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Middle-earth trembles beneath the feet of gigantic Mamakil, and the
Men of the south gather in droves beneath the banners of the Dark
Lord. Eager to vent their hatred on the Men of Gondor, the warriors of
mysterious Harad make relentless and skilful opponents. Bolstered,
too, by the Corsairs of Umbar and the Mahid of Far Harad, the
armies of the south are among the most colourful, exotic and deadly
in all of Middle-earth. To mark the release of the exciting Harad
sourcebook for The Lord of the Rings strategy battle game, we talk to its author, Mat Ward,
and fight out a massive battle report. How will the Southrons fare against their ancient
foes, the Men of Gondor?

In addition to the Mamak-wrought chaos, we have treats aplenty for fans of
Warhammer and Warhammer 40,000 too. Fantasy fans delight as Phil Kelly brings a report
of the latest Studio campaign, including house rules for Mighty Empires. Also, some
tournament veterans offer us their tips on using Warhammer Empire armies. For
Warhammer 40,000, we have an 'Eavy Metal Masterclass on the new Shokk Attack Gun,
as well as a guide to modelling and painting Imperial Baneblades. Finally, we have a Dan
Abnett interview and Horus Heresy feature — that should keep you busy until next month!
Grombrindal, The White Dwarf
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book, miniatures and army lists.
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Of all the Dark Lord’s servants that took to the
Pelennor Fields, none were so deadly as the
Haradrim, masters of the monstrous Mamakil.

This 64-page sourcebook is the definitive guide to the land of
Harad and the armies that march in service of its cruel
chieftains. The book contains the history of Harad, profiles and
rules for every Hero and Warrior of those far-flung lands, army
lists for Harad, Far Harad and Umbar, and six new scenarios!

>>>TURN TO PAGE 18 TO FIND OUT MORE

This 64-page sourcehook

contains all the rules you need
1o build an army of Harad

HARAD

UK £10 Euro €15
Denmark  115dkr  Norway 150nke
Sweden  140sek

Product code: 60041499024
Written by Mat Ward

ON SALE FEBRUARY 9th
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Pictures for filustrative purposas only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if usad incorrectly. Prices correct at time of going fo press, please contact us for eurrent
availability and prices. Prices quoted are for products sold by Games Warkshop through its own stores, catalogue or website. Independent retafiers are responsible for defermining their own prices,
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HARADRIM RRIDERS

This plastic kit contains

6 Haradrim Raiders

HARADRIM RAIDERS

LK £12  Euro £€22.50
Denmark  175dkr  Norway 225nkr
Sweden  200sek

Product code: 99121464004
Sculpted by Alan Perry and
Michael Perry

ON SALE FEBRUARY 9th

Pictures for llustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going {0 press, plaass contet & B s
avaliability and prices. Pricas quofed are far products soid by Games Workshop through its own stores, o website, I dent retailers are bie for determining thelr own prices




NEW RELEASES
CORSAIRS OF UMBAR

This plastic kit contains
24 Corsairs of Umhar

CORSAIRS OF UMBAR

UK £12  Euro €22.50
Denmark  175dkr  Norway  225nke
Sweden  200sek

Product code: 99121464003
Sculpted by Alan Perry and
Michael Perry

ON SALE FEBRUARY Sth
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NEWW RELEASES

DALAMYR,
FLEETMASTER
OF UMBAR

CORSAIR BO'SUN AND CAPTAIN

This blister pack contains
1metal Bo'sun and

1metal Captain

CORSAIR BO'SUN AND CAPTAIN

LIK £7 Euro €11.50
Denmark  85dkr  Norway 100nkr
Sweden  100sek

Product code; 99061464135
Sculpted by Alan Perry and
Michael Perry

ON SALE FEBRUARY 9th

This hlister pack contains

1metal Dalamyr,
Fleetmaster of Umbar

DALAMYR,
FLEETMASTER OF UMBAR

UK £6  Euro €9
Denmark  70dkr  Norway  85nkr
Sweden 80sek

Product code: 99061464137
Sculpted by Alan Perry

ON SALE FEBRUARY 9th

CORSAIR ARBALESTERS

This blister pack contains

3 metal Corsair Arbalesters

CORSAIR ARBALESTERS

UK £7 Euro €11.50
Denmark  85dkr  Norway  100nke
Sweden  100sek

Product code: 99061464136
Sculpted by Gary Morley

ON SALE FEBRUARY Sth

Fictures for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangsrous if used incorrectly. Prices correct af time of g J = e
avalabifily and prices. Prices quoted are for products sold by Games Workshop through ils own stores, catalogue or websifs. jent retailers are i




_NESNRHERSES - R R
WATCHERS OF KARNA

This hlister pack contains

3 metal Watchers of Kirma

WATCHERS OF KARNA

UK £7 Euro €11.50
Denmark  85dkr  Norway 100nkr
Sweden  100sek

Product code: 99061464134
Sculpted by Gary Morley

ON SALE FEBRUARY 9th

This hlister pack contains
3 metal Mahiid Warriors
with blowpipes

MAHUD WARRIORS
WITH BLOWPIPES

UK £7  Euro €11.50
Denmark  B5dkr Norway 100nkr
Sweden 100sek

Prodiuct code: 99061464133
Sculpted by Alan Perry and
Michael Perry

MAHOD WARRIORS

This blister pack contains

3 metal Mahiid Warriors

MAHUD WARRIORS

Uk £7 Euro €11.50
Denmark  85dkr  Norway 100nkr
Sweden  100sek

Product code: 99061464132
Sculpted by Alan Perry and
Michael Perry

ON SALE FEBRUARY Sth

HALF TROLLS

2 metal Half Trolls

HALF TROLLS

UK £7  Euro £€11.50
Denmark  85dkr Norway  100nkr
Swaden 100sek

Product code: 99061466033
Sculpted by Michael Perry

ON SALE FEBRUARY Sth

Pictures for ilustrative pum, only. Product contants may vary, Products sold unpainted and unasssmbled. Certain Gitadel products may be dangerous if used incorrectly, Prices correct at thme of going fo press, please confact us for current
availabifity and prices. Prices quoted are for praducts soid by Games Workshap through its own stores, e or website. dant ratailers are rest far iming their own prices,




S e PRERERSES
MAHOD KING i

This blister pack contains
1metal mounted Mahid King

and 1Mahiid King on foot

MAHUD KING

UK £12 Euro €20
Denmark  140cdkr  Norway 200nkr
Sweden 170sek

Product code: 99061464131
Sculpted by Alan Perry and
Michael Perry

ON SALE FEBRUARY 9th

MAHOD RAIDERS

This blister pack contains

1metal Mahiid Raider

MAHUD RAIDERS

UK £6  Euro €9
Denmark  70dke  Norway  BSnkr
Sweden 80sek

Product cade: 99061464131

Sculpted by Michael Perry

ON SALE FEBRUARY 9th

Fictures for flustrative purposes only. Product contants may vary. Products sold unpaimted and unassembled. Certain Citadel products may be dangerous if used incorrechly. Prices correct at fima of g ¢ ST @ W v

availability and prices. Prices quoted are for products sold by Games Warkshop through ifs own stores, catalogue or wabsite. Ing. dent retailers are faor dets,
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VAMPIRE COUNTS SPEARHEAD

Can’t wait to get your hands on all the new y
releases for next month’s Vampire Counts?

Look no further; the Vampire Counts
Spearhead set includes the new army book,
and it's available from hobby centres and

GW Mail Order ahead of the main release.

This box set contains:
1Army Book
1WViad von Carstein
1Vampire Lord
10 Skeletons

10 Crypt Ghouls
10 Dire Wolves
10 Grave Guard
1Corpse Cart
1Varghulf

VAMPIRE COUNTS SPEARHEAD Vampire Lord
UK £105 Euro £160

Denmark 1250dkr  Norway 1650nkr |
Sweden  1500sek lIMITEn .

Product code: 60110207174

| AVAILABILITY

THE LATEST ADDITIONS TO THE COLLECTORS RANGE — AVAILABLE FROM MAIL ORDER

EMPIRE CAPTAIN | THE BLESSING
HIGH ELF NOBLE OF SIGMAR

WITH GORY BLADE

This blister pack contains |
This hlister pack contains 1Metal High EIf Noble | This hiister pack contains
1Metal Empire Captain with
2 Metal Empire figures
Gory Blade | HIGH ELF NOBLE
UK £7  Euro €11.50 |
EMPIRE CAPTAIN WITH GORY BLADE ! Bénmark: 85dkr Norway 100nkr THE BLESSING OF SIGMAR
Sweden  100sek UK £8  Euro €12.50
UK £7 Euro  €11.30
Denmark  85dkr  Nonway. 100Ake Product code: 99060210129 E“’“‘T“’k 'I?gd"‘lz Norway. 1250k
Sweden  100sek Sculpted by Gary Morley weden sel
Product code: 99060202228
Product code; 99060202229
Sculpted by Brian Nelson SatlpedindiDRvEITlo s

Pictures for (llustrative

contents may vary. Products soid unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going fo press, please contact us for current
s Prices quoled are for produets sold by Games Workshop through its own stores, catalogue or website. Independent refailers are responsibla for determining iheir own pricas.




NEW RELEASES

FORGE WORLD

Forge World makes a huge range of resin kits and accessories.
These include super-heavy battle tanks, Titans, upgrades for
Games Workshop's plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

www.forgeworli.co.uk

IMPERIAL GUARD
SHADOWSWORD

This resin conversion kit allows you to
transform your plastic Baneblade into a
deadly, Titan-hunting Shadowsword!
This is the first in a new range of
Baneblade conversion kits.

Designed by Daren Parrwood.

Death Korps of Krieg Trooper shown for scale
purposes only, and is not included.

Pictures for ilustrative purposes only. Product conlents may vary. Products said unpainted and unassembled. Certain Citadel products may be dangerous If usad incorrectly. Prices correct at time of going 10 press, plesse Sosiaes o S st

availability and prices. Prices quoted are for products sold by Games Workshop through its own stares, e or wabsite, retailers are ible for determining their own prices




__NEW RELEASES

BLACK LIBRARY

Black Library publishes a range of novels and sourcebooks that delve |
deep into the worlds of Warhammer and Warhammer 40,000. These

are available in many of our stores worldwide, as well as in bookshops
in certain countries. However, if you are finding it difficult to get hold

of any of these publications then go to the Black Library website,
where books may be purchased directly.

www.blacklibrary.com

EMPIRE IN CHAOS

ORTHERERHER

NICK KYME

When a young woman's
village is destroyed, she
and an injured EIf are the
only survivors. As the two
companions fight their
way towards Black Fire
Pass, she discovers powers
of courage and faith that
inspire all around her.
When Chaos attacks, she
and the EIf must fight
alongside the armies of the
Empire for the very fate of
the land.

EMPIRE IN CHAOS
by Anthony Reynolds
ISBN: 1-84416-533-9

LIK
Denmark
Sweden

Euro £9
Norway  Binkr

In the bleak mountains the
Dwarfs fight a battle for
survival against their
ancient enemies, the
Skaven. When Karak Varn
is overrun, Dwarf Thane
Uthor makes a rash vow
to reconquer it, paying
little thought to the
enormity of such a task.
How can his band of
Dwarfs ever hope to
triumph against such
impossible odds?

OATHBREAKER
by Nick Kyme

ISBN 10: 1-844716-534-6

UK £6.99 Euro £Q;
Denmark  70dkr  Norway  B3nkr
Sweden Blksek

SCOURGE THE HERETIC

WARHAMMER
annas.

/////m\\\\

While Space Marines and
the Imperial Guard battle
aliens among the stars, it is
the job of the Inquisition to
hunt down the heretics
who corrupt society from
within. An Ordo Hereticus
warband investigates an
interplanetary people-
smuggling operation, it
soon finds it is up against
some very dangerous
enemies indeed!

SCOURGE THE
HERETIC
by Sandy Mitchell

ISBN 10; 1-84416-512-4

UK £6.99 Euro L]
Denmark  70dkr MNorway  B5nke
Sweden  Blsek

This book details five
dramatic chapters in the
history of twa ancient
holds of the Dwarfs, one of
Warhammer's most
popular races. Written as if
an artefact from the
Warhammer world, The
book contains a wealth of
background about the
Dwarfs, plus tales of
heroism and desperate
battles. It's a must-have for
all Dwarf fans!

GRUDGELORE
By Nick Kyme & Gov Thorpe

ISEN 10; 1-84416-503-2

UK E15 Euro €22.50
Denmark 175dkr Norway 225nkr
Sweden  200sek

Pigtures for iustrative pu r,,\:-

ontents may vary. Products sold unpainled and unassembied, Cerfain Cifadel products may be rfirlue'rm.s.lf used incorractly. Prices correct at time of going to press, please contact us for currant
queted are for products sofd by Games Workshop through its own stares, catalogue or websita, I dent refallers are far g Mhair own prices,
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NEWW RELEASES

BLACK INDUSTRIES

Black Industries produce top quality roleplaying games and
boardgames.Their products include the multi ENnie Award-winning
Warhammer Fantasy Roleplay, the stunning new edition of Talisman
and the long-demanded Warhammer 40,000 Roleplay: Dark Heresy.
Although Black Industries products are not available in Games
Workshop stores, you can find them in independent hobby stores,
or you can buy them directly from:

www.blackindustries.com

WARHAMMER 40,000 ROLEPLAY: DARK HERESY

The long-awaited Warhammer 40,000 roleplaying game is here! Dark Heresy
allows players to roleplay in the dark and gothic Warhammer 40,000 universe
for the first time. Players fight against the corrupt agents of Chaos as they take
the roles of an Inquisitor’s retinue.

Within this lavish, full-colour book, players will find all the information they
need to play as agents of the Imperial Inquisition — evocative background,
detailed rules and an adventure to get them started. Seek out the daemon, the
heretic and the mutant, but remember: innocence proves nothing.

WARHAMMER 40,000
ROLEPLAY: DARK HERESY

ISBN: 1-84416-435-6

UK £35 Eurn £49.99

WARHAMMER 40,000 ROLEPLAY: WARHAMMER 40,000 ROLEPLAY:
THE GAME MASTER'S KIT CHARACTER FOLIO

This superb addition to any
Game Master’s collection
that will keep all your
Inquisitorial secrets safe!
Containing a booklet
featuring a whole host of
adventure and gaming
aids, and a sturdy, full-
colour screen. This handy
tool makes running your
games that much easier.

An essential accessory
for all Warhammer
40,000 Roleplay: Dark
Heresy players. This
deluxe character record
pack allows players to
record their
achievements in detail
over 24 pages. No
player will want to be
without one!

WARHAMMER 40,000
ROLEPLAY: THE GAME
MASTER'S KIT

ISBN: 1-84416-437-0

WARHAMMER 40,000
ROLEPLAY:
CHARACTER FOLIO

ISBN: 1-84416-436.3

LK £12 Euro £19:99

Pictures for Wustrative purpeses enly. Product contents may vary. Preducts sold unpainted and unassembied, Certain Citadel products may be dangerous if used incorrectly. Prices correct
i ted are for products sold by Games Workshop through its oven stores, catalogue or website, ! retailers are
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2008 is a very special year for Games Workshop, as it is the
25th anniversary of the launch of Warhammer! The game of
fantasy battles is 25 years old, and we intend to celebrate.

there will be a host of special of the brains behind the original edition of

promotions, parties and hobby Warhammer, and some rather awesome
events, sparking a global celebration of new gaming material, rules and scenarios.
the Warhammer hobby. We can’t tell you Fans of the world’s biggest tabletop fantasy
exactly what we have planned just yet, wargame will be in for a real treat.
except that it’ll be huge, and will involve Keep an eye out for the logo (left) in
lots of fun, gaming and probably cake! our Hobby Centres — when you see the

Needless to say, there will be a hammer, something special is certain to be

Warhammer-tastic issue of White Dwarf just around the corner...

a s mentioned last month, this April, out in April, featuring interviews with some




Remember this? This iconic piece of artwork by
John Bla 5
Hammer”, adorned the first ever edition of

Warhammer Fantasy Battles. To honour this

Time of Legends
April also sees the start
of a brand new
Warhammer series from
the Black Library. Time
of Legends tells the tales
of legendary heroes and
monumental events that
shaped the Warhammer
World. The series kicks
off with Heldenhammer,
the legend of Sigmar by
Graham McNeill, and
continues apace with
Nagash the Sorcerer, the
story of a necromancer’s
rise to power and the
damnation of an entire
realm. These novels are
just the beginning, with
many more planned.
Keep an eye out online
for more information.
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All across the worlid, Games
Workshop stores have been
‘running Iron Halo events EVERY
‘DAY since Christmas!

These in- depth hobby sessions aim
to help develop hobby skills and
~experience and provide fun
activities for every day, not just
weekends! Every store has a

calendar and posters for all of these \

sessions, all you need to do is get
down to the store, or give them a
call, and get booked into the Iron
_Halo events. However not only are
 the lessons fun and informative,
_but, if you pick up an Iron Halo
~Sign Up card and attend the
- number of sessions specified by the
_ store manager, then you will
- receive your very own lron Halo
N/ ‘pin badge, the prized msagrua,of
the veteran warnorl Y,

Thesa sessions are ot ]ust for.
ﬁbegmners! There are opportunities

to practice and polish some of the

- most advanced modelling and

~ painting techniques; as well as take

" part in all sorts of games,
challenges and competitions.

Al you need to do to get involved
~ is to pop into your local store, or
_give them a ring, and talk to the
. staff about the activities they have
3 _prepared, pick up you Iron Halo
S[gn Up card and get booked in! If

- you are part of a school or library = -

~ club, or any other gaming group
 talk to the Store Manager about

boakmg—m groups of hobbyists or

1 arrangmg club visits to the store.

A \lt couldn’t be easier! Get doWn to
\tihe store and get involved and
e&rnyqur very own Iron Halo'
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FREE POSTAGE!

All orders delivered to stores are now post free!

Great news! When you place an order through the Mail Order point in

your local store in the UK or Northern Territories it will be sent to the
store POST FREE! Yep, that's right, any order from a Bitz Bag to a
Battle Company will be delivered to the store completely free of any
postage charges. Happy ordering!

Mail Order Freepost

And don’t forget, ALL orders of £50 or more that are placed through

the Online Store or Mail Order will be sent to you POST FREE*!
Warhammer 40,000 Battleforces, Warhammer Battalions, such as

the forthcoming Vampire Counts Battalion, and the terrifying Mamak

of Harad are all great products that you can order and have sent to

you post free!

*UK addresses only.

For more information on ordering through

Mail Order or the Online Store go to page 114.

s a special offer to White Dwarf readers, Games

Workshop, in conjunction with The Dungeons,
would like to offer you the chance to scare two

take you ba

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

horrible
al effects

to those black, bleak times. Cowering under

people silly for the price of one!

Located in London, York, Edinburgh and Am
The Dungeons are a unique mixture of real histor
and humour that ¢ intera shows, live actors ¢
breathtaking rides plus special effects to take you back to
those terrible times.

Terms and Conditions

1. This voucher is valid for one free admission when one of equal or greater value is purchased.
. This oii id unfil 31.12.2008
. This off in conjunction with any other offer, promation, pre-paid tickets, tickets

purchased online, fast track entry or voucher

. This voucher has no cash value

5. This voucher is non refundable and non exchangeable

6. Photocopies are nol accepted

the wrath of a vengeful 18th century judge, face the resident
torturer in his dark, dingy lair and try to find your way of the
terrifying Labyrinth of the Lost...are you brave enough?

All you need to do is present this advert at your nearest
dungeon and you will be able to get two people in for the
price of one ticket!

. Only one voucher per transaction permitled
erve the right 1o alter, close or remove details/exhibits without prior noti
nther reasons, and that no refunds can be given in these circu
itable for people of a nervous disposition or very young children (eni
n of the parent/guardian).
10. Children must be accompanied by an adult.
11. The Dungeans reserve the right to refuse entry without explanation.




Warhammer World is
the spectacular
exhibition and gaming
arena at our head
offices in Nottingham.
Here you can see
displays of original
artwork, miniatures
and scenery, and
game to your heart’s
Willow Road, Lenton, Nottingham, England NG7 2WS  +44(0)115 916 8328  content and feast in
www.games-workshop.co.uk/warhammerworld Bugman’s 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 an 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 gel 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.

(https//warhammerworld.typepad.com/)

Tank-Tastic Il

7th December — 21st February

Witness the magnificence of the Imperial Baneblades
from Games Workshop's talented studio (and perhaps
even lake a few modelling ideas home for your own
super-heavy tanks), as featured in this very issue of
White Dwarf.

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.

NewIleleasesllrl(ss.llamnlrecountsm R F= )
4th January — 3rd April : oy X _ )/ 40

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

Due to the number of activities running in Warhammer World, occasionally
We hiave i move things around to accommodate them. If you are pianning a
special tri to the venue to see our exhibitions, or just ta piay some games,
We advise that you contact us in advance to aveid disappointment.
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Gondor will burn!
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| In the Book...

