wonders

Scenery

Not to be overlooked, the Citadel scenery
range, released in June 2007, revolutionized
Warhammer tabletops across the world. Now
gamers can populate their tables with buildings,
ruins, hills and forests, which look fantastic and
require minimum modelling effort!

August: Gondor in Flames

CHADS SPACEJWRRINES |
Citadel Trees. Ew‘ % Gy
; : Nan.
Mighty Empires
The return of Mighty Empires last
July was welcomed by many
veterans, while newcomers to the
hobby were introduced to the
joys of Warhammer campaigns.

Septernber:
Chaos Space Marines

November: High Elves

What a corker of a
Year that was| Turn
over to find out what
the future holds, ..

The Baneblade. Quite simply the biggest
plastic kit we've ever produced, and the
star of the Apocalypse releases.
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WHAT THE FUTURE HOLDS
CITADEL DESIGN TEAM

The talented sculptors and CAD operators pulled out all
the stops in 2007, and look set to do it again this year! The
new technology devised while producing kits like the
Baneblade will really help push the bar for future projects.
Take a look at this incredibly detailed plastic Corpse Cart,
and wait until you see what’s coming up later in the year!
Suffice to say that the skill of the designers, coupled with
investments in cutting edge technology, have opened the

floodgates — the potential is frightening!

Corpse Cart.

Colin Grayson begins the painstaking
process of designing the 3D Corpse Cart.

DID YOU KNOW?

Sliding Core Technology

First used on the Baneblade to produce one-piece weapons with
pre-drilled barrels, sliding core technology is a highly advanced
form of plastic moulding. No manufacturer has ever used it on a
wargames model before, as it's expensive and difficult to engineer,
making the process a considerable investment in the future of
Citadel Miniatures.

The process uses a 4-stage mould —
two mould sides (A) close together as
normal, then the “sliding core” (B)
components move in from the
sides. Plastic is then pumped into
the mould. It flows around the
pins, creating the hollow barrels.
The mould then slides apart to
give you a new, high-tech frame.

Mark Harrison sculpts the new Vlad von
Carstein miniature, using the more

Like something
traditional method.

from the set of a
sci-fi movie,
technological
advancements
like this mean
that our plastic
kits can get
bigger and ever
more detailed!

Viad von Carstein.
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'EAVY METAL

Bolstered by the arrival of Joe Tomaszewski last year, the 'Eavy
Metal team has increased it's output, whilst maintaining its
impeccably high standards. They're currently putting the
finishing touches on the last few Vampires, as well as starting
work on Daemons of Chaos and providing the ever-popular
step-by-step masterclasses for White Dwarf each month.

loe paints the forthcoming
plastic Isengard Troll. Yes,
that’s a multi-part plastic Troll!

Keith Robertson paints the Vlad miniature
that vou saw earlier. His current project,
however, is still top secret. T

Isengard Troll.

HOBBY TEAM

All of the amazing modelling projects you see each month in White Dwarf,
along with the splendid scenery featured in every Games Workshop book
and battle report, are the results of hard work put in by several talented
individuals. The prime culprits are usually Studio Modellers Dave Andrews
and Mark Jones, top hobbyist Chad Mierzwa, and Studio Illustrator Neil
Hodgson. Together, these guys create the settings and advanced projects to
complement everything the Studio produces.

Mark Jones hard at work on
some Harad buildings (B).

Dave Andrews puts the finishing
touches to his awesome Vampire
Counts manor (A).

www.games-workshop.com




GAMES DEVELOPMENT
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The think-tank of the Design Studio, the Games Developers
are housed in one of our most secretive chambers. These
talented chaps are responsible for writing all of our
rulebooks, Codexes, Army Books and supplements, as well
as articles for White Dwarf (especially rules-based ones like
last year’s Blood Angels Codex). Right now, they're plunged

into Daemons and Mordor, and beyond that even we
cannot glean further information!
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Alessio works out the intricacies of the
new Daemons. We stole this sneak
peek while he wasn't looking!
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This somewhat untidy area is the home of resident mad
scientist, Dave Cross. Dave's job is to come up with all
manner of cool, innovative hobby products to make things
easier, more convenient, or just cooler for you, the
customer. Dave’s lab is the birthplace of Foundation Paints,
Citadel Trees and Gaming Hills, Apocalypse templates and
the awesome backpack, figure cases and the new Hobby
Tools. His plans for 2008 are mind-blowing, and if you look
closely at these pictures you might even catch a glimpse of
some of them!

Dave at work in the hobby lab,
surrounded by blueprints and
experimental product samples!

Products that make the cut
go on display in the far
right cabinet. The rest are
doomed to an eternity in
Dave’s hobby archive.

What's this? Well we don't
know, but we're told it may
revolutionize the way vou
paint Citadel miniatures.
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ART AND GRAPHICS

Under the guidance of the legendary John Blanche, the

artists and designers in the Studio team are constantly busy -
producing beautifully rendered paintings, technical

drawings, maps and icons, or laying out all of the Studio’s

books. Their boundless enthusiasm and mountains of talent

helps in no small way to bring the worlds of our games \ 5
systems to life. The sketches here are among their current '
projects. Can you tell what they are yet? K

el

Paul Dainton works up a sketch for the Vampire
Counts book. Games Workshop has a proud
history of using traditional art mediums in its
imagery, and the talented Studio artists strive to
enrich our gaming worlds.

These sketches are far from finished, but
give a glimpse of the amazing work being
produced for the Daemons project.

Here, Alex Boyd works on another black and white
piece for the Vampire Counts book. The new army
book is one of the most atmospheric ever, thanks in
no small part to the art department.

gy
-
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Journey Books

These expansions allow
you to recreate the events
of the books and films in a
quite literal manner. Each
journey recreates part of

The Lord of the Rings story

through a campaign, with
plenty of associated hobby
projects to keep you busy!

66 WHITE DWARF THE LO

One of the big draws to The Lord of the Rings strategy battle
game is the rich imagery and heroic battles from the books
and films. Here, Mark Latham takes a look at some inspiring

scenes to recreate in miniature!

hen most of us first began playing
WThe Lord of the Rings strategy

battle game, it was either

because we finally had the chance to
game with the beloved characters from
our favourite books, or because we had
just witnessed an awe-inspiring action
scene on the big screen and were inspired
to recreate it on the tabletop.

Whichever your approach, what holds
true is that gaming in Tolkien’s world is

literary magic in mini
telling a tale of heroism, ad

Studio personages think of as their
favourite, most inspirational movie
moments, and why:.

This article looks at getting back to
those inspiring moments, :
dramatic scenes from tt
of the Rings can infor
You might want to |
based on your favour
scenery to represent a |
Middle-earth, or si
miniatures that lo
'rml‘rl rhe movies




Scenarios

Scenarios are a fantastic way of recreating
a “movie moment” quite faithfully.
Whether you want to re-enact the breaking
of The Fellowship at Amon Hen (see
below), or to fight an all-out siege at
Helm’s Deep, a special scenario game is
the way to do it. While all of the scenarios
in the main rules manual are designed to
provide a balanced gaming experience, it's
the ones that you'll find in the Journey
books and Sourcebooks that are
specifically intended to be narrative-driven.
We've provided the Amon S0l scenario at
the end of this article to show you exactly
what we mean.

first movie.

Scenery Projects
Many key events from the books and films
take place in a distinctive or unusual
setting, and the films in particular provide
us with a clear picture of what those
settings look like. Many hobbyists love to
recreate the unique features of Middle-
earth on their battlefields. Again, the
Journey books are a great source of hobby
tips for this kind of battlefield scenery — all
kinds of step-by-step projects can be found
within, from building Weathertop and
Balin’s Tomb, to constructing the walls of
Minas Tirith!

=> continued on page 69

MOVIE MOMENTS

The Hobbits face the foul
Nazgdl in this i '
atmospheric sce

Amon Hen

Mat Ward: | like my films (and books, and comics...) to
have heroes that you can cheer for as they courageously
battle against insane odds. That being the case, | have to
choose the fight on Amon Hen as my favourite The Lord
of the Rings moment. People always talk about the
Boromir bit, but | prefer Aragorn’s one-man charge
against the Uruk-hai - it’s just great. Frodo flees and the

film moves into slow motion. Aragorn turns to meet the
oncoming horde. Not only does he not look intimidated
by the dozens of brutish Uruk-hai bearing down on him,
he actually salutes them before wading in. For several
seconds we're treated to the sight of Lurtz’s entire
hunting party being completely outfought by a single
man. Now that’s worth cheering!
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The Cave Troll prepares another hammer
blow as Aragorn dives far cover! g

The Mines of Moria

Gav Thorpe: The section of The Lord of the Rings that |
enjoy the most every time | read the book is the journey
through Moria. A great tension builds, starting from the
moment the Watcher in the Water blocks the gate
behind The Fellowship. As The Fellowship journeys
eastward alone in the darkness, the suspense grows,
culminating in the reading of the Dwarf tome in the
chamber of Mazarbul. After that, it's a battle with the
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Moria Goblins and the hectic flight to the bridge of
Khazad-dam, before Gandalf’s climactic duel with the
mighty Balrog. What more could you want for a series of
adventures? You get to pitch the might of The
Fellowship against the Watcher in the Water, hordes of
Moria Goblins, a Cave Troll and a Balrog, all the while
followed by the elusive Gollum.They are coming...

we cannot get out!




_ MOVIE MOMENTS

Ride of the Rohirrim

Alessio Cavatore: My favourite moment from The Lord
of the Rings movies - one that always brings tears to
my eyes - is definitely when the Rohirrim arrive on the
fields of the Pelennaor to find Minas Tirith under siege.
Théoden’s speech, his riding up and down the line
hitting the spears of his men, their war cry, the horns

and the great music set the scene for what is, without
the shadow of a doubt, the most amazing cavalry
charge in the history of cinema! If you look carefully,
you can even see Snowmane outrunning every other
horse - the King is the first rider to crash into the
enemy ranks. Heroic stuff!

>> continued from page 67

Army selection

As mentioned earlier, another great way to
re-enact a particular event from the films or
books is for you and your opponent to
choose forces that are based closely on
those from the scene in question. For
example, if you wanted to base your force
on the Uruk-hai who captured Merry and
Pippin, then most of the troops would be
Uruk-hai Scouts, others would be Mordor
Orcs, and the Heroes in the force would be
Lurtz, Uglik and Grishndkh. On the other
hand, if you wanted to recreate the battles
of The Fellowship of The Ring, then you'd
only need the nine companions for those
particular scenarios.

Structuring your army in such a way
extends beyond the models in your
collection — even a well thought-out paint
job can add to the atmosphere and
coherency of the force. For example, to
represent the Orcs that work in Saruman’s
forges — and who fight against the Ents in
The Two Towers — you might just use
Mordor Orc models, but paint white hands
on their shields and banners. On the other
hand, some hobbyists are meticulous about
details when it comes to painting
prominent characters from the films, even
going so far as to match the markings on
their horses!

Legions of
Middle-earth

This invaluable

expansion for The Lord
of the Rings strategy
battle game contains
every army list and troop

type available. If

you

want to recreate a force
from a movie scene, then
you'll find the means to
do it in this tome.

LEGIONS
MIDDLE-EA

OF
TH
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The Hunt
of the Nazgdl

Phil Kelly: | have always been a
fan of the bad guys, and they
don’t come much badder than
the Witch-king and his evil
compatriots. | just love the
suspense and menace that
bleeds out from every second
of their screen time, especially
during the scenes when they
are hunting the Hobbits
around Bree, and the chase
scene where they pursue
Arwen to the Baranduin river.
When the Nazglil are on the
prowl it never fails to give me a
lump in the throat - even if
they are driven off a little too
easily for my liking!

Fall of the Witch-king

Mark Latham: There are so many
moments of one-on-one combat
and abject heroism in The Lord
of the Rings story that it's hard
to pick just one. However, for me
any scene involving the Witch-
king of Angmar wins out,
because he is the “big bad”! My
pick, therefore, will be the
moment when he gets his
comeuppance. Having terrified
most of the heroes of the tale,
and even bested Gandalf, it is
Eowyn of Rohan and a mere
Hobbit who spell his doom -
there are few stories of bravery
in the face of almost certain
death that can beat that!

Helm’s Deep

Andy Hall: | love situations
where the heroes are in a
seemingly impossible scenario,
facing a countless horde with
only a small but loyal force of
their own to fight back. The
siege of Helm'’s Deep is just
such an occurrence. It's non-
stop action, from the explosion
of the Deeping Wall to Aragorn
and Gimli’s clearing of the
bastion gate. And how can you
not be moved when Aragorn
and Théoden ride out of the
keep to do battle, before the
Orcs are scattered thanks to
Gandalf and the Rohirrim’s
timely intervention.
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SCENARIO: AMON SUL

Aragorn has led the Hobbits to Amon Sal — lately the site of
a great battle between Gandalf and the Ringwraiths. Whilst
Aragorn leaves to spy out the land and find food, the
Hobbits are left alone in the ruined grandeur of the old
outpost, the graven faces of kings long dead staring down
at them from the walls. It is in the still watches of the night
that their situation takes a turn for the worst, for the five
Nazgil who did not follow the Grey Wizard spy their prey
atop the crumbling edifice and, shortly thereafter, attack
out of the shadows. Against the terror and fury of the five
Ringwraiths the Hobbits cannot possibly hope to prevail,
vet Frodo’s companions rush to his defence in the hope
that Aragorn will return before all is lost.

Participants

Good

Frodo Baggins
Samwise Gamgee
Peregrin Took
Meriadoc Brandybuck
Aragorn

Evil
The Witch-king of Angmar
4 Ringwraiths

Note that the Ringwraiths have the minimum amount of
Might, Will and Fate described in the main rules manual
(ie, 0/7/0 for the Ringwraiths and 0/10/0 for the Witch-king
of Angmar). This represents the fact that Sauron’s power is
still building and even his most deadly servants are not yet
at full strength.

Layout

This scenario is played within the ruin of Amon Sal itself —
a circle 12"/28cm in diameter. See The Fellowship of The
Ring Journey book for the modelling project. The boundary
of the playing area should be crumbling walls that can be
climbed by a man-sized figure (ie, between 1"/2cm and
2"/4cm tall). In addition, the entire playing area counts as
difficult ground.

Starting Positions

The Good player deploys the Hobbits within 3"/8cm of the
centre of the board. The Evil player then deploys the
Ringwraiths touching the edge of the playing area. Aragorn
is not deployed at the start of the game, but will be
available as the game goes on.

Special Rules

Flaming Brands: All of the Hobbits are clutching flaming
brands as well as the swords they have taken from the
barrows near the Old Forest. If they win a combat, any
surviving opponent must immediately retreat D6"/2D6em.

Seat of Power: The aura of nobility that surrounds the ruins
of what was once a great fortress is a major deterrent to the
Evil forces. Any Ringwraith (including the Witch-king) in
the playing area at the start of its move must test its
Courage in the same way as if its force was broken.

Aragorn: Aragorn is not present at the start of the game and
is instead out in the wilds foraging for food, unaware that
the wraiths are so close. From the second turn onwards,
the Good player may roll a D6 at the end of his Movement
phase. On the roll of a 4+, Aragorn will move onto the
playing area from any point on the circumference of the
circle. Aragorn may not charge on the turn he arrives, but
may otherwise act normally.

The Cry of the Nazgil: Once per game, in the Priority
phase (but before any dice have been rolled), the Evil
player may choose to unleash the piercing wail of the
Nazg(l. This terrible cry freezes the hearts of all who hear
it. Accordingly, for the duration of the turn, all models on
the Good side have their Courage reduced by 3 points.
However, such a fearful noise will also have the effect
of drawing more attention to the Nazgal — in the turn that
this ability is used, Aragorn will arrive on the roll of a 2+,
rather than a 4+ as described in the Aragorn special rule.

- Objectives

. The Evil side wins
automatically if Frodo
is slain - The Ring is
recaptured and the

- fate of the world is

- forever altered.The

' Good side wins if all of
the Ringwraiths are
slain or driven off.

- In any other result, or if
both players meet their
victory conditions in
the same turn, the

~ game is a draw.
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STRATEGY BATTLF GAME

MINES OF

N INTRODUCTION TO STRA

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

NEW LINE t?i\l-l.\l.\‘
H.

CITADEL _
MINIXTURES ®



BOX CONTENTS

34 Plastic Miniatures Balin’s Tomb Plastic scenery Gaming Essentials
Many of these models are only available Recreate the Chamber of Mazarbul Full version of The Lord of the Rings
in this box set! on the tabletop with this fantastic strategy battle game rules!

plastic scenery set.

= Frodo * Merry & Pippin * Legolas * Small format 112-page rules manual
» Sam * Boromir * Gimli Hobby Supplies = Fantastic introductory booklet

= Gandalf * Aragorn = 24 Goblins THS Misce of Moria box. s&t also + Dice and range rulers

= Cave Troll (with two weapon options) contains 12 paints and a paintbrush. = Paints and paintbrush

360

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




THE GITADEL RANGE

This month, the
Citadel Miniatures
range’is undergoing a
bit of a facelift and
reorganisation. Rick
Priestley is on hand

to shed some light on

the matter.

about the new Citadel 2008 Mail Order

Catalogue. Obviously I said no.
Unfortunately our esteemed editor has
discovered my weak spot — namely strong
beer — so here we are with a brief
introduction, impending deadline, and
nagging hangover. | alone have to suffer
the last two of these, while you only have
to put up with the first. Consider
yourselves lucky.

As most readers will undoubtedly be
aware, your average Games Workshop
store carries only a fraction of the huge
Citadel Miniatures range “on the shelf”.
Mind you, that's still just under a thousand
different boxes, blister packs, paint pots,
etc, which is a lot of stock to juggle you
have to agree. Not that our gallant store
staff would be so cavalier. As to the rest -
many, many thousands of items — these can

I 've been asked to write a few words

be ordered either in your local store and
picked up a few days later, or they can be
purchased from our web-store or via
telephone for home delivery. And that's
where our new catalogue comes in.

The new catalogue contains our entire
reorganised and updated ranges for
Warhammer, Warhammer 40,000 and The
Lord of the Rings. When | say reorganised,
| mean that many items that were
previously available only as part of larger
sets or random selections have been
organised into either individual models or
smaller selections. Particular attention has
been paid to ensure that models are
available to fit all the various army lists.
We've even brought some classic models
back into production to fill gaps in the
existing range.

The most striking thing about our new
catalogue is that it’s full of pictures of




WARHAMMER

40,000

gloriously painted Citadel miniatures. What
will be less apparent is that this is our first
ever world-wide catalogue — making the
whole range available to all our customers,
wherever they happen to live. No doubt
we will all come to appreciate the even
speedier and more efficient service that
having a single world-wide range
facilitates. Meanwhile, everyone can enjoy
page-after-page of eye-watering miniatures
painted by the 'Eavy Metal team, lavishly
presented in full-colour throughout, and
actual size wherever possible.

Before we get carried away looking at
all the pictures, it's well worth bearing in
mind that the catalogue is designed to
work with our new web-store. Watch this
space for further developments! A printed
catalogue can be updated every year — and
we fully intend to do so — but the web-
store is being updated daily with all the

new models as they appear. Inevitably, the
ultimate reference for the Citadel
Miniatures range of the future will therefore
be the web-store in conjunction with the
latest printed catalogue. For this reason
we've decided not to double the size of the
catalogue by including the whole range for
Mordheim, Battlefleet Gothic, Warmaster
and other Specialist Games. All these
models are still available and we've put the
entire ranges for all the Specialist Games
onto the web-store, where they can be
viewed in full. The same goes for our
reorganised Bitz Packs range for converters
and modellers, and our forthcoming
Collectors’ range which will include the
very best of our archives as well as existing
new models — although we managed to
sneak a selection of both these new ranges
into the catalogue.

Rick Priestley

COLLECTORS’ RANGE
MINIATURES
Turn to page 79 for
more information

This fantastic Empire Hero is one
of the many models that will form
the new Collectors” range.

www.games-workshop.com
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THE GATRLOGUE

Cataloguing the entire Citadel Miniatures range was a massive undertaking, which
followed months of hard work to organise the range in the first place! The result is
a 416-page, full-colour catalogue to inform and inspire your miniatures collection.

THE LORD OF THE RINGS

WARHAMMER 40,000

WHITE DWARF  CITADEL MINIATURES RANGE

most user-friendly and attractive catalogue to

date. Gone are the pages and pages of grey,
unpainted metal figures. Now, beautifully painted
Citadel miniatures adorn every page, and every
model from the current range of Warhammer,
Warhammer 40,000 and The Lord of the Rings
strategy battle game are accounted for, along with
our Citadel hobby products.

But glorious technicolour is not the only
innovation to grace the catalogue pages. The
organisation of this weighty tome has been very
carefully thought out to make it much simpler to
navigate. For example, a Space Marines player,
looking for a Devastator Squad for his army would
first turn to the clearly marked Warhammer 40,000
section. From there, he would find the Space
Marines section. In the old days, he would have had
to rifle through the pages until he reached the
Devastators entry. Now, however, he need only turn
to the Heavy Support section, where the Devastators
will be displayed in the same place as they are in
the Space Marine Codex.

This systematic approach has been applied
throughout the catalogue to make it simple for a
newcomer to the hobby to use, whilst being
convenient and attractive to veteran gamers. Of
course, the clear layout and concise information on
each page will also encourage casual browsing -
after all, we all love looking at pictures of well-
painted miniatures!

The 2008 Citadel Catalogue is the clearest,

WARHAMMER




— Army Section

As you'd expect, the catalogue
entries are organised by army.

Each miniatures entry is organised
in the same way as your army list!

— Force Organisation — It's All in the Detail

Where possible, miniatures
are shown in close-up.

SPACE MARINES

178

Marneus Calgar and Honour Guard
Eabainr. ]

This boied sef conias 5 med-pan plastic Space Marings, inchuging options for 2 Space Marine Veteran Sergears. Company Chamgion
Apotterary, Stta Besrer and a Spaoe Marive wifh assmll wespon

$pace Maring Command Squad
WN01028

— Plastic Kits

Those kits with lots of handy,
interchangeable components are
clearly marked.

Game System

The range is divided
by games system.

— Product Information

Obviously, the product name and
code are essential for ordering.

Descriptions —

Exactly what you get
in each set.

— Life Size
Where possible, models are
photographed at 100%.

www.games-workshop.com
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MAIL ORDER-ONLY DFFERS

While the main part of the range covered in the catalogue is available in Games
Workshop Hobby Centres, some products and special offers are only available via
mail order. That’s where Games Workshop Direct comes in.

he Games Workshop mail order service carries the P ———— war
o . A . . UK OHLINE STORE WARHAMMER. : H0BEY © GAMES WORESHOP
entire Citadel Miniatures range, including those 00 DIGRIGS e DA
models that are unavailable in-store. In addition, the R O i Irigau ol i
guys at Games Workshop Mail Order work tirelessly to e Your Cart T
bring you great deals, Bitz Packs for conversions and e tanty bx TGt n o ol i P . R ey Mekore Qe Lo 00
exciting Collectors’ range miniatures. o s Kl byt hov kol O RN 4 IR 2,
; : ; sox by ol il et oo B
Products that are only available via our Mail Order it b R i o o bt AT MM 63, "
service will be clearly marked in each month’s in White Yy s ueson. o ok tasamions abou you et pses catac

Dwarf. The Games Workshop online store is the most q)
convenient way to get hold of these products, offering fast,
secure ordering via credit card, with a variety of postage
options.