A brand new, full colour,

| 64-page sourcebook,
| containing:

* A new background
section covering the
history of Harad and its
enmity with Gondor.

* Every Hero and Warrior
of Harad fully detailed
with rules, points costs
and profiles.

= Brand new army lists
for all the forces of
the Southlands.

» New scenarios based
around the tumultuous
lands of the south.

WHITE DWARF HARAD

The lands across the Bay of Belfalas and south of Mordor are
populated by the tribes of Harad - a hardy race who worship
Sauron and hate Gondor with all their hearts. Andy Hall talks
with Mat Ward about the new Harad Supplement.

were not the only force to oppose

Gondor during the War of The Ring.
The Haradrim had far more cause to
despise the Men of Gondor, thus when
Sauron summoned his dark allies to war,
the Serpent Kingdoms were eager to see
Gondor brought low.

The Haradrim hail from the
southernmost lands of Middle-earth where
the landscape is dominated by serpent-
infested plains and
arid deserts. The
Southrons are a
cruel race of Men,
their hearts
hardened by a
bloody history and
a bitter resentment
towards the lands of
the north, their fate
tied irrevocably to
that of the Dark
Lord, Sauron.

The Studio’s very own Dark Lord, Mat
Ward, was responsible for this, the latest
The Lord of the Rings sourcebook. The first

The legions of Mordor and Isengard

€€ The Southrons are
a cruel race of
Men, their hearts
hardened by a

bloody history. 99

thing we were curious about was: why
Harad? “There are a couple of reasons,”
says Mat. “Firstly, from a movie perspective
there are five main armies — Gondor,
Mordor, Isengard, Rohan and Harad. You
have Goblins running around in Moria for
a bit and the Elves pop up from time-to-
time, but it’s the ‘big five’ that ultimately
decide the fate of Middle-earth. These are
all worthy of a book in their own right, and
so we thought it was time to give Harad
their own space —
especially as last time
around they had to
share the Pelennor
Fields sourcebook
with Gondor. The
second reason is that
it gives us an
opportunity to take a
closer look at Harad
and Umbar and delve
a little deeper into the
relationship between the different tribes
and cultures that inhabit this unexplored
part of Middle-earth.”

Players of The Lord of the Rings
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strategy battle game will be familiar with
the Harad book’s layout and ordering as it
follows on from the recent sourcebooks,
Khazad-d@im and Gondor in Flames. The
book takes a logical structure, dealing with
the history of the Southlands, then the
Heroes and Warriors section, before getting
to the all-important army lists and, finally,
the scenarios. “The background section
treads new ground, looking at a realm
barely covered before, either by us or by
Tolkien,” says Mat. “What | didn’t want to
do was make Harad just another ‘evil’
nation. The men of Harad will have wives
and children like any race of Men — their
sons and daughters are not born into the
world with a natural malevolence, like an
Orc. Their hatred and bitter enmity towards
the Free Peoples and subsequent alliance
with Sauron stems from when Gondor
occupied their lands. The Black
Ndmendreans that had led Harad

before Gondor’s invasion had been far
crueller, but the Haradrim still resented
the people of Gondor more.”

Leafing through the new book, we
came across some interesting stuff in the
Tribes section. Not only have the Mtmak
rules altered — more on that later — but
there’s another named character joining
Suladan in the Heroes section: Dalamyr,
the Fleetmaster of Umbar. “Named
characters are important to give your force
some personality and, of course, more
Might points. It’s important to populate
these previously unexplored areas
with personalities that you can
then take to the tabletop,
especially for Evil players
who'll never have access
to the likes of Aragorn or
Boromir,” says Mat.

Harad is most famous for
its fabled Maimakil, massive
war-beasts that shake the

THE LORD OF THE RINGS : HARAD

Above. A Haradrim force
containing the stoic Watchers of
Kdrna and led by a deadly
Hasharin assassin.

Opposite. A Mahtd tribal warband
scours the southern plains,

Below Right. Hdsharin. Artwork by
Karl Kopinski.




THE HARADRIM

The Haradrim hail from the southernmost lands of
Middle-earth, an unforgiving, arid and hostile place.

Suladan, the Serpent Lord.

Watchers of Kdirna.

Haradrim Raiders.

Serpent Guard

Only the most skilled and
devoted warriors join the
ranks of the Serpent
Guard, the elite of
Suladan’s armies.

Serpent Guard with war spear.

22 WHITE DWARF HARAD

ground as they charge, and bear howdahs
upon their backs from which bow-armed
Haradrim rain down arrows onto the
enemy. It's more than likely that a Mmak
or two will be the centrepiece of any
Harad force. “What I've done,” says Mat,
“is reorder the rules so they're easier to use
during the game. They are formatted so
you know exactly which phase and order
they should be implemented in — Move,
Shoot, Fight, or whatever.” The rules are
not exactly the same as before either. You
can now crew a Mlmak with Serpent
Guard, Watchers of Karna, Mahtd Warriors
and even Half Trolls, as well as the
standard Haradrim Warriors. “|'ve also
increased the number of upgrades you can
buy. In addition to the tusks and
Beastmaster upgrades, you can purchase
rocks to throw at enemies from the
howdah, give your beast a gnarled hide, or

Hasharin.

Haradrim Warriars,

make it an ill-tempered Mamak. The most
important new upgrade in my mind is the
Rappelling Lines, which allow your
howdah crew to dismount. In effect you
can now turn the Mamak into a highly
dangerous troop carrier, especially if it's
filled with Half Trolls!”

The armies of Harad

The sourcebook details five armies: The
Serpent Horde, The Corsair Fleets, Harad,
Far Harad and Umbar, each representing a
certain era or geographical area of the
Southlands. “The Serpent Horde list is the
army that answered Sauron’s call in the
War of The Ring; they’re the force you see
on the Pelennor in The Return of the King
film. They're a human army — as are all the
armies in this book — but | obviously
wanted to make sure they played
differently from other human forces and
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CORSAIRS OF UMBAR

The black-sailed vessels of Umbar are crewed by the
ruthless Corsairs, intent on plunder and destruction.

Dalamyr

| A notorious figure in the land of Harad,
Dalamyr has been one of the foremost
fleetmasters for many long years. His
influence within the tortuous politics of
Umbar, coupled with his consummate skills
as a Hasharin assassin, make him an

| opponent to be feared, both within and
without the Southlands.

[ F S D AWC
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Special Rules
The Bane of Kings; Stalk Unseen;
Preternatural Agility; Smoke Bombs.

Corsair Arbalesters.

Carsairs of Umbar.

prevent them from being just an evil
version of a Gondor or Rohan army,” says
Mat. “The Harad list is more all-
encompassing than the Serpent Kingdom
army, representing Harad through the ages
rather than at a specific time as the Serpent
Kingdom list does.”

Both lists use very similar troops, made
up of cheap Men with good elite choices,
like the Watchers of Karna and the dreaded
Hasharin, the deadly order of Haradrim
assassins. “One of the ways |'ve separated
the Haradrim troops and heroes from the
other numerous forces of Men is the use of
poisons,” says Mat. “All Haradrim can
have bows with poisoned arrows, which
allow you to re-roll to wound if you score
a 1 the first time. Haradrim Raiders and
Serpent Riders have war spears — unique
Harad weapons that can be used as a spear
when on foot, and a lance when on

Corsair Bo'sun.

Corsair Captain.

horseback — very handy if your cavalryman
is unhorsed during a game. The Serpent
Guard and Serpent Riders are notable in
that they don’t have access to bows and
poisoned arrows like the other Haradrim,
but instead have poison blades which give
their close-
combat attacks
the same potent
Poison rule.”
The Corsair
list represents the
crews of the
feared raiding
ships of Umbar.
They are usually highly compact forces,
but pack a surprisingly hard punch. “All
Corsairs come with throwing weapons, in
the form of a bandoleer of throwing
daggers, and have a Fight value of 4 as
standard,” says Mat. “Unlike other armies,

€ € The Corsairs believe
in having as much
firepower as possible. 99
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TRIBES OF FAR HARAD

To fight the Mahiid is a fearsome thing, for they are
savage, primitive warriors with a lust for battle.

Mahid Raiders.

€€ A Mahud force is
extremely hard, with
high Fight, Strength

Half Trolls of Far Harad.

they don't have access to banners — but the
Corsair Bo'sun combines his fine fighting
ability with the Commanding Bellow
special rule, which effectively makes him a
banner bearer.” One of the other notable
troop types available to the Corsairs is the
deadly Arbalesters. The
Corsairs believe in
having as much
firepower as possible.
To this end, many carry
crasshows on raids and
use a large wooden

and AttaCk Values_ , , pavise to provide

2% WHITE DWARF HARAD

shelter as they reload.

The pavise gives the
Arbalester a very healthy Defence value of
6. “The Umbar list is very similar to the
Corsair Fleet list in that the core choices
are taken from the Corsair Warriors and
Heroes, but as the list represents the
militias that are found in and around the

deadly, dilapidated city of Umbar itself, the
selection is a bit broader, allowing you to
include Hasharin and Haradrim Warriors.
The army of Far Harad comprises the
Mahtid. These tribesmen inhabit the grassy
plains that lie even further south than
Umbar. It's also where the feared Mamakil
originally hail from so they, along with
camels and the feared Half Trolls, combine
to make a very distinctive-looking force. “A
Mahd force is extremely hard, with high
Fight, Strength and Attack values. However,
they have low Courage and don't have the
Stand Fast! rule. They don't fight as an
army like Gondor or Rohan; they are feral
tribesmen and are just not organised that
way. No flowery speech about freedom is
going to inspire them. What they do have,
though, is the Warrior Pride rule, which
means that any Mahdd will automatically
pass a Courage test if there is a Mah(d
Hero in combat within 12"/28cm.




Mahdd King on camel.

Mahdd King.

Mahid Warriors with blowpipes.

“The other trick Mahtd carry up their
wicker wristbands is the blowpipes. All
Mahd have access to poison blowpipes —
these have a shorter range than the
Haradrim bows but, crucially, they don't
count toward the bow limit in Legions of
Middle-earth games, allowing you to field
as many as you wish. They're only Strength
2, but allow you to re-roll 1s to wound
because they have the same Poison ability
as other Harad weapons,” adds Mat.

General army rules aside, the Mahiid
have their fair share of exotic troop types,
namely the camel-riding Mahad Raiders
and the Half Trolls. Mahad Raiders are
devastating on the charge thanks to the
sharp tusks — taken from dead Mamakil —
that are attached to their camels; these
inflict a single, Strength 4 hit on one
enemy model in base contact when
charging. This ability, on top of their solid
Fight and Strength values, means that they

are among the most powerful cavalry in
the game in an initial assault.

The Half Trolls stride across the
battlefield with an impressive stat-line,
which includes Strength and Defence
values of 5. As if that weren't enough,
these brutes can make up part of a
Mamak’s crew! '

So, a Harad force is a formidable one
to field. Its greatest strength, though, comes
from the mercenary nature of the Corsairs
and Mahtd and the sheer hatred that the
Haradrim have for the Free Peoples of
Middle-earth, which means they can be
part of nearly any Evil army.

“Overall, the greatest ability of all the
Harad armies,” concludes Mat, “is their
ability to ally with loads of other forces. A
Harad army is a great way of starting an
Evil force, which you can build up and
take in any direction you like due to the
selection of allies at your disposal.”

THE LORD OF THE RINGS : HARAD

Beastmaster Chieftain

The Mahiid are master
handlers of the Mimakil,
and none are more adept
than the Beastmaster
Chieftains. They can tame
even the most ill-tempered
beast and drive it on to
feats that would cause
other creatures to
succumb to their natural
instincts and flee.

Beastmaster Chief:

e
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OUTHRON HORDE

Mat Ward builds a 700-point sample Haradrim Army, and shows
us how to get the best out of these tribal troops.
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his army’s strength comes in two
Thalves. Firstly, there are lots of fairly

cheap infantry leavened with veteran
Warriors such as Serpent Guard and
Watchers of Karna, and they should prove
numerous enough to match most
opponents man for man. While the
Strength of your Warriors is a deeply
average 3, the strong showing by poisoned
arrows and poisoned blades goes a long
way to compensate for this — you just have
to remember to use the re-rolls; don’t
expect your opponent to remind you!

Secondly, there’s a Mamak. ‘Nuff said.

Mamakil are fantastic shock troops, able to
trample aside (or rather over) the toughest
of enemies. Given optimal conditions, a
Mamak can cheerfully slaughter its own
points value in enemies in but a single
Move phase. Admittedly, they're not
without weaknesses — a single Hero, his

&% WHITE DWARF HARAD
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B © War Mamak

move timed correctly, can all but shut
down the rampaging pachyderm, but in
coming so close to the beast such a Hero is
running an awful risk. All-in-all, Mamakil
are best employed to stamp all over enemy
Warriors, the tougher the better — the
Mamak'’s trample resolves at a mighty
Strength 9, and even Fountain Court
Guard, bless ‘em, can't survive that kind

of punishment.

Watchers of Karna are exceptional
elites to seed throughout your army. They
are only Defence 3 - so take care to keep
them safe from incoming archery — but
they have Fight 4 and 2 Attacks; perfect for
punching through lines of Gondor and
Rohan troops. Watchers of Kérna are also
excellent choices for dealing with Terror-
causing foes, as their Steely Nerve gives
them a bonus to their Courage when
charging such beasties.

This example army doesn’t have much
in the way of Heroes, relying as it does on
numbers and the Miimak to force a victory.
If you're wanting a bit of malevolent
muscle to boost your forces, Haradrim do
have several choices to offer you. Hasharin
are always my favourite — they can chop
through just about anything with their
poisoned blades. If you want a true bit of
muscle, however, Suladan the Serpent Lord
is always a strong investment. He’s a match
for most Good Heroes, and makes a
fantastic spearhead for any Haradrim
cavalry charge when placed with the
Haradim Raiders.

Of course, if you're playing a larger
game then don’t forget about the Serpent
Guard. Their poisoned spears and Fight 4
will give the force a little more bite.
Placing Suladan with Serpent Riders is
always a winning combination.

i

Southron Horde

Including Haradrim
Chieftain.

© 12 Haradrim Warriors
with bows.

72 points

© 8 Watchers of Karna
72 points

© 6 Haradrim Raiders
5 with war spears
and 1 with banner.
96 points

@ 13 Haradrim Warriors
12 with spears and
1 with banner.

102 points

@ 10 Serpent Guard
80 point

Total Points 697
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RAIDERS FROM UMBAR

For the next sample army, Mat takes a look at the Corsairs and advises
on how these pirates are more than just your average Evil force.

orsairs, by and large, offer an Evil
‘ player oodles of flexibility. They’re

cheap enough to include in large
numbers, but also sport impressive Fight
values and weapon options. Every Corsair |
army should be built around a good, solid |
bunch of bloodthirsty Corsairs. At 8 points
a pop (including throwing weapons and
one other piece of kit at your discretion)
they really are an impressive buy. Be
warned, however — Corsairs without
shields are only Defence 3, and will really
suffer from Elf and Dwarf bows, so make
sure you've enough buckler-equipped
pirates to lead the charge!

To combat the slings and arrows of
outrageous Elven armies, the Corsairs have
a ranged trick of their own. Arbalesters can
unleash a deadly volley of crosshow bolts
every turn, all but guaranteeing that you'll
win the shooting war. That said, you

&8 WHITE DWARF HARAD
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| Raiders From Umbar

| @ Corsair Bo'sun

shouldn’t discount the value of the
throwing weapons that almost every
Corsair carries — though short ranged, a
hail of throwing weapons is not something
easily laughed off, even by heavily
armoured Men of Gondor or Elves.

At this point, two words should be said

about Corsair Heroes, and those words are:

field lots. Corsair Captains are your front
line, beat-the-enemy-to-death kind of
Heroes, with enough Might and Fight to
get the job done. Bo'sun’s are far subtler.
Whilst a Bo'sun can be used to clobber the
enemy if you wish, his main effect is to
lurk behind the battle lines, bellowing
orders and (in game effects) functioning
just like a banner. A combination of Bo’sun
and Captain in the forefront of a scrap
really can make a difference, but what do
you do if there’s a Boromir or other such
death-dealing do-gooder close to hand?

The answer is simple: set Dalamyr on him.
Dalamyr’s Smoke Bombs can counter even
the most resolute of enemy Heroes,
allowing his Hasharin skills to slice and
dice with impunity. Imrahil, Boromir,
Gandalf — Dalamyr can give any of them a
fight to remember, thanks to his high
characteristics, Hasharin abilities and
Smoke Bombs. Even if he doesn’t win, the
victim is likely to come away sorely
wounded and easy prey for the nearby
brutal Corsairs.

By and large, the Corsairs of Umbar
suffer in one regard only: they have no
cavalry. This is a slim weakness for the foe
to exploit, for the hail of firepower
unleashed by a Corsair army is vile indeed.
That said, there's no reason not to recruit a
few allied cavalrymen to aid your Corsairs
— perhaps Haradrim Raiders, or the camel-
riding Mahd.

© Dalamyr,

Fleetmaster of Umbar
100 points

| @ Corsair Captain

With two-handed
WEleOﬂ 5

55 points

45 points

© Corsair Bo’sun
with crossbow.

50 points

© 24 Corsairs of Umbar
12 with spears and
12 with shields.

192 points I

@ 12 Corsairs of Umbar
with bows.

96 points

€ 12 Corsairs of Umbar
with shields.

96 points

© 6 Corsair Arbalesters

60 pomnts

Total Points 694
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-~ WARBAND
OF FAR HARAD

Mat'’s final sample army focuses on the fearsome
Mahid and their Half Troll allies.

kings = -

L eagmde,

ot to put too fine a point on it,
N Mahiid are as hard as nails! Warrior

tribesmen from the southernmost
lands of Middle-earth, the Mahiid have
had to fight for every acre of land they
have settled. The Mahid are strong and
skilled, but their primitive intellect makes
them somewhat cowardly if the battle

goes against them. To this end, a Mahiid

| army needs to strike, and strike hard,

before the enemy manages to whittle it
down and slay its leaders.

The indisputable core of any Mahid
army is a Mmak (or two). Whether loaded
up with blowpipe-toting savages or berserk
Half Trolls, a Mamak is always a challenge
for the foe. Rappelling Lines and Sigils of
Defiance are very handy for a Mahad
Mamak, as these will allow your Warriors
— with their high Fight and Strength values

3 WHITE DWARF HARAD

— to descend into the depths of the enemy
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formation, giving them a little extra
protection from enemy shooting attacks.
It's also worthwhile loading up on Tusk
Weapons or Rocks to give a little extra
punch when in the thick of the foe.
Nothing comes for free, however, so you'll
have to prioritise the upgrades you want to
give to your Mamak. In this example, I've
settled for Tusk Weapons (more trample
power) and Rappelling Lines (to get the
Miamak crew inte combat). The Mamak is
crewed by the Half Trolls and the

blowpipe-armed Warriors, whilst the rest of

the army footslogs alongside it, or defends
prominent objectives.

Don‘t underestimate the blowpipes
(which is easy to do due to their short
range and low Strength). But if, like me,

you roll lots of 1s, then the poison re-roll is
eminently useful. I've known even the most

heavily armoured foe to succumb to a
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Mahad blowpipe. Just don’t base your
whole battle plan around it.

A mention should be given to the two
troop types not included in this army list:
the Mahdd King and the Mahtd Raiders.
Both are excellent choices for an army — as
you'll see in this month’s battle report.
Alas, like the Mimak, they are expensive
choices for an army, so at 700 points
you're going to want one or the other. It
should be noted that Mahd Raiders are
capable of one of the most formidable
cavalry charges in the game, and make for
excellent allies in any army that can take
them. With 2 Attacks, Strength 4, and the
option for war spears (effectively lances),
there’s very little that can stand up to
charging Mahd Raiders. The 340 points
that this army’s Mamak costs would buy 16
or so fully equipped Raiders — now that's a
lot of cavalry!

WARBAND OF
FAR HARAD

@ Mahid Tribemaster
with shield.
65 points

© war Miimak
with Mahiid
Beastmaster Chieftain,
Rappelling Lines and
Tusk Weapons.

345 points

@ 3 Half Trolls
2 with two-handed
weapons.
68 points

© 10 Mahad Warriors
4 with spears.
114 points

© 9 Mahid Warriors
with poisoned
blowpipes.
108 points

Total Points 700
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‘PAINTING

' The arfintes of the south are exotic and varied. ‘Eavy Metal
provide some hints on painting these tribal warriors.

To get this pale horse colour, a A mid-tone layer using a 1:1 mix A highlight of thinned Skull White
hasecoat layer of Fortress Grey was of Fortress Grey and Skull White was then carefully applied to the
applied first. was then added. raised areas in several layers.

Haradrim Warrior

The face and hands were given a A coat of Tallarn Flesh was then A 1:1 mix of Tallarn Flesh and
basecoat of Khemri Brown. Use a applied, avoiding the recesses in Fortress Grey was then used to
thinned coat and several layers. the face and between the fingers. highlight the face.
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| Haradrim Banners Mahiid Markings

| The banners of the Haradrim denote which tribe the warriors _ 3
belong to.The colours of the banner and their clothing are |
often based on the dyes they have close to hand. '

iy s =

The beasts of the Mahtid are
often daubed with crude sigils
to ward off enemy spells.

Mahid Warriors paint their |
faces to make themselves
look more fearsome.

Haradrim tribal sigils The desert scorpion is The gates of Karna are The daggers of the

usually portray desert a feared predator in still a powerful Hasharin signify this

creatures. Note the Harad and so this symbol even many tribe’s close ties with | Mahid leaders sport even
eye symbol, marking tribe takes its name vears after the city fell Harad's deadly order [ | more elaborate warpaint as a
allegiance to Sauron. from it. to ruin. of assassins. | | symbol of their status.

Corsair Bo’sun

The sleeves were given a 1:1 mix A Chaos Black wash was then A mix of 1:1 Fortress Grey and

of Chaos Black and Regal Blue, applied to both the shirt sleeves Regal Blue was used to highlight the
The trousers had a 1:1 mix of and the Bo'sun’s trousers. sleeves. The trousers were

Chaos Black and Liche Purple. highlighted with pure Fortress Grey:

Mahud Raider

The basecoat for the Desert Yellow was then Thin layers of Bleached A highlight of Skull
camel’s fur was a 1:1 added as a mid-tone, Bone were then painted White was then

mix of Graveyard Earth applied in all but the onto the raised areas, carefully added for the
and Bleached Bone. most recessed areas. avoiding the recesses. final, fine highlight.
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IN-STORE 16th-17th FEBRUARY

~=y the southern bank of the
ljiﬁamm river a vast army has \
been assembled. (Chousand s upon
thousand s of Daradrim warriors have been
gathered at the behest of the lord's of
{mbar, their numbers further reinforced by
mercenaries and slaves. fChoqqh this army
has been qafhc:m’ at the ordefs of the lords
of Umbar, <Sauron, the & ark L ord of

(Mordor, has set its purpose, and it is in
his name that the army shall r’th : q7tL is

Sauron's design that the Oreat ?[rmq of
Darad, this éerpmf Dorde, shall march
upon Gondor s southern regions while the
/ggion.s of Mordor attackin the north and
tast. inioned between two equallsy

dangerous foes, Sondor will inevitably fall,

On the weekend of 16th—17th February, your local Games
Workshop store will be running all sorts of Harad
activities for The Lord of the Rings strategy battle game;
from building desert terrain and the grim Corsair ships of
Umbar to playing huge games with hordes of Mimakil
and swarms of Southlanders!

Bring your Harad forces into the store to fight and
reclaim your rightful lands! Lords of the West; Hold fast!
Your forces may yet defeat the shadow and cast the Dark
Lord’s forces back from your walls!

Talk to your local store about the exciting The Lord of
the Rings strategy battle game themed events and activities
they are running.
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RING YOUR LOCAL STORE FOR DETAILS, OR LOG ON TO:

www.games-workshop.co.uk/storefinder
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In this month’s battle report, the massed forces of Gondor go
head-to-head against a large Haradrim force led by Suladan,
the Serpent Lord. Can Gondor destroy the Southrons before
they join with the forces of Mordor?

he forces of Good and Evil truly
Tcollide in this battle, as the Men of

Gondor march south to bring the
massing Haradrim force of Suladin to
battle. While the Haradrim can bring to
bear a mighty horde of Mahiid, Half Trolls,
Corsairs and the raw power of two mighty
Mimakil, Gondor’s soldiers have great
heroes such as Boromir, Imrahil, and the
Grey Pilgrim himself, Gandalf, ready to do
battle on their side.

The Great Army of Harad scenario is
one of the “What If?” scenarios found in
the Harad Sourcebook. It is the scenario
that we're using as a basis for the Serpent
Kingdom’s inaugural battle report. As told
in the novel, Gondor became more insular
towards the end of the Third Age, lacking
either the strength or the will to involve
itself beyond its immediate concerns. So
stretched were its armies and its fortitude
that it offered little aid to the neighbouring
land of Rohan and, more tellingly, allowed
the Haradrim to amass an army of
conquest mere leagues from the vast
southern border.

Ultimately, the Great Army of Harad
was led north by Suladan and added to the
warriors of Mordor for the Battle of the
Pelennor Fields, but what if events had not
happened this way? Had Denethor’s
judgement been better or if Gandalf had
learned of the upcoming danger sooner,

then perhaps the armies of Gondor would
have marched south into Harad in an
attempt to destroy the Great Southron
Army before it was too late.

Would they have prevailed and so
lessened the slaughter to come on the
Pelennor Fields? Or would the armies of
Gondor have been stranded and
annihilated far from home? We're going to
play the scenario to find out.

The author of Harad, Mat Ward,
decided to take command of the
Southrons, while ‘Eavy Metal chief and
master gamer, Pete Foley, was elected to
guide the forces of Good. Where possible
we used the recommended participants
listed in the scenario in the Harad book.
We did make a few changes, as some of
our Studio collection was out and about,
and so Gandalf joined the Gondor army,
replacing a few Knights of Minas Tirith.

With the forces selected, we set up the
gaming table. The battle was played on a

72"/168cm by 48"/112cm gaming area. The

western edge of the board is heavily
forested, whilst a Haradrim encampment
occupies the southeastern corner. The
centre of the board is mostly clear,
containing scattered areas of rocky ground
and a building in the centre.

It was now up to the players to see if
the fate of Gondor would be changed for
the better or for worse...

| Sp_ecial Rules

Advance Scouts: The
Haradrim are fighting on
familiar territory and may
redeploy up to 12 models,
placing them inside the
large building at the
board’s centre.

The Corsairs of Umbar:
The Corsairs are en route
and will arrive at the
battle in due course, if
Suladan can hold out for
long enough. At the end
of the third Move phase
the Evil player may roll a
dice — on a 4+ the
Corsairs and Dalamyr
have arrived. In they do
not arrive, the Evil player
can keep rolling in
subsequent turns, adding
1 to the dice roll each
time. When they arrive,
the Corsairs enter the
board from the western
table edge.

Scenario Set-up

Good force
deploys here

Evil force
deploys here

72/168cm

[ Good Deployment

. Evil Deployment

14043 111V
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THE SERPENT HORDE

From all over Harad, the Southrons muster to the call of Suladan.

All are united in their cause that Gondor must fall.

Vard is an expert on

o do with The

e Rings strategy

e. He also

o be the Studio’s
istache-

always

‘ol the forces

tter which

he is playing.

happy
of Evil

gdme svsiem

38 WHITE DWARF

me. In the cause of Harad, 1 have to

trample my beloved Fiefdom troops
into a fine red paste. However, | will not
allow any false and fleeting loyalties stay
my hand. The armies of the Southlands
shall reap a terrible toll of the callow
invaders this day!

Anyhow, Vaudevillian and
moustachioed hyperbole notwithstanding,
this should make for a fantastic game.
Gondor is a formidable foe, but | couldn’t
wish for a better weapon with which to
blunt their military might than the
Haradrim (and their various, ne’er-do-well
allies). Putting aside the Mamakil for a
moment (if indeed, one can do such a
thing) the Haradrim have much to offer on
the field of battle. There are absolutely
loads of them, for starters. Indeed, the
Haradrim are so inexpensive that I'll have

This is going to be quite a wrench for

HARAD BATTLE REPORT

almost as many foot soldiers as there are in
Pete’s Gondor army — and that’s in addition
to the hugely expensive and destructive
bulk of the two Mamakil at my command.
Should this at any point turn into a battle
of attrition, then | should have the numbers
to prevail.

Such comments, however, should not
be taken to mean that my army is best
suited to dying slower than the foe —
nothing could be further from the truth.
The Haradrim can dish out the damage just
as effectively as they take it. Poisoned
arrows (and thus the ability to re-roll 1s to
wound with shooting attacks) helps
immensely in this regard, but it's not the
only weapon at my command. My most
obvious weapon is, of course, the
Mamakil. It doesn’t matter how many
Pikemen Pete throws at me, not when a
Mamak begins a-trampling. It's not unusual



=
| The Serpent Horde

| | @ suladan,
the Serpent Lord
on horse.

© Dalamyr,
Fleetmaster of Umbar

® 2 Hasharin

< 3 = i, -, | ] i_
g N 2 5 © Mahiid King
| " R : with shield and camel,

© Corsair Captain
with two-handed
weapon.

@ Corsair Bo’sun
with crosshow.

‘| @ 25 Haradrim Warriors
| 24 with spears and
1 with banner.

| © 12 Haradrim Warriors
with bows.

| @ War Miimak of Harad

{® War Miamak
of Far Harad

" @ 6 Serpent Riders
| @ 9 Serpent Guard
(® 9 Watchers of Kirna
| @ 13 Haradrim Raiders 4
6 with bows, 6 with P A

war spears and
1 with banner.

@ 25 Mahiid Warriors
10 with blowpipes and
8 with spears.

3 - s S A N S Sk a7 < = ¥ R @6 Half Trolls v ook S

3 with two-handed

for a Mlmak to pay for itself in a turn or So, with Mahad on the east flank, and weapons.

two, and at 275 points a pop, that's a lot of ~ ambushing Corsairs on the west, what say |

dead enemies. I'm also expecting great of the centre ground? The middle of my @ 25 Corsairs of Umbar |

things from the Mahtd. These fine chaps line is populated by Haradrim, so needless 8 with shields, 8 with |
] are as hard as nails. Providing that they're to say there are lots and lots of Warriors spears and 8 with '

not outnumbered, the Mah(id can wade lurking thereabouts. I've plenty of elites bows. |

Hgughieven o0y ® 6 Corsair Arbalesters I
] elite troops. ‘ ‘ : personal favourites .

Unf}?ﬁdunately, the The Haradrlm can being the Watchers

Mahtd have low 1 of Karna and a pair

Courage and if my dlSh out t'he damage of Hasharin. | have

will evaporate, so of the middle

I'll have to hit hard as they take it. ,, ground but, just to !

and fast. For a be sure, I've one

force breaks, they just as effecﬁvely no fear for the fate \ /
different reason, final lynchpin — ; 0'

the same is true of the Corsairs. These Suladan the Serpent Lord. As one of the
pirates of Umbar are tough in combat, but finest Heroes of Harad (and of all the
don’t have any armour so they'll need to forces of Evil, as it happens) | know | can
gang up on enemies in order to keep my rely on Suladan to hold my force together.
losses to a minimum. Death to Gondor!

P e ————. — —_— -
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MEN OF THE WEST

Sent south to destroy the Southron Horde, Gondor hopes that this
strike will deprive Sauron of a valuable ally.

=y
2P

Pete Foley heads up the
"Eavy Metal team, but

when he’s not bossing
around the talented

painters he's more than

likely stood at the gaming
table planning his latest
devious — but brilliant —
scheme or army list for the |
next tournament.

arshalling the forces of Gondor to
Minvade the lands of Harad is a real

treat. Not only do I have a host of
the very cream of Good Heroes at my
beck and call, but this time I get to be the
aggressor. Leading the army of Gondor
into the lands of Harad would have been a
bold move and one that only Boromir,
Captain of Gondor, could have seen
through to a successful conclusion.

Boromir is a truly awesome presence

on the Battlefield. With a whopping 6
Might points and riding a horse, he will be
able to lend his weight wherever it is most
needed, and | fear it will be needed
everywhere. There are very few Heroes
who can stand up to a Mimak, a Hasharin
or Suladan, but Boromir is one of them and
with all these enemies pitted against him it
will be tough to decide where best to
deploy him. | think that the best bet will be

8 WHITE DWARF HARAD BATTLE REPORT

to place him near the centre of the line so
that with the extra speed he has from being
mounted | can redeploy him to the most
appropriate place.

Along with Boromir | have Prince
Imrahil and the Knights of Dol Amroth.
These elite cavalrymen will be able to take
on the very toughest of opponents and with
their lances may even have a chance of
wounding a Mamak. As they can move
quickly, I'll be using them to intercept
enemy cavalry, and to give my numerous
foot troops some protection.

Grouping the cavalry on one flank, the
centre of my battle line will be held by the
stalwart infantry. A line of Warriors of
Minas Tirith will be placed in front of the
more elite Fiefdom troops and hopefully
these brave men will cause the main attack
of the Haradrim to falter, allowing the
Axemen of Lossarnach and Men-at-arms of

_—



| Men of the West

| ® Gandalf the Grey

@ Faramir, Captain

| @ Madril,

(@) Forlong the Fat

! @ 37 Warriors of

| (® 24 Rangers of Gondor

them from rampaging through the rest of
my infantry.

My real hope in this battle is stopping
the Mamakil from ploughing straight into
my lines and out the other side. As many

€€ My real hope in this battle is
stopping the Mimakil from

VI?Iume of fire ploughing t_hl'ough my lines. ,,

they can put

out, they could maybe force the Mamakil
to take a few Courage tests and really spoil
Mat’s day.

Finally, the Clansmen of Lamedon will
deploy on the flank. It will be these men,
with their high Courage value, who will be
charged with the task of engaging the two
Mumakil en that side of the board and stop

Dol Amroth to choose to fight where they
can do the most damage.

On the right of my lines | will place the
Rangers in the woods. Their fearsome
archery will be employed to take down the
obligatory
Mahd
Chieftains on
that side of the
board and, with
the sheer

players will know by now, the sight of one
of these giant Oliphaunts bearing down
upon your army is terrifying enough. Two
of them will be a real handful, and I will
have to keep my objectives in mind when
they start to get close. This is the time for
all my Heroes of Gondor to stand up and
be counted!

@ Boromir, Captain of
the White Tower
on horse.

@ Prince Imrahil of
Dol Amroth
on armoured horse.

of Gondor

© Captain of Minas Tirith
with shield.

Captain of Ithilien

@ Cirion, Lieutenant
of Amon Barad

e Damrod, _
Ranger of Ithilien

€ Angbor the Fearless

Minas Tirith

12 with bows, 12 with
spears and shields,

12 with shields and

1 with banner.

{® 7 Knights of
Minas Tirith
with shields.

8 with spears.

(D 7 Guards of the
Fountain Court

@ 12 Clansmen
of Lamedon

(B 21 Men-at-arms of
Dol Amroth
20 with pikes and
1 with banner.

{ 12 Axemen of
Lossarnach

{ 10 Knights of
Dol Amroth
with lances and
armoured horses.

@ 10 Knights of
Dol Amroth

www.games-workshop.co.uk/harad 41



THE SERPENT COILS

The two armies take each others’ measure and then
both advance, ready to strike the decisive blows.

s always, the Good side started the
battle with priority. Pete made a far
from hesitant start as almost all of

Gondor’s troops advanced towards the
enemy. Mat followed suit, with the

Haradrim keen to get to grips with the foe.

Mat split his army into two distinct forces,

the Mah(d in the northeast and the
Haradrim in the southwest. Two Hasharin
leapt from the roof of the central building
and into combat with the Fountain Court
Guard. They slew two Gondor soldiers in
quick succession, drawing first blood for
the Southrons.

@ Watchers of Kirna

The Watchers of Karna are the
only Haradrim who dwell in the
shadow of the ruined city of
Karna.They are the guardians
of its secrets, protecting Harad
from its malign presence and  _
barring access to those foolish % ‘
enough to seek entry.Onthe <
battlefield they have a Steely
Nerve special rule, which gives
them a +2 bonus to their
Courage values when charging
a Terror-causing enemy.

o,

© Mamakil
The Mamakil are mighty beasts that can make a
special trample attack, allowing them to plough
through the enemy with ease. The Harad
Mamak is crewed by Haradrim, and armed with
Tusk Weapons and Sigils of Defiance. The
Mahad War Mamak is crewed by Mahid
Warriors and a Beastmaster, and has Sigils of
Defiance, Tusk Weapons and Rappelling Lines.
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DA Dalamyr CB Covsair B
Hasharin

Mahdd King

War Mdmak of Harad
Wiar Milmak af Far Harad
Corsairs and Arbalesters
Mahded

Mahiid Raiders

Haraclrim and Serpent Guard
Haradrim Cavalry

Watchers of Kima

Good Force
Baromir C Cirian

B

I Prince lmrahif D Damrod
G Gandalf A Angbor
F
M

Deployment Map @@ i A
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Faramir FO Forlong
Madril

9 Men of Minas Tirith

10 Knights of Minas Tirith

11 Axemen of Lossarnach

12 Clansmen of Lamedom

13 Men-at-arms of Dol Amroth
14 Knights of Dol Amroth

15 Rangers

@ Gandalf

® Gandalf the Grey has

J accompanied the Gondor
army south in the hope of
scattering the evil Southrons
before they can join with
Sauron’s army of Mordor.
Gandalf is another powerful
Hero with his considerable
magical ability and high Will
store, of which he gets a free
point per turn.

The deadly Hasharin are skilled
assassins, feared throughout
Middle-earth. The weapons of
the Hasharin are coated in a
deadly, virulent poison. Each
time a Hasharin strikes a model
with a shooting or close
combat attack and fails to
wound, he must re-roll the dice.
This bonus applies to any
result, not just a 1 as for other
Haradrim poisoned weapons.
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Annotations

@) The Watchers of Karna,
who had started the game
inside the central building,
exited it in the first turn
and were then swept up in
Suladdn’s Heroic Move to
advance forward and
close with the enemy. |

@ The Haradrim in the
howdah of the Mimak
returned fire upon the
Rangers in Turn 2, but
either failed to hit or
failed to wound, despite
having poisoned arrows.

@ In Turn 2 the Hasharin
once more proved their
worth by killing two Foot
Knights of Dol Amroth.

© When the Mahiid |
Raiders charge, they cause |
an automatic Strength 4
hit thanks to the tusks
mounted on the sides of
the camel’s saddle. This
charge slew a brave
Knight of Dol Amroth.

@ The Hasharin
continued to demonstrate
their deadly skills in Turn
3 by slaying another four
Good warriors.

nce again Good won the priority
Oroll for Turn 2. Mat declared that

Suladdn was going to make a
Heroic Move. The Haradrim Lord and his
accompanying Serpent Riders charged
forward. In the northeast the Knights of
Dol Amroth used Turn 2's move to
advance and expand their frontage to ten
wide, making sure the Mahid were fully
aware that they were about to engage.
Both Imrahil and Boromir were riding
within the line making it an extremely
powerful attack force.

The Warriors of Minas Tirith, on the
front line of the southwest assault, bravely
charged into the Watchers of Karna and the
Serpent Riders in an early attempt to halt
Suladan’s advance. In the Evil Move phase
the Mmakil surged forward, eager to
trample the enemy. The rest of the Harad
force moved forward to try and keep pace
with the forward elements.

The Gondor Shoot phase was very
effective. Pete fired upon both the
Mamakil. Madril of the Ithilien Rangers
proved his superior skills by shooting the
handler off the Harad Mamak, which
would severely hamper Mat's control of the
beast in the following turns. The archers of
Minas Tirith also proved true by wounding
the Beastmaster on the Mahtd Mamak.
The Beastmaster had to use both his Fate
points to remain in the game.

The combat on the west flank was
bloody, with Suladdn wiping away any
enemies unlucky enough to be within
reach! The Watchers, too, were more than
capable of dealing death to the poor
Warriors of Minas Tirith. However, it did

Preternatural

During the Hasharin’s
assault on his elite troops,
Pete wisely tried to
surround and therefore
trap the Haradrim
assassins. However, Mat
was quick to remind him
that his ploy wouldn’t
work, as the Hasharin have
the Preternatural Agility
special rule, meaning that
they cannot be trapped
whilst still standing.

THE CHARGE OF BOROMIR i 23

Rather than wait to be charged by the stampeding Mimakil, Pete used his
Heroic Moves to charge the beasts before they could do serious damage.

not all go Mat’s way, with a Serpent Rider
being pulled from his horse and killed.

Turn 3

Good won the priority once again, but the
Mahud Beastmaster called a Heroic Move
in an effort to trample Boromir. Boromir
countered, and charged the Miimak as
planned, robbing Mat of his opportunity.
The Knights followed, but engaged the
camel-riding Mah(d Raiders and the
Mahad King on the Mamak's right flank.

Two Clansmen and two brave Minas
Tirith Knights passed their Courage tests
and charged the Harad Mamak. The Evil
force retaliated, with the unengaged
Mahtd Raiders charging into the Knights of
Dol Amroth, killing one instantly thanks to
their Impaler rule.