Previously, some countries have been unable to carry
the entire Citadel range online. With the launch of the

Any questions? Confatt Us
sl Oui
Ghg

new catalogue and reorganised range, however, that has sl
become a thing of the past. Now, every model, book and
hobby accessory in the current range is available at the ;g_“ ST
click of a mouse or a simple phone call. i3 A RRRE e

Updale Quariies | Encly Bashel

The Warhammer Gamer’s Edition and Apocalypse Backpack are great
examples of past Mail Order-only offers. Of course, there’ll be lots more to
come in the future, so keep an eye out online and in White Dwarf for details.

@ CADIA VI B

The Warhammer Gamers’ Edition
contained a hardback rule book, small
format rule book, dice pouch, plastic
gaming and spell effect counters,
special edition Warhammer templates
and dice, and an exclusive shoulder The Apocalypse Gamers’ Edition contained the Apocalypse
bag with embroidered logo! book, Big Gun dice, Apocalypse Templates and Backpack.
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very exciting prospect for many

hobbyists, offering some exceptional
and unusual models exclusively through
mail order.

Models in this range are a bit special.
They may be supplemental to the main
range of miniatures, dioramas or vignettes,
a model from the archives, or perhaps a
special product that wouldn’t be viable to
produce on a massive scale. The
Collectors’ range allows us to produce
speciality miniatures that perhaps wouldn’t
ordinarily see the light of day, such as the
Goblin Warboss on Gigantic Spider and
High Elf Noble seen here.

The new Citadel Collectors’ range is a

“No Man Can Kill Me”:
The Fate of the Witch-king

BITZ PACKS

n the past there were so many
I individual product codes and
components available for sale that
our Trolls became very confused. So
confused, in fact, that they very nearly
ate our Troll-herders in protest!

To make life easier for Trolls, herders
and customers alike, we've combined
the most commonly requested
components into special Bitz Packs — an
example of which can be found here.
We'll keep producing these packs as
time goes on, so keep your eyes peeled
for more!

The Gothic Scenery Bitz Pack has been
put together with the imminent release
of the Vampire Counts in mind...

Goblin Warboss
on Gigantic Spider.

Space Marine in Mk IV
Maximus Armour.

High EIf Noble.

GOTHIC SCENERY BITZ PACK

Ordering Direct

Don't forget that you can
call Games Workshop
Direct to order Bitz
Packs, Collectors’ range
models, or any other part
of the Citadel range. In
fact, you can even call
them for gaming or
hobby tips, or advice on
your next purchase.
Remember, anything at
all, give us a call!

Phone: 1-800-394-4263

Alternatively, you can
order online by visiting:

http://store.us.games-
workshop.com

www.games-workshop.com
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Roused from an
eternal slumber, the
Hobby behemoth
whose real name
has long since been
forgotten — but who
we know as Jervis
Johnson - turns his
ancient mind to
diversity of our
hobby, and why it’s
a Good Thing.

ne of the things I've noticed about

hobbyists is that they can be very

partisan. You know the kind of
thing, someone will say “I think
Warhammer is a great game because...”,
but then someone else will chip in with
“No, no, no, Warhammer 40,000 is the
best game because...”, then someone else
is bound to say “You're both wrong, The
Lord of the Rings is the best”, and
someone might even say “Well I think
Warmaster is best game Games Workshop
has ever made because...”

Before you know it, everybody and
their dog is arguing away about what
makes their own personal favourite the best
of the lot, and why all of the others are
total rubbish. The truth is that none of
these games is really better or worse than
the others, they're just different. In fact,
we've deliberately designed them to be
that way — after all, the hobby wouldn’t be
nearly as interesting or diverse if all of our
games were basically the same. So instead
we've tried to make sure that each of them
explores a different facet of the hobby.
Warhammer is all about large, set-piece
battles, for example, while Warhammer
40,000 focuses on furious short-range
firefights, and The Lord of the Rings

concentrates mainly on battles with a
strong narrative theme that are based on
scenes from The Lord of the Rings movies
and books. We've done the same kind of
thing with the different miniature ranges for
the games, so that they each have their
own particular style of design. This is why
a Mordor Orc looks very different to a
Warhammer Orc, and both are different
again to a Warhammer 40,000 Ork.

Depending on your own tastes and
preferences you will almost certainly be
drawn to one or the other of our games
and Citadel Miniatures ranges, and to start
off with at least, you'll probably
concentrate mainly on that one. Many
players stick with one game forever, which
is fine as long as it doesn't blind you to the
things you can learn from the other games.
You see, although we've designed all of
our games to be different, they all include
things that can easily be crossed over from
one lo the other.

Let’s take The Lord of the Rings strategy
battle game as an example. Now, although
you can’t use the miniatures from The Lord
of the Rings in either Warhammer or
Warhammer 40,000, the way that this
system deals with scenarios can easily be
“borrowed” and used in other games. As

WHITE DWARF

The Lord of the Rings strategy battle game focusses
on hattles of varying sizes that all have a strong
narrative link to scenes from the films and books.




scenarios in The Lord of the R .
ased on sce from the movi ohnson, b e i TLJ|| |ue~1
Tolkien's s. '_ h' e scen: = l':l')”t‘('liﬂ_f.—'.“ and p;linti: an army for one
very stron rativ S game, let alone three or more!” This is

t they have really esting / entirely true, but fortunately there are a

Wditions and t‘\LIlIn“ Hl]l—‘l ial rule
often a The Lord of the Rings scenario will "
include a sp viece of terrain, ||l\e a “ The scenarios have a very
fort, or a lake i ited by a n stro 3 .
creature, and if this is the case then the Strong narratlve, and thlS
cenario will be accompanied by a set of
aining |['u:'m' fo ma : means that ﬂ’ley ha.Ve really

terrain required for the game. These ideas

can cheerfully be stolen and used to create interesting ViCtOI‘y Conditions. ,,

couple of things you can do so that you
L;ames: don’t have to collect an entire army just to
each has things to offer that will be of find out about a game
interest to any hobbyist, whichever game The first thing you can do is just to pop
system or miniatures they prefer, into your nearest Games Wo p store,

Tﬁe Bucklebury Ferry is a great
“narrative scenario, following
the plight of the Hobbits as
they flee from the evil Nazgil.
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and ask if you can have a demo of a game
you don’t usually play. The staff will be
happy to help out with this, and should
also be able to let you know about larger
game sessions you may be interested in
coming along to watch.

“ My hobby is my peace of
mind. It keeps me happy in
the face of a hard day at work.,,

Even better than this, the next time you
find yourself being drawn into a heated
debate about which game is best, take a
deep breath, hold your fire and, rather than
arguing back, instead ask if you can have a
game. So when you hear someone saying
“I think Warhammer (or 40K, or The Lord
of the Rings) is best because...”, reply “Any
chance we could play a game?”. Most
hobbyists will be delighted to help and will
have enough models to field two armies in
a small game, giving you a great chance to
try the game out and find out what all the
fuss is about. And then you can offer your
opponent a chance to try out your own
personal favourite game, just to return the
favour as it were. You never know, you
may find a new regular opponent!
Whatever the result, it's bound to be more
fun than arguing about which game has the
best combat system.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

A reader writes

| normally end Standard Bearer by asking
yvou to write in if you've any comments
about what you've read or about the
Games Workshop hobby in general. This
time round, however, | thought | would
print an extract from one of the letters |'ve
received from Jeff Preston of Mount Horeb,
Wisconsin, which really made an impact
on me when | read it:

“My hobby is an important part of my
life. | have my work (illustrator by trade)
and my family life. | have my health and
my hobby. | think of life in terms of a table
with four legs: you have to support all of
them, or else the table falls down.

“My hobby is my peace of mind. It
keeps me happy in the face of a hard day
at work, horrific news stories and a never-
ending pile of bills | have to pay. When |
get done with all of those, | rely on my
hobby to let me relax and get away from it
all for a while... | think if more people
could have a hobby they enjoyed, and
dedicated a small portion of their day to it,
there would be far less stress (and stress-
related accidents).”

Wise words indeed, and ones that
prompt me to encourage you to write in
not just about what you've read, but also to
let me know the things you've learnt aboul
the hobby and what it means to you. I'd
love to read what you think. Perhaps your
own words of wisdom could end up in a
future Standard Bearer article...

In this article, Jervis mentions a game called Warmaster.
This is one of a range of games we call Specialist Games.
Each game in the Specialist range explores a different
facet of the Games Workshop hobby, and is supported by
a range of unique Citadel miniatures. The rules for all of
these games are available for free from the Games
Workshop website, and the miniatures needed to play
them are available from our online store.

Bretonnian character pieces
from Warmaster.

A Possessed Magister from the
skirmish game, Mordheim.

www.Specialist-Games.com

Find out more about the Specialist Games range at:

Orlock Heavy from
Necromunda.
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INVALUABLE ACCESSORIES
FOR YOUR HOBBY

Our range of invaluable hobby
tools has been specifically
designed to provide you with
everything you need to
assemble, model and convert
your Citadel miniatures.

HOBBY KNIFE
The Hobby Knife is designed for
cufting and cleaning components.

RAZOR SAW
Great for cutting metal components
and large plastic pieces.

HOBBY VICE .
For holding miniatures safely and
securely when using a drill or saw.

SCULPTING TOOL
Use for modelling with
Citadel Green Stuff,

HOBBY DRILL
Use for pinning metal models
_.m(l drilling out gun barrels.

MODELLING FILES
Great for cleaning up mould
lines and flash.

PLASTIC CUTTERS
For clipping plastic
components from their frames,

TOOL SET

The Tool Set contains one
of every tool, two “bitz
tubs” and a special figure
case with a custom-cut
foam layer.
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In Warhammer, there are many monstrous beasts that can

soar across the battlefield, forming a vital part of any battle
plan. Gav Thorpe looks at some ways to use these monsters.

outmanoeuvres his opponents will gain

the upper hand. Getting to charge your
foes and dictate who fights against who is
an important part of Warhammer tactics,
and in this respect flying monsters can
prove very useful. Some monsters allow
you to restrict the enemy’s movement or
stymie their plans, while others are highly
destructive units that can break an enemy
unit on their own.

A well-timed attack by a flying monster
can turn the enemy’s plans inside-out,
launch a counter-attack against a daring
enemy move or simply sweep away your
opponent’s army.

The potency of flyers is reliant upon
their mobility. Being able to move 20" in
any lurn, over terrain and even intervening
troops, makes it very hard for your
opponent to counter. A well-executed
move can place a flyer on the flank or
against the rear of the opposing army and
cause your foe a tremendous tactical
headache. This disruption is often enough
to gain the upper hand before the flyer has
even killed any enemies!

When selecting your army and during
deployment, you should have a definite

I t is often the case that the general who

role for each of your flyers. In this article
I'll be looking at some broad tactics that
employ flying monsters, and also look at
which flyers are most suitable for using
them. The important thing to remember
with flying monsters is their speed and,
therefore, their flexibility. If Plan A is not
going to work or becomes unnecessary, it's
always useful to have a secondary role, a
Plan B, ready. For example, you might
have a hero on a Pegasus tasked to take
out enemy war machines, but after both
armies deploy you find that your opponent
has none. In this situation, assess the
battlefield and enemy deployment to
identify another role that your Pegasus-
riding hero can fulfil; such as warding
away a skirmish screen or perhaps
countering some fast cavalry on a flank.

Generally, the following roles require
increasingly more powerful flyers to
execute. However, even the mightiest
Dragon can sometimes be best employed
stopping the enemy marching or taking out
a pesky war machine. Always spend a little
time at the start of each turn to ask yourself
how your flyers will best aid your overall
battle plan — don't get locked into one way
of using them.

Roles of Flying Monsters

Bewilder and Befuddle

Flyers can use their mobility to interfere
with the enemy’s movement, preventing
the foe from marching and getting in the
way of charges.

The Lone Hunter

A flying monster with a hero on its back
can take on enemy fast cavalry and
skirmishers, or outflank the foe and attack
their war machines.

Fire From the Sky
Magic users are important additions to an
army, and a wizard mounted on a flying

monster not only becomes tougher to kill,
but can bring his powers to bear where
they are most needed.

Meteor of Destruction

Some flying monsters and their riders are
powerful enough to simply smash into
the enemy and tear them apart in lethal
close combat!

Dragons

Dragons are the largest and deadliest of
all flying monsters, and when used well
their presence can dictate the outcome of
the entire battle.




Bewilder and Befuddle

Your flying monster does not have to slaughter a
swathe of enemy troops to prove its value. Careful
positioning of flyers can ruin an enemy’s battle plan.

here is a simple rule that flyers can machine and missile unit on the battlefield.
T really take advantage of — units that Smaller flyers, such as the Pegasus and the

start their movement within 8" of an Great Eagle, can find their way into gaps in
enemy cannot march. Often this won't the enemy army whilst remaining hidden.
slow down the enemy until they are at Woods are good for hiding behind (or in) if
close quarters, but with flyers you can you land first and move inside on foot. Of
make sure the enemy advance grinds to a course, it's usually impossible to hide from
halt from the first or second turn, war machines on a hill, in which case use

It's simplicity itself to park a flying the proximity of enemy troops to protect
monster within 8" of an enemy unit; the you — your opponent will think twice about
real trick is choosing which unit(s) to slow launching a rock or firing a cannonball at
down, and how to do this while your flyer if there’s a good chance he'll kill
minimising the risk to your flyer. Although some of his own warriors.
you can stop an enemy marching for a As for the units you want to delay, there
single turn, it is usually better if you can are few hard and fast rules. If your army is
slow them down for two or three turns, and relying predominantly on missile fire, then
this means protecting your flyer against the fastest-moving, hardest-hitting enemy
charges and missile fire. such as heavy cavalry are your best target.
For these reasons, flying monsters that If you are going to duff over the enemy in

have the Large Target special rule often close combat, then slowing down fast
find it difficult to get into the enemy army cavalry or other flanking units allows you
without being seen by every enemy war to advance with more confidence.

1. The Savage Orcs have no choice but to
: declare a charge against the Great Eagle.
;f_ 2. The Great Eagle elects to flee safely away
2 leaving the Savage Orcs stranded.

3. The Tiranoc Chariots charge into the

exposed flank of the Savage Orcs.
Redirect for Victory!
Though moderate in its killing power, the Great Eagle is allow them to counter-charge. If done properly, the
perhaps one of the best flying monsters in the game. enemy unit must either remain where it is and be shot :
Wood Elves and High Elves players can use Great Eagles or charged by your units, or it must declare a charge K
to devastating effect to interfere with the enemy. The towards the Great Eagle, which then flees out of range
classic tactic is the “charge redirect] which places the and leaves the enemy vulnerable to being attacked
Great Eagle in front of and to one side of an enemy that anyway. In ideal circumstances this will even expose the
can charge next turn. flank of the enemy unit to your army. This works
By careful placement, the Great Eagle screens the exceptionally well against units with Frenzy, as they
unit behind it, but is close enough to friendly units to must charge the Great Eagle if it is in range.
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The Lone Hunter

They may not be able to deal with ranked units, but
most flying monsters are more than capable of taking
on war machines, skirmishers and fast cavalry.

Top Five

Lone Hunters

High EIf Noble
with Dragon Armour,
Enchanted Shield, Reaver
Bow, lance and riding a
Great Eagle:

195 points

Dark Elf Noble

with heavy armour,

shield, Sea Dragon cloak,

lance, Web of Shadows,

Seal of Ghrond and

riding a Dark Pegasus.
191 points

Wood Elf noble

with light armour, shield,

spear, Hail of Doom

Arrow, Helm of the Hunt

and riding a Great Eagle.
181 points

Bretonnian Paladin
with heavy armour,
lance, shield, Grail Vow,
Virtue of Noble Disdain,
Gromril Great Helm and
riding a Pegasus.

187 points

Empire Captain
with full plate armour,
shield, pistol, Shroud of
Magnus and riding a
Pegasus.

166 points

long with march blocking and
charge redirecting, this is the most

common use of flying monsters. Any

Hero-level character on a flying monster
mount can fulfil this role, although the top
five are listed below.

The lone hunter excels by picking on
units that cannot defend themselves! These
are enemy units not usually committed to
the frontline, such as missile,
skirmishing, war machine or fast
=~ cavalry units. Basically, any unit that

has few combat resolution bonuses -
no extra ranks, no standard, or small in
number makes an ideal target. Also,
beware units with multiple Attacks, such as

Wood EIf Wardancers or Skaven Gutter
Runners. It can be something as small as
suffering a single wound that swings the
balance of these close combats against
your flyer.

It's important for your hunting monster
to do its job as quickly as possible — it's not
just about scoring Victory Points. There’s
much more benefit in taking out a war
machine before it has blasted your army to
pieces than after! With this in mind, when
deploying your lone hunter try to make
sure that it can get to its target safely in twe
turns. If possible, use terrain to shield your
flying monster from enemy shooting, but
make sure that you can charge your target.

The Daemon Prince has landed behind the Handgunners, .
preventing them from firing on it. The Rocket Battery is too close lo

[t L Sineis
Cannon Bane
When attacking a war machine, you can
be sure that your opponent is going to
realise what you are up to, and might
turn his war machine on your monster in
a pre-emptive strike. To minimise the
risk, there are two ways to approach a
war engine. The first is to place your
monster amongst enemy units, as with
the march blocking tactic earlier. This is
useful against war machines on hills, as
even a monster that is not Large can
charge over intervening units.

The other option is to get as close as
possible to the target before charging.
Stone throwers and similar engines of
destruction have a minimum range, and
may not be able to target you at all.
Other war machines, like cannons, add a

target the monster, while the Great Canpon cannot get line of sight.

random amount to the distance they
fire, and so if you get close there's a
chance the shot will go past your
monster before it can do any damage.
Beware of grapeshot from cannons, so
don’t get too close! Also remember that
this won't work against bolt throwers,
Helblaster Volley guns and other
devious war machines that can target
you at close range.

Against batteries of engines, try to
attack from one side rather than head-
on. For a start, the closest war engine
will block the line of sight of others, and
secondly when your victorious monster
overruns or pursues, the creature’s
movement will take it directly into a
fresh victim,
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Meteor of Destruction

Sometimes you just need to kill lots of enemy troops! By
mounting your general on a gigantic flying beast, you may
have just the weapon for the job.

he “meteor of destruction” requires
T your monster and its rider to deal out

as much damage as possible in close
combat. This type of flyer can be used on
its own against weak to average opposing
units, and in conjunction with friendly
units to overwhelm tougher or larger
enemy regiments. The prime requisite for
any meteor of destruction is to get as many
Attacks as possible, against the highest
Strength possible. The examples included
on this page show just a couple of the
many ways this can be achieved.

Despite the ferocious amount of death
and injury you can cause with a Dark EIf
Beastmaster on a Manticore or an Orc
Warboss on a Wyvern, “frontline” infantry
units usually come with combat resolution
bonuses for three extra ranks, at least one
standard and they will outnumber. In order
to win the combat your rampaging mass of
clawed and fanged death is going to have
to cause at least 6 unsaved Wounds and
suffer none in return. No small feat, even
for the biggest creature! You should usually
err on the side of caution when working
out how many enemies your flyer and rider
can kill - you never know when a couple

King Louen Leoncoeur of
Bretonnia is a true meteor of
destruction, capable of causing
devastation to enemy units.

of fluffed To Hit rolls can turn a “sure
thing” result into an embarrassing Break
test and rapid retreat!

All of this gets a little easier when you
use the mount’s mobility to charge the
enemy in the flank or rear. Proper meteors
of destruction should have a unit strength
of 5 or more — that's to say the mount has
at least 4 wounds on its profile, plus an
extra point of unit strength for the
rider. By having such a monstrous
beast crashing into them, the enemy
are disrupted and will lose their
bonus for extra ranks — that's three
less wounds you need to inflict in
order to win.

These monsters also tend to be
Large and so can charge over your
units and those of the enemy to get
into the flank or rear of their target. A
canny opponent will look out for these
potential swooping charges and bunch his
units together to deny your monster space.
That's fine, because this will make them
more vulnerable to scattering war machine
shots, spells with templates, and they’ll
have to take Panic tests when their friends
are broken in combat.

Meteors of

Destruction

Chaos Lord
with Mark of Slaanesh,
Blade of Blood, Pendant
of Slaanesh, Armour of
Damnation, Enchanted
Shield and riding a
Chaos Dragon.

690 points

Bretonnian Lord
with Grail Vow, Virtue of
the Ideal, Silver Lance of
the Blessed, Shield and
riding a Hippogryph.

441 points

Black Orc Warboss
with Porko’s Pigstikka,
Spiteful Shield, Warboss
Imbad’s Iron Gnashas and
riding a Wyvern.

440 points

Blood Dragon Vampire
Lord (Level 3 Wizard)
with lance, shield and
full plate armour, Red
Fury, Strength of Steel,
Honour or Death and the
Talon of Death, riding a
Zombie Dragon.

739 points

=
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izards are tricky characters to
use sometimes. Often they need
to be within a unit for extra

protection, but then become a liability if
that unit gets into combat. Many of their
spells require line of sight or have
relatively short ranges, and so it is tempting
to allow your wizards to roam on their
own, but this leaves them vulnerable to
being shot, or attacked by enemy
skirmishers or flyers,

With the addition of a flying monster
mount, your wizard can not only move
rapidly to where he will be most effective,
but also gains a measure of extra
protection against shooting and magic
missiles. Of course, the best defence is to
be in the right place and not vulnerable,
and that’s the greatest asset of a flying
mount. Pretty much any wizard will benefit
from the kind of mobility this brings, but
some monsters — the more expensive ones
such as Wyverns and Winged Nightmares —

Disc of Tzeentch

Exalted Champion of Chaos
with Mark of Tzeentch, additional hand
weapon, riding a Disc of Tzeentch.

219 points

This chap is a bit of a bare bones

- character, but an effective one
nonetheless. With a total of six
Strength 5 Attacks (five for the rider,
one for the disc) the Tzeentch Disc
Rider can quickly clobber enemy fast
cavalry and most skirmishing units -
although he'd best avoid Wood EIf
Wardancers - and makes for a handy
combined charge against a ranked up
unit. In fact, this warrior can even
challenge small units of heavy cavalry
- provided they don’t have a 1+
armour save, that is. The Tzeentch Disc
Rider’s real advantage, though, lies in
his magical abilities. As a level 2 wizard
he can be killing the enemy right from
turn 1 - no waiting to get in a charge.
The best result is a combination of the
Yellow and Orange fires, granting a
bucket of re-rolls and a 5+ Ward save.
Failing that, it's always worth
swapping one spell for Red Fire - it's
cheap, cheerful and kills small units
from 30" away. Not a bad spell for
moments when the Disc Rider finds
himself unengaged.

Fire From the Sky

Wizards are pivotal to the battle plans of many generals, but
sometimes it seems as if you need them everywhere at once.
This problem is solved with relatively cheap flying mounts.

are usually best reserved for Lord-level
spellcasters. Also, Chaos players should
remember that this includes Daemon
Princes and the Lord of Change.

As with any wizard, having the right
spell is important, so an item that allows
vour wizard to choose his spells or
generate additional ones help to make sure
that you get the right enchantment for the
job. Spells that have a short range often get
overlooked, but can be amongst some of
the most powerful in Warhammer,
especially when you have a big winged
beast to carry you into range earlier than
your opponent expected! A selection of my
favourite nasty but short-ranged spells
include: Dazzling Brightness and Cleansing
Flare from the Lore of Light, Crown of
Taidron from the Lore of Shadow, Mistress
of the Marsh and Master of the Wood from
the Lore of Life, Drain Life from the Lore of
Death, and Soul Stealer and Dominion
from the Lore of Dark Magic.
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Dragons

Arguably the most powerful of all the flying monsters are the
Dragons. They are creatures are rarely seen in the skies, but
when they are summoned they’ll have a decisive role to play.

he ultimate flying monster is the
T Dragon. Whether it is a Zombie

Dragon, Black Dragon, Imperial
Dragon, Moon Dragon, or any other kind
of Dragon, this beast is big enough and
strong enough to take on all-comers and
win. It has the distinct advantage of having
enough Wounds to negate ranks and gain
combat resolution bonuses for flank or rear
charges, even if the rider is killed. All
Dragons are large monsters that can charge
over intervening obstacles. They also have

S

Knight Slayer

Elf Prince

with Star Lance, Guardian Phoenix,

Dragon Armour and Helm of Fortune,

or Armour of Caledor*, and riding a

Star Dragon.