Mat cleverly used the Rappelling Lines
on the Mahiid Mamak to send a single
Mahad Warrior down to engage Boromir,
essentially sacrificing the warrior to pull
Boromir away from the Méimak.

In the Shoot phase, the Rangers shot at
the crew of the Harad Mlimak and were
successful in felling four Haradrim. The
Harad crew fired upon the closer
Clansmen, but failed to wound their
targets. In the northeast, the blowpipes of
the Mahtd killed a single Swan Knight.

The combat was once more quite
hectic. As expected, Boromir despatched
the Mahtd warrior with ease. Elsewhere,
Imrahil faced the Mahad King and caused
a wound on the Southron.

The Harad Mamak lost its fight with the
Knights and Clansmen, who inflicted two
wounds on the creature.
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Battle shown

at end of Turn 3

k"f

n-1

THE LORD OF THE RINGS HARAD

THO4TY T1LIVE =

Prince Imrahll

Descended from the
nobles of ancient
Numenor, the Prince of Dol
Amroth is one of the most
powerful Heroes in the
game. He leads the
valiant Swan Knights of
Dol Amroth and is rightly
feared in combat with his
high Fight value, Attacks
and good stores of Might,
Will and Fate.

Evil Force
S Suladan
DA Dalamyr
H Hasharin
M Mahdd King

CC Corsair Captain
CB Corsair Bo'sun

1 War Mdamak of Harad
2 War Mimak of Far Harad
3 Corsairs and Arbalesters
4  Mahdd
5 Mahdd Raiders
6 Haradrim and Serpent Guard
7  Haradrim Cavalry
8 Watchers of Kirna
Good Force
2, B Boromir C Cirion
S | Prince Imrahil D Damrod
G Gandalf A Angbor
F  Faramir FO Forlong

M Madril

9  Men of Minas Tirith

10 Knights of Minas Tirith

11 Axemen of Lossarnach

» 12 Clansmen of Lamedom

13 Men-at-arms of Dol Amroth
14 Knights of Dol Amroth

15 Rangers
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THE CORSAIRS ARRIVE Tums 4-5

As the Corsairs approached from the west, the Mamakil
started to lend their tremendous power to the battle.

—-"n"’E—-_——"—“——-—--a-.-—-"

Trample Attack!

With a triumphant howl, the Harad Mimak
turned northwest and then trampled down the
Gondor battle line, scattering the Warriors of
Minas Tirith. After its devastating run, Pete
counted the cost to find that three Knights of
Minas Tirith, three Clansmen of Lamedon,
Angbor the Fearless, two Men-at-arms of Dol
Amroth, and three Warriors of Minas Tirith had
been trampled to death. The Mimak’s
indiscriminate charge also slew three Haradrim
| and a Serpent Rider.
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time in the game. However, Boromir

was the first to move as he declared a
Heroic Move back into contact with the
Mahiid Miimak. Not to be outdone,
Suladan also Heroically Moved, advancing
forward deeper into Gondor’s quarter of
the board, accompanied by his elite
Serpent Riders. The Harad Miamak made
its devastating trample attack across the
Gondor line (see Trample box-out).

Gandalf, who had spent the early part
of the battle trying to counter the Hasharin
spells, then performed a Heroic Move to
get close to the deadly assassins. In doing
so he also allowed some Knights to charge
into the Mamak
and Mahad.

From the
west, the Corsairs
entered the
battle. The
Arbalesters set up
in the northwest,
with the Rangers
firmly in their
sights. Dalamyr entered the battlefield
much closer to the action and, unfazed by
the devastation around him, made his way
towards Faramir and Madril with murder
on his mind.

The Gondor line in the southwest
began to recover from the Mamak's
devastating attack and swarmed back
towards the enemy, three Knights of Minas
Tirith attacked the Oliphant.

Faramir and Madril charged into
Dalamyr, while the Rangers had a go at the
Corsairs where they could reach.

In the Shoot phase, Mah(d blowpipes
fired upon Boromir, and he had to use a
point of Fate to prevent taking a wound.
The archers of Minas Tirith replied by
slaying the Mahad Beastmaster, who had
no Fate or Might left to protect him.

Once again the Fight phase was hard
fought. Imrahil continued battling against
the Mahtd King but far more of his attacks
landed true this time and he slew the King

Evil finally won priority for the first

¢ € Dalamyr made his way
towards Faramir and
Madril with murder
on his mind.,,

THE LORD OF THE RINGS: HARAD

with relative ease. The Mah(d Warriors
close to the building in the centre hit the
Fountain Court Guard and Foot Knights of
Dol Amroth hard, and forced them back.
What Gandalf couldn’t do with magic he
managed with Glamdring, and slew a
Hasharin, bringing at least one of the
deadly Assassins’ death frenzy to an end.
Suladan and the Watchers of Karna
slowly continued to carve their way
through the Gondor infantry, although the
going was far tougher than the Haradrim
Lord had anticipated, with Gondor's rank
and file proving to be surprisingly resilient.
The Harad Mamak had no such problems,
batting a further two Pikemen out of the
way with its
mighty trunk.
Dalamyr tock on
Faramir and
Madril with
effortless grace.
However, the
Heroes managed
to stave off the
attack; for now!

Turn 5

Evil retained the priority. Once again
Boromir made a Heroic Move to prevent
the Mahtd Mamak from trampling him.
Three Mahtd crew jumped down to
engage Boromir, although one slipped and
fell to his death from the howdah!

The forces on the west flank engaged
each other with battle truly joined. The
Corsairs in the far west stormed forward
trying to get as close to the Rangers as
possible. The Shoot phase proved costly for
Harad, as the blowpipes of the Mah(d and
daggers of the Corsairs were ineffective
while the archers of Minas Tirith felled two
more crew from the Mahtd Mamak. The
Harad Mimak also lost two more crew
from the Rangers' fire.

In combat, Boromir hit hard causing
four wounds on the Mamak, while in the
west Dalamyr trapped and killed Madril
and wounded Faramir.

Turn 4 Map

| Evil Force
§ Suladin CC Corsair Capiain
| DA Dalamyr  CB Corsair Bo'sun
H Hisharin

War Mdmak of Harad

1
2 War Mdmak of Far Harad
3 Corsairs and Arbalesters
] 4 Mahad
5  Mahdd Raiders
B Haradrim and Serpent Guard
7 Haradrim Cavalry
8 Watchers of Kirna
Good Force
B Boromir C Cirion
I Prince Imrahil D Damrod
G Candalf
F  Faramir FO Forlong
M Madil

9 Men of Minas Tirith

10 Knights of Minas Tirith

11 Axemen of Lossamach

> 12 Clansmen of Lamedom
t-arms of Dol Amroth
ights of Dal Amroth

15 Rangers

| Lord of Umbar

Dalamyr faced off against
both Faramir and Madril
but, as the Fleetmaster of
Umbar and a Hasharin, he
was more than up to the
challenge. Dalamyr also
carries a supply of Smoke
Bombs, which force his
targets to expend a Will
point or be treated as if
under the influence of the
Transfix magical power.

Dalamyr

Mahid Crew

In Turns 3, 4 and 5,

Boromir managed to i
charge the Mimak and
was more than capable of
wounding it and causing
an unwanted stampede. To
prevent this, Mat kept
sending Mahid crew from
the howdah down to
ground level via the
Rappelling Lines, and into
combat with Boromir. As
long as the Mamak was
already engaged, the
Mahiid could pull Boromir
away from the beast and
force him to fight them
instead. This tactic failed
in Turn 5 as Boromir was

| the only Good Warrior in

| combat and thus chose to
fight the Mdmak.

Mahiid Warrior with blowpipe

JAOdIY 111V
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THE HEAT OF BATTLE Turns 4-5 gan)

After jockeying for position, the two great armies
clash, with devastating results for both forces.

Annotations

€ Dalamyr appeared
close to Faramir and was
charged by both the
Ranger Heroes. He slayed
Madril in Turn 5.

@ Imrahil and the
Knights of Dol Amroth

| fought the Mahid Raiders
in the north. Imrabhil killed
the Mahid King.

@ Gandalf slew a
Hasharin in combat rather
than with magic.

© The Watchers of Kirna
fared well against the
Warriors of Minas Tirith.
Cirion wounded a
Watcher but only after
spending a point of Might.

© Mahad Warriors
surged forward and
surrounded the Fountain
Court Guard and Foot
Knights. The Half Trolls
followed suit, eager to add
to the death toll.

@ The Corsair Arbalesters
fired upon the Rangers in
Turn 5 but were woefully
inneffective.

® Boromir seriously
wounded the Mimak,
meaning it would have to
stampede in Turn 6.

@ Suladin finally cut his
way through the Gondor
Warriors and hit the Men-
at-arms of Dol Amroth.
Unfortunately for the
pikemen, they were also
charged in the flank by
the enraged Harad
Miimak!
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Death of a King

The Mahd are a feral, tribal people;
their fighting forces are not organised
into a traditional army, like Gondor, or
even Harad or Mordor.The Mahid
fight because their leaders fight. They
are emboldended when they see their
commanders engaging the enemy.
Unfortunately for the Mahid, their
Tribal King, a powerful warrior in his
own right, fought against Prince
Imrahil. The Prince of Dol Amroth cut
down the Mahiid King, meaning that
any future Courage tests would be
very difficult for the Mahid to pass.

THE LORD OF THE RINGS: HARAD
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R AGE OF THE MUMAKIL Turs 6-7

The Mamakil prove to be devastating to both sides, as one loses
control and stampedes while the other charges down the enemy.

o N\ = -~ T

Stampeding in Turn 6. Still, it was not good In the Shoot phase, the crew of the

P ] Mat managed to hold on to priority but depleted Knights of Minas Tirith.
| Every time a Mimak news for the Evil side, as Pete Harad Mmak had spotted Forlong the Fat

suffers a wound, the Evil opened proceedings by taking charge of and fired upon him but failed to wound the
player must test f“_rh 5 the Mahtd Miamak. Turning the great war stout warrior. The Archers of Minas Tirith
Cotlrage apamst; ciiiertine beast south, he charged down the line of shot at the Mahad Mémak in the hope of

| controlling model, or the
Mimak’s own Courage
value if there is no crew.

Mahiid Warriors and Half Trolls. After the causing it to stampede again but failed to
Miamak had finished its move, five Mahiid penetrate its tough hide. In the south the

Similarly, a Courage test Warriors had been trampled and a Half Rangers split their fire between the
must be taken at the start Troll had lost a wound. The Half Troll’s approaching Corsairs and the Harad
of the Evil Move phase if |  natural toughness prevented the Mamak Mamak but, while killing a few Corsairs,
there are no models lefton | from causing any further devastation to they failed to wound the Mamak.
the howdah. If the Evil the Harad lines. The Fight phase was dominated by the
player fails the test, the The Harad Mamak was next to move, it  Heroes, as Dalamyr killed Faramir. In the
ant%c: ﬂiﬁ:gﬁ;’f;f;“ﬁﬂ also performed a trample attack against the  north, Boromir and Imrahil continued to
As Pete did in this battle Good side, and crushed 15 Dol Amroth \york their_way through the Mahtd camel
he may use the Mamak’s Pikemen. Suladan, along with his Serpent riders, while Gandalf was set upon by the
| trample attack to stamp on Riders, who had been facing the Pikemen lone surviving Hasharin. The Wizard
as many Evil models as he in the previous turn, charged across the survived thanks to his large store of Fate.
| possibly could! devastating wake of the Mamak and into Suladan mercilessly began carving his way
e the Rangers and the remnants of the brave through the Pikemen.
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At the start of Turn 7, the Good side was Sl % T £ o P
broken, but thanks to some successful I -4y '
Courage tests Pete was far from finished.
All of Gondor’s forces, where possible,
charged into the fray. Forlong the Fat and
his Axemen charged the Harad Mamak.
Gandalf started casting spells and slew a
Half Troll with a Sorcerous Blast. The
remaining unengaged Haradrim then
charged into combat with the Rangers and
the last few Clansmen of Lamedon.

After very little shooting from both
sides, the Fight phase commenced. The
Mahtd Raiders continued to fare well
against Imrahil and Boromir, while the
surviving Half Trolls set about the last few
Foot Knights in the centre of the battlefield.
The Hasharin also killed another two Foot
Knights of Dol Amroth. In the west, the
Corsairs fought back against the Knights of
Minas Tirith that had charged them. The
combats were hard fought as the Knights
were no pushovers, but the Corsairs’ higher
Fight values won out.

The Axemen faced up to the great
Oliphaunt, and their weapons bit deep.
The Mtmak howled in pain and rage as
Forlong and his compatriots caused three
wounds on the creature. With so much
damage caused and no notable character
in control of the beast, Mat failed the
Mamak’s Courage test and so it would
have to stampede in Turn 8 — Pete rubbed
his hands together gleefully knowing he
may get some revenge for all the brave
infantrymen of Gondor who had died
beneath the creature’s massive, blugeoning
feet this day. Whilst the battle had been
going Mat’s way the stampede in the next
turn could undo all of his hard work, and
force the Haradrim to break.

|
-y

S Suladin CC Corsair Captain
DA Dalamyr CB Corsair Bo'sun
H Hasharin

Turn é Map £ @ s Evil Force

1 War Mdmak of Harad

2 War Mdmak of Far Harad

3 Corsairs and Arbalesters

4  Mahad

5 Mahdid Raiders

6 Haradrim and Serpent Guard
7 Haradrim Cavalry

8 Waichers of Kirna

Good Force

B Boromir C Cirion

1  Prince Imrahif D Damrod
G Gandalf

FO Forlong

| 9 Men of Minas Tirith
10 Knights of Minas Tirith
11 Axemen of Lossarnach

13 Men-at-arms of Dol Amroth
14 Knights of Dol Amroth
| 15 Rangers
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Turns 8-9

DEATH TO GONDOR!

The forces of Gondor are under mounting pressure,
but the Grey Pilgrim launches a final counter-attack.

before any of the Haradrim could

move, Gandalf performed a Heroic
action, and determinedly moved to the
northwest giving him a clear view of the
Mahiid Mamak. Using all the Will he
could muster, Gandalf cast the Command
magical power at the Mimak's current
controller, forcing him to redirect the war
beast into the Harad forces close by. The
Miamak charged into two Half Trolls and a
Mahid Warrior before coming to a halt.
Unfortunately for the Good side, a Swan
Knight of Dol Amroth was caught in the
charge as well.

Before Mat could react, the other
Mamak in the west began to stampede,
due to the wounds inflicted upon it by the

Evil held the priority once again, but

Axemen of Lossarnach in the previous turn.

The Harad Mamak ponderously turned
towards the group of advancing Haradrim
and crashed through them, slaying an
impressive 18 Haradrim warriors. This had
been the most devastating turn of Mimak
death yet; unfortunately for Mat, all the
casualties had been on the Evil side!

The Harad forces were now also
broken, and Mat began to take Courage
tests as he moved his troops — but with
plenty of Evil Heroes still about, only a few
Haradrim left the field. Enraged by the
sight of the stampeding Mamak, Suladan
targeted the cause of his woes and charged
into the stout frame of Forlong.

Despite a turn of good fortune,
Gondor’s soldiers were tiring and losing
the will to fight on, and started to melt
away in ever-increasing numbers.

In the Shoot phase, the Corsair
Arbalesters could clearly see Gandalf
standing in the open and so fired upon him
and brought him down! In the centre of the
board, the Half Trolls started to make their
mark upon the battle and began mopping
up the Good Warriors who had not yet
fled. Damrod and the Rangers were
overrun by the Corsairs and their Hasharin
overlord. In the centre of the western flank,
all pretence of Gondor holding their
ground ended, as Forlong was slain by a
triumphant Suladan.

Turn 9

In Turn 9, priority remained with Mat, but
as he tried to move his troops they quickly
started to dissipate. The Corsairs, who were
running rampant over the Ranger-held west
flank began to flee off the board. The
Mahad, with their low Courage and no
Heroes in sight, began to leave the field in
droves; obviously believing their task had
been fulfilled. Still, the Serpent Kingdom
had not finished yet. The Harad Mdmak,
back under Mat’s control, trampled across
the Rangers, slaying five of them. The
Mahad Mamak turned and charged the
Prince of Dol Amroth, who heroically
stood before the beast — his Fate points

Evil Force
S Suladin
DA Dalamyr
H Hdsharin

CC Corsair Captain
CB Corsair Bo'sun

War Mdmak of Harad

War Mdamak of Far Harad
Corsairs and Arbalesters
Mahad

Mahad Raiders

Haradlrim and Serpent Guard

AL e

g
Ny A 8
E—. Good Force

B Boromir
" 1| Prince Imrahil

Watchers of Kirna

!’]l 9 Men of Minas Tirith

11 Axemen of Lossarnach

15 Rangers
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Battle shown _
at end of Turn 8

JdOd3Y 111V

keeping him on his feet! Boromir, seeing
his fellow Hero in danger, counter-charged

the angry, rearing Mamak. i ' l
Despite the Heroic Action in the north, f ARAD Vl‘ TO R i
elsewhere across the battlefield the soldiers B

of Gondor were fleeing in droves, clearly )
believing that Evil had won the day.

In the Fight phase, the lone Hasharin |
assassin jumped upon Cirion and slew him, I
as a last cruel gesture. In the north Imrahil L
and Boromir battled the Mamak, wounding |
it several times but they could not bring the |
great beast down. As Turn 9 came to a
close, Pete offered his hand to Mat and
conceded the game. The few Men of
Gondor left on the board would not be
able to stop the tide. Harad had won but at
a great costs to its own forces, and the

Serpgnt IKingdom would need time to Glﬂ’j/far the Serpent Kingdom‘r!
rr;i)tzrlléildb:zt;igra??elu:f\,rmy before the conquest h-‘ ' i e ‘j
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MuMAKIL RULE!

Mat twirls his waxed moustache as the evil
side wins the day — but only just!

Pride of the
Serpent Kingdoms
How can it not be the
Harad Mimak, with all
those Men of Gondor
dead under its
unstoppable bulk? It may
have gotten pinned early
on, but it came through in
the end, winning two
fights against the Men-at-
arms of Dol Amroth and
then running rampant!

Mat: So help me, but I do love Mamakil.
Even with Pete’s dastardly good fortune
regarding priority rolls and Heroic Actions
roll offs, he just couldn’t hold them back
forever. It's fair to say that those two
tramples from the Harad Miamak (totalling
more than thirty kills between them) were
the true architects of victory — I just
helped them along a bit. Of course, the
same Miimak then stampeded and crushed
a whole bunch of my Warriors, but I had
plenty more left to stomp Pete’s army
with, so that trade was just fine by me.

If I was disappointed by any single
performance, it was that of my less-than-
devastating cavalry charge. Not that it was
Suladan’s fault
— or that of his

Gandalf — without them, the Mahaid would
have been in severe trouble and maybe
even overwhelmed by the elite of Gondor.
On the western flank, the Corsairs of
Umbar gave their all against Faramir’s
Rangers, not only managing to kill
Damrod, Faramir and Madril but also
plugging Gandalf with enough quarrels to
bring the annoying Wizard down for good.
As for Pete’s army, it seemed to have an
uncanny ability to die as slowly and
stubbornly as possible. He had too many
Heroes, | didn’t quite have enough chaff to
drive onto their swords, and thus
overwhelm them. As usual, it seemed that
Boromir and Imrahil could be relied upon

serpent kiders @ The Corsairs plugged Gandalf

and Haradrim
Raiders — my
cavalry just got
trapped by my
inability to roll
high for Priority. Even so, they did manage
to kill their weight in Men of Gondor, but
this was a mere shadow of what they are
truly capable of.

In truth, there were pretty strong
performances in every corner of the
battlefield. The Hasharin did just great,
steadily hacking their way through Knights
of Dol Amroth and even scaring off

54 WHITE DWARF HARAD BATTLE REPORT

with enough quarrels to put the
annoying Wizard down for good!99

to completely wreck the devious Evil plans.
Although they both ran out of Might in the
end, it was too late by far and my left flank
was all but gone.

All in all, one of the most dramatic
and, more importantly, most enjoyable
games | have ever played. Lots of death,
lots of fun, and victory for Harad. Who
could ask for more? Mwahahahahaha...
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SHAME OF GONDOR

Pete laments, knowing things will be very difficult

for Gondor in the coming war...

Pete: Wow! | thought it was going to be
tough playing against two Mamakil but |
didn’t expect all the nasty elite troops that
were scurrying around beneath their feet.
The Harad army is tough and really gives
the Good armies a run for their money in
tough warriors. The Mahiid Warriors and
Raiders are fantastic. | had thought that
Boromir, Imrahil and the Knights of Dol
Amroth would be ample force to drive
through the Mahid on my left flank and
hold up their Mimak
in the process.

However, the
sheer number of S4
attacks in addition to
poisoned weapons
and the devastating
camel charge put a
real dent in my plan on that side. In the
end Boromir and Imrahil were left fighting
for their lives against these savage warriors.

The two Hasharin and Watchers of
Karna in the centre of the battle were a real
pain too. However, Mat’s inane ability to
roll at least one 6 on all the fight rolls for
these guys was outrageous and turned the
central battle his way on several occasions.
In one string of combats from the Hasharin
all the way along the centre | didn’t
actually have to roll a dice as Mat's evil
warriors excelled themselves against my
lower Fight value troops.

€ € The Mmak
promptly stomped
all over my men. 99

It was a close-run thing for a long time.
In fact, for a while it looked as though |
would get the upper hand; with plenty of
Might still in hand and Mat running
desperately short, it appeared that his
Mamakil would never have a chance to
trample my shiny models at all. Then it all
changed — | moved Forlong just too far
away to call another Heroic Move into the
Mamakil, a blunder which eventually cost
me the game. The Mamak promptly
stomped all over
my men and the
battle swung
heavily in Mat's
favour. When it
happened again a
short while later, |
began to lose all
hope of getting anything out of the game
but a sound thrashing. But, just when all
hope seemed to have faded, the same
Miamak went mad, having been swarmed
by Forlong and his followers, and the giant
beast trampled all the way back through
the Harad lines. A minor consolation by
that point, but | enjoyed it all the same,
especially since Gandalf managed to use
his wizardly powers to force the
commander of the other Mimak to drive
the beast back through the Mahtd who
had been such a pain for so long. Oh, well
— there's always next time!

Hel‘c-n-of_t"he Hour

I have not one but several
participants that this
award goes to. The lowly
men of Minas Tirith who
bravely locked their
shields and prepared to
receive the charge of the
fearsome Suladén, to hold
him for a turn or two,
managed to completely
halt his charge and kept
him pinned for most of
the game. Had he broken
straight through the line
and into my elite units, |
would have been hard
pressed to hold the middle
ground. In the end the
Minas Tirith warriors did
so well that the Axemen
of Lossarnach ended up
standing around watching
for most of the game,
unable to get at the
enemy for the line of
silver and black, which
held strong.

Warrior of Minas Tirith

JJOdIY 111V
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HORUS RISING

DAN ABNETT

It is the 31st millennium. Under
the benevolent leadership of the
Immortal Emperor the Imperium
of Man has stretched out across
the galaxy.

But now, on the eve of
victory, the Emperor leaves the
front lines, entrusting the great
crusade to his favoured son,
Horus. Promoted to Warmaster,
can the idealistic Horus carry the
Emperor’s grand plan, or will this
promotion sow the seeds of
heresy amongst his brothers?

FALSE GODS

GRAHAM MCNEILL

The Great Crusade that has taken
humanity into the stars continues.
The Warmaster Horus has taken
command of the armies of Man.
Yet all is not well within the
Imperium; Horus is still battling
against the jealousy and
resentment of his brother
Primarchs and, when he is injured
in combat on the planet Davin, he
must also battle his inner demons.
With all the temptations that
Chaos has to offer, can the
weakened Horus resist?
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GALAXY IN
FLAMES

GALAXY IN FLAMES
BEN COUNTER
Having recovered from his
grievous injuries, Horus leads the
Imperial forces against the rebel
waorld of Isstvan lll. Though the
rebels are swiftly crushed, Horus'
treachery is finally revealed when
the planet is razed by virus
bombs, and Space Marines turn
on their battle-brothers in the
most bitter struggle imaginable.
Ben Counter brings the
opening trilogy of this epic series
to explosive life, as the Horus
Heresy truly begins.

THE FLIGHT OF
IHE EISENSTEIN

THE FLIGHT OF THE EISENSTEIN
JAMES SWALLOW

Having witnessed the terrible
massacre on Isstvan Ill, Death
Guard Captain Garro seizes a ship
and sets a course for Terra to
warn the Emperor of Horus’
treachery. When the Eisenstein is
damaged by enemy fire, it
becomes stranded in the Warp —
the realm of the Ruinous Powers.
Can Garro and his men survive
the depredations of Chaos and
warn the Emperor before Horus’
plans reach fruition?
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INT

We caught up with Dan Abnett to talk to
him all about his return to the Horus
Heresy series. Dan originally kicked the
series off with the smash hit, Horus Rising,
and the series has gone from strength-to-
strength ever since.

White Dwarf: What is Legion about?

Dan: Legion is a Horus Heresy novel, the
seventh in the series, and is about the
notorious Alpha Legion. It seeks to show
how the Alpha Legion is drawn into the
heresy conflict, and how and why they end
up on the side they do. And, of course, it's
chock full of what is technically known as
“shooty death kill”.

White Dwarf: Who features in Legion - tell
us about the main characters?

Dan: Well, the Alpha Legion, naturally!
Primarch Alpharius and his senior captains,

44

along with other operatives and specialists
form the core of the Astartes cast, but the
book also takes a detailed look at the
Imperial Army (precursor to the Imperial
Guard) serving alongside the Alpha Legion.
I think readers will enjoy the way the Army
works in this book — it's very “non-Guard”.
A couple of the Army officers become the
focal points of the book’s dark intrigue, and
can probably be described as the central,
pivotal characters.

White Dwarf: We hear Legion is full
of secrets!

Dan: That's the idea. The Alpha Legion is
THE most secretive and scheming of all the
Astartes, and come across as very different
in style and methodology to the other
Astartes. When | first thought about writing
them, | decided that an Alpha Legion

)

ERVIEW: DAN ABI
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Dan Abnett is a novelist and award-winning comic book writer.
He has written twenty-five novels for the Black Library, including
the acclaimed Gaunt’s Ghosts series, the Eisenhorn and Ravenor
trilogies and, with Mike Lee, the Darkblade Cycle. His Black
Library novel, Horus Rising, and his Torchwood novel Border
Princes (for the BBC) were both bestsellers. He lives and works in
Maidstone, Kent. For more information about Dan and his work,
check out his website at: www.DanAbnett.com

novel needed to deliver some real, honest-
to-god secrets that would shock the
readers. | met with Heresy/40K guru Alan
Merrett, and we discussed all the things
that might be revealed. | had a short list of
about four or five “secrets” that | wanted to
put in, expecting to have to negotiate with
him and give some up so | could use a few
of them. To my surprise, he approved them
all, and then offered me an extra idea that |
wouldn’t ever have been bold enough to
suggest! Legion has some great revelations
in it.

White Dwarf: How is
Legion different to the
other HH titles?

Dan: It's an intrigue, a
mystery. Though it's got
plenty of action, it's
about ploy and

counter-ploy,
espionage and
counter-espionage.
Everyone’s playing

off against everyone
else, and it'll keep
you guessing as to
who the bad guys and
good guys really are.

I think readers will find
themselves rooting for
certain characters
against their usual
loyalties.

White Dwarf: What will
hobbyists like most about
the book?

Dan: It fleshes out the era
of the heresy — “30K” —




and gives a lot more background
information about the causes of the
conflict. It shows an Astartes Legion
hperating in interesting, non standard

vs. And I’'m hoping the look and feel of
the Imperial Army will really capture the
imagination of model makers and

White Dwarf: Is it good to return to the
series, seeing how it has evolved since
Horus Rising?
Dan: It's great fun. HH books are very

i t to write from regular 40K. I've

v enjoyed the way the series has
grown, and how the authors involved have
passed the torch along. Graham McNeill
and | work particularly closely to develop
the consistency of the series, as readers
will have s etween Horus Rising and
False Gods. It’s a real collaborative effort.
With Legion, | thought it was a chance to
open a new doorway into the series:
Legion actually takes place at the same
as Horus Rising, and shows the heresy

kicking off from a different viewpaoint.
Fulgrim and Descent of Angels do the
same sort of thing: they’re all contrasting
windows looking in on one great event.

White Dwarf: Does writing for the HH
series present any special challenges?
Dan: That would be a “yes”! |'ve probably
enjoyed writing Legion more than any
book before, but it's also been the most
demanding. There are so many details to
keep straight, and so many details to
create. In writing Horus Heresy books,
we're fleshing out the 30K universe,
inventing a galaxy that is very different
from the 40K everyone is used to.

White Dwarf: When will we see the
return of Loken?
Dan: Aha! | couldn’t possibly comment!

White Dwarf: In a nutshell, why should
people read Legion?

Dan: Because they'll enjoy it. Because |'ve
tried to craft something they'll really like.
Because it'll shock the pants off you.

White Dwarf: What are your plans for

the future?

Dan: A good lie down to get my breath
back, then I'll be starting work on my next
Warhammer 40,000 novel; an epic (in
every sense of the word) book called
Titanicus. Three guesses what that’s about.

Legion is on sale in all Games Workshop
stores in March (April in the USA), but if
you can't wait until then, keep an eye on
the Black Library website at:
www.blacklibrary.com where you can read
a chapter of the book for free!

Fulgrim
Neil Roberts




CONQUEST

When the Games Workshop Studio runs a campaign, it’s guaranteed to be a big
one. This article examines a massive, twelve-player Mighty Empires campaign,

which used over 100 hex tiles!

Aurentia

Fabled Aurentia is
constantly riven by war
between the factions that
have laid claim to its
shores. The worst is yet
to come, for the Ogres of
the Godskull Mountains
are descending from their
volcanic realm and
slaughtering and pillaging
everything in their path,
and a deadly plague is
abroad. Our Mighty
Empires players had to
grab as much land as
they could, thereby
securing their borders
before plague or
monstrous foe reached
their door...

Phil Kelly: Hello and welcome to the
Studio Mighty Empires campaign. This is
no normal campaign, though, for we put in
a lot of preparation and built plenty of
custom tiles, which you can see on the
following pages, and the players involved
each had their own strategy and their own
take on how to best their rivals.

So, apart from the massive size of the
map involved, here are the major
differences between our campaign and a
normal Mighty Empires game:
¢ There is a predetermined map for the
players to conquer. This is a departure from
the usual method used in a Mighty Empires
campaign where the players take turns to
lay down a tile and devise their own map.
Predetermined maps are great for when the
campaign organisers have devised a world
for the players to fight over, or just if they
happen to be control freaks!
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Empire-building
There were plenty of themed areas on
the map for the characters to explore
and invade. Players got to choose
which location they started upon in an
order decided by dicing off - this order
also helped us decide who chose the
first Campaign Events on the first
round of play.

* The map contained several special
types of tile that came into effect as the
campaign progressed.

* Players could “carry over” their games
if they did not have time to play them, play
two games in the next battle phase, and
apply both results at once. This resulted in
one player netting a massive twelve Empire
Points in one campaign phase!

Preparing for war

To begin with, we kept things pretty
simple. All the players needed was a
painted Warhammer army of at least 1000
points, an army book and a campaign
pack. Within the campaign pack, players
found some free Mighty Empires counters
(basically locations and flags for them to
paint in their chosen colour). A lot of the
players customised their counters to make
them more representative of their army.
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Campaign Locales
€) The Veldt

A massive rolling country of green pasture
that was the closest thing to safe ground in
Fabled Aurentia. This area was first choice
for players who wanted to quickly
monopolise lots of hasic land tiles.

oThe Great Desert

Though the desert at first looked like a
fairly desolate starting location, it was well
irrigated by the rivers that ran through it.
™= River tiles are great in Mighty Empires, as

1 they allow you to build a mine and sift the
river for extra gold each turn.

o Fortress of Impenetrable Doom

The fortress could only by claimed by
winning a siege game (using the house rules
presented way back in WD 324). Later in
the campaign, the fortress mysteriously
reappeared in a different location. The
players were told that inside the fortress

were two terrible and powerful monsters,
o Inland Sea and that they would have to beat these
Any player with a flag next to the Inland monsters to claim the Fortress.
Sea is at risk of being attacked by the Big Q The Wizard's Towers
Wet Gril}bly that lives in its |n_ky depths. At T i Wizabils Towers on. ot
the beginning of each campaign phase, Mighty Empires board, and each contained
the Big Wet Gribbly will attack a randomly a black flag, meaning that our players
determined tile adjacent to the Inland Sea. would have to play a special game to claim
If that tile has a settlement upon it, that them. The game was a skirmish between
settlement is destroyed on the roll of a 4+. two heroes of the invading player’s choice,
and an enemy wizard. If they won the

game, not only would they claim the hex
but their army would be joined by a Battle

Wizard free of charge.
&) Volcanoes ' ?

A player with a flag on a Volcano tile o The Ice Wastes

must roll a dice at the beginning of Essentially a cursed forest, the Ice Wastes
every new campaign phase. On the were under the effects of a powerful spell
roll of a 1, they have angered the gods that covered the land in frost. This did not
of the mountain and any settlement stop the campaign’s Wood Elf player, Mat

S : Ward, from taking these hexes and using a
they h?ve t!""lt isdestroyed. lfa'lis Kislev detachment to represent his alliance
rolled in this way, they may

: with the cold-hearted mercenaries of the
then choose an adjacent Ice Wastes. Mat even remodelled his army
tile to the Volcano tile. The

to better represent his troops’ wintry home.
lava flows into that tile as a

chain eruption is triggered; o The Barren Lands

any settlement upon that Covered in the black ash of Chaos Dwarf
tile is also destroyed. The forges, the Barren Lands were home to the
owner of this next tile may campaign’s Skaven and Chaos players.
These territories were hotly contested, for
::;;: c::g?:: :::;h: ;y the molten river tiles allowed players to
T

an v forge magic items for a fraction of their
settlement upon that tile is normal price.
also destroyed.
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The Black Flags

campaign organisers.

When the campaign started, the map
already had some flags placed, painted
a forbidding black. These represented
“special guest” locations, which were
already occupied by an enemy race. If
a player wished to conquer a territory
with a black flag, they had to play a
special, one-off game against a
mystery opponent, nominated by the

Howling Vortex

The howling vortex was
made by sculpting a circle
of Green Stuff onto a
Mighty Empires plains tile
and smoothing it down
with a wet sculpting tool.
Portions of the circle were
then cut out to make
swirls, and the edges were
smoothed flat. The tile was
painted to look like a
black hole, complete with
stars and glimmers of light
to give the impression that
the vortex could consume
everything it touched.

Alessio Cavator

Glenn More's
Skaven empire

- fﬁ_\_t, o ¢

.

This campaign uses rules for changing
seasons, sea tiles, racial attributes and
espionage - all these extra, house rules can
be found online at:

www.games-workshop.co.uk/mightyempires

The winter of discontent

The first winter phase of the campaign,
after four campaign turns, saw some real
upheavals. These were mainly used to cut
the leading players down to size. First off
Alessio Cavatore, who was taking a lead by
capturing a lot of real estate in the Great
Desert, saw his capital obliterated by a
Howling Vortex of Chaos cast on him by
rival player Matt Hutson. Ouch! Secondly,
Mat Ward, poised to snatch victory in
record time, had his string of castles and
cities ravaged by a series of disasters, spells
and earthquakes. Lastly, Phil Kelly's Ogre
stronghold was assailed by a Rebellion
event. This meant that his capital rebelled
and deserted to the nearest rival empire;
that of fellow mercenary and Ogre Tyrant,
Graham Davey. This was all the more
fitting, since Phil had just played a game
against Graham the previous week.
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Evidently Graham’s food stores were better
stocked than Phil’s. Phil gave Graham one
of his Ogre Butchers to represent the
rebellion, which Graham used as a
traitorous ally for the rest of the campaign.
It's little touches like this that will be
remembered for a long time after the taste
of victory or defeat eventually fades away.

Note: Perhaps one of the most important
finds of the campaign was that the more
players you have in your Mighty Empires
games, the fewer special rules you should
use! Things get complex enough with so
many players and the rivalries between
them. We found that although the winter
phase rules (see above) were great fun, it
took a lot of time to work out the spells,
revenue and taxes for each player in turn.
Sometimes it’s best to keep it simple!

i

More Mighty Empires Online! |-




Glenn More: After a few losses and several
drawn games I'd managed to scrape
together a rather rag-tag empire. But rather
than continue on expanding from my
corner of the map | thought I'd make use
of the Skaven racial rules and claim a tile
in the centre of the board and start
attacking Mat Ward's expanding Wood Elf
realm. So | claimed my tile in the centre
and in the following turn issued my
challenge. All I had to do now was win the
game and | could invade Mat’s empire and
slow his rapid expansion through the
wooded areas; so with that in mind | took a
really filthy skaven army, chock full of
magic and shooty goodness. Then, just to
make sure | could really lay it on thick, |
gave my Warlock Engineer a Storm
Daemon for extra warp lightning and my
Grey Seer a Warpstorm scroll and a Warp
scroll. D6 strength 6 hits against flyers and
a Strength 3 hit on every model in a unit is
worth every point when playing against
Wood Elves!

The game went my way to begin with,
as my magic and shooting tore the squishy
Elves apart. But Mat had taken a contingent
of Kislevites and their cavalry charge,
combined with a sneaky flank charge from
his Tree-kin, saw off the core of my army.
Mat won a convincing Massacre and now
had enough empire points to invade my
empire. Damn his eyes!

Shadow of the Horned Rat

Warlock Squeek

Grey Seer
with Warp Scroll, Warpstone
Amulet, Warpstorm Scroll and
Screaming Bell.

540 points
Warlock Engineer
with Dispel Scroll.

110 points
Warlock Engineer
with Dispel Scroll and
Death Globes.

130 points
Warlock Engineer
with Dispel Scroll and
Storm Daemon.

135 points
3 Packs of Giant Rats
90 points
13 Night Runners
with slings.
117 points
25 Clanrats

with spears and command.

175 points
25 Clanrats
with spears and command.

175 points
25 Stormvermin
with musician, standard, ratling
gun and Umbranner.

310 points
Warplightning Cannon

100 points
10 Jezzails

200 points

2082 points (using 82 gold)

Empire of Evil

p." Matt Hutson: Events are one of the best

| parts of the Mighty Empires campaign.
They can give your army much needed
benefits but can also give your opponent a
sneaky trick to throw your whole plan into
disarray. The thing | tried to do when
choosing my event was decide whether
there was one event that would really help
me to do what | wanted to do this turn. If |
wanted to capture some tiles, | took Land
Grab or All or Nothing. If | needed to
ensure victory against a difficult opponent,
I took Scouts or Assassins.

Gold also had a big effect on my
games. My tactic was to save my gold for
those games I really needed to win. The
combination of a good event and an extra
250 points from gold is a huge advantage.
An example of this was when | fought
against the Ogres of Graham Davey. A big
win meant | would be able to claim a tile
from him. My event for the turn was Spies,
meaning that he had to show me his army
list before | chose mine. The game we had
decided on was 1000 points, so the extra
gold | had meant | had an extra 25% more
points than my opponent, plus I could
tailor my force. The result of the game was
a Massacre for the Dark Elves, and a new
territory for my empire of evil.

Noble Korhedron

Noble Korhedron
with heavy armour, Sea Dragon
cloak, great weapon and
Lifetaker.

114 points
Sorceress Corquerae
level 2 Wizard with Dispel
Scroll and Darkstar cloak.

175 points

Sorceress Malius
level 2 Wizard with Dispel
Scroll and Power Stone.

180 points

10 Dark Elf Warriors
with repeater crosshows and
command.

135 points
10 Dark EIf Warriors
with repeater crosshows and
command.

135 points
5 Dark Riders
with repeater crossbows and
command.

155 points
5 Dark Riders
with repeater crosshows and
command.

155 points
2 Reaper Bolt Throwers

200 paoints

1249 points (using 249 gold)
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The Skull Plague
Bound Spell, Power Level X

The Skull Plague is a special spell available to all
the wizards of a realm that has a flag in a Plague
of Skulls tile. It is a magic missile with a range of
18" that inflicts D6 SX hits. X is equal to the

number of phases that the controlling player has

spent with a flag in a Plague of Skulls tile.

Matt Hutson's ~
Dark EIf empire

The Plague of Skulls

Plague of Skulls tiles
cropped up with
increasing frequency over
the course of the
campaign. A mysterious,
magical plague capable of
reducing its victims to dry
white skeletons in a matter
of weeks, the Plague of
Skulls could infect a
player’s armies and slowly
bleed them dry over the
course of the campaign.
Players would come back
to the board, only to find
that a hex previously full
of green and pleasant land
had been mysteriously
replaced by a vile, carrion-
infested landscape of sun-
bleached skeletons!

A mighty end

The campaign racked up well over fifty
games of Warhammer in its five-month
lifespan. A lot of fun was had as players
engaged opponents they had never played
before, devious schemes were dreamed up,
and grudges were forged over the most
dastardly of ploys. In the end, it was the
Ogre Kingdom players who claimed the
most tiles, proving that the defenders of
Fabled Aurentia could not stand before the
might of the Ogre migrations. Perhaps next
time they should just throw their gold and
food at the Ogres and run away whilst the
big guys are distracted!