619 / 610 points (depending on armour).

*This depends whether you prefer a solld 2+ armour save or o 3+ re-roliabie save.

This is the ultimate High EIf fighting unit
on the charge, but even so it’s probably
best to attack ranked units with high
combat resolution in the flank or rear.
The preferred targets for this
Dragonlord are all kinds of heavy
cavalry, though a full Bretonnian lance
with a battle standard bearer and a
fighting general could be a serious

a breath weapon, so when used to block

enemy marches or after recovering from a
pursuit, the Dragon can still deal damage
to the enemy.

Most armies have access to one kind of
Dragon or another, but the High Elves are
the undisputed kings of this, famed for their
Dragonriders, so I'll finish off by
highlighting just a few of my favourite rider
and Dragon combinations.

Happy gaming (and death from above)!

Gav Thorpe

obstacle. Other targets are units of
monsters such as Ogres, Minotaurs and
Trolls - but Dragon Ogres should only
be engaged from the flank since a unit
of three has more Wounds than this Lord
has Attacks, and they can hit back with
the best of them!

Also all other monsters, monstrous
characters and monstrous mounts are
fair game, though one should approach
Chaos Lords on Dragons with great care,
and also be more circumspect around
Ogre Tyrants. The latter can kill your
Dragon outright, resulting in your Lord
being outnumbered by a fear-causing
enemy. The moral is: know thy
limitations, and this guy will slay!

Mobile
Firepower

Elf Prince
with Dragon Armour,
lance, Bow of the
Seafarer, Guardian
Phoenix, Enchanted
Shield and riding a Star
Dragon.

630 points

This model costs a lot
of points and so must
be used very carefully
for it to return on the
investment; if used at
its full potential it's a
definite battle-winner.
This EIf Lord does not
have any preferred
opponents, as his main
mission is to fly around
the battlefield
shooting his magic
bow. In the process of
doing so, you should
position the
Dragonrider so that he
gets a flank or rear
charge to support your
other units, thus
collapsing the enemy
line and bringing
victory to the warriors
of Ulthuan!

Hunter

Elf Prince
with halberd, The Amulet
of Light, Armour of
Caledor, Vambraces of
Defence and riding a
Star Dragon.

621 points

This setup is similar to
the Knight Slayer,
shown left, and can
perform most of the
same tasks. However,
the Hunter is
optimised for hunting
down Daemons, Forest
Spirits, Ethereal
creatures and their ilk.
The Amulet of Light
will allow all attacks
against such creatures
to count as magical,
while the Vambraces of
Defence will protect
the Prince with a 4+
Ward save.
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| HIGH ELVES

For this month’s
’Eavy Metal
Masterclass, Anja
Wettergren tackles
one of most fondly
remembered Citadel
miniatures: Eltharion
the Grim, Warden of
Tor Yvresse.

ErTHARION THE GRIM

the greatest Elf Lords to have lived.

Known as Eltharion the Grim due to
his extremely dour personality, he was no
less loved by the people of Tor Yvresse as
he successfully defended them from the
fearsome invading greenskin horde of
Grom the Paunch.

It's hard to believe that Jes Goodwin’s
brilliant miniature of Eltharion on his noble
Griffon, Stormwing, is over 15 years old.
Yet even now, against the fantastic sculpts
of today, the model stands out as a classic
and a great figure to have for a centrepiece
in any High Elf force.

With the recent re-release of Eltharion
in his classic form, we thought it was a
great opportunity for "Eavy Metal to give
this model the masterclass treatment.

The Warden of Tor Yvresse is one of

Preparing the model
Anja Wettergren was tasked with
assembling and painting this model. Her
first job was to clean up all the
components. Using a Hobby Knife and
Modelling Files, Anja carefully went over
every metal component, removing flash
and filing away the mould lines that are an
inevitable part of the metal casting process.
Once the separate components were
ready, Anja set about assembling the
model. Anja divided the model into three
distinct sub-assemblies: Stormwing, the
legs and saddle, and Eltharion’s torso.
Anja prefers to isolate areas of her
models when painting, completing a
section such as the Griffon's wings, before
moving onto the beak, for example. You'll
see this approach on the following pages.

s N
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STORMWING
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Constructing the Griffon

Before Anja could begin painting, she needed to clean up the components and assemble Stormwing, the Griffon. She
stuck the body, tail and claw parts together with superglue and, when dry, blended the joints and filled in the gaps with
Green Stuff. The wings were then added, being pinned into place with the aid of paperclip wire and a hobby drill.

Blending the Joins

When you have assembled Stormwing, there
may be gaps where the large metal
components join together - this is due to the
metal cooling as it leaves the mould. These
small joins can easily be covered with Green
Stuff. Once you've mixed the blue and green
parts of the putty together, roll it out into a
thin sausage shape. Carefully drape the putty
over the gaps and then, using a Sculpting
Tool, gently smooth the Green Stuff into the
gap. Keep working the putty until the join is
disguised. Keep the ends of the Sculpting
Tool wet to prevent it sticking to the putty.

Anja painted Eltharion in three
different parts and only
assembled the model when all
the painting was completed.

1) Stormwing

2) Eltharion’s torso

3) Legs and saddle.

Pinning the Griffon

It is best to pin both the wings
and the talon to the Griffon’s
body. Using the Hobby Drill,
bore holes in both the wing
connecting tabs and the
sockets on the Griffon’s back.
It's important that the holes
match up when the wings are
in place. Cut some paperclip
wire to about 10mm in length
and glue this into the hole in
the socket. Now stick the wing
onto the Griffon, using the
wire to join them.

Green Stuff

Green stuff is a two-part
epoxy putty that the
Citadel designers use the
majority of the time to
sculpt their models.

As illustrated on this
page it is also perfect for
filling gaps, and to use for
sculpting work for your
own conversions.

You can find blisters
of Green Stuff in our
Hobby Centres and
through GW Direct.
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Griffon - Painting the Feathers

Feathers on models have a raised texture that takes paint very well and so can be less challenging to paint than other

areas of a model like skin or clothing. For Stormwing'’s feathers, Anja used a basecoat then a shade, and then highlighted
the feathers with drybrushed layers until she was happy with the finish.

To get a strong contrast on the
wings and upper body, Anja
used two colour schemes: dark
brown and off-white.

Painting the Feathers

Light Basecoat
1:1 mix of Khemri

Brown and
Bleached Bone.

- . Dark Basecoat
Scorched Brown.

Basecoal. The feathers are painted in alternate
stripes. Paint the light areas first, as the
Foundation colour provides a strong base.

Light Highlight
1:1 mix of
Bleached Bone

and Skull White.

Dark Highlight

Brown and
Graveyard Earth.

2nd Highlight. Successive highlight layers
require a lighter drybrush — wipe off even more
of the paint before applying the technique.

1:2 mix of Scorched

Light Shade
Flesh Wash.

Dark Shade
Black Ink.

Shade. Black Ink was used for shading the dark
feathers while Flesh Wash was applied
sparingly to the base and stem of each feather.

Light Highlight
Skull White.

Dark Highlight
Graveyard
Earth.

Final Highlight. The light feathers have a final
drybrush of Skull White. The dark feathers had
a drvbrush of pure Graveyard Earth.

Light Highlight
Bleached Bone.

Dark Highlight
1:2 mix of
Scorched Brown

and Gravevard
Earth.

1st Highlight. Using a Small Drybrush, apply
the first highlights as a heavy drybrush - or
overbrushed — layer.
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Griffon — Painting the Fur

The hindquarters of a griffon resemble those of a large cat, and Stormwing in particular is part leopard. When painting
animal fur it’s good to use real life reference material, so Anja used the infinite resources of the Internet to get some
leopard photos before she tackled this part of the model.

A Leopard’s spots are not
actually “spots” but are
more of a “U” shape.

By Joe Tomaszewski

Lion. Lion fur uses
lighter, more muted
browns, such as
Snakebite Leather.
Obviously there are
no spots!

:
i

Snow Leopard. This
dramatic colouration
uses a pale grey base,
highlighted up to pure
white before adding
the markings.

Tiger. The contrast
between the light and
dark parts of the fur
are more pronounced,

White Lion. This
Chracian Griffon is
painted in the same
way as a regular lion,

but the basic palette is
the same.

but with a much paler
colour palette.

Painting the Fur

Light Basecoat

1:1 mix of Khemri
Brown and Calthan
Brown.

Orange Basecoat
1:1 mix of Fiery
Orange and
Scorched Brown.

Basecoat. The underside was given a basecoat of
Khemri Brown and Calthan Brown. The haunch,
back and tail was painted with the orange mix.

8
®

2nd Highlight. Try applying several thin layers of
each stage instead of one thick layer, to achieve
a natural, blended effect.

Light Highlight
1:1 mix of Khemri
Brown and
Bleached Bone.

Orange
Highlight

3:1 mix of Fiery
Orange and
Scorched Brown.

Light Shade
Scorched Brown,

Orange Shade
Scorched Brown.

Shade. Scorched Brown was applied as a
shading wash on both the underside and the
orange areas of the fur.

Light Wash
Snakebite wash.

Orange Highlight
Fiery Orange.

Orange Glaze
Dark Flesh

3rd Highlight. The wash over the light areas,
and the glaze over the orange areas were
applied to mute the tones.

Light Highlight
Khemri Brown.

Orange Highlight
2:1 mix of Fiery
Orange and
Scorched Brown.

1st Highlight. For the first highlight layer, Anja
added more Fiery Orange to the base mix. The
light fur received a Khemri Brown highlight.

Light Highlight
1:1 mix of
Bleached Bone
and Skull White.

Orange Highlight
1:1 mix of

Fiery Orange
and EIf Flesh,

8

Final Highlight. After the final highlights are
applied to both parts of the fur, it's time to paint
on the spots — see above for details.
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Painting the Talons

Basecoat

1:1:1 mix of
Codex Grey,
Chaos Black and
Gravevard Earth.

Basecoat. For the first stage Anja painted the
claws with a basecoat of the above mix.

Highlight
1:1:1:1 mix of
Codex Grey,
Chaos Black,
Gravevard Earth
and Bleached
Bone.

1st Highlight. The first highlight layer was
applied in rough stripes.

Highlight

1:1 mix of
Codex Grey and
Gravevard Earth.

2nd Highlight. The stripes were defined,
getting lighter towards the points.

Highlight
Bleached Bone.

Highlight
Skull White.

Final Highlights. The claws were given a final
highlight of Bleached Bone and then thin lines
of Skull White were carefully added.

Griffon — Painting the Beak and Claws

After the griffon’s body was complete, Anja started work on the beak, tongue
and claws respectively. Again, Anja worked on each area separately, only
moving on to the talons once the beak and tongue had been completed.

Painting the Beak

Beak Basecoat
Bronzed Flesh.

Tongue Basecoat
1:1 mix of Tanned
Flesh and Liche
Purple.

Basecoat. The beak’s basecoat was built up
with several layers of Bronzed Flesh.

2nd Beak Shade
Scorched Brown
and Chaos Black.

2nd Tongue
Highlight

1:1 mix of Tanned
Flesh and
Bleached Bone.

2nd Shade. A Scorched Brown/Black mix was
then applied towards the tip of the beak.

2nd Beak
Basecoat
Golden Yellow.

Tongue Shade
1:1 mix of
Regal Blue and
Liche Purple,

2nd Basecoat. The Bronzed Flesh provides a
strong base for the thinner yellow pigment.

Beak Highlight
1:1 mix of
Golden Yellow
and Skull White.

3rd Tongue
Highlight
Bleached Bone.

Highlight. The first highlight was applied to
the top and edges of the beak.

Beak Shade

1:1 mix of
Golden Yellow
and Scorched
Brown.

Tongue
Highlight
Tanned Flesh.

Shade. The shading is applied in thin lavers,
blended towards the beak's point.

Final Beak
Highlight
Skull White.

Final Tongue
Highlight
Skull White.

Final Highlight. Skull White was added to the
very edges of the beak.
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Eltharion — Painting Metallics Ithilmar Weapons

When it came to Eltharion himself, Anja started work by first picking out the 1 ¢ gfﬁgf:fwm
metallic parts of the model and working them up in lots of stages to get a ik
highly polished sheen, worthy of a High EIf hero of Eltharion’s stature.

Basecoat. Anja used Boltgun Metal
to provide a solid, flat basecoat.

2nd Basecoat
Chainmail.

Painting the metal areas first Don't forget to paint the
means there’s less danger of greaves, saddle edge,
catching the face, chest plate or sword hilt and spear
helmet feathers metallic paints decoration in gold as well.

2nd Basecoat A second basecoat of Chainmail

and their related washes. was added to brighten the metal areas.

Wash
Blue Ink

Wash
1:1 wash of Blue
and Black Ink.

Wash. Two washes were then applied to
provide a bluish, polished effect.

4

4 Highlight
Mithril Silver.

Highlight. When dry, a thin coat of Mithril
Silver was added for the highlight.

Basecoat 2nd Basecoat Wash
1:1 mix of Shining Gold. Brown Ink.
\&J Scorched Brown
~  and Shining Gold. Wash )
1:1 wash of
Scorched

Brown and
Liche Purple.

Basecoat. Adding Scorched Brown to the gold 2nd Basecoal. Pure Shining Gold was then Wash. The brown wash provides shading,
paint makes the colour look less artificial. applied over the top of the first basecoat. while the purple enriches the colour.

Highlight
Burnished Gold.

Highlight

1:1 mix of
Burnished Gold
and Mithril Silver.

Highlight
Mithril Silver,

Highlight. The first highlight Anja 2nd Highlight. Adding Mithril Silver to Final Highlight. Pure Mithril Silver
applied was of pure Burnished Gold. gold is a great way to get a polished effect. was added as a fine edging highlight.
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Eltharion - Painting the White a

Painting white, especially on something as elegant as this model, can be tricky. Anja’s advice is to use a light basecoat,
and build up lots of thinned down layers of Skull White. Even when you think you have applied the final coat, look again
when the model is completely dry and don’t be scared to add a few more thin layers to get an even crisper finish.

White and Blue

Blue Basecoat
Regal Blue.

White Basecoat
Astronomicon
Grey.

Basecoat, The blue areas were given a
basecoat of Regal Blue while Astronomicon
Grey was used for the white basecoat.

Blue Highlight
1:1 mix of
Regal Blue and
Enchanted Blue.

White Shade
Shadow Grey.

1st Highlight. The blue areas had a highlight,
using a 1:1 mix of Regal Blue and Enchanted
Blue. The white parts were shaded grey.

@8

2nd Highlight. At this stage, start to build up
the thin layers of Skull White and add the
penultimate highlight layer to the blue areas.

Blue Highlight
1:1:1 mix of regal
Blue, Enchanted
Blue and Space
Wolves Grey.

White Highlight
Skull White.

Blue Highlight
Space Wolves
Grey

White Highlight
Skull White.

Final Highlight. Apply Space Wolves Grey as a
very fine edging highlight to the blue areas.
Continue to build up the white layers.

Painting Gemston

When painting gems, start from a
basecoat of Chaos Black and
gradually work up layers of paint
until you reach the lightest colour.
The gem stages used on this model
are shown here. The darkest
portions should be at the top of the
gem, while the highlights fall
towards the bottom. Finally, a small
dot of Skull White in the top corner
represents reflected light.

Red Gore.

A steady hand is needed to get The quiver has been painted using
to the feathers of the helmet the same techniques as the rest of
wings behind Eltharion’s the blue and white elements.

outstretched right arm.

Blood Red. Blazing Orange. Fiery Orange. Skull White.
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Eltharion — Painting the Face and Saddle Back

Anja tends to paint faces last, so as to match the
contrast with the rest of the model. If you paint the
face first, you might make it too dark, which will look
out of place on a model as light as this one.

Painting the Face

Basecoat
Vermin
Brown.

Basecoat, Aim lo get a flat, even
coat of Vermin Brown, leaving the
eyes and mouth black.

Highlight 1
Dwart Flesh.

Highlight. Start to block in
all of the raised areas with the
highlight mix.

Highlight 3
Bleached
Bone

3rd Highlight. Apply the fine
highlights on the most prominent
parts of the face using a fine brush.

Final
Highlight
3:1 mix of
Bleached
Bone and
Skull White.

Final Highlight. Again, reset the final
highlights. All that's left now are the
eyes and teeth.

Shade

1:1:1 mix of
Scorched
Brown, Liche
Purple and
Chaos Black.

Shade. The shade is applied as
a wash, and set the tone for the
subsequent highlight layers.

Highlight 2

K 1:1:1 mix of
\ Dwarf Flesh,
Bronzed Flesh
and Bleached
Bane.

2nd Highlight. Continue to build
up the highlights, concentrating
on the raised areas.

Glaze

1:1 mix of
Purple Ink
and Scorched
Brown.

Glaze. Re-establish the fey,
Elven skin tone with a very thin
purplish glaze.

Painting the Saddle Rest

Bt

Basecoat. Start with a deep red
basecoat mixed from the above
colours.

' 1

2nd Highlight. Start to pick out the
creases and edges of the panels.

Basecoat
2:2:1 mix of
Mechrite Red,
Scab Red and
Liche Purple.

Highlight 2
1:1:1 mix of
Scab Red,
Blood Red
and Blazing
Orange.

Shade
1:1 mix of

@8

Shade. Add definition to the
creases in the saddle back with
a dark shading wash.

!

Highlight 3
Blazing
Orange.

3rd Highlight. As the highlight
layers get lighter, they should
also get finer and more precise.

Scab Red and
Chaos Black.

Highlight 1
1:1 mix of

Blood Red.

Highlight. Highlight the panels
with a bold, deep red.

@

Final Highlight. Only the sharpest
edges should be highlighted with
this very pale mix.

Final
Highlight
1:1 mix of
Blazing

Elf Flesh.

Scab Red and

Orange and

www.games-workshop.com 97



nDno

Eltharion - Finishing Touches

A character model painted to this high standard will make a fantastic centrepiece for any High Elf army. Even with the
great new Dragon and High Elf character models in the same force, Jes Goodwin’s classic Eltharion sculpt has stood the
test of time, and should take pride of place in any budding High EIf Noble’s force.

Face details. The eves and teeth
were painted with very thin
bands of Skull White. Finally,
Anja added tiny dots of Chaos
Black for the pupils.

Hair. The hair was first given a
Bronzed Flesh basecoat,
followed by a Bestial Brown
wash. It was then highlighted,
first with a 1:1 mix of Bronzed Waolves Grey. The sword grip
Flesh and Bleached Bane, then was painted in the same way as
pure Bleached Bone, and finally the saddle back. Finally, the
Skull White. gemstone was painted as
described on page 98.

Gloves and sword detail. The
black gloves were highlighted up
from Chaos Black by adding
increasing amounts of Space
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“useful that no hobbyist should be without a pair!

CHFADLL ...
TOOLBOX

In this month’s Toolbox, we take a look at one of the most
_indispensable hobby tools — the Plastic Cutters. These are so

Using Plastic Cutters

Plastic Cutters are primarily used for clipping plastic components from frames. They
are a versatile tool that can be used for a whole range of hobby-related tasks. We
asked some of the Design Studio modellers for their hints and tips.

Clipping Frame Components

When snipping components from their frames, don't cut too close. It's best to leave a bit of the frame attached
to the component and then clean it up with a Hobby Knife afterwards.

Converting Miniatures

I you're cutting an arm, head or other appendage off a model then use the flat side of the cutter blades against
the part you wish to keep. This will ensure thal you gel a clean cut on the correct side of the component.

Removing Detail

Cutters are great for weathering plastic components and removing raised detail. Rather than using a saw or
knife to try to cut away a difficult-to-remove part of a model, such as a book being held in a miniature’s hands,
or the surface detail from a City Ruin, the Plastic Cutters can be used to clip away the majority of the detail,
before tidyving the model up with the knife and files.

Safety First

Plastic Cutters work by
applying pressure to the
sharp blades, which
means that small
components and pieces
can have a tendency to fly
off in a random direction.
This is a particular
problem if you use the
tool for cutting metal
components. Angle the
cutters downwards, so
that the piece you're
cutting lands on your desk
and not in your eye!

Faithful Companions
The Hobby Knife and
modelling files are great
tools for cleaning up
models once you've freed

them from the confines of
the plastic frame.
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f%"@hris-tm'as; season of goodwill, too much food and many presents! Perhaps you're
 reading this now because you’ve received White Dwarf in your stocking. Maybe you've

~ never played a wargame before. If so, we'd like to take this opportunity to welcome you :t_()'
_ the amazing world of the Games Workshop Hobby. _ - .

ARE YOU NEW TO 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 expert staff can introduce you to new aspects
of the Habby, or help you to develop your skills and hone
your generalship. .

And you don’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
apposition!

The sessions will be running throughout January, and each
store will have a full timetable for which you will need to
get sighed 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 LOCAL STORE FOR DETAILS!

You can't fight a battle without troops, which, in our case, are represented by models
about an'inch (30mm) high. Model armies, just like real arinies, contain different kinds
oftroops and are commanded by valiant generals. By. adding 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 liobby — there’s
nathing quite like looking at a massive army you have painted yourself. Although it
takes time to become as good as the ‘Eavy Metal team, who paint most of the models in
our books, it doesn’t take much practice to be able to create an eye-catching army.

www.games-workshop.co.uk/storefinder



Everything you need to get involved in the
Games Workshop hobby community!

102-100 »

Campaign Weekends

Campaign Weekends are one or two day events that concentrate on telling specific
stories and this month we talk about some of the changes that will be happening
to them.

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.

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

Waaagh! Orks
Check out the Orks available from Mail Order including some Mail Order—only
miniatures and packs.

Advance Order - Harad
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.

13-119 »
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THE EVENTS DI

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

it o | EVENTS DIARY ABBREVIATION GUIDE |
Are you a Hobby Centre, Independent Stockist, or part of EVENTS DIARY ABBREVIATION GUIDE

the GCN .and runnirlg ar? eye”t? If =0, and Yol weantip Y L e e e et P Warhammer

advertise it for free in this fine publication simply drop us

an e-mail at: AORE Rt o s B Warhammer 40,000
whitedwarf@games-workshop.cowk. .~ BRREES. S il o by e R Blood Bowl

The closing dates for receiving details for publication in !
the following issues are: WAB ..o Warhammer Ancient Battles
i ;

o Istianuary WS40 (AR WPS . e Warhammer Pléyers -Sf)Clety

* Ist February  WD341 (May) WECW............ Warhammer English Civil War

& (15t Maren wis4z Jun) Ebic ot T sl o e Epic Armageddon

Please note all dates and details are correct at the time of LOTRE Ve cousseniin sonss The Lord of The Rings

going to print but are subject to change. Games Workshop GW Games Workshop

is not responsible for the content, timing or price of events |~ ° T

not organised by Games Workshop PLC. Gl et et dra e Grand Tournament

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




Event Profile: Campaign Weekends

Campaign weekends are one or two day events that concentrate on

telling specific stories unique to the worlds of Warhammer and

Warhammer 40,000.

e have some great news for our
Wgamers! Warhammer World will

be hosting not two campaign
weekends next year but three, organised
and run by passionate groups of gamers
within the Gaming Club Network (GCN).