As with all campaigns, Conquest of
Empires was a great incentive for the
players to get new units painted and try out
new tactics. If anything, we found that we
had too much going on in the campaign,
and that next time we would try and keep
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it simpler. That said, it is great fun to make
up special tiles and locations to fight over —
we think one special tile per ten normal
tiles is about right for veteran gamers.

Mighty Empires is a great system
because it practically runs itself, and the
campaign organisers had to do little more
than set aside an hour every week to keep
it ticking along nicely. We really can't
recommend it enough to add that extra
dimension to your weekly games, or as a
framework for something a little more
grandiose. One last bit of advice: don't be
afraid to throw in a curveball to spice up
the campaign if it seems to be losing pace.

Since we've played our way through
Conquest of Empires, there’s been a lot of
talk about using the Mighty Empires ruleset
to run a Warhammer 40,000 campaign.
But that's another story...



ORDER OUT OF CHAOS

Figure Painter extraordinaire and general Warhammer know-it-all, Pete Foley, tries

to explain how he initially managed to do so poorly in the campaign despite being a

regular at the top tables of many a tournament...

Pete Foley: Playing in tournaments on a
regular basis leads to a very different style
of gaming, and playing in the Conquest of
Empires campaign was a real breath of
fresh air. However, none of my strategies
learned from years of playing on the circuit
prepared me for the peculiar and varied
tactics | would be faced with in the
campaign. Here are a few pointers for any
budding Mighty Empires generals, learned
from my bitter mistakes.

Listing to one side

As a regular tournament player, I'm used to
writing army lists to cater for any
eventuality. However, when playing in a
campaign you already know what army
you are going to be playing against and
this means you can really gear your army
towards your opponent’s. Of course, they
will also be doing the same to you.

For example, your choice of magic will
be greatly swayed when you know you are
going to play against a specific force. It
would be foolish to spend points on Dispel
Scrolls when you are playing against a
Dwarf army, and many of the race-specific
magic items, such as the Helm of the
Skavenslayer, become far more attractive
propositions when you are playing
against that particular race.

My favourite example of this was
arming my Chaos Lord, Koblang

Steelrender, with the Hellfire Sword just
before a battle against Wood Elves.
Although | lost the game against the Wood
Elves, | claimed a moral victory after
Koblang charged into a Treeman and
caused 23 wounds in one round of
combat, thanks to his sword’s flaming
attacks and additional D6 wounds. Timber!

Tactical tiles

Capturing tiles is obviously the most
important part of winning a Mighty Empires
campaign but, as Mat Ward proved in our
campaign, capturing too many early on
can make you a target for everyone else’s
nasty events.

| tried to keep my tile-capturing to a
minimum at first in order to get a secure
foothold and then push towards the finish
line later on. This was made very easy for
me to achieve as | managed to lose or
draw my first few games, meaning | didn’t
have enough points to capture any tiles
anyway! | obviously did this on purpose
(honest!) and continually reminded my
opponents this while they were ruthlessly
crushing my army.

Later on, when all the tile leaders were
struggling to get the best events, more often
than not | was able to choose the one |
wanted, and this benefited me greatly in

the latter stages of the campaign,
allowing me to progress more smoothly.

Chaos Lord
with Hellfire Sword,
Enchanted Shield, Talisman
of Protection and riding a
Chaos Dragon.
670 points
Exalted Champion
with Mark of Khorne,
shield, Rending Sword and
riding a barded Chaos
Steed.
193 paoints
Chaos Sorcerer
with Mark of Nurgle,
2 Dispel Magic Scrolls and
riding a Chariot of Nurgle.
310 points
Chaos Chariot
with Mark of Nurgle.
135 points
Chaos Chariot
with Mark of Nurgle.
135 points
5 Chosen Chaos Knights
with Mark of Khorne,
musician, standard bearer,
champion and the Banner
of Rage.
370 points
6 Chaos Hounds
36 points
5 Chaos Hounds
30 points
5 Chaos Hounds
30 points

Tuskgor Chariot
85 points

Total : 1994 points

www.games-workshop.co.uk/mightyempires { 65 /- \



Mild-mannered
writer, Jervis
Johnson, was
accidentally doused
in pure cosmic
Hobby Rays. He
now roams the
galaxy as the
Standard Bearer,
champion of the
Hobby. This month
our hero asks what
is an archetype?

FRri
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Alan Merrett talking about the

forthcoming Vampire Counts army.
Alan is famously passionate about the
background and imagery we’ve created
for our games, and it’s his job to make
sure that it is faithfully captured in all of
the things we make, whether these things
are Citadel Miniatures, novels or
computer games. Anyway, there we were,
chit-chatting about this and that, and we
got onto the subject of the archetypes and
how important they are to the imagery
that we create.

“You know Jervis,” Alan said, “the way
we use archetypes would make a great
subject for a Standard Bearer column.”
When he put it so nicely, what else could |
do but agree (and the fact that the last
person not to agree with Alan is still in
therapy has nothing to do with it).
Seriously, though, the use of archetypal
imagery is a vitally important part of the
creative process at the Studio, and because
of this | think it's well worth spending a bit
of time explaining what exactly it is and
how we use it. That means that this
month’s column focuses much more on the
theory that underpins the way we make
our miniatures and write our books than is
usually the case.

T he other day I was sitting down with
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So, what exactly is an archetype? Well,
the word is derived from the Greek word
arkhetypon, which means “first moulded”,
and it was used to mean the original on
which other similar things were based. To
use an example from recent history, the
original Dreadnought was a British
battleship of such revolutionary design that
it became the archetype for all the
battleships that followed. More recently,
however, the famous psychologist Carl
Jung used the word to describe things that
have an important symbolic value or
meaning. Returning to my previous
example, the Dreadnought was the most
heavily armed and armoured warship of its
day, and as such it was a powerful symbol
of the might of the British Empire in the
days before the First World War. The ship
also came to represent the importance of
the Royal Navy as a protector and shield of
the peoples of the Empire. Such was its
fame that the word “dreadnought” became
synonymous with all of these qualities, and
remains so to this day.

It's for this reason that we used the
word to describe the most powerfully
armed and heavily protected form of Space
Marine armour, worn only by the bravest
and most respected (not to mention nearly
deceased) members of the Chapter. To

' "ﬁdﬁmhtﬁ were 5o called
cause the name conjures

& .
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quote from Codex Dark Angels:

“Dreadnoughts tower above their
battle-brothers, an adamantine-clad
bulwark against the wiles of the enemy, a
symbolic anchor that reminds the Space
Marines of the glorious history of their
Chapter.”

As you can see, we took the archetypal
qualities associated with the term
Dreadnought, and used them as the basis
for both the appearance and the qualities
of the Space Marine Dreadnoughts that we
created for Warhammer 40,000. All of
which is a very long-winded way of saying
that we tend to use archetypes in the
symbolic, Jungian manner, rather than in
their original “first moulded sense”. (Gosh,
Jungian psychology in White Dwarf
magazine — that must be a first!)

Of course it's very easy for an
archetype to turn into a cliché, and it's
here where the background and imagery
we've created for our games has a very
important role to play. In a nutshell, the
unique look and feel we've created for
Warhammer and Warhammer 40,000 (and
which Tolkien created for The Lord of the
Rings) means we can explore archetypal
imagery in fresh and imaginative ways, so
they don’t become clichéd. I'd be
dreadfully remiss if | didn’t mention the
redoubtable john Blanche at this point, as
he is the man who, more than anyone else,
is responsible for creating the unique look
and feel associated with Warhammer and

John Blanche’s concept sketches are truly fantastic pieces of art in their own right. We'll be looking at some more of these next issue,

Warhammer 40,000. John, like Alan, is
passionate about the imagery we've
created, and even though he's been
illustrating our books for more than a
quarter of a century now, he still finds new
things to explore from the fusion between
archetypal images and the Warhammer
background. Considering his credentials, it
will come as no surprise that John is
involved right from the start of every new

“John’s concepts manage to
capture a uniquely ‘Warhammer’
feel, while still incorporating
powerful archetypes that give
gravitas and depth.,,

project we undertake at the Studio, and he
invariably generates a host of concept
sketches and illustrations, so many in fact
that we rarely get to use all of them! Just as
importantly, John's concepts always
manage to capture a uniquely
“Warhammer” feel for the army, while still
incorporating powerful archetypes that give
gravitas and depth.

All of which leads me back to the start
of this column, and my discussion with
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Two incarnations of the plastic
skeletons, illustrating the
differing characters of our two
Undead forces.

Write to Jervis at:

Jervis Johnson

¢/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom
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The Vampire Counts through the ages. The first Undead army book covered all types of Undead archetypes,
from the arid lands of Khemri to the gothic lands of Sylvania. It wasn't until 1998 that the Vampire Counts
seeded off from the Tomb Kings and got their own Warhammer Armies book.
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VAMPIRE COLINTS 2

Alan about the new Vampire Counts army.
You see, the thing we were talking about
was how each new iteration of the
Vampire Counts army book allowed us to
explore the imagery and associated
archetypes in more depth. The Undead
have been an important part of
Warhammer right from the start, and this
means we've been working on the army for
quite a while now. They featured in some
of the earliest scenarios written for the
game, and Skeleton Warriors were amongst
the first plastic Citadel Miniatures we ever
made. The Undead were also amongst the
first army books we ever wrote.

These very early versions of the army
mixed together
all of the
classic Undead
archetypes into
a single force
that included
skeletons,
zombies,
mummies,
Necromancers and Vampires. However, it
eventually became clear that there was
simply too much stuff here to do justice to
in a single army, and so the momentous
decision was taken to split our Undead
army into two parts: the Tomb Kings and
the Vampire Counts, Each of these armies
draws on quite different archetypes. The
Tomb Kings are horribly ancient, almost
alien creatures from an impossibly distant
past, that lie slumbering and which we
awake at our peril. The Vampire Counts,
on the other hand, draw on a rich seam of
visceral, gothic horror, where the Undead
lurk unseen and prey upon the living.

Splitting the armies up like this had an
immediate impact, and really allowed us to
start to turn the Undead into unique
inhabitants of the Warhammer world. One
of the easiest ways to see what a difference
it has made is to compare the skeleton
warriors from the two different armies;
although both were once represented by
the same miniatures in the Citadel range,
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now they are uniquely different, and each
has its own distinctive style and character.
The evolution of the Vampire Counts army
also serves as a vivid illustration of how we
take archetypal images and give them a
uniquely Warhammer “feel”. In each
iteration of the army book we've tried to
refine the image and make it more unique,
while at the same time trying to stay true to
what the archetype we're working with
originally represents.

Speaking personally, this challenge is
one of the great joys of working in the
Studio. It's also something that never
becomes stale — there’s always something
new and interesting to try out, or to refine.

“ The Vampire Counts draw
on a rich seam of terrifying,
visceral, gothic horror. ,’

That's why we'll never get bored working
on an army; even when working on such
powerful archetypes — or, more likely,
because we're working with such powerful
archetypes — there’s always more to
discover and work on.

And that brings me to the end of
another Standard Bearer. As | said at the
start of this article, I'm aware that this
month’s column focuses much more on the
theory than is usually the case, and so I'd
be very interested to hear if you liked the
column. Just write to me at the usual
address and let me know what you think.

| should point out that I'm aware that
this column only brushes the surface of the
meaning of psychological archetypes. As
you would expect, there’s plenty of
information out there; people wanting to
know more (go on, you know you do) are
directed to the numerous excellent
introductions to Jungian psychology that
can be found on the Internet and at your
local library.




CITADEL ...
TOOLBOX

This month’s toolbox takes a look at ways to protect your
_painted models, keeping them free from paint chips and safe
from the rigours of transporting them to and from clubs, Hobby

Centres and tournaments.

Using Purity Seal

For most models, Purity Seal is more than adequate for
protection. Because it's a spray, you can varnish lots of
miniatures at once. Whether you're spraying primer or
varnish, keep in mind the following tips and you
won't go far wrong.

Always spray in
a well-ventilated
area or outside.

Shake the can vigorously for two minutes before
spraying, and occasionally when in use.

Make sure that anything you don’t want to paint or
varnish is covered up, or moved out of the way of
the spraying area.

®

After use, turn the can upside down and spray until
gas emerges. This prevents the contents from drying
in the nozzle during storage.

Consistent Results

Certain atmospheric conditions like heat or
cold could affect the way your can of varnish
performs. Extremes in temperature or long
periods in storage could mean that the
varnish begins to dry too early on the

miniature, causing a bobbling effect as tiny
bits of dry varnish carry across from the spray

Hold the can 20-30cm from the models, spraving
evenly across them in short bursts.

stream and adhere to the model. For this
reason, you should always check your Purity
Seal — especially after long periods of
inactivity — by spraying an old model or bit of
frame, etc. before you use it on your finely
painted miniatures. In most cases, a few
“practice bursts” should clear the problem.

£6, €11.50,

B85tlkr, 100sek,
100nkr

PURITY
SEAL

(Satin Varnish)

For some models, such as
your prize centrepiece
and character models, you
may wish to give your
prized paint job a double-
coat for maximum
protection. First, coat the
model with "Ardcoat gloss
varnish. When that is dry,
spray the model with
Purity Seal. This not only
gives the model a second
layer of protection, but
also dulls the model back
down again. If certain
parts of the model need a
gloss finish (such as the
tongue of a monster), then
reapply the ‘Ardcoat to
these areas.

The tongue and
\ armour of this
Bloodthirster have
been coated with
‘Ardcoat after a
coat of Purity seal
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SHORR ATTACR GUN

ekboyz are an essential part of
Mevery Ork warband. Without

Meks to keep the vehicles and
spacecraft running, the Orks would never
be able to launch a proper Waaagh!
Warbosses and wealthy Nobz who want
new vehicles and weapons will go directly
to a Mek and commission him to build it.
The result is never exactly what the
customer had in mind, but is usually dead
good anyway.

All Meks take to the battlefield sporting
their favourite invention — usually a heavy
and improbably complicated gun that
crackles with barely harnessed power, The
most infamous of all Mekboy weapons is
the Shokk Attack Gun, an incredibly
bizarre de\eiw capable of opening holes in
the very fabric of the universe!

The recent release of the Big Mek with
Shokk Attack Gun has excited many
veteran Orks players, who remember this
potent weapon from its first incarnation
many moons ago. We thought it was just
the sort of impressive metal miniature that
deserved the masterclass treatment. Step
forward ‘Eavy Metal paintress, Kirsten
Williams, to show us how it's done.

Preparing the model

Kirsten’s first job was to clean up all the
metal components with a hobby knife and
files, ensuring that no flash or mould lines
remained. Kirsten decided to assemble the
model in stages, or sub-assemblies, and
therefore painted the Mek, the Shokk
Attack Gun, the Snotling and the ammo
feed separately.

- ___._..-_h.__........

WARHAMMER

40,000
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For this month’s
"Eavy Metal
Masterclass, Kirsten
Williams tackles the
Ork Big Mek with
Shokk Attack Gun.
Set nostalgia sensors

o maximum! SNOTLING

SHOKK ATTACK GUN

BIG MEK




P g Ork Flesh

When painting the distinctive green skin of Orks, Kirsten tends to begin with a very dark undercoat and work up to the
top highlight in thinly applied stages. This careful layering creates the subtle, blended finish that is characteristic of ‘Eavy
Metal models. When trying this out, remember that if you go too far with the highlights, you can always use washes and

glazes to tone down the finished effect a bit.

Skin Highlight 1

Painting the Skin

Skin Basecoat

Orkhide Shade. Knarloc Green.
Eyes Basecoat
Snakebite Leather.
Teeth Basecoat
Bestial Brown.
Step 1. A dark basecoat, applied smoothly and evenly, sets up a good Step 2. The skin was given a flat, even coat of Knarloc Green, leaving
basis for the finished effect. Kirsten used the foundation colour, Orkhide the basecoat showing in the deepest recesses. Next, Kirsten basecoated
Shade, making it easier to get the required smoothness. the eyes and teeth. The Mek’s fingernails were painted in the same way

as the teeth.

Skin Highlight 2
Goblin Green.

Skin Highlight 3
2:1 mix of Goblin
Eyes Highlight 1

Green and

Golden Yellow. il’en:r':;d :j;}f:'
1K eeth Highlight 2
Jecth i isldiget Bl'eachecf Bof:e.

Bubonic Brown.

Gums Basecoat
Hawk Tumuoise.

‘ O Eyes Highlight 2
Skull White.

Gums Highlight
1:1 mix of Hawk
Tumuoise and

Skull White.

Step 3. Kirsten applied several thin layers of Goblin Green to the more Step 4. The skin received a highlight to the most extreme raised
raised parts of the skin. Next the teeth were highlighted, and the lenses paortions. The goggle lenses were given a fine, crescent highlight of pure
of the goggles were given a flat coat of Golden Yellow. Finally, the gums white. Finally, the teeth, fingernails and gums received their highlights.

were painted turquoise to reflect the Ork’s weird, alien nature.
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Painting Blacks and Greys

As a member of the Goff clan, large portions of this model are painted black or grey. This has the advantage of providing
a dark background, which makes the bright green skin really stand out on the tabletop. Kirsten painted all these areas at

the same time to speed up the process.

Painting the Blacks and Greys

Black Highlight 1
. 1:1 mix of

Chaos Black and

Codex Grey.

Dark Grey Basecoat

1:1 mix of Chaos Black

and Codex Grey.

Light Grey Basecoat
Codex Grey.

Step 1. Kirsten reset the black undercoat before applying the first
highlights to the black areas as fine lines around the sharpest edges. The
two tones of grey area received their basecoats.

Black Highlight 3
Fortress Grey.

Dark Grey Highlight 1
Codex Grey.

Light Grey Highlight 1
Fortress Grey.

Step 3. All of the black and grey areas received sharp edging highlights.
In the case of the black parts, these were applied only to the very
extremities, to ensure that the areas didn’t end up too grevish.

Black Highlight 2
Codex Grey.

Dark Grey Shade
Black Ink.

Light Grey Shade
1:1 mix of Black and

Brown Inks.

Step 2. The grey areas were shaded with thinned-down ink washes.
Once the ink was dry, Kirsten neatened up these areas by reapplying the
basecoats. She then highlighted the Black parts again, using pure Codex
Grey in an even smaller, finer line than the previous step.

Dark Grey Highlight 2
Fortress Grey.

Light Grey Highlight 2
Skull White.

Step 4. With the black parts complete, Kirsten applied the finest,
sharpest highlights to the two types of grey area.
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Painting Metal

Orks — and especially Meks — love metal! Armour plates, steel-capped boots, adamantium skull implants, rusted Trukks —
you name it. When Kirsten planned out this project, she decided to include four types of metallic areas: dark copper,
bronze, shiny bitz, and tarnished steel.

Tarnished Steel and Dark Copper
I A Steel Basecoat Steel Shade 1
Boltgun Metal. Brown Ink.
Copper Copper
Basecoat Shade 1
Tin Bitz. Black Ink.
Step 1. Again, Kirsten took care to achieve Step 2. The metal areas were stained with
an even finish for the basecoats. thinned-down ink washes.
Steel
Steel Shade 2 Highlight 1
1:1 mix of Boltgun
Black and Metal.
Dark Green Copper
Inks. Highlight 2
1:1 mix of
fﬁp}':frm 1 Brazen Brass
Kich and Mithril
Brazen Brass. g
Silver.
Step 3. The steel was shaded further with Step 4. The final highlights were applied
another ink wash. sparingly to maintain the aged look.

Da Shiny Bitz. The bright silver areas were a bit more
straightforward to paint. After a basecoat of Boltgun Metal,
Kirsten shaded the areas with a thin wash of Black Ink. Over
this, she simply layered Chainmail, followed by pure Mithril
silver for a bright, shiny finish.

Shade 1
Chestnut Ink.

Shade 2
Brown Ink.

Basecoat
Brazen Brass.

Step 1. Brazen Brass provided the perfect base Step 2. A wash of Chestnut Ink enriched and Step 3. The brown wash provides a more
colour for the chunky decoration. reddened the bronze colour. natural shade for the bronze areas.
Highlight 1 Highlight 2 Detail
Dwarf Bronze. 1:1 mix of Scaly Green.
Dwarf Bronze
and Mithril
Silver.
Step 4. Kirsten applied pure Dwarf Bronze to Step 5. The highlights were applied in very Step 6. Thinned-down Scaly Green paint
the raised details. fine, sharp lines to the edges. was applied in patches as verdigris.

www.games-workshop.co.uk/orks 73




Painting Leather Straps

Step 1. The leather straps were basecoated
with pure Scorched Brown.

Step 2. Several thin layers of Dark Flesh were
used to build up a reddish highlight.

Highlight 2
3:1 mix of
Dark Flesh and
Bleached Bone.