As part of our annual review of our
events schedule, we observed that the
GCN, and in particular the Tempus
Fugitives, had been delivering some
fantastic campaign events. With the
introduction of Warhammer 40,000
Battlefields and The Lord of the Rings
Doubles events, we had to take a very long
hard look at what we could physically
deliver to our customers.

We were faced with a decision; should
we keep our campaigns for another year,
or support the GCN in delivering their
events during the coming year?

After some thought, conversations and

FOR MORE INFORMATION

cups of tea, we decided to assist the
Community with hosting some top notch
campaigns in the hall, which would allow
us to focus on some new formats to further
enhance the event calendar

We would like to take this opportunity
to thank the Tempus Fugitives and the
GCN for their support and wish them well
with their events in 2008.

For more details about these and other forthcoming events, please check out our blog

at: http://warhammerworld.typepad.com/
Or the GCN at: www.genm.org.uk

The Tempus Fugitives at: www.tempusfugitives.co.uk/
Or contact us direct at: whworldevents@games-workshop.co.uk

What is the
Gaming Club
Network?

The Gaming Club
Network (GCN) is a
volunteer organisation,
founded in 1999 to
bring together like
minded clubs for lots
of gaming fun!

Games Workshop
does not run the GCN,
rather we support its
efforts and welcome
GCN clubs to events;
for instance the GCN
clubs ran many games
at this year’s Games Day.

The GCN strives to
create and support
excellent gaming clubs
in a safe enviroment,
whilst also helping to
grow the community at
a national level.

For more
information on the
GCN including
requirements for
prospective clubs
please go the website
below.

www.gcnm.org.uk

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

Throughout January, all of
our Hobby Centres will be
i ckend events
od to help our
beginners to play our
games. These involve both
painting and gam
lessons and culmin \re' ina
Hobby Day where
beginners can really put
to the test!
phone or pop in
to one of our local hobby
centres to find out more.
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hWarhammer 40,000
Doubles Tournamen

Date: 12th-13th January, 2008 =
Venue: Warhammer World, Nottlngham England
Age Limit: 12+

Details: Compete in a fun tournament with a
friend as an ally. You will need a fully painted
500pts 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 and 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: Mail Order — 0115 91 40000
Website: www.games-workshop.co.uk/events

Yorkshire Open
Tournament -
Warhammer 40,000

Date: Sunday 27th January 2008
Venue: Games Workshop Wakefield

Details: The Yorkshire Open tournaments are
now in their eighth year. Competition is fierce
but if you think you have what it takes to be
the best contact us now as tickets will sell
quickly. You will need a 1500pt standard
mission force to take part in this tournament.
Tickets: £10

Contact details: Games Workshop Wakefield
Tel: 01924 369431.

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

Rings Grand
Wumamem

FRONTLINE

Have you got what it takes?

Registration hegins after Christmas.

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



February

gthH Warmaster
Winter Warmer 2

Date: 9th February, 2008 Gl

Venue: Warhammer World, Nottingham

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 need to provide your own lunch!)

Contact: warmasterwinterwarmer@yahoo.co.uk

Website: http:/games.groups.yahoo.com/

group/gw-warmaster/

Date: 10th February, 2008

Venue: Leopoldsburg, Belgium

Details: Full Tilt is an annual wargames
tournament organised by the White Knights
gaming club from Leopoldsburg in Belgium
and will take place for the sixth time. There
will be tournaments for three systems:
Warhammer Fantasy, Warhammer 40,000
and The Lord of the Rings. So if you're in the
mood for a day of wargaming in a great
atmosphere, then check out the website
below for more information.

Website: http;//www.de-witte-ridder.be

23rd  Bloodbowl:
The Chaos Cup

Date: Saturday 23rd February 2008
Venue: Games Workshop, Bromley
Details: The London Bloodbow! Tournament
season kicks off with this one-day tournament
The Chaos Cup. You will need your team,
templates and dice. Only 24 tickets available.
Look out for the Spikey cup, Summerbow!
and Bloodbowl completing the season later
on this year.

Tickets: £15 — on sale now!

Contact: Games Workshop Bromley on

0208 466 0678

24th Yorkshire

Open Tournament -
Warhammer

Event Date: Sunday 24th February 2008

Venue: Games Workshop Wakefield

Event Details: The Yorkshire Open

tournaments are now in their eighth year.

Competition is fierce but if you think you

have what it takes to be the best contact us

now as tickets will go quickly. You will need

a 2000pt Warhammer army to take part in

this tournament.

Tickets: £10

Contact details: Games Workshop Wakefield
Tel: 01924 369431

gth> Vampire Counts
Halloween Party...

Date: Saturday 8th March 2008, 6.30pm
Venue: Games Workshop Bromley
Details: Halloween comes early in 2008 as
the Vampire Counts are unleashed across the
Old World. Take part in lots of activities
including a mega graveyard battle (20ft long
board) Join the Witch Hunt to root out the
Vampires from the Empire. Power-up your
Vampire by drinking “blood” from the vile
chalice. Battle commences in the eerie dark
gothic atmosphere lit by “candle light”.
Contact: Games Workshop Bromley

Tel: 0208 466 0678

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

The Games
Workshop
website
contains more
information
about the
events scene
than we could
ever list here.
Not only can
you find out
about
forthcoming
events and
activities it
also contains
tournament
reviews and
Games Day
reports (which
also includes
the Golden
Demon
winners).

For those
interested in
tournaments,

‘you can find

rules packs
and details for
all of our
Grand
Tournaments

in the 2007-

2008 season.
You can also
find reviews
for previous
tournaments if
you are still in
need of
convincing.

Those of
you who are
regulars at
your local
club, the
website has
guides and
advice for
running events
as well as
details about
joining the
Gaming Club
Network (as a
member we
can add your
details to the
club finder in
the pages of
this White
Dwarf
magazine).

Finally, it’s
all free!

LI MMWN
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STORE FINDER

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

GAMES WORESHOP Hobhy 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!
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@AMES WORKSHOP

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.

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular products, so you're

more likely to find exactly what you're looking for!

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

Full listing of all the stores that sell Games Workshop products
across the UK, parts of Europe, South Africa and the Middle East.

If you're unsure where your nearest stockist is located, anywhere

in the world, call Mail Order on: +44 (0) 115 91 40000

store Directory

GW BRISTOL:

87 The Harsefair, 451 3)R

Tel: 0117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall, 8534 5UP

Tel: 0117 959 2520

BRISTOL, Area 51:

Tek 0117 9244655

BRISTOL, HobbyCraft:

Tel: 0117 959 7100

BEDFORDSHIRE

GW BEDFORD:

0 Greylriars, MK40 THP

Tel: 0123 427 3663

LUTON, Ottakers:

Tel: 17582 486959

CRANFIELD, Wargames Workshop:
Tel: 01234 757878

* GW MAIDENHEAD;

Unit 2, 17 Market Street, SL6 8BAA
Tel: 0162 863 1747

GW READING;

28 Oxford Road, RGT 7QG

Tel: 0118 959 B693

GW WINDSOR:

Unit 3, b Gearge V Place, SL4 1QP
Tel: 01753 861087
BRACKNELL, Ottakers:

Tel: 01344 480124
BRACKNELL, Toy Planet:
Tel: 01344 426262

READING, HobbyCraft:
Tel: 0116 902 B600
SANDHURST, Toyworld:
Tel: 01252 B73350

WINDSOR, W] Daniels:
Tel: 017533 62106

GW BIRMINGHAM:

Uit L16, Bullring Link, 85 385

Tel: 0121 633 7193

GW DUDLEY:

Unit 36, Merry Hill Centre, DY8 3UE
Tel: 0138 448 1810

GW SOLIHULL:

590 Warwick Road, B91 3DX

Tel: 0121 705 7497

¢ GW SUTTON COLDFIELD:
#5-47 Blrmingham Road, B7Z 1QF

Tel: 0121 354 4174

GW WALSALL:

Unit 27, Old Square Shopping Centre, WS1 10F
Tel: 0192 272 5207

GW WOLVERHAMPTON:

9 King Strest, WV1 15T

Tel: 0190 231 0466

BIRMINGHAM, Console Games:
Tel: 0121 477 0022
WOLVERHAMPTON, HobbyCraft:
Tel: 0845 051 6543

GW HIGH WYCOMBE:

Unit 29, The Octagon Centre, HP11 2HT
Tel: 0149 453 1494

GW MILTON KEYNES:

504 Silbury Boulevard, MK9 2AD

Tel: 0190 763 0477

AYLESBURY, Bear Necessities:
Tel: 01296 421098

BUCKINGHAM, Abacus Toys:
Tel: 01280 621815

GERARDS CROSS, Howard Marshall:
Tel: 01753 682052

MILTON KEYNES, HobbyCraft:
Tel: 01908 308 330

NEWPORT PAGNELL, Doodles
Tel: 01908 610496

PRINCES RISBOROUGH, Treats:
Tel: 01844 344354

© GW CAMBRIDGE:

54 Regent Street, CB2 1DF

Tel: 0122 331 3350

GW PETERBOROUGH:

3 Wentwarth Strect, PET 1DH

Tel: 01733 890 052

ELY, City Cycle Centre:

Tel: 01353 663131

HUNTINGDON, Sports & Fashions:
Tel: 01480 454541

PETERBOROUGH, Your Story:

Tel: 01733 341007

ST NEOTS, First Computer Games:
Tel: 01480 386 638

ST NEOTS, Gamers:

Tel: 071480 217 443

ST NEOTS, Westgate Department Store:
Tel: 01480 473242

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732187

JERSEY, ST SAVIOUR, The Jersey
Traln and Model Centre

736478

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 721721

GW ALTRINCHAM:
Unit 1, 19 Grafton Street, WAT4 10U
Tel: 0161 929 9896
* GW CHESTER:
112 Faregate Streel, CHT THB
Tel; 0124:431 1967
* GW MACCLESFIELD:
Unit 38, Chestergate Mall, Grosvenor Centre,
SK11 bAR
Tel: 0162 561 9020
GW STOCKPORT:
32 Mersey Square, SK1 1RA
Teli 0161 474 1427
GW WARRINGTON:
Unit 19 Bank Strect Time Square, WAT 2AF
Teli 0192 565 1983
ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 9919
BIRKENHEAD, Kit Shop
Tel: 0151 647 9067
CHEADLE, Fantasia:
Tel: 0161 491 1130
CHESTER, HobbyCraft:
Tel: 01244 650 110
CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273277
CREWE, ABC Model Sport:
Tel: 01270 505 048
E )

Tel: 01270 581 118

FRODSHAM, Steve Webb Models & Hobbies:
Tel: 01926 735 225
NANTWICH, HobbyCraft:
Tel: DB45 051 6537

MNESTON, Carousel:

Tel: 0151 336 621
NORTHWICH, Level 1:

Tel: 01606 45053
NORTHWICH, The Model Shop:
Tel: 01606 826 346
SANDBACH, RC Nut:

Tel: 01270 759 890
STALYBRIDGE, Hardcastles:
Tel: D161 303 9402
STOCKPORT, HobbyCraft:
Tel: 0161 429 5400

HYDE, Goslings Toymaster:
Tel: 0161 427 2099

WIDNES, The Hobby Shop:
Tel: 01514 241 947

CLEVELAND

* GW MIDDLESBROUGH:
Unit 33, 19 Dundas Street, T51 THR
Tek: 0164 225 4091
HARTLEPOOL, lllusions:

Tek: 01429 233 199
NORMANBY, PC Tech:

Tel: 01642 461010

REDCAR, PC Tech:

Tel: 01642 481888

CORNWALL

GW TRURO:

Unit 1, Bridge House, New Bridge Street, TRI 2A4
Tel: 0187 232 0047

BODMIN, Bricknells;

Tel: 01208 77088
BUDE, Nitro RC:
Tel: 01268 353 388

BUDE, More Value:
Tel: 01268 352 362

CALLINGTON, GMS Games

Tel: 01579 304 837

FALMOUTH, Kernow Toymaster:
Tel: 01326 312 571

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

LISKEARD, Bricknells:

Tel: 01579 342 161

LISKEARD, Trago Mills:

Tel: 01579 340 87

NEWQUAY, Planet Hobbywood:
Tel; 01637 859 941

3ST AUSTELL, Adeba Toys:

Tel: 01726 73125

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

ST IVES, Dragon’s Hoard:

Tel: 11736 79848

TRURO, Toymaster:

Tel: 01872 272 452

WADEBRIDGE, Bricknells:

Tel: 01208 813 274

COUNTY DURHAM

* GW DURBAM:

64 North Road, DH1 450

Tel: 0191 374 1062

GW DARLINGTON:

78 Skinstergate, DL3 71X

Tel: 07132 338 2463

BARNARD CAS“.E, Toy Shop:
Tel: 01833 637 39

BISHOP AUCK[AND, Windsock Models:
Tel: 01188 609 766

CONSETT, Kwikpart:

Tel: 01207 561024

SEAHAM, Games of War:

Tel: 01915 817 118

STOCKTON ON TEES, Stockton Modeller:

Tel: 01642 616 680

CUMBRIA

& GW CARLISLE:

Unit 2, Earls Lane, CAT 1DP

Tel 0122859 8216
BARROW-IN-FURNESS, Heaths:
Tel: 01229 820 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 047
COCKERMOUTH, The Toy Shop:
Tel: 01900 #25
KENDAL, Aireys of Kendal:

Tel: 01539 720 781

PENRITH, Harpers Cycles:

Tel: 01768 B64 4

WIGTON, jacksnns Diecast Models:
Tel: 01697 342 55

WORKINGTON ToyTown:

Tel: 01900 873 322

DERBYSHIRE

GW DERBY:

42 Sadler Gate, DE1 ANL

Tel: 0133 237 1657

ASHBOURNE, Lumbards Toys:

Tel: 01335 345115

BELPER, Children’s Choice:

Tel: 01773 B25865

BUXTON, Knowles Toys and Models
Tel: 0129 824 203

CHESTERFIELD, Chesterfield Department Stare:
Tol: 01246 220 200

GLOSSOP, Wain Services:

Tel: 01457 853 548

ILKESTON, llkeston Co-op:

Tel: 01159 327 77
MATLOCK, Shawes:
Tel: 01629 582 482

* GW EXET!

31a Sidwell Ekm EX4 6NN

Tel: 0139249 0305

GW PLYMOUTH:

B4 Cornwal Strest, PL1 1LR

Tel: 0175 225 4121

GW TORQUAY;

12 Market Street, TQ1 1AQ

Tel: 0160320 1036
BARNSTAPLE, The Battlezone:
Tel: 01271 321 344
BIDEFORD, The Tarka Train

a7
DART OUTH WG Pillar & Co:
Tel: 01803 832 139

STORE FINDER KE

GAMES WORKSHOP HOBBY CENTRE
{#) Indicates Gaming Room facilities.

HOBBY STOCKIST
Offers a imblwgamingwpsnrm_gmm

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Official selfers of Games Workshap praducts.®

NEW STORE OPENING
Indicates pew stores and stockists,

Stocks the complete Games Warkshop range and offers introductary gaming and painting lessons,

* To be sure they have what you want in stock, we recommend calling the store first.

EXMOUTH, Gamezune Models:
Tel: 01395 267 73

HOISWORTH\-’, Honiton Toy Shop:
Tel: 01404 43741

HONITON, Bazaar:

Tel: 01409 253 892

KINGSBRIDGE, The Trading Post:
Tol: 01548 852 923

NEWTON ABBOT, Austins:

Tel: 01626 333 444

PLYMOUTH, Model Shop:

Tel: 01752 221 B51

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TEIGNMOUTH, Jackmans Toybox:
Tel: 01626 778 260

TORRINGTON, Toyzone:

Tel: 01805 624 790

DORSET

GW BOURNEMOUTH:

24 Post Office Road, BH1 1BA

Tel: 0120 231 5292

* GW POOLE:

Unil 12 Townsgate Centre, BH15 TER
Tek: 0120 268 5634
BOURNEMOUTH, Hobbycraft:
Tel: 01202 582 344

BRIDPORT, Frosts Toymaster:
Tek: 01308 422 296

DORCHESTI
Tel: 01305 261 1 -1

SHERBEOURNE, The Corner House:
Tel: 01935 815 615

SHEI!BOUIINE The Toy Barn:

Yel: 01935 815

WEYMOUTH, Kumcﬁ Models:
Teli 01305 750 025

WEYMOUTH, Razzamataz:

Tel: 01305 780 601

ESSEX

GW CHELMSFORD:
Unit 4C, The Meadows Centre, CM2 678
Tel: 0124 549 0048

, Dorchester Toys:

GW COLCHESTER:

2 Sharl Wiyre Streot, COT ILN

Tel: 0720 676 7279

GW SOUTHEND:

12 Southchurch Road, 551 2NE

Tef: 0170 246 1251

GW THURROCK:

Unit 4158, Level 3, Lakeside Shopping Centre, RA16 12
Tel: 0170 806 7133

SAFFRON WALDEN, Game On:
30-High Strect, Tel: uzm;ns o7
BASILDON, HobbyCraft:

Tel: 01268 240 100

BRENTWOOD, B&M Cycles:
Tel: 01277 214 342

CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01255 436 346

HARLOW, Marquee Models:
Tel: 01279 423 334
LEIGH-ON-SEA, Caliver Books:
Tel: 01702 473 986

MALDON, Colin Bliss Models:
Tel: 01621 851 327

RAYLEIGH, Toys N Tuck:

Tel: 01268 775 50

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pitiville Street, GL50 215

Tel: 0124 222 8414

GW GLOUCESTER:

35 Clarence Street, GL1 1EA

Tel: 0745 250 5033

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 01451 820 606
GLOUCESTER, Battle Honours
Tel: 01386 45875
GLOUCESTER, HobbyCraft:
Tel: 01452 424 999

STROUD, Antics:

Tol: 01433 764 487

STROUD, Psisoft Games:

Tek: 0870 242 7428

GET DOWN
TO YOUR
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TEWKESBURY, Toy Zone:
el 01684 295 776

HAMPSHIRE

GW BASINGSTOKE:

3 Patters Walk, RG21 7GQ

Tel: 0125 846 G050

GW PORTSMOUTH:

34 Arundel Street, POT INL

Teli 0239 287 6266

GW SOUTHAMPTON:

23 Fast Street, SO14 THG

Teh 0238 033 1962

GW WINCHESTER:

35 Jewry Street, SO23 BRY

Tehi 0196 286 0199

ALDERSHOT, The Game Shop:

Tel: 01252 311 443

ALTON, Alton Model Centre:

Tel: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 263

BOTLEY, Just Add Imagination:

Tek: 01489 781 177

FLEET, Fieet Toys:

Tel: 0125 261 3949

GOSPORT, |C Books:

Tel: 02392 580 931

HAVANT, HobbyCrait:

Fel: 0845 051 6354

MILFORD ON SEA, Milford Models and Hobbies:
Tel: 01590 642 1712

NEW MILTON, Toys of New Milton:
Tel: 01425 617 805

PETERSFIELD, Folly Models:

Tel: 01730 267 932

PORTCHESTER, Wicor Models:

Tel: 02342 351 160

RINGWOOD, Toys of Ringwood:
Tel: 01425 479 444

ROMSEY, Roundabout:

Tel: 01794 512 145

SOUTHHAMPTON, Rock Battom Toystore:
Tl 04380 633 947

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVILLE, Forever Toys Ltd:
Tel: 12392 266 253

WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01705 259 186

BARNET, Toys Toys Toys:

Tel: 0208 449 0966

HEREFORD, Hereford Model Shop:
Tel: 01432 352 809

LEOMINSTER, Martin's Models & Crafts:
Tel: 01568 613 702

ROSS ON WYE, Revolutions:

Tel; 01989 562 539

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Street, HP1 1EF

Tel 0144 224 9752

GW ST ALBANS:

18 Herfiage Clase, AL 48

Teli 0372 786 1393

BISHOP'S STORTFORD, Boardmans:
Yel: 01279 634 033

COCKFOSTERS, Murray & Brand:
Tel: 02084 490 827
HARPENDEN, Fel
Tel: 01582 767 811
HERTFORD, Marquee Models:

Tel; 01992 5047 18

HITCHIN, Mainly Models:

Tel: 0146, {1

LETCHWORTH, Model Images:

Tel: 01462 684 B39

STEVENAGE, HobbyCrait:

Tel: 0845 051 6553

STEVENAGE, KS Models:

Tel: 01438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tek: 01707 391 319

WATFORD, HobbyCraft:

Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
Tel; 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 01983 292 013

NEWPORT, Toy & Models:

Tel: 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 01983 §62 454

RYDE, Fun, Fact and Fantasy:

Tel: 01983 617 323

KENT

GW BLUEWATER:

Unit 0526, Upper Thaimes Walk, Blassvater, DAS 950,
Telo0132 242 7880

GW CANTERBURY:

Unift 3, tron Bar Lane, CT1 2HN

Tel 0322 745 2800

GW MAIDSTONE:

7a Pudding Lane, MET S 1PA

Tel; 6162 267 7435

GW TUNBRIDGE WELLS:

A Camden Street, TNT 2PL

Tel:0189 254 5783
ASHFORD, GZ Computers Ltd:
Tel: 01243 663900

tions:

BEXLEY HEATH, Kit Krazy:

Tel: 0208 298 7177

BROADSTAIRS, Time & Space:
Tel: 01843 866 0006

CHATHAM, Maynes:

Tel 01634 400 031

CRAYFORD, HobbyCraft:

Tel 01580 713298

DOVER, Turners Models:

Tel: 01364 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 591 203

GRAVESEND, Steve’s Collectables and Models:
Tek: 01474 364 465

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HERNE BAY, Spearings:

Tel: 01227 374 049

HYTHE, Apple Jax

Tel: 01303 262 602

MAIDSTONE, HobhyCraft:

Tel: 41622 623 750

ORPINGTON, JH Lorimer:

Tel: 01689 823193

SEVENOAKS, |H Lorimer:

Tel; 01732 452 840

SEVENOAKS, Manklows;

Tel: 01732 454 952
SITTINGBOURNE, AJ Blundell & Son:
Tel: 01745 424 371

GW BLACKPOOL:

8 Birley Straet, FY1 10U

Tel: 0125 375 2056

GW BOLTON:

Unit 27, 36 Acrosfield Mal, BL1 TEA

Tel: 0120 436 2431

GW PRESTON:

15 Miller Arcads, PRT 2QA

Tel:0177 282 1855

ASHTON UNDER LYNE, Roundabout Tuys
Tel: 07613 432 344

BLACKBURN, Batcave:

Tel: 01234 667 488

BLACKBURN, Mercer & Sons:

Tel: 0125 458 700

BLACKPOOL, Who

Tel: 01253 625802

BOLTON, HobbyCrat:

Tel: 61204 374 300

BURNLEY, Compendium

Tel: 01282 457 060

BURY, Conways Toymaster:

Tel: 01617 616 209

CHORLEY, Hampsons Toys & Nursery World:
Tel: 01257 263 045

CLITHEROE, Cowgills of Clitheroe Ltd:
Tol: 1200 423 587

KIRKHAM, RK Boyes:

Tel: 01772 671 900

LANCASTER, Micro Markets:

Tel: 01524 B40 486

LEIGH, Toymaster:

Tel 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

ORMSKIRK, Taylors:

Tel: 01695 573516

ROSSENDALE, Rossendale Models:
Tel: 01706 250 007

PRESTON, HobbyCrait:

Tel: 01772 661 200

STALYBRIDGE, Hardcastles:

Tel: 07161 363 9402

THORNTON- CLEVEI.YS Toy2save Collectables:
Tel: 01253 B55

WIGAN, ngan Model Centre:

Tel: 01942 245 683

LEICESTERSHIRE

GW LEIC TER:
7 Sireel, LE1 5ET

GW LOUGHBOROUGH:

22 Biggin Street, LE11 1VA

Tel: 0150 923 5107
ASHBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01530 416 527

COALVILLE, Geofis Toymaster:

Tel: 01530 B32 795

LINCOLNSHIRE ARER

GW GRIMSBY:

9 West 5t Mary's Gate, DN31 118

Tel D147 234 7757

GW LINCOLN:

Uit Sua, Salterpate, (outside of Waterside
Gontre), LN2 1AP

Tel: D152 254 BD27

BOSTON, Madels and Computers:
Tel: 01205 365 102

GRANTHAM, Portprince Madels and
Hobbies Ltd:

Tel: 01476 592 501

LOUTH, Castaline:

Tel: 01507 602 149

MABF.ETHORI’E Belas Toymaster:
Tel: 015 3

SCUNTHORI’-’E Shermans Model Shop:
Te 4 B42 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429

SPALDING, Mason’s Models:

Tel; 01775 722 456

LONDON
GW BRENT CROSS:

Unit 3, Lower Mall, Breot Cross Shopping Centre, NW4 3FE,
Tel: kil 262 4579

FRONTLINE

* GW BROMLEY:

Unit 24, The Mall, Bromley, BR1 115

Tel: 0208 456 0678

GW COVENT GARDEN:

Unit 33, The Market, WCZE BRE

Teh: 6207 240 5106

GW CROYDON:

Unit:35, Drummond Centre, Keeley Road, CRO 1TF
Tel: 0208 680 4600

GW EPSOM:

{1’ High Street, KI'19 8AD

Tel: 01372 751081

GW KENSINGTON:

shop 7, Lancer Square, Kensington Church
Straet, W8 4FH

Tol; 0207 937 7011

GW KINGSTON ON THAMES :

33 Fife Road, KT1 15F

Tel: 0208 549 5224

GW LONDON (Oxford St):

Uriil £10; The Plaza Shopping Centie, 15t
Floor,116-128 Oxford Street, WIN 9DP
Tel: 0207 436 0839

GW RICHMOND:

Unit 8, Westminster House, Kew Road, TWS 2ND
¥el; 0208 848 6122

GW ROMFORD:

12 Quadrant Arcade, RM1 3ED

Tel; 01708 742 140

GW STAINES:

# Clarence Street

Tel: 0176 446 0675

GW SUTTON:

Unit 26, Times Square Shopping Centre, SM1 1LF
Tel: 0208 770 9454

* GW UXBRIDGE:

Unit 32, Chequiers Mall, The Pavilions
Shopging Centre, UBE TLN

Tel: 0189 325 2800

GW WATFORD:

193 Quesns Road, Harlequin Centre; WD1 278
Tel: 01925 245300

BLACKHEATH, 2nd Impressions:
Tel: 0208 B52 6192

BLOOMSBURY, Just Games:

Tel: 0207 323 3080

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:

Tel: 0208 693 5931

FINCHLEY, Lelsure Games:

Tl 0200 346 1127

GREENFORD, HobbyCraft:

Tel: 0208 747 7500
HAMPSTEAD, Happy Returns:
Tel: 0207 435 2431

LL, Just Williams:

LEYTON,

Tol: 0208 5392821
PUTNEY, Toystop:

Tel: 0208 785 9553
RUISLIP, John Samiers:
Toi: 01895 634 848
WIMBLEDON, Elys:
Tel: 0208 946 9191

MANCHESTER ARER

GW MANCHESTER (Central);

Unit K35, Marsden Way South, Arndale Centre, M3 3AT
Tel: 0161 B34 6871

GW TRAFFORD CENTRE:

Unit Latc Teafford Centre, M17 88N

Tel: D161 755 D065

ALTRINCHAM The Gaming Crypt:
Tel: 016
ECCLES, Amaznn Miniatures:
Tol: 0161 788 7650
NORTHENDEN, Stelorac:
Tel: 0161 946 1759

TYLDESLEY, |PL Models

Tel: (11932 696138

MERSEYSIDE ARER

* GW LIVERPOOL:

13h Central Shopping Cenire, Ranelchgh, 11 10T
Tel: 0131 703 0963

GW SOUTHPORT:

Unit K2, Marble Place Shopping Contee, PRS 1DF
Tel: 0170 450 1255

ST HELENS, ID Gaming:

Tel: 01744 735 705

WALLASEY, Wirral Model Shop

01571 200 8355

MIDDLESEX

EAST SHEEN, Play Inside Out:
Tel: 02068 765 229

EAST SHEEN, Pandemonium:
Tel: 02086 740 856

ENFIELD, Jennings Stores:

Tel: 02086 B04 1804

ENFIELD, Pearsons:

Tel: 0208 373 4200

HARROW, Toy and Nursery
Tel: 0206 4222610

NORFOLK

GW NORWICH:

12:14 Exchange Stroot, NRZ 1AU

Tel: 0160 376 7656

EAST DEREHAM. Starlings Toymaster:
Tel: 01362 647

EAST DEREHAM, Youngsters World:
Tel: 01362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 01320 853 118

HOLT, Starlings Toymaster:

Tel: 01263 713 101

HUNSTANTON, Hunstanton Models:
Tel: 01485 533324

HUNSTANTON, Pavilion Toymaster:
Tel: 01405 533 108

NORWICH l!alilene(

Tel: 01603
NORWICI Kerrrsuns

Tel: 01603 494008

NORWICH, Langleys:

Tel: 01603 627959

NORWICH, § P Models:

Tel: 01953 87878

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 368

TAVERHAM, Norvic Models Ltd:

Tel: 01603 8652113

WROXHAM, Point House Toyshop:
Tel: 01603 706 804

NORTHAMPTONSHIRE

* GW NORTHAMPTON:

24-26 Ablngton Square, NNT 4AA

Tel: 01604 636 687

KETTERING, Green Angel Cards & Games:
Tel: 01536 359 248

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 BOO

RUSHDEN, Osborne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:

Tel: 01933 440 661

NORTHUMBERLAND

ASHINGTON, Blue Box Models:
Tel: 01670 521279

HEXHAM, Robbs:

Tel: 01434 602 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central}:

34a Friar Lane, NG1 600

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Willow Road, Lenton, NG7 2WS

Tel: 0115 916 8410

MANSFIELD, The Games Emporium:
Tel: 01623 630 022

NEWARK, Access Models:

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:

Tel: 0845 US1 6249
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07814 157168
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tel: 01623 557 812

WEST BRIDGFORD, Inspirations

Tel: 0115 982 1200

WORKSOP, Model Base:

Tel: 01909 501 752

GW OXFORD:

1A Bush House, New Inn, Hall Stroot, OX1 20H
Tel: 01865 242 182

ABINGDON, Just Toys:

Tel: 01235 524 333

BANBURY, Trinder Bros:

Tel: 01295 262 546

CARTERTON, Giles Sports:

Tel: 019971 832 396

OXFORD, Boswells Toymaster:

Tel: 01865 241 244

THAME, Pied Pedaller:

Tel: 01844 260 022

WALLINGFORD, Pettits of Wallingford:
fel: 01491 835 253

WITNEY, Romkrish:

Tel: 01993 704 979

HAVERFORDWEST, Emry's:
Tel: (11437 779 646

RUTLAND

OAKHAM, Jack in the Box Toys:
Fel: 01572 755 999

+ GW SHREWSBURY:

6 Markel Street, S¥1 1LE

Tel: 0174 336 2007

TRFOR a t!zﬁmum

Tek 01952 b %
BRIDGENORTH thhy Horse
Tel: 0174 6 766 639

OSWESTRY, Funfayre:

Tel: 01691 670 636

TELFORD, Questing Knight Games:
Tel: 01952 417 747

SOMERSET

* GW BATH:

510 Westgate Buildings, Avon Street, BAT TUN
Tel: 0122 533 4044

BURNHAM ON SEA, GW Hurley:

Yel: 01278 789 281

CLEVEDON, Just For Fun:

Tk 01475 337 819

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tel: 01373 4452
GLASTONBURY, Pedalers Toymaster:
Tel: 01458 834 562

GLASTONBURY, PC’s PC's:

Tul: 01458 833900

MINEHEAD, Minehead Toys & Models:
Tel: 01643 705 550

TAUNTON, Krackers:

Tel: 01823 335 057

TAUNTON, Hatcher & Sons:

Tel: 01823 272 277

WELLS, Wells Models:

Tel: 01749 675 262

WESTON SUPER-MARE, ) Toys:

Tel: 01934 418 151

YEOVIL, Yeovil Collectors Centre:

Tek: 01435 433 739

YEOVIL, Witch Engine:

Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unit &, Union Courl, Ution Street, DET4 TAA
Tek: 07128 353 5865

GW STOKE:

27 Stafford St, 5T1 U

Tel: 0176 220 5267

Alsager, Alsager Toys and Models:
Tel: (1270 882 871

LEEK, Chapter 1:

Tel: 01518 399 a5

]| e R R S S e s

LICHFIELD, Digital Dragons:
Tel: 07941 6377493

NEWCASTLE UNDER LYME, Sundowner Models:
Tek: 01782 610 606

STAFFORD, SLD Models:

Tel: 01785 258 731

STAFFORD, Stafford Games:
Tel: 01785 255577

STAFFORD, Too Fat Goblinz:
Tel: 01785 244 499
STOKE-ON-TRENT, Battlezone
Games & Collectables:

fel: 01782 833 631

TAMWORTH, Geoff's Toys:

Tel: 01530 #32 795

TAMWORTH, Hobbycraft:

Tel: 1827 300 600

SUFFOLK

* GW IPSWICH:
§3 Westgate Stieet, IP1 3DZ
Tel: 01473 210 031
BECCLES, Toy Box:
Tel: 01502 712 785
BURY ST. EDMUNDS, Model Junction:
Tel: 01284 753 456
BURY ST. EDMUNDS, Slaﬂlngs Toymaster:
Tel: 01204 761 646
FELIXSTOWE, Wizards Workshop:
Tel: 01394 277 233
HALESWORTH, Halesworth Toy Shop:
Tel: 01986 874 270
IPSWICH, Galaxy Models & Hobbies Ltd:
Tel: 01473 724 27
IPSWICH, Tuywur]:i Ipswich:
Tek: 01473 728 535
NEWMARKET, Moons Toyland:
Tel: 01638 663 147
STOWMARKET, D ] Collectables:
Tel: 01448 771 015
STOWMARKET, Simpson & Sons:
Tel: 01449 612 914
SUD URY, FT Games:
el: 7 -"lh 050
SUDBUR\‘ Tmeﬂy s Toys:
Tel: 01787 32723
WOODBRIDGE, Toylown:
Tel: 01394383 170

SURREY

GW EPSOM

B High Street, KT19 BAD

Tel: 01372 751881

GW GUILDFORD:

Unit 1, 9/12 Tunsgate, GU1 3Q7
Tel: 0148 3451793

GW WOKING:

Unit 3 Cleary Court, GUZ1 6HJ
Tel 0148 3

1276 68511
CATERHAM Modeller’s Loft:
Tel; 07883 341 818
COULSDEN, Taylurs Toys and Sports:
Tel: 0208 666 00710
CRANLEIGH, David Mann:
Tel; 01483 273 777
DORKING, Dorking Models:
Tel: 01306 881 747
EPSOM, Ottakers:
Tel: 09372 742 333
FARNHAM, Darkslar:
6Tel: 01252 820 324
PURLEY, JH Lorimer Ltd:
Tel: 0181 660 9716
REDHILL, Gamers Guild:
Tel: 01737 789 123
REIGATE, The Toy Shop:

Tel: 01737 245 300

GW BRIGHTON:

Usiit 7, Nille Pavilions, BNT THW

Tel: 0127 320 3333

GW CRAWLEY:

11 Broadway, RH10 1DX

Tel: 0129 355 2078

GW EASTBOURNE:

13 Terminus Road, BN213QL

Tel: 0132 364 1423

BOGNOR REGIS, '

Trains Models and Hobbies:

Tel: 01243 864 727

BURGESS HILL, Kid’s Stuff:

6Tel: 01444 257 724

CHICHESTER, Chichester Toys:
Tel: 01243 768 035

CRAWLEY, HobbyCraft:

Tel: UB45 057 6352

EASTBOURNE, Phantasia:

Tel: 01323 723 388

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 917

HAYWARD'S HEATH, Clarkes:
Tel: 01444 457551

HORSHAM, Ottakers:

Tel: 01403 268 088

HOVE, Kids Dreams:

Tel: 61273 420 666

SEAFORD, Blg Kids Toy Shop:
Tel: 01323 §99

ST LEDNARDS ON SEA, Silverhill
Models and Toys

Tel: 07424 431 133

UCKFIELD, Kid’s Stuff:

Tel: 01825 768 398

WORTHING, KC’s Games Shop:
Tel: 01903 237 983

TYNE AND WEAR ARER

¢ GW NEWCASTLE (Central):

Liniit 6A; Newgate Shopping Centre,

Tel: 0191 232 2418

GW METRO (Metra Centre):
Unit 2, First Floar, The Arcad (near the

Meditorranean Village), NETT 9YL

Tel: 0191 461 0950

GATESHEAD: HobbyCraft

Tel: 0191 482 7410

NORTH SHIELDS, SR Gladston & Son:

Tel: 01912 570 335

SUNDERLAND, Joplins:
Tel: 6191 510 2105




SUNDERLAND, Toy and Computer Store:
Tel: 0191 565 5196
WHITLEY BAY, Alan’s Model Shop:

Tel: 0191 253 3682

WARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes
Shopping Centre, €V 111

Tel: 0247 622 7311

GW LEAMINGTON SPA:

32 Regent Street, CVA2 5EG

Tel: 01926 435771

BEDWORTH, Raliway & Modellers Junction:
Tel: 02476 316 285

COVENTRY, Hobbycraft'

Tel: 02476 234 520

KENILWORTH, Abacraft Arts & Pictures:
Tel: 01926 511 294

RUGBY, Iulo Rillways & Models:

Tel: 01788 362

STRATFORD-! UPON -AVON,

Much ado about toys:

Tel: 1789 295 850

WILTSHIRE

GW SALISBURY:

1B Winchester Street, 5P1 1HB

Tel: 0172 233 0855

GW SWINDON:

18 Beunel Plaza, SN1 TLF

Tel: D179 343 6036

DEVIZES, Huggosaurus Toymaster:
Tel: 01360 723 B3

MALMESBUR\‘, SPS Malmesbury:
Tel: 01666 524440
MARLBOROUGH, H Duck:

Tel: 01672 512 170

MELKSHAM, The Toyshop:

Tel: 01225 768 415

SWINDON, HobbyCraft:

Tel: 0845 051 fu 1

SWINDON, SPS Ltd:

Tel: 01793 881 452

TROWBRIDGE, The Toy Shop:
Tel: 01225 768 415

WESTBURY, The Gas Cupboard:
Tel: 01373 3?5325

WORCESTERSHIRE

* GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza, WR1 2Q8
Tel: 0190 561 6707

DROITWICH, Hubbycrafl:

Tel: 0845 051 654

DROITWICH, luuk rite Ltd T/A Toyworld:
Tel: 01905 77

EVESHAM, Battle Honours UK:

Tel: 0138 645 875

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 766 092

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 01299 672 800

YORKSHIRE

GW BRADFORD:

& Piccadilly, Bradford, BD1 3LW
Tel: 0127 473 9430

GW DONCASTER:

20 High Streel, Doncaster, DN1 3EG
Tel: 0130 232 0535

GW HARROGATE:

53 Station Parade, HGI 1TT
Tol; 0142 356 4310

GW HULL:

30 Paragan Street, HUI 3ND
Tid: 0148 258 9576

GW LEEDS:

38A Lands Lane, £51 618

Tel: 0113 242 0834

GW SHEFFIELD (Central):
16 Fitzwilliam Gate, 51 HH
Tel: 0114 2750114

GW SHEFFIELD (Meadowhall Centre):

Unit 18, High Street, Upper Mall (next to
entrance near Boots), 59 1TEN

Tel: 0114 256 9636

* GW WAKEFIELD:

46 Kirkgate, the Ridings Centre, WF1 178

Tel: 0192 436 9431

GW YORK:

13A Lendal, YOI 8AQ

Tel: 0190 462 BOT4

BARNSLEY, Janco Toys:

Tel: 01226 208654

BRIDLINGTON, Croppers:

Tel; 01262 677 727

BRIDLINGTON, lcy Tea Ltd:

Tel: 01626 403 0 9

HALIFAX, Conways Toymaster:

Tel: 01422 353 9

HALIFAX, Hal:fnx Maodellers World:
Tel: 01422 348 15

HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226

KEIGHLEY, Conways Toymaster

Telk: 01535 604045

LEEDS, Hobbycraft:

Tel: 0113 389 3020

NORTHALLERTON, T & FM Grover Ltd:
Tel: 01609 773 334

OTLEY, Conways Toymaster:

Tel: 01943 462 065

PICKERING, Puffers of Pickering:
Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 11759 306 041

SCARBOROUGH, Games Centre 2:
Tel: 01723 369444

SCARBOROUGH, Space, Myth and Magic:
Tel: 0B456 441 113

SELBY, A1 Sports and Toys:

Tel: 01757 705115

SHEFFIELD, Wargames Emporium:
Tel: 01142 754 826

SHEFFIELD, Wargames Emporium
Gaming Centre:

Tel: 01142 560487

WAKEFIELD, Model and Craft Centre:
Tel: 01924 374 097

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

YORK, Fenwicks:

Tel: 01904 £43322

WALES

GW CARDIFF:

31 High Street, CFI01PU
Tel: 0292 064 4917

* GW NEWPORT:

25 Skinner Street, NP20 1HB
Tel: 0163 325 6295

GW SWANSEA:

53 Kingsway, SA15HQ

Tel:; 0178 246 3969

ABERGAVENNY, Rlchards of Abergavenny:
Tel: 01873 652 466

ABERYSTWYTH, Albatross:

Tel: 01970 617 B36

BANGOR, Acme Games:

Tel: 01248 371 457

BRECON, J Clark Toys & Gifts:

Tel: 01874 622 165

BRIDGEND, Joust for Fun:

Tel: 01656 767 650

CARMARTHEN, Good News:

Tel: 01267 237 789

CARMARTHEN, Hardings:

Tel: 01267 237 774

CHEPSTOW, Artists Corner:

Tel: 01291 627 393

COLWYN BAY, Hippo Toys:

Tel: 01492 53
CONWAY, Hrppo Toys:

Tel: 07492 534 169

DOLGELLAU, Mars Vs Venus:

Tel: 01341 423 407

LLANDRINDOD WELLS, Corven Arts:
Tel; 08700 664 904

LLANDUDNO, Treasure Trove:

Tel: 07847 577 %62

LLANTWIT MAJOR, Rainbow Plaza:
Tol: 01446 794 118

NEWPORT, HobbyCraft:

Tel: 0845 051 6340

PEMBROKE, Dragon Alley:

Tel: 01646 621 456

PONTYPOOL, Penygraig Post Office:
Tel: 01495 763 840

PONTYPRIDD, Sugar and Spice:

Tel: 07879 221 379

PORTHCAWL, Game Itd:

Tel; 01656 784 428

PORTHMADOG, Alma Figures:

Tel: 01766 830269

POWYS, The Toy Box:

Tel: 01654 703 901

RHYL, Lightfoot Models:

Tel: 01743 331 564

SWANSEA, Comix Shoppe:

Tok: 1792 642 197

WREXHAM, Brite Ideas Toymaster:
Tel: 01976 261 244

SCOTLAND

« GW ABERDEEN:

Unit 1,12-14 Upper Kirkgate, AB10 18A
Tel: 0122 464 9779

GW BRAEHEAD:

115 Brachead Shopping Centre, Kings Inch
Road, G51 48N

Tel: 0141 885 9440

GW DUNDEE:

110 Commercial Street, DD1 24)

Tel 0136 220 2362

GW EDINBURGH:

136 High Street, EH1 108

Tel: 0131 220 6540

GW FALKIRK:

12 Cow Wynd, FK1 1PL

Tel: 0132 462 4353

* GW GLASGOW:

B1 Union Street, G1 3Q8

Tel: 0141 2271 1673

GW LIVINGSTON:

26 Almandvale Conlre, EH54 6NE

Tel: 01506 443256

ARBROATH, Hags:

Tel: 07241 872145

BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586

BRECHIN, Gardiners:

Tel: 01356 622 265

CRIEFF, Happy Craft Company:
Tel: 01764 653706

DINGWALL, Sports and Model Shop:
Tel: 01349 862 346

DUNFERMLINE, Abbey Models:
Tel: 01383 731 116

DUNFERMLINE, Fife Council Libraries:
Tel: 01383 602 208

DUMFRIES, Toytown:

Tel: 01367 264884

EAST KILBRIDE, DTS Models:

Tel: 01355 238 Y68

EDINBURGH, Marionville Models:
Tel: 01313 177 010

ELGIN, Junner’s Toymaster:

Tel: 0143 542 492

FORFAR, Hags:

Tel: 01307 463263

FORT WILLIAM, The Granite House:
Tel; 01397 703 651

GLASGOW, Abacus:

Tel; D141 342 4300

GLASGOW, Static Games:

Tek: 0141 552 9785

HADDINGTON, Model Mania:
Tel: 0620 825931

INVERNESS, Junners Toymaster:
Tel: 01463 233 234

ISLE OF LEWIS, A D MacDonald and Son:
Tel: 0051 705 650

KILMARNOCK, Scotch Corner:
Tel: 01563 520 262

KINROSS, The Hope Chest:

Tel: 01577 862 516

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

NORTH AYRSHIRE, Bus Stop Toy Shop Ltd:
Fel: 01475 689802

NORTH BERWICK, Laws Cycles:
Tel: 01620 890 643

ORKNEY, M Iennmn-'l'uymasler
Tel: 01856 877 78

PERTH, Mt"ars Models:

Tel: 017 1 856 1835

PETERHEAD, George Donald Ltd:
Tel: 01779 474 737

SHETLAND, Harrys Dept Store:
Tel: 01595 693 097

THURSO, Durrans:

Tel: 01647 893 169

TURRIFF, E Rae and Son:

Tel: 01884 562 610

WHITEHILLS, Kraft Kabin:

Tel: 01261 861155

GW BELFAST:

204 Castle Court, BT1 10D (towards the back
af the centre)Tel: 02690233684
BALLYMENA, Camerons:

Tel; 028-25648821

BANBRDGE, Toymaster Banbridge:
Tel: 028-40622225

BANGOR, Replay Games:

Tel; 028-91432210

COLERAINE, Toymaster Coleraine:
Tel: 028-70349444

ENNISKILLEN, Modellers Corner:

Tel; 028-66322167

LISBURN, World of Wonder:

Tel: 028-9266999

PORTADOWN, Toymaster Portadown:
Tel: 028-35350889

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair Play

Tel: 050 38 57 83

AARSCHOT, Conect'r

Tel: 016 56 85 30
ANTWERPEN, Celtic Cross
Tel: 03 285 #1 63
DENDERMONDE, Tip Top Moens
Tel: 052 21 17.98

GENT, Lood & Spelen

Tel: 092 24 47 §4

HASSELT, Oberonn

Tel: 011 351 358
LEOPOLDSBURG, NV Moestermans.
Tel: 01139 36 46

LEUVEN, The Dicepool

Tel: 016 2949 94

MECHELEN, De Spelfanaat
Tel: 0153459 07

OOSTENDE, King Arthur

Tel; 059 51 57 56

ROESELARE, Black Border
Tel: 05120 82 50

AALST, Hermelijn

Tel: 05341 48 b6
ANTWERPEN, Red Dragon Games
Tek 032 31 71 61

ASTENE, Miniatuurauta’s Eeckhout
Tel: 092 2417 %6
BLANKENBERGE, De Speelhoek
Tel: 56 41 49 23

BRUGGE, Modelbouwcenter
West-Vlaanderen

Tel: 050 34 20 71

BRUSSEL, Interloys Anderlecht
Tel: 025 23 84

BRUSSEL, Interloys Laken
Tel: 022 6871 41

DEURNE, The Gamestore
Tel: 033 25 55 35

GENT, Intertoys Gent

Tel: 092 24 42 86

HALLE, Mishra’s Playground
Tel: D23 61 58 53

HALLE, Top 1 Toys

Tel: 023 56 04 03

HASSELT, D-Six

Tel: 0171 32 53 55

IXELLES, Intertoys Ixelles

Tel: 025 14 17 03

KORTRIJK, Baba Yaga

Tel: 056 37 46 07

KORTRIJK, De Concorde

Tel: 056 37 05 65

KORTRIJK, Albion

Tel: 056 32 43 07

NEERPELT, ‘t Spellenhuis

Tel: 011 74 49 79

OOSTENDE, Timms

Tel: 059 B0 49 63

‘OVERISE, Intertoys Overijse
Tel; 026 B7 42 53

ST NIKLAAS, HQ

Tel: 0486 20 51 31

TOURNAI, Intertoys Tournai
Tel: 069 21 42 22

BULGARIA

SOFIA, Magic Worlds
Tel: 359 2 986 6850
SOFIA, Moria

Tel: 360 2 986 6858

SHANGHAI, Zark

Tel: 66 (21) 57631665
SHANGHAI, Zhanchui Store
Tel: 86 21 52360900

OSIJEK, Land of Magic
Tel: 385 31 275 794
OSIJEK, Land of Magic
Tel: 385 37 368 412
RIJEKA, Game Master
Tel: 385 51 371 308

SPLIT, Land of Magic
Tel: 383 21482249
VARAZDIN, Land of Magic
Tol: 185 42200161
ZAGREB, Land of Magic
Tel: 383 14870077

ORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(+) Indicates Gaming Room facilities.