2nd Highlight. The next highlight was applied
prominently to the edges to provide contrast.

Highlight 3

1:3 mix of
8 Dark Flesh and

Bleached Bone.

Final Highlights. The final edging highlight
was applied very sparingly.

Basecoat
Scorched Brown.

Highlight 1
Dark Flesh.

Painting Leather

The Mek is covered in leather straps and pouches that secure all of his tools,
gubbinz and wotnotz, as well as a patchwork of hides and cloths that make do
as rudimentary ammo feeds and padded armour.

Shokk Attack Gun Ammo Feed

Step 1. As always, Kirsten began these stages

with even, dark basecoats.
Brown Cloth
Highlight 1
1:1 mix of

Khemri Brown
and Kommando
Khaki.

Tan Cloth
Highlight 2
Desert Yellow.
2nd Shade. The cloth was highlighted in

thin layers, getting lighter towards the edges.

Brown Cloth
Basecoat
Khemri Brown.

Tan Cloth
Basecoat
Snakebite
Leather.

Brown Cloth
Shade

Tan Cloth
Highlight 1
Desert Yellow.

2nd Basecoat. The brown cloth was given a
wash of thinned-down Bestial Brown paint.

Brown Cloth
Highlight 2
Bleached
Bone.

Tan Cloth
Highlight 3
Bleached
Bone.

Highlight. The final highlights are applied to
the most prominent creases and edges.

Bestial Brown.

Snotlings

The Snotling ammunition (including the one
being sucked up the ammo feed) were painted
using the same techniques that Kirsten used on
the Mekaniak for the skin, tan cloth and
fingernails. The eyes were the only exception -
these were painted Blood Red, with a Blazing
Orange highlight.
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Finishing Touches

All that remained were the final details and the assembly. Kirsten went to town on the detail areas, such as the hazard

warning stripes on the power cables, and the characteristic Goff check pattern. Once all that was done, Kirsten stuck the
Big Mek together, gave it a coat of Purity Seal, and based it to match the Studio army.

Vid-screens. The target
acquisition vid-screens were
basecoated Orkhide Flesh, and
were then highlighted by mixing
in Snot Green in increasing
amounts. The detail was painted
on with a mix of Goblin Green
and Bleached Bone,

Mek’s Tools. The wooden mallet
is used by the Mek for field
repairs and “pacifying” Snotlings.
Kirsten based the mallet with
Scorched Brown, then painted
on the raised wood grain first
with Bestial Brown, then
Snakebite Leather, Bubonic
Brown and Bleached Bone.

Checks. The checked pattern
was painted over black as a grid
of Space Wolves Grey. this was
then carefully blocked in before
going over the light squares with
Skull White. Finally, splashes of
mud were painted all over the
model using Bestial Brown.

Main Turbine. The turbine
housing was basecoated with
Shadow Grey, before being
layered with Space Wolves Grey.
Finally, Kirsten built up the Skull
White highlights using several
thin coats, to ensure a smooth,
even finish.

Stitching. The rough stitching Striped cables. The cables were Red cables and Targeting Gem. These areas were basecoated with a 1:1 mix

around the Ork's trousers and basecoated Snakebite Leather, then of Blood Red and Chaos Black, then highlighted with Blood Red. The gem
ammo feed were picked out layered with Golden Yellow before was highlighted further with EIf Flesh, before receiving a tiny dot of Skull
in Codex Grey. the Chaos Black stripes were added. White representing reflected light.
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DESIGNING THE SHORR ATTACK GUN

Seb Perbet

Seb started working as an
'Eavy Metal painter, before
his natural talents with
Green Stuff were spotted
and he was whisked off to
be trained as a sculptor.
Since then, Seb has mainly
worked on the greenskins
and some Space Marines.

Seb’s original green. The grey
parls are commonly mistaken
for plastic, but they're not —
they're actually resin. Sculptors
often get components cast in
resin at this stage of
development, making it easier
to add further detail in stages.

gaining classic status, such is the

splendour of the miniature. The task
of sculpting this iconic piece fell to the
capable hands of Seb Perbet.

“I'd just come off doing the Lootas and
Burnas and immediately had the thought
that the Shokk Attack Gun had to be bigger
than them,” says Seb.

The Shokk Attack Gun has not been
about for a good few years; it was
notoriously missing from the last version of
the Codex. But at the same time, it still
remained an iconic image, very much in
the collective memory of older 40K
gamers. “l had one of the older figures and
my only real brief was to make sure the
gun had the three-pronged nozzle, so that's
what | started with. | then began to think
about how the Shokk Attack Gun would
work and started asking myself questions
like: How did the Snotlings get inside the
gun?” adds Seb. As you can see from the

T he Shokk Attack Gun is already

model, Seb’s answer to his own question
came in the form of a sinister-looking hose
that would suck up the Snotlings. “I'm
quite pleased with the end of the ammo
feed, as | wanted it to look like a greedy,
all-consuming mouth. As well as the hose |
was quite keen to make it look like a
viable piece of equipment, no matter how
unlikely or fantastical it would actually be.
For instance, the part of the model where
the hose attaches to the main gun was
actually based on the extractor fan from
the spray booth, here in the Studio!”

Seb was given four weeks to complete
the model, a long time for a single metal
model, and he used every second. “I could
have finished earlier but | wanted to spend
as much time as possible on the figure.
Some things were easier to create than |
initially thought while other areas were
more difficult. For example, the hose itself
was actually made out of one long sausage
of Green Stuff. | was expecting that'd I'd

€€ I started asking myself
questions like: How did the
Snotlings get inside the gun? 99
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have to build it in segments, which would
have taken quite a bit of time. Obviously |
worked it up from the initial pipe and
sculpted in the detail, so it looked like it
was made out of Squig hide.”

Seb actually found the most
challenging part of the model to be the
most well-known: the Attack Gun's Y-
shaped nozzle. “I didn’t want it to look like
a fan. It needed to look quite dangerous
and a bit ‘scary-science’, evoking the
whole mad scientist theme, so | added the
cables and connectors between the prongs
to fill that space and make it less fan-like. |
also shaped them to suggest that they
actually do revolve when the gun is fired.”

It's not all brand new, though, as Seb
explains. “l wanted to pay my dues to the
original model that obviously inspired this
new version, so there's a couple of sly nods
on there. Things like the mallet on the Big
Mek’s belt and the small turbine at the
centre of the gun's nozzle are little
homages to Kev Adam'’s famous ‘Mek with
Shokk Attack Gun’ figure”

Of course, the challenge for Seb is to
now better his model, but seeing as the
Shokk Attack Gun is such a cool miniature,
that will be no mean feat!




phlegm and hoisted the latest incarnation of his

Shokk Attack Gun onto his broad shoulders. Around
him raged the din of battle as the Blackeye Boyz charged
uphill toward the ranks of the Space Marines on the crest.
Yet more blossoms of black blood exploded across the
Ork battle line, disciplined volleys of bolter fire driving
the Orks back. “I'll show ‘em wot a proper gun can do,”
thought Buzkut, grimly tightening the vision-screw
sticking out of the side of his head.

With a rising whine, the spinny-bit at the front of the
Shokk Attack Gun whirred faster and faster, and the brass
orbs an the firing arms began to pulse with a dull green
light. “That’s them Weirdboy brains workin’ then”,
thought Buzkut, “anna good fing too, they cost me an
arm and a leg.” He glanced down ruefully at the low-
tech replacements for his missing limbs.

Buzkut gave the nod, and his old Runtherd drinking
buddy, Rotgrab, started booting Snotlings in his direction.
A couple were sucked straight into the gun’s feeder-tube,
including the Mek’s oiler-grot, Peabody, much to
Rotgrab’s delight. “Oh well,” muttered Buzkut, feeling the
feeder tube wriggle behind him as ever more runts were
drawn into the Warp chamber. The gun’s whine rose to a
deafening screech, and Buzkut shouted in elation as the
fabric of reality was wrenched and twisted into a
spiralling, crackling beam.

B ig Mek Buzkut spat out a great gobbet of black

On the hill, the disciplined ranks of the Space
Marines began to fall apart. A squall of frenzied Snotlings
was raining out of the sky, vomiting and defecating with
fear all over the Space Marines’ shiny armour. Buzkut
stuck his tongue out of the corner of his mouth as he
guided the beam downwards. Suddenly, Snotlings began
to materialise inside the Space Marines themselves.
Twitching green legs poked out of power-armoured
helmets, screeching heads suddenly burst out from eagle-
clad breastplates, and tiny scrabbling claws thrust out of
the mouths of those attempting to restore order. Buzkut
chortled to himself and ramped up the power, pushing it
way past the red line on the tiny dial.

With a loud crack and a stench of brimstone,
something exploded violently in the front of the gun,
landing Buzkut on his warty behind. On the crest of the
hill, reality split apart. Something horrid ripped its way
from the shattered Warp-tunnel into the material
universe, a blasphemous monstrosity made from the
twisted flesh of Snotling and Warp-creature alike.
Countless needle-fanged mouths screeched and screamed
like tortured metal as the thing rose up to its full height,
dwarfing the stunned Space Marines around it. Shrieking
and flailing its limbs, it barrelled over the crest, leaving
total carnage in its wake.

“Er...right,” said Buzkut, “I fink | might need to add a
few more know-wotz...”
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In the grim darkness of the far future there is no respite, no forgiveness, only
war! Choose your side wisely because the fate of the stars is in your hands.

Space Marines
The Space Marines \'—_\VARHA}GMER' ;
of the Adeptus > 740.000),
Astartes are . ' :
Humanity's ultimate
warriors, dedicated
to the defence of the
Imperium of Man.
They are genetically
engineered super-
soldiers; the greatest
hope for the survival
of Mankind and the
bane of the
Imperium’s enemies. AT

Imperial Guard
The Imperium is
beset by perfidious
traitors from within,
savage aliens from
without, and Warp-
spawned fiends from
beyond. The Imperial
Guard form the
staunch backbone of
the war to hold back
the relentless tides of
enemies that
encroach upon
Mankind’s realm.

Inside you will find:

= 15 Space Marines

e 5 Space Marine Scouts
® 5 Assault Marines

e 1 Rhino

Inside you will find:

e 3 Cadian Heavy
Weapon teams

® 20 Cadian Shock Troops [

IMPERIAL GUARD BATTLEFORCE
£50 Euro
Denmark  650dkr  Norway

Sweden

e | Leman Russ Battle Tank

Necrons

The skeletal, metal
automaton warriors
of the Necron race
have lain dormant in
their stasis-tombs for
millions of years.
Now, ancient
portents have been
realised and a horror
from the darkest
depths of pre-history
awakes.

L WARMAMMER

Orks

The Orks are the
most barbaric of
alien races, their
armies cover the
battlefield in vast
numbers. With the
aid of their innate
ability to create
bizarre and often
erratic technology
the Orks travel the
galaxy lo wage war
for the sheer
exhilaration of
pure violence!

\\-_WARHAJ&MER'_ i ®
~ 40,000" .
- - e

Inside you will find:

* 28 Necron Warriors

| ® 7 Scarab Swarm Bases
= 3 Necron Destroyers

NECRON BATTLEFORCE
£50 Euro

Norway

750nkr

Inside you will find:
*20 Ork Boyz

e 3 Ork Warbikerz
o 1 Ork Trukk

ORK BATTLEFORCE
UK £50
Denmark  650dkr  Norway




Tau Empire

A young and
ambitious race, the
Tau seek to bring
enlightenment and
unity to those who
would join them.
While the other races
of the galaxy tear one
another apart, the
dynamic advance of
the Tau continues, in
the name of the
Greater Good!

T EMPIE
BATTLEFOACE

DELCIIAENT

\ WARHAMMER /

40,000,

Eldar

The Eldar are the
last survivors of a
race that once ruled
the galaxy, but are
now scattered across
the stars. Now the
Eldar teeter upon the
precipice of
annihilation and
must battle
constantly in their
fight to avoid
extinction.

“;ﬁ'-'i\iihm MER
ol 40 000‘

FLBAN RATTLEROREE
DETALE AT

Inside you will find:

e 1 Devilfish APC

6 Gun Drones

3 Tau XV25 Stealth Suits
1 Markerlight Drone

12 Tau Fire Warriors and
12 Kroot Carnivores

mark
Sweden

Inside you will find:
8 Eldar Guardians
5 Dire Avengers

1 Wave Serpent

1 War Walker

ELDAR BATFLEFOR(‘[
UK 5

Euro €80
Norway  750nkr

Denmark

Sweden

1 Guardian Heavy Weapons Platform

Tyranids

From the cold
darkness of the void
comes a race of
ravenous aliens, a
numberless horde
governed only by the
instincts to hunt, kill
and feed.The
Tyranids are the most
rapidly evolving race
in the galaxy, super-
predators designed to
hunt all other living
things to extinction.

Chaos Space
Marines

Traitors. Renegades.
Heretics. The Chaos
Space Marines stand
in dark parody of the
noble Adeptus
Astartes. These
powerful warriors
worship the Ruinous
Powers, and seek to
usurp the authority of
the Imperium at
every turn. The forces
of Chaos will not rest
until they see the
Imperium in flames!

\ WARHAMT\A—EE

05 SPACE MARSE
RETTLEAC gt
pETACHMINE ESTACCAMINTS DIf) SPACE

SPACE NANRI D D33 Wit 5L A

FUEKIN S COMATE MumEH

ESPACIALES BEL

FATA A AR 2
L Lk )
| el ™

Inside you will find:
e 3 Tyranid Warriors
* 8 Genestealers

* 8 Hormagaunts

s 8§ Gaunts

* | Carnifex

Inside you will find:
e 8 Khorne Berserkers

e 15 Chaos Space Marines
* 5 Possessed Chaos Space

Marines
e 1 Chaos Rhino

€80
750nkr

Also available: Catachan Imperial Guard, Space Wolves, Dark Eldar,
and Dark Angels Ravenwing.
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This month we bring you some battlefield tactics for the
greatest realm of Men in the Old World: The Empire.

and diverse armies in Warhammer.

Though it is reliant very much on the
grim, common soldier, the sheer range of
troop types and weaponry available to the
Empire army makes it possible to tailor a
force to pretty much any situation.

Whether you want a static, “gun-line”

style army, a fast cavalry force, a knightly
army, an infantry horde or a powerful,
hero-heavy force, the Empire can fit the
bill. Of course, the problem with such a
flexible army is that you can tailor it to a
particular task, but then get beaten by a
well-prepared foe (almost a rock, paper,

The Empire is one of the most flexible

scissors situation), or you can take a
balanced force that can perform a variety
of roles but doesn’t particularly excel in
any one area,

This tactica is a bit different to previous
ones. This month, we'll be asking three
gamers, adept on the tournament circuit, to
provide us with their “killer” Empire army
lists and their key tactics. In addition, some
of the Design Studio personnel provide us
with a tried and tested “top tip” for
winning with an Empire army. Armed with
this knowledge, you should be equipped to
overcome any obstacles in your path, and
crush your foe in the name of the Emperor!

Forces of the Empire

Lords and Heroes

The Empire has a diverse range of
characters to choose from, allowing you
to field everything from an army of
Sigmar led by a Warrior Priest, to one
commanded entirely by Battle Wizards
from the colleges of magic.

State Troops

Making up the bulk of the Empire's
armies, State Troops come in a variety of
forms, encompassing the masses of
armoured troops as well as Handgunners
and Crossbhowmen. The most elite unit,
the proud Greatswords, are made up of
the Elector Count’s personal bodyguard.
The other advantage State Troops have is
the Detachment special rule, which
allows large groups of men to form the
parent unit to smaller troop formations.
This is advantageous in that these smaller
units can protect the flanks of their parent
unit, or counter-charge into the flanks of
attacking troops.

Militia

These cheap levied units come in two
varieties, Free Company warbands and
Archers. Archers are the skirmishers of

the Empire and can be upgraded to
Huntsmen, which gives them the Scouts

special rule, too. Free Companies can
either be used as units in their own right
or as detachments for State Troop units.

Flagellants

Fanatic followers of Sigmar, flagellant
warbands are not skilled combatants, but
are maddened with religious fervour,
making them Unbreakable and Frenzied.
This unique combination of abilities puts
Flagellants in a category all their own!

Cavalry

The most heavily armoured units are the
Knightly Orders, of which there are
many. They are excellent at spearheading
an assault and holding their ground in
subsequent rounds. Pistoliers and
Qutriders excel at ranged attacks with
either pistols or repeater handguns, and
being fast cavalry they can manoeuvre
away from the enemy if threatened.

Artillery

The Empire has the most diverse range of
artillery in the Warhammer world, which
can be selected to exploit the
weaknessess of the enemy. In addition,
there is the massive Steam Tank, armed
with a cannon and capable of grinding
enemy units to dust.




Solland Liberation Army

Marko Luki¢ puts his faith in the grit and determination of
the dog-faced infantryman. And his hundred buddies...

Marko: When | think of an Empire army |
imagine infantry — lots and lots of infantry!
Though many will say that an army
without a Steam Tank or at least three other
war machines just can’t win, | beg to differ.
A pure infantry Empire army is one of the
most stunning sights on the field of battle;
unit after unit of brightly coloured troops
filling most, if not all of the deployment
zone. Just as with other “horde” armies,
this one requires finesse to use, and a
complete disregard for the imaginary lives
of your miniatures!

The backbone of the army is the blocks
of Swordsmen that do the biggest part in
the fighting department, but its lifeblood
are the small detachments of Halberdiers
that are here to be sacrificed for the benefit
of the army as whole. Their mission is to
march in front of the enemies that you will
usually outnumber by 3:1 or more, and
position themselves in awkward angles,
blocking the enemy’s movement unless
they charge — and that is exactly what you
want. The plan is to draw enemy units out
of position, to open their flanks to the
Swordsmen so they may charge and defeat
the foe thanks to their high combat
resolution bonuses.

The characters in this army are here
just to support it and tip the scales in my
favour. Most of the time, the Battle Wizards
will take the Lore of Metal because of the
Rule of Burning Iron spell, so that they may

snipe enemy fighting characters that pose a
considerable threat to the army. The
Wizard Lord, on the other hand, prefers to
use the Lore of Death due to a good
combination of damage and psychology
support spells, another area where this
army is slightly weaker than most others.
Should I face the Undead, all the wizards
will use Light magic for its destructive
power and for enhancing the staying power
of the fighting units. My characters usually
join units of Handgunners, as it is unwise
to have Heroes wandering about alone
when they cost more than one third of the
army in points!

The best thing about the army is that,
no matter how many models die, there is
always a feeling that there are plenty more
to sacrifice on the altar of victory. In
addition, horde armies provide the
hobbyist with a new form of challenge that
only a few manage to fulfil. Collecting a
horde army is like a mental discipline.
Patience and endurance of will make the
difference between one’s pride and one of
those projects that is begun but never
finished. If you feel up to the challenge of
commanding such a force, then prepare
yourselves for long hours of gluing,
converting and painting and, when you
take to the battlefield, remember to put on
your best Evil Genius face as you send
your minions to their deaths so that you
may win!
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Marko’s Army

LORDS AND HEROES
Wizard Lord
Level 4; Grey Wand,
Armour of Tarnus, Ring
of Volans.
305pts
Battle Wizard
Level 2; The Orb of
Thunder, Power Stone.
150pts
Battle Wizard
Level 2; Doomfire Ring,
Wizard's Staff.

140pts
Level 2 Battle Wizard
Dispel Scroll.

125pts
CORE

20 Swordsmen
* § Halberdiers (detachment)
* (i Halberdiers (detachment)
190pts
20 Swordsmen
* § Halberdiers (detachment)
* 6 Halberdiers (detachment)
190pts
20 Swordsmen
* § Halberdiers (detachment)
* 6 Halberdiers (detachment)
190pts
20 Swordsmen
* § Halberdiers (detachment)
* 6 Halberdiers (detachment)
190pts
20 Swordsmen
= § Halberdiers (detachment)
s i Halberdiers (detachment)
190pts
10 Handgunners
80pts
10 Handgunners
80pts
10 Archers
with Marksman.
85pts
10 Archers
with Marksman.
85pts




Goran’s Army

LORDS AND HEROES
General of the Empire
Armour of Meteoric Iron,
Van Horstmann's
Speculum, Great Weapon.
141pts
Captain
Full plate, Barded
warhorse, Sword of Might,
lcon of Magnus.

116pts
Wizard
Level 2, Dispel Scroll,
Crystal Ball.

140pts
Wizard

Level 2, Dispel Scroll,
Wizard's Staff.
135pts

CORE
25 Swordsmen
Duelist, Standard Bearer,
Musician, War Banner.,
» 10 Halberdiers
(detachment); shields
260pts
10 Archers
80pts
23 Spearmen
Duelist, Standard Bearer,
Musician, shields.
* § Free companies
(detachment)
198pts
10 Crosshowmen
80pts
10 Handgunners
Marksman with Hochland
Long rifle, Musician.
* 5 Free Company
militiamen (detachment)

135pts
5 Knights
Musician.