NE ELITE STORE
Stocks the complete Games Workshop range and offers introductary gaming and painting lessons.

NE PARTNER STORE
Stocks most of the Games Workshop range.

INDEPENDENT STOCKIST
Official sellers of Games Warkshop products.*

NEW STORE OPENING
Indicates new stores and stockists.

* To be sure they have what you want in stock, we recommend calling the store first.

ZAGREB, Land of Magic
Tel: 38514923917

CYPRUS

NICOSIA, ANT Comics
Tel: 00 357 22 660384
NICOSIA, Megaland

Tel: 00 35 7224 56622
PAPHOS, Cyprus Crusade
Tel: 00 357 97649072

BRNO, Cerny Rytir

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit

Tek: +420602369158

HARADEC KRALOVE, Knihkupectvi Valhalla
Tel: 4420495522009

KOPRIVNICE, Magic

Tel: +420495522009

LIBEREC, Battle Games-Obchodni P.
Tel: +420777526154

OSTRAVA, M.alrlx (knihkupectvi)
Tel; +420774 404

Pl A, Ogri Doupe

Tel: +420224934011

PRAHA, Cerny Rytir

Tel: +420222312461

PRAHA, Cerny Rytir

Tel: +420222312861

VSETIN, Atlantis

Tel: 420571411697

GW KGBENHAVN
Frederiksborggade 5K1, 1360,
Tel:33 1222 17
AALBORG, Dragons Lair
Tel: 9812 16 18
AARHUS C, Dragons Lair
Tel: 86 18 00 6
HILI.ERBD Hubby & Fritid
Tel: 48 2
KBB’ENHAVN K, Faraos Cigarer
Tel: 3332221
KQBENHAVN NV,
Arena Kabenhavn
Tel: 38 335700
NASTVED, Arena Nastved
Tel: 55 54 67 0
ODENSE C, Dragum Lair
Tol: 65 91 97 01
RGDOVRE, MR Games
Tel: 36 72 02 35
ROSKILDE, Fanatic Roskilde
Tel: 46 36 33 48
LYNGBY, Faros Cigarer
Tel: 32 1021 23
HELSING@R, Hobby og Fritid
Tel: 4921 45 42
HERNING, Ferges Kzlder
Tel: 3510 18 97
VORDINGBORG, Legekreden Vordingborg
Teli 55734 04 41
AABENRA, Legekaeden Aabenra
Tel: 74 62 24 05
AALBORG, Aalborg Hobby Service
Tol: 98121315
AALBORG, Bng & idé Aalborg
Tel: 98 11 66
AALBORG SV B.O. Bager Aalborg
Tel: 9879 15 45
AARHUS C, Goblin Gate
Tel: 8619 43 11
AARS, Ting og sager
Tel: 98 62 4552
ASNAES, Bug & Ide Asnaes
Tel: 59 65 00
ESBJERG, Bunkeren
Tel: 75 18 11 9
ESBJERG, Advenlure Corner
Tel: 35 11 11 56
ESBJERG, B.O. Boger Esbjerg
Yel: 75 12 11 77
ESPERG/RDE, B.O. Bager Espergerde
Tel: 49 13 19 46
EDERICIA, Bog & Ide Fredericia
Tel: 76 24 59 69
FREDERIKSBERG, Legekeden Frederiksberg
Tel: 38 19 70 25
FREDERIKSSUND Legekaden Frederikssund
Tel: 47 38 39 5¢
GILLELEJE, Lillys Legetoj
Tel: 48 3030 90
GORLEY, Sparetime
Tel: 58 85 80 B3
GRENA, Bog & idé Greni
Tel: 86 32 1933
GREVE, B.O. Bager Hundige
Tel: 43 90 60 08
HELSINGE, B.O. Boger Helsinge
Tel: 48 79 40 01
HERNING, Buddy Legetaj
Tel: 97 22 05 52
HILLER@D, Legekaeden Hillerad
Tel: 48 24 61 61
HJ@RRING, Hjerring Hobby
Tel: 30 68 40 33
HOLB/EK, Storkielt Bog & idé
Tel: 59 43 00 74

HOLTE, Legetojsbutikken

Tel: 45 46 17 82

HORSENS, Legekaeden Horsens
Tel; 75 61 60 11

HORSHOLM, GAD Harsholm
Tel: 45 86 D4 08

HUMLEBEK Rodes

Tel;
KAI.UNDBORG, Koch's Bager & Papir
Tel: 59 51 00 54

KIELLERUP, Ide & Hobby

Tel: 86 68 13 26

K@BENHAVN K, Fantask

Tel: 3393 85 36

KOLDING, B.O. Boger Kolding

Tel: 75 50 38 34

KOLDING, Good Games

Tel: 75 50 03 04

K@AGE, Sema

Tel: 56 63 07 04

LYNGBY, B.O. Bager Lyngby

Tel: 45 87 04 45

NYK@BING F, Hundehuset

Tel: 54 86 08 46

NYK@BING M, Morsg Boghandel
Tel: 97 72 07 00

ODDER, Legekeden Odder

Tel: 86 54 42 76

ODENSE 59, B 0. Bager Rosengrdscentrel
Tel: 66 15 99 2

RANDERS, Bug & Ide Randers

Tel: 86 41 08 10

RANDERS, Byrge Sprensen Hobby
Tel: 86 42 58 14

RANDERS, Randers Hobby Import
Tel: 86 43 39 23

RINGK@BING, Buddy Legetej

Tel: 97 32 08 06

RINGSTED, Bog & Ide Ringsted

Tek: 37 61 00 10

RINGSTED, Buddy Legetej

Tel: 57 67 14 80

RGDOVRE, B.O. Bager Radovre
Tel: 36 41 04 85

RGINNE, Dorthe’s Hobbystue

Tel: 56 95 94 49

ROSKILDE, Enskeleg

Tel: 46 32 34

ROSKILDE, B.O. Ro's torv

Tel: 45 46 34 12

SKAGEN, legekaden Skagen

Tel: 98 44 54 65

SKANDERBORG, Schmldi Bog & idé
Tel: 86 52 00 27

SKiVE lydsk Boghandel

SI.AGELSE Uldm(ten

Tel: 58 53 50 35

ST HEDDINGE, Hobbystalden

Tel: 56 50 86 10

SVENDBORG, Farve & Hobby Hjernet
Tel: 62 21 31 31

SVENDBORG, B.O. Bager Svendborg
Tel: 6217 22 90

TASTRUP, Genbrugsbager

Teli 43 71 61 15

THISTED, Buddy Legetaj

Tel: 97 92 1933

VEJLE, B.O. Boger Vejle

Tel; 75 82 05 44

VIBORG, Battle Bunker

Tel: 86 60 17 40

GW BLANCHARDSTOWN

Unit 2493, Blanchardstown Shopping Centre,
Dublin, Tel: 031 522 3868

GW DUBLIN

Unit 3, Lower Liffey Street.

Tel: 031 872 5791

BALINA, World of Wonder Balina
Tel: 096 76676

BLACKPOOL, Wurld of Wonder Blackpool
Tel: 6214 210 34

BLACKROCK, Arl and Hobby Blackrock
Tel: 01 283 2394

CLONMEL, Toymaster Hogans

Tel: 052 23973

CORK, Other Realms

Tel: 021 4279508

CORK, World of Wonder

Tel: 021 4210445

DOUGLAS, Art and Hobby Douglas
Tel: 021 436 3580

DROGHEDA, Art and Hobby Drogheda
Tel: 041 987 3270

DUBLIN, Art and Hobby Jervis Centre
Tel: 018 745 312

DUBLIN, TM Banba Dublin

Tel: 01 872 7100

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire
Tel: 012 804 011

DUN LADGHAIRE, Art and Hobby Dun Laoghaire
Tel: 012805047

DUNDALK, Pick n Save

Tel: 042 932 7356

DUNDRUM, Art and Hobby Dundrum
Tel: 012962944

DUNGARVAN, Toymaster Murphys
Tel: 058 41376

www.games-workshop.co.ul/storefinder
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ENNIS, World of Wonder Ennis

Tel: 065 684 8697

ENNISGORTHY, Toymaster Play and Learn
Tel: 053 23188

GALWAY, Gamers Realm

Tel: 091 563 006

KILKENNY, Toymaster Crottys

Tel: 056 51038

KILKENNY, Art and Hobby

Tol: 056 71904

LIMERICK, Art and Hobby

Tel; 061 309757

LAOIS, Grahams Toymaster

Tel: 057 862 1081

LIMERICK, Art and Hobby

Tel: 061 309757

MACROOM, Toymaster Marys

Tel: 026 42491

NAAS, Art and Hobby Naas

Tel; 045 874322

NAVAN, Game Bandits

Tel: 046 9075099

NEWBRIDGE, World of Wonder Newbridge
Tel: 045 447265

SANTRY, Art and Hobby Santry

Tel: 01 862 4300

SLIGO, The Last Rule

Tul: 01 879 305321

ST STEPHENS GREEN, Art and Hobby Stephens Green
Tel: 014781263

STILLORGAN, Toymaster Nimble Fingers
Tel: 01 2800788

TULLAMORE, Toymaster Robbins

Tel: 0506 21541

WATERFORD, The Hobhy Shop

Tel: 051 852 227

WATERFORD, Tall Tales Bookshop
Tel: 051 873 967

WEXFORD, Toymaster Play and Learn
Tel; 033 23768

WEXFORD, WOW New Ross

Tel: 051 421473

WICKLOW, Toymaster Hopkins

Tel: 040 467225

WILTON, Art and Hohhy Wilton
Wiltan, Tel: 021 434 7207

ESTONIA

TALLIN, Procard Baltic
Tel: 00 372 6398978

STANLEY, Falkland Collectibles
Tol: 0050021174

FINLAND

GW HELSINKI

Simankatu 9, 00100,

Tel: 0975 1545 25

HELSINKI, Fantasiapelit Helsinki

Tel: 09 65 0803

LAHTI, Puolenkuun Pelit

Tel; 03 751 5151

PORVOO, Puolenkuun Pelit Porvoo
Tel: 014 5348377

TURKU, Fantasiapelit Turku

Tel: 02 232/ 8413

ESPOO, Pelimesta

Tel: 09,813 3265

JOENSUU, Fantasiapelit Joensuu

Tel: 013 284 314

JYVASKYLA, Fantasiapelit Jyviskyld
Tel: 014 21 6629

KUOPIO, Fantasiapelit Kuopio

Tel: 017 3611148

LAPPEENRANTA, Fantasiapelit Lappeenranta
Tel: 05 541 1375

OULU, Fantasiapelit Oulu

Tel: 08 37 4906

TAMPERE, Fanlaslapeht Tampere

Feli 03 2225200

FORSSA, Fun Sluff & Cards

Tel: 03 435 6585

HAMEENLINNA, Lelushoppi

Tel: 03 682 3950

HEINOLA, Taluusmuuvl ja lelu

Tel: 03 71
HYVINKA. Royal Toys

Tel: 050-5235836

1ISALMI, Taikatalo

Tel: 017 82 6358

IMATRA, Kirja-Lahja Alex Ky
Tel: 05 431 9555

JAKOBSTAD, Toys 4 Fun

Tel: 016 723 280

JAMSA, laakko Saari

Tel: 014
RVENP/ Asl(arlelulamkelilke‘Ialtawlie
Tel: 050 413 4760

KERAVA, Antikvariaatti Kersa

Tel: 09 294 4210

KOTKA, Eagle Card

Tel: 05 21 4238

KOUVOLA, Muoviepox

Tel: 05 311 7955

lAPPEENRANTA Antikvariaatti Suma
Tel: 05 541 17

LAPI ENRANTA, Antikvariaatti Suma
Tel: 03 541 1760

MAARIEHAMN, Dillen

Tel: 018 15578

MANTSALA, Papado

Tel: 019 688 1911

MIKKELI, Muppela

Tel: 015 36 1611

PORI, Porin Pitkis

Tel: 02 633 2880

Askartelu

RAAHE, Raahen Astartelu ia Paperi
Tol: 08 213 6825
RAUMA, Wanhan Rauman POP-peli
Tel: 02 823 4840
RIHIMAKI, Royal Toys
Tel: 050-5233836
ROVANIEMI, Liigacenter Jissi
Tel: 016 356 0545

0, Salon Harraste
Tel: 026 156 0545
SAVONLINNA, Savonlinnan Antikvariaatti
Tel: 015 53 4412
SEINAJOKI, Pitkikiekko
Tel: 06 417 7880
SEINAJOKI, Fantasialinna
Tel: 040 561 6338
TERVAKOSKI, Tervakosken Coconut
Teli 019 754 120
TAMPERE, Info Koskikeskus
Tek: 03 225 1850
VAASA, Nirunaru
Tel: 06 312 7027
VAASA, Nirunaru
Tel: 06 312 7027
VAIKEAKOSKI, Koskiviide
Tel: 03 584 7917
VEHMAA, Vanha Kaarti
Tel: 050 527 4900

ATHENS, Action Hobbies

Tel: D030 210 6564515

ATHENS, Fantasy Shop: Peristeri
Tel: 0030 210 5773344

ATHENS, Fantasy Shop: Halandri
Tel: 0030 210 6897396

ATHENS, Fantasy Shop

Tel: 0030 210 8231072

ATHENS, Fantasy Shop: Ag. Paraskevi
Tel: 0030 210 6005312

ATHENS, Fantasy Shop: Pagrati
Tel: 0030 210 7560780

ATHENS, Fantasy Shop: Kifisia
Tel: 0030 210 8016041

ATHENS, Famasy Shup Peiraias
Tel: 0030 210 41357

ATHENS, Fan(asy Shup Exarcheia
Tal: 0030 210 3828677

ATHENS, Kaissa Amarousiou

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas

Tel: 0030 210 8952 057

ATHENS, Kaissa Halandriou

Tel: 0030 210 6898485

ATHENS, Kaissa Kallidromiou
Tel: 0030 210 366388

ATHENS, Kaissa Monokeros

Tel: 0030 210 8313 990

ATHENS, Kaissa Neas Filadelfias
Tel: 00 30 210 9817944

ATHENS, Kaissa Neas Smirnis
Tel: 060 30 210 9817944

ATHENS, Kaissa Pagratlou

Tel; 00 30 210 7218 318

ATHENS, Strategy Hall

Tel: 00 302104135757

CHANIA, Kaissa Chanion

Tel: 0030 2821088996

CRETE, Fantasy Shop: Herakleion
Tel: 0030 2810 301312

HALKIDA, CD Corner

Tel: 0030 2221 087315

KALLITHEA, Fantasy Shop Kallithea
Tel: 0030 210 959 2922

LARISA, Kaissa Larisas

Tel: 0030 2410 538355

MAROUSI, Battle Bunker

Tel: 0030 2102528738

NAFPLIO, Miniature Shop

Tel: 00 30 £7§3U.’~|ﬂnl

PATRA, Fantasy Shop: Patra

Tol: 0030 2610 221014

PATRAS, Kaissa Patras

Tel: 0030 2610625632

PERISTERIO, Kaissa Peristeriou
Tel: 0030 2105786707

PIREUS, Dragons Eye Store

Tel: 00302 106929169
THESSALONIKI, Kaissa Thessalonikis
Tel; 00 30 2310 257 397
THESSALONIKI, Underworld
Tel: 0030 2310 2401 93
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Do you want to hecome an

INDEPENDENT STOGKIST?

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:

VOLOS, Fantasy Shop
Tel: 0030 24210 20762

HONG KONG, Fun Atelier
Tel: (B32) 2866-4870

HUNGARY

BUDAPEST, Slluerland

Tel: 0036 12 50415

BUDAPEST, }‘rollharlang

Ted: 00 36 1 3213279

BUDAPEST, Trollharlang Buda
Tel: 00 36 1345 8469

MISKOLC, Deron

Tel: 0036 46 411528
SZEKESFEHERVAR, Legendak Csarnoka
Tel: 0036 70 3857926

SZEGED, Csillagveg

Tel: 0036 20 3571501

REYKJAVIK, Nexus
Tel: 552 9011

JAKARTA BARAT, Comics N Games
Tel: 021 5696-3855

JAKARTA SELATAN, Fantasy N Games
Tel: 031-600-50343

SURABAYA, Fantasy N Games

Tel: 031-600-50343

SURABAYA, Fantasy N Games

Tel: 031-740-2475

ISRAEL

HAIFA, Kitaro

Tel: (0972 48503232

HERZLIA, Freak

Tel: 00972 93589077

RAMAT HASHARON, Tapuah
Tel: 00972 35404713

TEL AVIY, Freak

Yel: 00972 36961826

TEL AV1V, Kitara

Tel: 00972 3629%320

LITHUANIA

Vilinius, D6
Tel: 00 370 5 2133269

MALAYSIA

KOTA KINABALU, Sabah, Just Wargame
Tel: 6013 - B65 5269

KUALA LUMPUR, Comics Mart

Tel: 03 - 2267 0626

KUALA LUMPUR, MySciFiFan Outpost
Tel: (6) 016 - 982 1506

PENANAG, Comics Mart

Tel: 04 - 226 2588

PETALING JAYA, Wolf's Game Shop
Tels 012 2599952

PETALING JAYA Selangor, The Games Circle
Tel: 6 016 - 451 0840

SHAH ALAM, SELANGOR, Dakka Dakka Games
Tel: 6 017 -292 0525

ISA TOWN, Carousel World of Imagination
Tel: 00 973 3967 3635

MALTA

MALTA, Forbidden Power
Tel: 00356 21 227999
MALTA, K Hobbies Ltd
Tel: 00356 21 695423

INAUCALPAN, Quesi Hnbhles and Games
Tel: 0052 555 598 92 7

NEUVO LEON, Imperlal Fleet

Tel: 521 811 066 7926

PUEBLA, La Fortaleza

Tel: 0052 222 409 50 30

THE NETHERLANDS

GW AMSTERDAM

Rokin 36, 1012 KT,

Tel: 020 622 3663

GW DEN HAAG

Schoolstraat 128, 2511 AX,

Tel: 070 392 7836

GW ROTTERDAM

Van Oldenharneveldplaats 452, 3012 AP, Tek:
010 260 0266

ARNHEM, Spelkwartier Arnhem
Tel: 026 371 2020

DEN BOSCH, De Dobbelsteen
Ted: 073 614 5530

LEEUWARDEN, Spellekijn

Tel: 058 273 1112

LEIDEN, Vliegershop

Teli 471 513 2783

MAASTRICHT, Viieg-er-uit

Tel: 043 325 1653

www.games-workshop.co.uk/independentstockists

FRONTLINE

TILBURG, De Dobbelsteen

Tel: 013 544 3700

ZWOLLE, Games-n-Stuff

Tk 038421 6485

ALKMAAR, Bookers & Strippers
Tel: 072 512 1213

ALMERE HAVEN, Fantasia

Tek 036 531 6017

AMERSFOORT, Spellenwinckel
Tel; 033 4700322

ASSEN, Plok

el: 059 231 3202

BERGEN OP ZOOM, Big Boys Toys
Tel: 0164 25 0848

DEN HAAG, Spellenhuis

Tel; 070 364 4702

ENSCHEDE, Pijplines

Tel: 053 430 5727

GRONINGEN, Krikke’s Hobbyshop
Tel: 050 312 931

HAARLEM, Spellenlmh

Tel: 023 5313 168

MIDDELBURG, De Burcht

Tel: 011 8630048

NIJMEGEN, Moenen & Mariken
Tel: 024 323 6119

UTRECHT, Whoops

Tol: 030 230 4123

VENLO, Modelbouw Luthart

Tel: 077 354 2608

WORMERVEER, Mini-Wonders
Tel: 075 640 1617

ZOETERMEER, RC-Pitstop

Tel, 079 316 560

ALMELQ, Somberg Modelbouw
Tel: 054 641 2981

ALPHEN AAN DEN RIIN, Tap 1 Tays Arie vd Panne
Tel: 0172 47 2254

AMSTELVEEN, Het Ganzenbord
Tel: 020 641 2552

APELDOORN, Vreemde Zaak
Tel: 057 357 1566

APELDOORN, Top 1 Toys - De Kinderdroom
Tel: 055 5761098

APELDOORN, Villa Wammus

Tel: 035 5766 741

BERGEYK, Wouters Technohobby
Tel: 049 755 0248

BINNENHOF, De Groot Toy Special Store
Tel: 020 347 3344

BLARICUM, RC-Fun

Tel: 035 5230049

BREDA, Modelbouw Bliek

Tel: 076 521 8546

BREDA, De Dobbelsteen

Tel: 076 5284700

BUSSUM, Bakx Modeltreinen

Tek: 035 681 1410

DELFT, Top 1 Toys Speldorado
Tel: 015 213

DEN BOSCH, Gameiorce Den Bosch
Tel: 073 7505063

DEN HAAG, EIf Fantasy Shop
Tel: 070 3561357

DEVENTER, Knibbel Comics

Tel: D57 061 6879

DDRDRECHT Hobby Modelbouw Dordrecht

EINDHOVEN Gameforce Eindhoven
Tel: 040 2447030
EMMEN, Spirithoes
Tel; 0591 645787
GELEEN, Tactica
Tel: 046 47 48 785
GOES, Fantus Fantasy Store
Tel: 011 325 1174
GORINCHEM, Netten Modelbouw
Tel: 018 363 6000
GOUDA, Intertoys v/d Wal
Tel: D18 251 3525
GOUDA, The Mowe Store
Teh 018252 255
GRONINGEN Wirwar
Tel: 030 314 B424
HARDERWIJK, Top 1 Toys Valgers Spel & Hobby
Tel: 0341 412985
HEERENVEEN, Tnp 1 Tays Volgers Spel & Hobby
Tel: 0513 62496
HENGELO, Tnp1 Toys Mickey van Wezel
Tel: 074 291 2200
HOORN, Het Grle Teken
Tel: 022 921 8623
LEEUWARDEN, Brattinga Speelgoed
Tel: 058 212 5682
LEIDEN, Tolkienwinkel
Tel: 071 541 2324
LELYSTAD, Treinenhoek
Tel: 032 025 3160
MAASTRICHT, Hounjet
Tel: 043 363 6778
NUENEN, Schellens Speelgoed
Tel: 040 283 2984
OUD-BEIJERLAND, Mourits Model-Hobby
Tel: 0186 62 1931
PANNINGEN, Top 1 Toys Marc Janssen
Tel: 077 4634566
ROERMOND, Bloemboetiek Hermien
Tel: 047 531 6824
ROOSENDAAL, Top 1 Toys Jadin
Tel: 0165 55 7964
ROTTERDAM, Freetime Warrior
Tel: 010 2709233
SCHIEDAM, BTS
Tel: 010 473
SCH]]NDEL Tnp 1 Toys Anniek
Tel: 073 54
SITTARD, Alumlk
Tel: 046 4515074
SLUIS, Top 1 Toys E. v/d Vijver
Tek: 011 746 1393
SOEST, Top 1 Toys Soest
Tel: 035 629 0444
SPIJKENISSE, Lord of Magic
Tel: 0781 619061
SURHUISTERVEEN, Spiritvault
Tel: 055 5761098
TIEL, Goblincave
Tek: 0144 654 689
UDEN, Goblin
Fel: 041 327 0662
UTRECHT, Subcultures
Tel: 030 2311122
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UTRECHT, Elf Fanlasy Shop

Tel: 030 281 715

UTRECHT, Nner Nwer Land (Wieder & Kugant)
Tel: 030 233 2293

VELSERBROEK, Mal Plastic Modelbouw
Tel: 023 5375392

VENRAY, Else Hobbyspeciaalzaak

Tel: 0476 514899

WASSENAAR, Top 1 Toys Kouwenhoven
Tel: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk
Tel: 054 351 2827

ZWOLLE, Buekenhnlte

Tel: 038 422
ZWOLLE, To,
Tel: 038 -l,EI"I?b

NORWAY

GW 05LO

Mollergata 7, 0178,

Tel: 22 33 29 90

KRISTIANSAND, Hobby Huset
Fel: 38 02 03 10

BERGEN, Outland Bergen

Tel: 2233 33 08

TRONDHEIM, Gotham

Tel: 7351 2 O

ALESUND, Kremmerhusel

Tel: 70 14 37 70

ARENDAL, Norli Arenasenter
Tel: 37 02 54 54

BERGEN, Ringo Lekeklossen

Tel: 55 92 26 50

BJ@RKLANGEN, FX Hobby

Tel: 63 B5 11 95

BOD®@, Underholdningsmagneten
Tel: 7552 50 70

BARUMS VERK, Nuki Leker
Tel: 67 13 13 10

DOKKA, Yes vi leker Dokka
Tel: 61 11 20 90

DRAMMEN, Kreativ

Tel: 32 81 49 00

FAGERNES, Lekesenteret

Tel: 61 36 06 92

FAUSKE, Ringo Smart

Tel: 75 b4 60 22

FLISA, ngo Bamsefar

Tel: 62 95 82 9

FORDE, Rlngo Leikehuset

Tel: 57 82 01 02

FREDRIKSTAD, Leketorvet

Tel: 69 31 56 30

GJ@VIK, Ringo Leke-Olsen

Tel: 61 10 82 10

HAMAR, Lekehuset Maxi

Tel: 62 53 38 08

HARSIAD, Smitt og Ratt

Tel: 77 06 57 74

HAUGESUND, Norli Haugesund
Tel: 52721333

HITRA, Rlngo Hitra

Tel: 72 44 12 4

KONGSBERG Ringo Rolf Liane AS
Teli 327311 61

KONGSVINGER, Ringo Gagata Leker
Tel: 62 8176 11

KRAGER®, Brio Karis Hobby
Tel: 35 95 04 84

KRISTIANSAND, Outland Kristiansand
Tel: 38 09 94 20

KROKSTADELVA, Helmax Leker
Tel: 3

1 Toys — De Wit

ESUND Ringo Tarangers Eftf.Per
Tel: 35 97 36 62
LARVIK, ngn Sokrates
Tel: 33 18 54 37
MO | RANA, Ringo Lekehjornet Mo
Tel: 751517 17
MOLDE, Yes vi leker Leke Jarnet
Tek: 71 21 93
0 ]BEN Hobbysenlrel
170170

MOSS Brlu Frlsenfeldl

Tel: 69 25

MYSEN, Erlo Saker og Ting

Tel: 69 89 01 9¢

NARVIK, Ringo Barnas Verden
Tel: 76 94 65 05

NESBRU, Ringo Holmensentret
Tel: 66 77 94 10

OSLO, Brio CC Vest

Tel: 22 7317 77

OSLO, Brio Notabene Lambertseter
Tel: 22 2805 51

0OSLO, Outland Paleet

Tel: 22 33 04 10

SANDNES, O Saeland

Tel: 51 66 15 09

SANDVIKA, Hobby Larsen

Tel: 67 54 01 07

SKI, tt-Inn

Tel: 64 8
SKIEN, Sokrahs Hobby Garden

Tel: 35 52 67 64

SOLA, Ringo Sola Gaver og Leker
Tel: 5165 17 63

SONGDAL, Ringo Sogndal Glasmagasin
Tel: 57 67 18 80

SORTLAND, Ringo Bamse Leker
Tel: 76113374

SPIKKESTAD, Trollmannen Leker
Tel: 47 26 51 19

STAVANGER, Outland Stavanger
Tel: 51 93 B0 80

STAVANGER, Veslefrikk

Tel: 31 89 52 32

STOKMARKNES, Stokmarknes Aktietrykkeri
Tel: 76 11 77 50

SYKKLYVEN, Ringo Blindheim

Tel: 70 25 10 29

TANSBERG, Gledeshuset

Tel: 92 2517 07

TROMS@, Tromse Bruktbokhandel
Tel: 77 68 69 74

TRONDHEIM, Outland Trondheim
Tel: 73 52 05 45

TRONDHEIM, Tronderfrim

Tel: 73 52 08 40

TYNSET, Rlngo Tynset Bokhandel
Tel: 62 48 00 38




PHILLIPINES
QUEZON CITY, Neutral Grounds

Tel: 00 11 63 2634 8942

BIALYSTOK, Department Gier
Tel: 0048 857443360

BIELSKO BIALA, Gnom

Tel: 6048 33 8124686

BYDGOSZ, Cytadela

Tek: 0046 691 2123 09
BYDGOSZCZ, Empik DTC

Tel: 0-52 321 45 25

BYDGOSZCZ, Empik Galeria
Tel: 0-52 346 66 15

GDANSK, Empik Alfa

Tel: 0-58 511 03 66

GDANSK, Iskra

Tel: (048 58 5201952

GDANSK, Spider Games

Tel: 0048 58 551 93 33

GDYNIA, Empik Centrum

Tel: 0-58 620 07 73

GDYNIA, Futurex

Tel: 0048 58 7811180

JELENIA, Empik Gdra

Tel: 0-75 7547450

GDANSK, Rebel Centrum Gier
Tel: 6048 58 3470204

GLIWICE, Game Station

Tel: 0048 504 255 194

KATOWICE, Bard Centrum Gier
Tel: 0048 32 2571817

KIELCE, Sklep RPG Gracz

Tel: 0048 5070133

KRAKOW, Batd Centrum Gier
Tel: 0048 12 632072

KRAKOW, Emplk Galeria

Tel: 0-12 629 86 00

KRAKOW, FHU Smok

Tel: +48 694514851

LODZ, ‘Aik’ Firma Ksiegarska
Tel: 0045 42 6398301

LODZ, Empik Manufaktura Empik Mega
Tel: 0-42 63912 31

LODZ, Gamelord

Tel: 0048 42 6111161

LUBLIN, Balrog

Tel: 0048 602714813

LUBLIN, Empik DTC

Tel: 0-76 844 25 02

LUBLIN, Krzys

Tel: 0048 51 5322980

MIELEC, Gama Serwis

Tel: 0048 17 5833090

NOWY SACZ, Hobbit

Tel: 0048 60 4133512

OPOLE, Hms 1l Computers

Tel: 0048 77 4547413
PILCHOWICE, Imperator FF
Tel: +48 322356604

POZNAN, Bard Centrum Gier
Tel: 0048 61 8538277

POZNAN, Empik Mega

Tel; 0-61 852 66 90

POZNAN, Dom Gier

Tel: 00 48 616658300

POZNAN, Sklep Wilczek

Tel: 0048 61 503 652 888
PRUSZCZ GDANSKI, Fenris

Tel: 0048 600 900 005

RZESZOW, Empik Plaza

Tel: 0-17 860 91 62

SWIDNIK, Monolith 1con

Tel: 0048 694422203
SWIEBODZIN, Czempioni

Tel: 48606229457

SZCZECIN, Cytadela

Tel: 0048 601 88 86 29

SZCZECIN, Emprk Galaxy

Tel 0:97 dl“ 92

SZCZECIN, Tall Tower

Tel: (048 91 4237091

TORUN Emp:l( Copernicus

136 657 48 11

TORUN Skiep Paplermczy

Tel: 0048 56 652259

WARSZAWA, Cyladela

Tel: 0048 22 8552700
WARSZAWA, Empik Blue City
Tel: 0-22 311 76 61

WARSZAWA, Empik Galeria
Mokotow Mega

Tel: 0-22 541 3379

WARSZAWA, Empik Nowy Swiat Mega
Tel: 0-22 627 06 50

WARSZAWA, Empik Sadyba Plaza
fel: 0-22 370 35 72

WARSZAWA, Faber & Faber s..
Tel: (0048 22 8491265
WARSZAWA, Graal

Tek: 0048 22 3117627

WARSZAWA, Gryf

Tel: (048 509 921 103

WARSZAWA, Ksiegarnia Bellona - Matras
Tel: 0048 22 8261707
WARSZAWA, Panda Zabawki
Tel: 0048 22 8264461

WARSZAWA, Skelp Marion

Tel: 0048 22 4239120
WARSZAWA, Skladnica Harcerska
Tel: 0048 22 B703126
WARSZAWA, Warsaw Model Centre
Tel: 0048 22 B22 46 46
WARSZAWA, Warsaw Model Centre
Tel: 0048 22 611 37 96
WARSZAWA, Warsaw Model Centre
Tel: 0048 22 602 305 070
WROCLAW, Bard Centrum Gier
Tel: 00 48 616658300

WROCLAW, Empik Mega

Tel: 0-71 343 39 90

'WROCLAW, Ogryn

Tel: 0048 71 3771872

'WROCLAW, Sklep Pracownia Fantastyczna
Tel: +48 71 354 43 44

ZABRZE, Empik M1

Tel: 0-32 373 40 40

ZIELONA GORA, Avalon DT Centrum
Tel: 00 38 616658300

ZIELONA GORA, Ori

Tel; 0048 6033235160

PORTUGAL
COIMBRA, Infnrhohhxes LDA
1466

Tel: 00351 249 78

LISBOA, Homem Azul

Tel: 00351 213 62 93 82
LISBOA, Lojas Arena

Tel: 00351 213 15 55 B0
PORTO, Mundo Fantasma
Vel: 00351 226 09 14 60
SINES, Galeria BT

Tel: 00351 269 63 25 11

BUCHAREST, Hobby Games
Tel: DO 40 21 3231 431

KRASNODAR, Alegris-jug (South)
Tel: 70959283317

MINSK, Valahanovich ent

Tel; 008029 6358212

MINSK, Valahanovich ent

Tel: 008029 6548426

MOSCOW, Alegris

Tel: 70952168126

MOSCOW, Alegris

Tel: 70959204337

MOSCOW, Urf‘n Juice

Tel: +7905784635

NORLISK, Na Slyke Mirov

Tel: DORO2Z9 65464260
NOVOSIBIRSK, lcehummer
Tel: 70957076664

SARATOV, Detskiy Mir

Tel: b4 5840

ST PETERSBURG, Art-Miniatures
Tel: 00812 3321526

TAMBOV, Hobby and Igrushki
Tel: 0075 2728811

SERBIA-MONTENEGRO

BELGRADE, ANET Hobbystore
Tel: D0 381 11 3612 525
BELGRADE, ANET Hobbystore
Tel: 00 387 11 2652236
BELGRADE, EXIT Hobby store
Tel: 00381 11 62 78 27
BELGRADE, White Dragon

Tel: 00 301 63827222

NOVI SAD, Dragon

Tel: 00 381 11 636 24038

NOVI SAD, Valhala

Tel: 0 381 21315538
PODGORICA, Neutron Podgorica
Tel: 00 381 49 060 669

ZREJANIN, Takeda

Tel: 08 381 2364572

SINGAPORE, Comics Mart PTE Ltd
Tel: 6883 2724

SINGAPORE, Comics Mart PTE Ltd
Tel: 6836 9069

SINGAPORE, Comics Mart PTE Ltd
Tel: 65 6462 2751

SINGAPORE, Forgewnrks Hobbies
Tel: 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Ltd
Tel: 65 6734-3858

SLOVAKIR

BRATISLAVA, War Gaming

Tel: +421903219195

KOMARNO, Jonako SRO

Tel: +36704550489

KOSICE, Draco

Tel: +421557296557; +421905518060

LJUBLIJANA, Crna Luknja
Tel: 00386 59031220
LJUBLIJANA, Pri Goblinu
Tol: (0386 40833230

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop
Tel: 0027 21 914 8688

BLOEMFONTEIN, The Games Dungeon
Tel: 0627 51 446 5090

CAPETOWN, Pastimes Retail

Tel: 0027 21 421 1191

CAPETOWN, Wizards Books and Games.
Tel: 0027 21 683 0360

DORINGKLOOF, Battle Planet

Tel: 00 27 5245 93933

DURBAN, Wizards Books and Games
Tel: 0027 31 3128271

EDENVALE, Plastiks

Tel: 0027 82 783 1489
JOHANNESBURG, Esswex Retail

Tel: 0027 11 86883619

JOHANNESBURG, Outer Limits Johannesburg,
Tel: 0027 T1 482 3771

JOHANNESBURG, Outer Limits Pretoria
Tel: 0027 12 342 4360

JOHANNESBURG, Wlllrds Book and Games
Tel: 0027 11 890 9253

JOHANNESBURG, leaﬂls Books and Games
Tel: 0027 11 454 301

JOHANNESBURG SOUTH, Dragons Den
Tel: 0027 11 432 3996

UMLANGA, The Huhby Specialists
Tel: 0027 31 566 480

SEQUL, Orc Town
Tel: 026 202 5946

GW GOTEBORG
Drotininggaten 52, 411 07,
Tel: 03F 133958

GW STOCKHOLM
Regeringsgatan 30, 11153,
Tel: 4213 840

GAVLE, Hohby!hopen
Tel: 26146299

KARLSTAD, Spel ach Fantasi
ek 054 15 10 70
NORRKOPING, Lekhuset
Tel: 011287070
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STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

KKISTIANSI‘AD § Vallgatan
Tek: 044 101097 el

SKELLEFTEA, Lek & Hobby. (s} ndlcates Gaming Room facllities.

Tel: (91012560 : S

STOCKHOLM, Dragons Lair mgpm' =
Tel: 08 654 60 50 ¢ mmmw 2
STOCKHOLM,

Scllanoe Fiction Bokhandeln NE EI.ITIE STORE

Tek: 08215052 Stacks the complete Games Workshiop range and offérs infroduciory gaming and painting lessons.
SUNDSVALL, Orionspel och hécker

Tek: 060 NE PARTNER STORE

uwsm..a, Prlsi'ynd!t Stocks mast of the Games Workshop range.

Tel: 018106607

VASTERAS, Zetterlunds. INDEPENDENT STOCKIST

Oficial sellers of Games Workshop products.”

Tk 047,02 18 NEW STORE OPENING
ATJGELHOLM Brio Indigates new stores and stackists.
Tel: 0431 80527

ARVIKA, Perry Data
Tel: 057010669

Asarum, LEK & FRITID
Tel: 0454329906
AVESTA, Vega Video
Tel: 022600078

* To be sure they have what you want in stock, we recommend calling the stare first

STOCKHOLM, Happies Hammarby Sjostad
DNEPROPETEOVSK, Book Shop (Gablin)
51

Tel: 0852244800

S, Hobbex STOCKHOLM, Fidelur Tel: 00 3B0 675 640 5
Tel: 033418360 Tel: 08 5002 0270 KHARKOV, Al ddm Toy Store
BROMMA, Boink! STROMSTAB Kjells Lek & Hobby Tel: 00 380 577
Tel: 0826 B0 KIEV, Budinok Igroshek
DALARO, Butiken Svanen MSTAD, Leksaksbutiken Tel: 00 380 4457 851121
Tel: 0709625205 Tel; 052640333 KIEV, Budinok Igroshek
ENKCﬁFING, Nallens Leksaker SVEDALA, Brio Tel: 00,380 445 733 979
Tel: 0171 32750 Tel: 040400318 KIEV, Budinok Igroshek
ESKILSTUNA, Barnens Hus TABY, Hobby & Prylar Tel: 00 380 445 821 385
Tel: 016481138 Tel: 0851050420 KIEV, Budinok Igroshek
ESKILSTUNA, Lasses Leksaker TOMELILLA, Alfs Leksaker Tel: 00 380 442 308 150
Tel: 016130315 Tel: 841710008 KIEV, Budinok Igroshek

Tol: DU 380 444 567 671
KIEV, Charge

Tel: 0038044456767
KIEV, Novi Skazka
Tel: 00 180 442 872 702
ODESSA, Models
Tel: 0D 380 505 622 277
SEVASTOPOL, Sevmodel
Tel: 00 380 953 965 400
VINITSA, Spellscape
Tel: 00 380 634 409 001

UNITED ARAB EMIRATES

FALKENBERG, Brio

Tel: 346 807 60

FALUN, Tv-spelshiirsen

Tel: 02327775

FARJESTADEN, Leksaksmagasinet
Tel: 048514570

‘GALLIVARE, Brio

Tel: 097066502

GOTEBORG, Wizard Games
Tel: 031826717

GISLAVED, Brio

Tel: 037110733

TROLLHATTAN, Partaj

Tel: 032079399

TUMBA, Leksakskungen

Tel: 0853038000

TUMBA, Kom & Lek

Tel: 0853060011

UDDEVALLA, Partaj

Tek: 052269108

UPPLANDS VASBY, Barnen Hus
Tel: 686269940

VALLINGBY, Hobby fér Alla

Tel: 0707523724

HALMSTAD, Brio VARBERG, Norrgatans Spel
Tel: 033159175 Tel: 0340678610 DUBAI, llishops tradmg
HAPARANDA, Barnens Hus VASTERAS, TV-Spelshorsen Tel: 00871 5

Tel; 021 113 0014

VASTERAS, Zetterlunds Erikslund
Tel: 021 104 390

VASTERVIK, Brio

Tel: 049036171

VASTRA FROLUNDA, Toys

Tel; 031459401

VETLANDA, Brio

Tel: 038319990

Tel: 09 22 36 600
HELSINGBORG, Spel P4 Kullagatan
Tel: 042 121091

HUDIKSVALL, Albins Leksaker

Tel: 0650595082

JONKOPING, Play Planet

Tel: 036122834

KALMAR, Kalmar Lek & Hobby
Tel: 048024747

KALMAR, Ojtoy VIMMERBY, Brio Vimmerby
Tel: 048022002 Tel: 0492311868

KARLSHAMN, Brio VISBY, Lekstugan

Tel: 045410381 Tel: 0495215050

KARLSKOGA, Lekladan
Tel: 058613333
KARLSKRONA, Brio

Tel: 045524082
KARLSKRONA, Fact & Fiction
Tel: 045516710
KATRINEHOLM, Brio

Tel: 0150 79720

KIRUNA, Brio

Tel: 098042550

KOPING, MD Hobby

Tel: 0736426778
KUNGALY, Lek & Hobhy

YSTAD, Tv Spelshirnan
Tel: 041 66580

TAIWAN 806, Games 'R' Us
Tel: 001164 9489 2750

BANGKOK, Fantasia(TS Toys)
Tel: 66 8 9773 1379

TURKEY

BAKIRKOY, Sihir

Tel: 030314940 Tel: 00 90 212 543 4964

KUNGSBACKA, Brio ISTANBUL, Cottage Unique

Ted: 030014136 Hall

LAHOLM, Brio Tel: 00 90 312 417 5889, A

Tel: 043010069

LIDKOPING, Game Maniacs
Tel: 0705 190274

LINKOPING, Alltilek

Tel: 013101970

LINKOPING, Sagoland

Tel: 013122290

LJUNGBY, Brio

Tel: 037213481

LULEA, Barnens Hus

Tel: 0920220095

LUND, Spel p& Clemenstorget
Tel: 046127410

MALMO, Spel pa Djdknegatan
Tel: 040 120410

MORA, Lek & Hobby

Tel: 025071628

NACKA, Amusar

Tel: 086440540
NORRKOPING, Hobbyhérnan
Tel: 011162120

NYKOPING, Laka TV-spel
Tel: 0155281000
NYNASHAMN, Svens Lek Och Hobby
Tel: 088 520 10 941

OREBRO, Brio

Tel: 0196114983

OREBRO, Mudellex AB

Tel: 019 611 15 3.

ORMINGE, Happles

Tel: 087152501
ORNSKOLDSVIK, Lajbans
Tel: 066083100
OSKARSHAMN, Brio

Tel: 0491 170 66

OSTERSUND, Hobbyboden
Tel: 063513310

PITEA, Barnens Hus

Tel: 091119910

SAFFLE, Bergers Lek & Bosittning
Tel: 053310345

SALA, Elons Leksaker

Tel: 022410314

SKOVDE, Partaj

Tel: 051079499
STENUNGSUND, Brio

Tel: 030360304

STOCKHOLM, Arcane

Tel: 0709594900
STOCKHOLM, Brio

Tel: 087491146

ISTANBUL, Sihir
Tel: 0090 212 227 9955
ISTANBUL, C.erekl; Seyler
Tel: 0098 212 291 068
ISTANBUL, U:elen
Tel: 0090 212 660 8964
IZMIR, Excalibur
Tel: (0090 232 464 7669

www.games-workshop.co.uk/storefinder 111
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobby together.

THE GAMES WORKSHOP CONNECTION
GCN registered clubs work closely with Games Workshop on

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer, GCN clubs
are an ideal place to find and challenge new opponents. Play in
campaigns, leagues and tournaments in a friendly environment
with fantastic scenery, all created by dedicated hobbyists like you!

GCN BRISTOL, Porthury Knights:
Contact: Alan Vowles

T 7771 985488

E-matl: alanvawles@men.com

GCN MAIDENHEAD, Bracknell Forest Gamers:
Contact: Dan Curey

Exmail: chairdbigclub.orguk

GCN MAIDENHEAD, MAD Gamers:

Contact: Francis Jose

E-mail: Tsjoscaiimey.plus.com

GCN READING, The Spiky Club:

Contact: David Cole

E-mail: spikyclub@hotmail.co.uk

GCN DUDLEY, Dudley Darklords:
Contact: Faul Sheldon
Tel: 01384 288 360

GCN WOLVERHAMPTON, Da Boyz Club:
Contact: Darren Pugh

Tel: 07790 507 551

E-mall: daboyeklubigoogiemail com

GCN HIGH WYCOMBE, Armageddon Inc.;
Contact: Jumes Schofield
Tel: 01494 863 905

CHANNEL ISLANDS

‘GCN BRELADES, Jersey Privateers Gaming Club:
Contact: Paul Noel

Tel: 01534 738192

E-mail: poelwarlock@aok.com

GCN CHESTER, Royal Guild of Minted Boards:
Contact: Christopher Fry

Tel: 07976 878732

E-nall: chris._ iry@fryupfilms.com

GCN CHELTENHAM, Hyde Clarendon Strategy Games Club:
Contact; Paul Mather

Email: paulmather@tameside, ac,uk

GCN MACCLESFIELD, Maccwargames:
Contact: Duncan Harradine

Tel: 01625 612 579

E-mail: harradine2002@yahoo.co.uk

GCN MIDDLESBROUGH, Middlesbrough Gamers Club:
Contact: Sean Atherton

E-mail: mge.club@ymail.com

GCN REDCAR, Redcar Ironbeards:

Contact: Jan Widdowson

Tel: 01642 503207

GCN BUDE, Dice and Dagger:
Contact: Kurt Baker
E-mail: cellofkernow@aol.com

CUMBRIA

GCN WINDERMERE, North West Warriors:
Contact: Adam or Davinia Turer

Tel: 17825 511 867

E-mail; north_west_warrlors@hotmail.com

DEVON

GCN PLYMOUTH, Cross Swords Gaming Club:
Contact: Anthony Cross

Tél: 01752 837 133

E-mall: enquirlesGcross-swords.co.uk

GCN PLYMOUTH, Plymouth Assaciation of Wargamers:

Webnsife: www.plymouthwargamesr.co.uk

DORSET

GCN POOLE, Battlescar:
Contact: Paul Cleveland

Tel: 01202 385 632

E-mail: paui@batilescar.co.uk

GCN CHELMSFORD, Chelmsford Bunker:
Contact: Gareth Williams

Tel: 01245 38542

Emails cdgareth@fmail.net

Website: www.hunkerassault.co.uk

GCN COLCHESTER, Colchester Games Club:
Contact: Colin Wilson

E-mails infowcolchestergamesclub.org.uk

GCN SOUTHEND, Southend Toy Soldiers Club:
Contact: Paul Gayner

Tel: 07891 666 641

Email: clubenquiriesithaltium.con

FRONTLINE

events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games Workhop
hobby! Use the club listing to find a GCN gaming club near you

and get involved!

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

GCN SOUTHEND, Warzone: Southend:
Contact: Michael Ryan

Tel: 01269 694005

E-maik: swanypyRa@hlueyonder.couk

GCN THURROCK, Tempus Fugitives:
Contact; Stuart Mackaness

Tel: 67787 155660

Website: www.dempusfugitives,co .k

GLOUCESTERSHIRE

GCN DURSLEY, Dursley Games Club:

GCN BASINGSTOKE, Sad Muppets Society:
Contact: David Offen-lames
£-mall: davidifsadmuppets.org

GCN PORTSMOUTH, Hammer N Ales:
Contact: Ivan Butler

Tel: 07752 533462

E-mail: hammer_n_ales, portsmouth@hotmait.co.uk

GCN PORTSMOUTH, Shadowspawn:
Contact: Gary Donaldson
Tel: 07862 360669

KENT

GCN ASHFORD, Stanhope Gaming Group:
Contact: Simon Caonon

Tal: 01233 663 996

£-mall: s.cannonap-ac.conk

GCN TUNBRIDGE WELLS, Tunbridge Wells
Wargame Society:

Contact: Colin Stonc

Tel: 0175 340 0211

E-mail: colin@icastone.freeserve.couk

LINCOLNSHIRE ARER

GCN LINCOLN, Gabstyks:
Contact: Anna Delafield

Tel: 0124 643 1896

E-mail: adelafield@hiopenworld.com

GCN CLAPHAM, Clapham Wargames Guild:
Contact: Thomas Petit

Tel: 07965 969 309

Exmail: info@elaphamyeargamers.ong.uk

GCN COVENT GARDEN, Cross Gaming Club:
Contact; Karl McWillon

Tel: 07859858038

E-mall: madmackari5791@a0l.com

GCN WANSTEAD, Tanelorn Wargames Club:
Contact: Martin Turner

E-maif: martin. turnerGhess,com

GCN WATFORD, Watford Wargames Federation:
Contact: Tien Sulchiff

Tel: 07908 710 675

E-rail: meglomaniac2001@hotmatl.com

MERSEYSIDE ARER

GCN LIVERPOOL, Liverpool Gaming Guild:
Contact: Lean Lynch
E-maif: club.leon@hoimail.co.uk

GCN RUNCORN, Halton Daemons:
Conlack: Janette Fleming

Tel: 07928 715 351

E-miail: janette.lemming@halton.gov.uk

NORFOLK

GCN NORTH WALSHAM, Blackiish:
Confact: Dave Hitks
Tel: 07877 312,874

GCN NORWICH, Aftermath:
Contact: Lee Lowe
m 07821 858 581

E-mail: lpe aHermath@htinternet.com

GCN NORWICH, Battlenet:
Contact: Richard Millar

Tel: 07710 702297

E-mail; richardabattlenet,co.uk

GCN OLD BUCKENHAM, Old Buckenham Bone Crushers:
Contact: Paul Girling
W wiww.anhamandifyebucks.co.uk/warganes

GCN WYMONDHAM, Wymondham
Wanderers:

Contact; Barry McCarthy

Tel: 07960 995 982

E-mail: xanda1@tnsn.comt

NORTHAMPTONSHIRE

GCN NORTHAMPTON, Northampton Warlords:
Cuntact: Mark Peat

Tol: 077 010 482 57

E-mail: markysparky30hotmail.com

GCN RUSHDEN, Phoenix Gaming Club:
Contact: Carl King

Tel: 07979 181350

E-mail; carlking 1 Gbtinternet.com

GCN BLYTH, Northumbrian Adventurer’s Guild:

Contact: Mark Andersen Cauller
Tel: 0772 766 7398
Email: nagonline@hatmail.co.uk

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD, K.l A:
Contact: Che Webster
Email; Blackfalcon@brux.net

GCN NOTTINGHAM, Da Wot Notts:
Contact; Scott Miskin

Tel: 07815 439575

E-mall: scotl.miskin@hiepenworld.com

GCN NOTTINGHAM, 15t Company Veterans:
Contact Chris Taylor
E-mail: citaylor, ukiyahoo.net

GCN OXFORD, Oxford Gaming Club:
Contact: Mike Sharp

Tel: 07802 764143

E-mall: mike sharpd@btopenworld.con

GCN WALLINGFORD, South Oxfordshire Wargamers:

Contact: Darren Bassett
Tel: 01865 300 160

SHROPSHIRE
GCN SHREWSBURY, Gatekeepers Wargames Club:

Cantact: James Sherry

E-mail} infoffgatekeepers.me.uk

GCN TELFORD, 5.T.A.G.S Telford:
Cantacti Carl Evans

Tel: 01952 597927

E-mail: phoenixi2@blueyonder.co.ok

STAFFORDSHIRE

GCN CANNOCK, Games Club Cannock:
Cantact: Richard Bryce-Nye

Teli 01543 459 229

E-mail: larrich@hriconye fanet.co.uk

GCN TAMWORTH, TGC:

Contact: Phil Hannigan

Tel: 01827 287446

E-mail: philhannigan2002@yahou.couk

GCN WALSALL, Warlords of Walsall:

Contact: Martyn Furnival

Eoni anfmivaReblieymderconk

SUFFOLK

GCN ASSINGTON, Suffolk and Essex Gamers:
Cantact: Mark Aldhouse
Tel: 01440 785589

GCN BECCLES, Crypt Keepers:
Contact: Christine Worster
Tek 07913 606 549 (after 6pm)

GCN BECCLES, Curious Dwarf:

Contact: Giles Rabinsan

Tel: 879222 36600

E-mail: gizartiaus@tiscali co.uk

GCN IPSWICH, Swarmm Wargames Club:
Contact: Matt Holden

Tel; 07473 827 208

E-mail: matt@holdenhouse freesecve.co.uk

GCN NEWMARKET, Newmarket Dwarf
Wargames Society:

Contact: Mark Haynes

E-mails markhaynesicapegeminl.com

SURREY

GCN MITCHAM, Mitcham Marauders:
Conlact: Jason Fowler

Tel: 0776 3403472

E-mail: mitchammarauders@hatmail.co.uk

GCN TOLWORTH, Tolworth First Founding:
Contact: Peter Corps
Tel: 07788 790136

GCN WOKING, 1st Founding:
Contact: Ashiey Homewood
Tol: 0193 278 7445

SUSSEN AREA

GCN BOGNOR REGIS, BREBA:
Contact: Frank Hill

Tel: 07696 319 683

Email: mrirankhill@yahoa.com

GCN BRIGHTON, Brighton Warlords:
Contact: Peter Cooke

Tel; 0797 409 4240

E-mail: peter,cooked23@nthworld.com

GCN BRIGHTON, Gambit Games UK:
Contact: Gareth Wynn
E-mail: gareth,wynnBO8Gntword.com

GCN CHORLEY, Cuppull & Chorley Knights:
Contact: fonathan T.wmr Yorks
Website: wibw.cacks \Vnrgime_u.lnh org.uk

(GCN CRAWLEY, Crawley Magic and Tabletop Games:
Contact: Mark Lane

Tel: 07921 555 120

Eomail: marktemplargooglemail.com.

GCN HASSOCKS, Clayton Warlords:
Confact: Roger Smith

Tel: 0771 556296

E-mail: roger_gs_smith@hotmail.com

GCN WALBERTON, Walberton Wargamers:
Contact: Mike Roddham

Tel: 01245 554185

Emails walbertonwarganierstyahoo.co.uk

GCN NUNEATON, Nuneaton Model and Games Club:
Contact: Brian McCormack
Tel: 07866 707 127

WILTSHIRE

GCN SWINDON, SWAT:
Contact: lohn Hest

Tel: 01793 692 438

E-mail; jfhext@btinterncticom

GCN SWINDON, Swindon and District Wargamers:
Contact: Paul Netile

Tel: 01793 700509

E-mail: nettfe.tribe@ntlworld com

YORKSHIRE

GCN HUDDERSFIELD, Cellar Dwellars:
Cantact: Richatd Ambler

Tel: 07984 17 3974

E-mail: ubersquackiyahoo.co.uk

GCN LEEDS, Night Owls:
Contact: Steve Nolan
Tel: 0113 225 0461

GCN SHEFFIELD, Dysartes:
Cantact: Nick jehnson

Teli 07743 388081

E-mail: webniasterdidysartes.com

GCN YORK, York Garrison:
Contact: Robey [enking

Tel: 07967 277994

E=mail: garrisan wargaming@yahoo.com

WALES

GCN BRIDGEND, Bridgend YMCA Gamers Club;
Cantact: Bill Evans

Tel: 0165 676 6134

E-mail; billdrageni@tiscall.coak

SCOTLAND

GCN EDINBURGH, Edinburgh League of Gamers:
Cantact: Andy Mmhan
E-mail: hoogroups.co.uk

GCN GLASGOW, 5t Aidens Warriors Club:
Contact: Alan Hobbs
E-mall: macdonald317 &hotmail.com

GCN GLASGOW, WPAS:

Contact: Andy Thompson

Tel: 0141 886 2466

E-mailt athompson@jags 24 freeserve.couk
GCN INVERNESS, Da Klub:
Contact: Stephen Milier

Tel: 47876 571222

E-mail: steveindexZaol.com

GCN KIRRIEMUIR, Kirriemuir Wargames Club:
Contact: David Tulloch

E-mail: david.tullocht Gtesco.net

GCN RENFREW, WPAS:
Contact: Andy Thompson

Tel: 0141 886 2466

E-mail: athompson@jags24.freeserve.co,uk
GCN STIRLING, Stirling Wargamers:
Contact: Paul Broaks

Tel: 01786 450 062

E-mail: paul@treeandleat. plus.com

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.



THE ARMY
WARGAMER'S
ASSOCIATION

he Army Wargamer’s Association
T(AWA) was first set up in 1995 and
within a few months the Association

had two dozen members. Today there are
over 100 registered members, worldwide.

Prior to its creation many other gaming
groups and associations existed, mainly
based in specific areas like Germany.
These days its members are spread across
the globe; there are, of course, members in
the UK as well as Germany, Canada, USA,
Holland, Cyprus, and the Former Republic
of Yugoslavia, to name a few. Membership
of the AWA is free and not only exclusive
to serving members of the Army. The
Association also welcomes members of the
Civil Service working with the Ministry of
Defence.

The aims of the Army Wargamer's
Association have always been primarily, to
give Army gamers a way of contacting

Games Workshop has always
had a strong association with
Britain’s Armed Forces. To help
the gamers among them to meet
up (it can be difficult when
you're scattered around the
globe) a number of groups have
been set up. One of these is the
The Army Wargamer’s
Association (AWA).

each other wherever they are located.
Secondly, to raise awareness of wargaming
amongst the British Army.

The AWA is present at most orgainsed
Forces wargaming events. There is also a
dedicated Army Wargametr’s Association
Website as well as its own Yahoo! Group
which only members are allowed to
access. The AWA regularly sends a
newsletter to all its members to keep them
up to date with news and information.

Army Wargamers play all Games
Workshop's games old and new as well as
a wide variety of other historical and
fantasy games. If you are a member of the
British Army, or a Civil Servant, then
contact the AWA Membership Secretary,
Tim Lewcock for more details you can also
download a membership application form
from the Association Website.

MORE INFORMATION

Membership Secretary

Website:
http//www.theAWA .org

Tim Lewcock, Email: membership@the AWA.org

Yahoo Group:
http://groups.yahoo.com/group/theawa

Next Event: Action 2008 — Rheindahlen, Germany
Date: March 2008

Contact: Charles Gray, Tel: 0049 2161 472 2983
Email: charles.gray743@mod.uk




Fast, secure and straight to your door! Games Workshop Mail Order offers a
number of services — conversion components, exclusive miniatures, hard to

find models and more!

HOW TO ORDER

Games Workshop Mail Order is a On the Internet

fast, accurate and convenient service
that lets you order your miniatures
and other hobby products from the
comfort of your home.

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.

o We aim to despatch all orders in
three days, straight to your door. By phone

* You can order any Games
Workshop product.

e Our Advance Order service lets you
order models and products before
they are released, guaranteeing
you'll get them on the day of =P
release. Fax your order on +44 (0) 115 916 8002

* Also available is a range of models
that are only available through Mail
Order. Check out what's on offer Or send your order the traditional way to Games Workshop Mail Order,
this month! Willow Road, Lenton, Nottingham, England, NG7 2WS.

SHOPPING EESEE . ..

n I - = , Workshop

Call the Hobby Specmllsts on +44 (0) 115 91 40000.
Opening hours: Monday-Saturday: 10am-6pm (Tuesday 11am-6pm),
Sunday: 11am-5pm GMT.

el Online Store is
i oo, open 24 hours
a day, seven
days a week.
Get exactly

what you

- ~ et ;. a 1 4 want, when
Fn EE P 0 s I = = You want it.
MAIL ORDER FREEPOST Mg e, 1

° A

All orders of £50 or more that are placed Secure VeriSign
through the Online Store or Mail Order will L Easy to use Secured
be sent to you postage free*. - Open 24 hours
IN-STORE FREEPOST
This offer gets even better when you place Once you have placed your order check the number of items to
your order from your local Hobby Centre, make sure all is correct and then click proceed. Enter all
using their in-store order point. When you information requested and you will receive your order number at
place an order for ANYTHING, it will be the end.
despatched to the store for you to collect,
poithe: Methods of payment
WARHAMMER WORLD You can only pay for orders through the Online Store by credit and
If you're in the area, why not call into debit card. We accept the following cards: Visa, MasterCard,
Warhammer World where you can place Maestro (formerly Switch). i
your order with the guys in the store, and L
have it picked and handed to you while VoA | visa J
you wait! ! J . .

\'UK addresses only. y We only accept the following cards in Northern Europe: Visa and Mastercard.

We do not accept the following cards: American Express.

114 WHITE DWARF MAIL ORDER
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Goblin Warhoss on
“No Man Can Kill Me”: Gigantic Spider
The Fate of the Witch-king

THE FATE OF THE WITCH-KING
99111499072 $22.00

WARHAMMER 2 0“
40000

GW Direct is the place to go for all your Orky needs. Not only do we
have Direct exclusives like the Ork Nob with Waaagh! Banner and Bomb
Squigs, but you can also get some awesome classic figures like Warlord
Ghazghkull Thraka, Mad Dok Grotsnik and the Deth Kopta. On the
following pages you'll find just a small selection of the extended Ork
range — go online or give us a call for more!

GOBLIN WARBOSS ON GIGANTIC SPIDER
99110209167 $30.00

ORK WARLORD
ORK BIG MEK ORK WARBOSS (1 RANDOM MODEL) GHAZGHKULL THRAKA
99060103101 $17.00 99060103079 $17.00 99110103092 $35.00

Pictires for ifustrative purposes only, Product contents may vary, Products sold unpaimied and unassemined. Certain Cltadel products may be dangerous if used
incorrectly. Prices correct at fime of going to press, please contact us for current availabifity and Games Workshop prices. Prices guoted are for products sold by
Games Workshop through its own stores, calalogue or website. ih retallers are for determining their own prices www.gnmes-workshop.com 115
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ORK KOMMANDO WITH BIG
SHOOTA (1 FIGURE)
99060103103 $10.00

ORK KOMMANDOS

- (5 FIGURES) ORK KOMMANDO WITH
99110103100  $25.00 BURNA (1 FIGURE)
99060103102 $10.00

ORK MAD DOK GROTSNIK ORK NOB IN 'EAVY ARMOUR
99060103097 $15.00 (1 RANDOM MODEL)
99060103087  $8.00

GROT MOB WITH RUNTHERD
99110103115 $17.00

Pictures for iustrative purposes only. Product comtenis may vary. Products seld unpainted and unassembled. Certain Citade! products may be dangerous if used
incorrectly. Prices corract at time of going to press, please confact us for current avaiability and Games Workshop prices. Prices quoted ars for products soid by
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DETH KOPTA ORK WARTRAK
99060403023 $25.00 99120103001 $25.00

ORK WARTRAK SCORCHER
99140103001 $30.00

ORK DEFF DREAD

ORK KILLA KAN
99110103077 $45.00

99110103120 $22.00

Plecturas for flustrative purposes only. Product contants may vary. Products sold unpaimted and unassemived. Certain Citade! products may be dangerous if used
incorrectly. Prices correct at time of going o press, please comtact us for current availability and Games Workshop prices. Prices quoted are for products sold by
Games Workshop through its own stores, catalogue or website. retailers are ibie for ining their own prices. WWW-gaMES-WDrkShOP-Com 117
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Ork Stikkbomberz Bitz Pack

*This pack is an upgrade for the plastic
Ork Boyz box set.

S Wi
=N,

ORK STIKKBOMBERZ BITZ PACK
99060103125 $15.00

Ork Stormboyz Bitz Pack’

*This pack is an upgrade for the plastic
Ork Boyz box set.

x2

ORK STORMBOYZ BITZ PACK
99110103116 $15.00

ORK NOB WITH WAAAGH! BANNER
99060103121 $15.00

118 WHITE DWARF ORDERING DIRECT

Ork Glyphs Bitz Pack

BT DR
ORK GLYPHS BITZ PACK
99060103122 $8.00

OILGROT

99060103123 $5.00

Ork Bomb Squigs

x2

ORK BOME 5QUIGS (4 MODELS)
99060103124 TBA

Pictures for Miusirative purposes omly. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
incorrectly. Prices correct at fime of going fo press. please comtact us for current avaiability and Games Workshop prices. Prices quoted are for products sold by
Games Workshop through ifs own stores, logua or website, | ratailars are i for f their own prices.




Get hold of forthcoming Citadel miniatures, hobby materials and rules
supplements on the day of release with our advance order service!

Harad
RELEASED 9/2/08

0, £€15.00, 115dkr, 140sek, 150nkr

UPCOMING RELEASES

Can'’t wait to get the latest releases?
e Get the latest products delivered to
your door on the day of release!

e Postage for Advance Orders is only

R

The Lord of the Rings
29th December (released 9th February)

e e D e 9/2/08
e Corsairs of Umbar............ 9/2/08
e Haradrim Raiders ............ 9/2/08
e Dalamyr,

Fleetmaster of Umbar ...... 9/2/08
e Corsair Bo’sun

andiCaptaini e, 9/2/08
e Corsair Arbalesters .......... 9/2/08
e Watchers of Karna .......... 9/2/08
o Mah(d king .oovoovveenernenen. 9/2/08
o Mah(d Raiders ............... 9/2/08
e Mah(d Warriors .............. 9/2/08
s Mah(d Warriors

with blowpipes .........c..... 9/2/08
o HatTrolls a8l man s 9/2/08

*£2 postage only applies to Advance
Order products being delivered to
addresses in the UK or Ireland. Orders
including Advance Order products will
be held until the last available product
is released.

FRERRE. CVRRRSEEN

Corsairs of Umbar Haradrim Raiders
RELEASED 9/2/08 RELEASED 9/2/08
£12, £22.50, 175dkr, 200sek, 225nkr £12, €22.50, 175dkr, 200sek, 225nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous
if used incorrectly. Prices corract at time of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for
products sold by Games Workshop through its own stores, catalogue or website. retallers are ible for determining their awn prices.

www.games-workshop.co.ulk/store 119



S Ee =1 Subscriptions guarantee you will not miss an
issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

* Call Games Workshop Mail Order on * Visit your nearest Games Workshop store
+44 (0) 115 91 40000 (UK)
+44 (0) 115 918 4040 (Northern Europe)

Complete the form below and return to:

GW MAIL ORDER, WILLOW ROAD,

* Logonto : LENTON, NOTTINGHAM, ENGLAND,
wwuw.games-workshop.co.uk/store/whitedwarf NG7 2WS

| would like to subscribe to V f starting with issue number: WD[TJ[C][]

| would like to subscribe for:

1 YEAR 12 issue: ) £36, €70, 540dkr, 625sek, 750nkr |
2 YEARS 24 issu £60, €130, 1000dkr, 1200sek, 1300nkr ]

| am an existing subscriber [] | am a new subscriber [] (i

MY DETAILS

MEIOther: vvr

METHOD OF PAYMENT

Postal Order (UK ( payable to Games Workshop Ltd)

L _ 1} \
0 o Bl o B0 8o v ooooooooooooooooooo
Valid from: | Expiry date: Issue No: Ocd

Cardholder’s Name:

offer.

GET WHITE DWARF FROM YOUR NEWSAGENT

Did you know that newsagents can hold, make sure you get your beloved White
order and, in some cases, even deliver your Dwarf magazine.

favourite magazines for you? Jusk Ask!

allows you to take advantage of these So next time you visit your newsagent Just
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

[0 Please reserve/deliver® (sdelete as appropriate) a copy of
commencing with issue ..., . for:

Title/Mr/Mrs/Ms......... First NAME...ocuveenseanienernsinniensasenvSUNAME
A R e o ey T b

SUBSCRlPTlONS

a®



CEUITID

In thrall to the Dark Lord, the forces of Harad, along
S _ with the Corsairs of Umbar and Mahid warriors, make
IRATECY BATTLE CAME  war on all nations yet to fall under Sauron’s sway.

i)

'WARHAMMER"

40000,
CONQUEST OF EMPIRES ORK SHOKK ATTACK GUN
Check out the Design Studio’s very Learn how to paint this fantastic model

own Mighty Empires campaign. in our 'Eavy Metal painting masterclass.




STRATEGY BATTLE GAME

The Cﬂrfdifj are upon us!

1t is the lust stroke of doom!”’

Next Month
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