123pts
5 Knights
Musician.

123pts
SPECIAL
Great Cannon

100pts
Great Cannon

100pts

6 Outriders
Champion with Hochland
long rifle, Musician.

155pts
RARE

Helblaster Volley Gun
110pts

1996pts

The Balanced Approach

Many Empire generals like to take a “bit of everything”.
Goran Farm shows us how to bring balance to the field.

Goran: One of the Empire army's great
strengths is its versatility and | usually keep
this in mind when | make my armies. | like
to be able to do something in every phase
of the game because this will give me an
advantage over players that have
concentrated on one or two phases. Sure, |
might be weaker than him in the phase he
has chosen, but if | can exploit his
weaknesses, then | should have a good
chance of coming out on top.

My army works best in defensive games
— | let the opponent bring the fight to me,
and shoot him to bits as he approaches!
My wizards are also used very defensively.
However, if the opposing force also has
several defence-oriented Wizards, then |
tend to use mine more aggressively in the
later stages of the game when the enemy’s
Dispel Scrolls have run out. My shooting
and magic will be concentrated at
supporting units first and later at the main
blocks. Typical targets are lone characters,
chariots, monsters, fast cavalry and war
machines. This will make it more difficult
for him to take out my detachments and
supporting units, and if they are still there
when his main blocks reach mine then |
have a big advantage, and should be able
to hold my own against most units. If my
shooting has managed to take away some
of his ranks by this point, then so much the
better and easier for me later in the battle.

My normal tactics work against quite a
few armies, but there are some situations
where | have to alter my approach to stand
a chance. One of those situations is if |
meet an army that is even more defensive
than mine. In this case, my shooting will
target his missile troops and wizards first,
and my knights and infantry blocks will try
to engage as soon as possible. It might
seem difficult to get the enemy wizards,
but with cannons and longrifles it’s not
impossible. The cannons will probably
force my opponent to put his Wizards in
units and this will make them vulnerable to
marksmen and Empire Knights. If | am

lucky enough to get a hill in my
deployment zone, then the task of sniping
his characters becomes that much easier,
as my war machines will have a much-
improved view of the battlefield.

Another type of army | have to adapt to
is the very fast, combat-oriented army, for
example a mounted Chaos army or a
Bretonnian army. If | meet an army like
this, | will rush forward with my knights
and combat detachments and use these to
create unfavourable situations for my
opponent. | will try to place them in such a
way that if the enemy charges, he will be
in a bad position for my next turn. It may
for example allow me to charge him in the
flank, shoot his single-rank cavalry unit in
the flank with cannons, lead him into
terrain or limit his line of sight. The only
thing | lose in the process is a few cheap,
expendable units, and it buys me time to
shoot at his units and hopefully reduce
them enough to allow my infantry to finish
them off.

One problem | have noticed when |
play Empire is that the army often becomes
very wide with all the units, detachments,
war machines and so on. This makes it
easier for my opponent to take on my army
piece by piece and it also means that fewer
units will be within 12" of the general and
Battle Standard Bearer. To get around this,
| try to deploy my units overlapping a bit. |
often deploy my knights in front of my
Handgunners and Crossbowmen, since the
knights are so mobile that they can get out
of the way before | want to shoot. Some of
my units are also in the army with this in
mind. The Archers, for example, take up a
lot less space than other missile troops
since they are skirmishers, but | can also
deploy them in front of the Swordsmen and
shoot on the move while at the same time
protecting the Swordsmen from missiles.
Outriders are also very effective
considering their small unit size, but they
are a bit fragile, so they have to watch out
for enemy shooters. Good luck!
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The Knightly Order Army

Roy Eggensperger likes his army to hit hard and ask questions
later. Luckily, the Empire army has just the troops for the job.

Roy: I'm a long time Empire player, and
when | think Empire, | think of thick-
necked men in plate armour, sporting
outrageous moustaches and poofy sleeves.
Out of all of these soldiers, my favourites
have always been the Knights. This army is
designed to showcase an entire order going
to war — for Empire and Emperor!

For characters, the choices were self
explanatory: a Grand Master, a Battle
Standard Bearer, and a couple of Priests to
minister to the crusading knights.

| like my Grand Master to be a unit-
breaking machine, capable of generating
monstrous amounts of combat resolution.
To that end, | give him the Laurels of
Victory for high combat scores, and the
Sword of Power to ensure he is always S6;
this guy needs to able to take on heavily
armoured enemy Heroes.

The Battle Standard Bearer is another
vital component of the army, dealing out
moderate amounts of punishment; he is
there to inspire the troops. He carries a
Holy Relic to help protect those battle
standard re-rolls, and a very pretty — but
non-magical — banner, sewn by the
loveliest frauleins in the Empire.

The Warrior Priests escort the two
primary characters to give them moral
support, fuel Hatred and pray for the
troops. One is armed with the Bronze
Shield for pure survival, while the second
is given the the Icon of Magnus and
Armour of Meteoric Iron to grant immunity
to Fear to one of the units not in the
company of my Grand Master.

Two units of 10 Inner Circle Knights
form the primary hammers with which |
bludgeon the Emperor’s foes. Both units
usually have two characters in them — a

Priest and one of the combat characters.
The Grand Master’s unit usually contains
the oft-used War Banner, and the defensive
Priest. This gives the unit Hatred, a rank, a
banner, bags of bonus combat resolution
points, and a S6 Lord. Sometimes, the
priest even gets a spell off! The other unit
usually carts the Warrior Priest with the
Icon for protection from Fear. The unit
generally carries the Banner of the
Daemonslayer, to ensure that they can
charge when | desire and, more often than
not, break their targets.

As you may expect, these two vicious
units are often the primary targets of my
enemies. That's why | bring a third large
unit of knights to war; these, however, are
standard Knights of the Order. Many
opponents prioritise the other units, and
this leaves me one viable hammer, which
should still make it to the enemy lines
intact. This also provides a fallback unit in
the event of one or more of my characters
needing to move to a more secure unit to
avoid getting gunned down from afar.

The remaining units are really a vital
key to the army — five-man Knightly units
with musicians that | use in a similar
manner to fast cavalry units. These units
divert, bait, flee and do many of the nasty
things that fast cavalry do, with the benefit
of being able to laugh off most missile fire
and spells. Granted, they don't reform for
free, but you can’t have everything. Their
secondary function is to force errors by the
foe. With so much speed and armour
bearing down on the foe, a decision must
be made about what to defend; one
mistake and a five-man unit of knights in
the flank or rear can capitalize on that
mistake for the back-breaking blow.

Roy’s Army

LORDS AND HEROES
Templar Grand Master
Laurels of Victory, Sword
of Power.

240pts
Battle Standard Bearer
Full plate armour, barded
warhorse, Holy Relic.

142pts
Warrior Priest
Barded warhorse,
The Bronze Shield.

124pts

Warrior Priest
Barded warhorse, Icon of
Magnus, Armor of Meteoric
Iron, great weapon.

158pts

CORE
10 Knights of the Empire
Preceptor, Standard Bearer,
Musician, Steel Standard.

290pts
5 Knights of the Empire
Musician.

123pts
5 Knights of the Empire
Musician.

123pts
5 Knights of the Empire
Musician.

123pts

SPECIAL
10 Inner Circle Knights
Preceptor, Standard Bearer,
Musician, Banner of the
Daemaonslayer.
350pts
10 Inner Circle Knights
Preceptor, Standard Bearer,
Musician, War Banner.
325pts

Total: 1998pts




Here are a few more tips from Empire players around the
Games Workshop Studio:

The Expendable Five

Alessio Cavatore: It is quite normal to have a line of, say, ten Handgunners or
Crosshowmen in your army. Very often you don't bother buying any detachments for
a unit like that, as they are not supposed to do any fighting. Instead, | recommend
giving them at least one detachment of five Free Company rogues. These 25-point
units always prove invaluable during the game. Rush them as fast as possible towards
the enemy from Turn 1, and they will invariably disrupt the enemy line, stopping them
from marching, getting in their way, or luring them into useless charges. This will
leave more time for your firepower to do its job and for your close combat units to get
in the best position. And your ablative screen does not even cause Panic in friendly
troops - perfect! Their life expectancy is very short, of course, but sometimes they will
achieve an unexpected result (after all, they are not bad value with their two hand
weapons), beating a unit of light cavalry, skirmishers or war machine crew in combat,
or even killing an expensive wizard! Episodes like these are very amusing, generating
endless jokes if some of the “expendable five” make it to the end of the game alive.
“It's a man’s life in the Emperor’s Free Companies...”

.b.

[

The Hammer of
Sigmar

Christian Byrne: One
Warrior Priest can
make all the difference.
In my Altdorf army |
use a Warrior Priest to
lead a 19-strong unit of
Greatswords. Equipped
with a Great Weapon,
the Icon of Magnus and
the Armour of Meteoric
Iron, he imbues the
already Stubborn
Greatswords with
fearlessness and
Hatred. Couple that
with Prayers of Sigmar
(potentially conferring
the Unbreakable rule)
and a Free Company
detachment, and they
can see off even the
staunchest foe.

David and Goliath

Phil Kelly: 1 love using the Lore of Shadows. Try equipping your weediest wizard with Van Horstmann’s Speculum and
casting Steed of Shadows on him (he can always choose this spell as it is the first in the list). Your enemy will
probably let this inoccuous-seeming spell through, allowing you to propel your wizard into combat with your
opponent's fightiest character. The Speculum allows you to swap your wizard’s paltry WS, S, T, | and A characteristics
with the foe, turning his own strength against him! A Sword of Might or Striking can help make this even nastier.
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‘Bretonnians

- skill at arms, bravery
* and chivalry, and for
“_their undying faith in

death until the world’s ending. These are the End Times.

The knights of
Bretonnia are
renowned for their

the Lady of the Lake.
When it marches to
war, the Bretonnian
army is an
impressive sight to
behold, with the
proud ranks of
knights backed up
with scores of low-
born peasants.

High Elves

An ancient and
proud race, the High
Elves have refined
their martial skills
and magical
prowess over the
centuries. As the
lesser races fought
amongst themselves,
the High Elves
navigated the
oceans and mapped
the heavens. They
ferociously repel all
who seek to
conquer their
homeland.

It is a dark age, a bloody age, an age of daemons and sorcery, of battle and

Inside you will find:

* 20 Men-at-arms

* 16 Bowmen

» 8 Knights of the Realm
» 1 Pegasus Knight

BRETONNIAN BATTALION
UK £50 Euro

€80

Denmark  650dkr  Norway  750nkr

Sweden  750sek

Inside you will find:

® 16 High EIf Spearmen
e 16 High EIf Archers

» 8 High EIf Silver Helms

HIGH ELF BATTALION
UK £50 Euro
Denmark

Sweden  750sek

e 1 High Elf Repeater Bolt Thrower

€80

650dkr  Norway 750nkr

-and enigmatic, their

* enter their jungle
Jands does so at their

Lizardmen

Long before the rise
of the Elves, the
Lizardmen existed in
the oppressive depths
of the steaming
jungles. Coldly alien

civilisation seeks to

restore order to the
world. Any who

own peril.

Wood Elves

The Wood Elves of
Athel Loren are
mysterious and
secretive beings,
rarely seen beyond
their forest borders,
Those foolish enough
to set foot within
their woodland realm
invite the fury of the
Wood Elves and their
Forest Spirit allies,
through a sudden
and deadly ambush.

Inside you will find:

* 24 Saurus Warriors
* 8 Cold One Cavalry
e 24 Skinks

LIZARDMEN BATTALION

UK £50 Euro
Denmark  650dkr  MNorway
Sweden  750sek

€80
750nkr

Inside you will find:

e 24 Glade Guard (or Scouts)

* 8 Glade Riders
e 12 Dryads

WOOD ELF BATTALION

UK £50 Euro
Denmark  650dkr  Norway
Sweden  730sek

€80
750nke
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Orcs & Goblins
Orcs & Goblins are
the scourge of the
Warhammer world,
an unending tide of
ferocious raiders. For
every greenskin
Waaagh! defeated on
the field of battle,
another arises to
trample a swathe of
destruction across the
land. Orcs live to
fight and love
nothing more than
waging war!

L0
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Tomb Kings

For thousands of
years they have lain
within their tombs.
Called from death,
the ancient Kings of
Nehekhara march
from their tombs to
have vengeance on
those who would
disturb their slumber.
The armies of the
Tomb Kings seek to
reclaim the kingdoms
that were once theirs.

Inside you will find:
* 1 Orc Boar Chariot
20 Orcs

20 Night Goblins

ORCS & GOBLINS BATTALION

UK £50 Euro €80
Denmark 650dkr  Norway 750nkr
Sweden 750sek

10 Forest Goblin Spider Riders

Inside you Wi" fi“d: TOMB KINGS BATTALION W
i UK £50  Euro €80 aif
°
3 Chariots L Denmark  650dkr  Norway 750nkr ; B
e 16 Skeleton Warriors Sweden  750sek i
» 16 Skeleton Archers -
!
e 8 Skeleton Horsemen e

Empire

Since its founding by
the warrior-god
Sigmar, The Empire
has endured

Dwarfs

The Dwarfs are the

most tenacious and
determined warriors
of the Warhammer

surviving amidst world. Their %

bloodshed and mountain holds are :

turmoil thanks to the under constant threat

bravery and from Orcs, Goblins

discipline of its and Skaven, so they

armies. The forces of must frequently

the Empire have march out to defend

many tools at their their homes and

disposal, from great hoards. They record

cannons and heavily every affront, and

armoured knights, to settle their grudges )
Battle Wizards and with sharp axes! g

mighty monsters! ;
Inside you will find: EMPIRE BATTALION Inside you will find: DWARF BATTALION (i
*10 Empire Handgunners ‘Eljl:nn\ark i;’:DEL'I-—‘I\? IEJ“L::\‘\'.IY ?Si;fkl: * 24 Dwarf Warriors g:nmark GSDIE?k? E:Em\. ?50€|1ﬂlf: ‘ s ol ..f

(or Crossbowmen) Sweden  750sek » 16 Thunderers Sweden  750sek b SR

* 10 Empire State Troops
e 5 Pistoliers (or Outriders)
e 8 Knights

e | Great Cannon (or Mortar)

(can be Quarrellers)

s 1 Cannon
(The cannon can be built as either a Cannon
or an Organ Gun)

Also available: Ogre Kingdoms and Skaven Battalions
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In this Modelling
Workshop we take
a look at some of
the excellent-
looking Baneblades
that have been
assembled here in
the Studio.
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This article uses many
modelling techniques that
you may or may not be
familiar with. If it all
seems new and daunting
to you, then pop along to
your local Hobby Centre
and sign up for the Iron
Halo program. Before you
know it, you'll have all
the hobby skills you need
to build your own
armoured behemoth!

The Design Studio has gone Baneblade crazy, with loads of
the mammoth-sized tanks appearing on desks and shelves all
over the place. Here’s a just a small selection on view.

a good few months now, but the

presence of so many treadheads
within the Studio means that Baneblades
have continued to be assembled,
converted and painted, as if the Studio
was a fully functioning Forgeworld.

White Dwarf was unable to ignore this

phenomenon; in fact, we were happy to
encourage it, knowing that there’d be
plenty of great-looking tanks to fill our
pages for fellow treadheads to pore over

The Baneblade has been available for

and maybe even glean some tips. There
were plenty of great Baneblades to choose
from, but we had to narrow it down to the
six models found on the following pages.

Each tank has been customised in
some way; a few use simple, subtle
conversions that most hobbyists can
attempt with a bit of patience (and
plasticard). Other Baneblades have had a
more drastic makeover that, while more
time-consuming and complicated, leaves
you with a truly unique looking tank.




Tallarn Baneblade

Chad Mierzwa assembled this Baneblade as a long-range
vehicle, designed for lengthy, isolated periods in harsh terrain,

like the baking deserts of Tallarn.

The Tallarn crewman was
taken from a metal Tallarn
heavy weapons gunner — no
CONVErsion was necessary.

Extra stowage from the Tank Accessory frame
and the Battlefield Accessory frame was added,
and even two extra fuel barrels to indicate long
periods spent away from HQ. The sponsons
have also been replaced with stowage racks, all
from the Battlefield Accessory frame.

Using plasticard, Chad added racks and shelving

to increase storage space for all the extra
baggage and supplies. These were given a
deliberately ramshackle look, as if they had been
quickly welded on by the crewmen ready for a
hasty departure.

Colour Palette

Chad used the following colours
on the Baneblade:

. Tausept Ochre

Chad has extended the primary cannon’s gun
barrel by about an inch and, using plasticard,
added a metal brace further down the gun
barrel. Again this emphasises the tank’s long-
range role, firing shells from afar rather than
engaging the enemy up-close.
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Vostroyan Baneblade

’Eavy Metal’s Keith Robertson painted his tank in Vostroyan
colours, turning it into a Vostroyan Command HQ vehicle
that has been involved in many theatres of war.

Keith assembled the Baneblade as normal, with
a few clever, subtle conversions around the
turret. The comms array is one, using the aerial
mounts from the Apocalypse Command frame,
and the looped aerial from the Tank Accessory
frame. The other two aerials are made from wire.

IMPERIAL BANEBLADES

*Ogre Flesh spray is no longer
available from our stores. If
vou don't have any, just make
vaur own basecoat with a 3:1
mix of Graveyard Earth and
Shadow Grey.

The Vostroyan flag that marks the Baneblade as a
command vehicle comes from the metal
Standard Bearer. Keith clipped the miniature’s
body away, and then carefully sculpted on the
detail that was previously hidden using Green
Stuff and a Sculpting Tool,

Colour Palette

Keith used the following colours
on the Baneblade:

. Ogre Flesh Spray*

. Desert Yellow
. Kommando Khaki

The tank commander was made from a
Vostroyan Officer, whose right hand was re-
sculpted with Green Stuff. The Vostroyan gunner
was originally the gunner from the Vostroyan
lascannnon team, with his legs cut off so that he
could fit inside the turret.



Gatachan Hellhammer

While most Hellhammers are intended for use in urban areas, @ coro Green
Chad’s Catachan version has been designed to hunt down
enemies within dense undergrowth.

Before Chad began painting he placed metal When the tank had been painted in jungle
hoops on the sides and top plates of the greens, Chad used fronds from the Jungle Plants
Hellhammer. The hoops were made simply by set and fine wire to create the camouflage.
cutting large jeweller’s chain links in half, and Painted string can also be used to get the same
then sticking them to a small base of plasticard; effect — paint the string before yvou place it on
these would anchor the camo rope. the moclel.

Colour Palette

Chad used the following colours
on the Baneblade:

. Catachan Green

. Codex Grey
. Graveyard Earth
. Bestial Brown
O Boltgun Metal
O Chainmail

After the camouflage was in place, Chad
weathered the bottom half of the tank to achieve
the effect of thick mud, as if the Hellhammer
had been traversing dense undergrowth and
damp earth. The camo rope and lower fronds
were also splattered with mucddy browns.

www.games-workshop.co.uk/apocalypse
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- Colour Palette
Dom used the following colours
on the Baneblade:

. Adeptus Battlegrey
Dom Murray’s Cadian Baneblade is based on his urban-styled e
Imperial Guard army, which can be seen in the Cities of

" O Fortress Grey
Death Expansion.

Dom wanted to show the crew and infantry

Dom painted the lyanden Darksun and Mordian

@ e area before applying the transfer — interacting, and thus modelled a Cadian in Blue stripes on the front of the tank as well as on
- that it acheres well. Once dry, apply conversation with the tank gunner. The gunner some of the turrets. Two coats of each were
e Arcdcoat, and finally a layer of Matt has the benefit of an elevated position, and can applied, before Dom used an old drybrush to

b > final step is to weather the area, warn the Guardsman of threats not visible to his stipple Codex Grey over the areas, making the
S e the transfer look one with the tank, platoon from the ground. paint look worn and faded.

W WHITE DWARF IMPERIAL BANEBLADES




2 Colour Palette
2 n d M n r d an “an Fla“ntar' Andy used the following colours
on the Baneblade:
Assa““ I:nrll . Catachan Green

Andy Hoare’s Hellhammer has been assembled and painted to | @) codex ey
accompany his Imperial Guard city-fighting army. Andy has @ 5o
fitted his tank with lots of anti-infantry weaponry. TG

Andy has attached an extra autogun; not a legal Andy has added lots of little details to his Because the tank is meant to work in urban
upgrade, but he happily pays the 12-point Hellhammer such as baggage stowage on the enviranments, Andy wanted some rear facing
upgrade cost — all’s fair in war and Apocalypse! back. Various bits from other sprues were sponsons to prevent infantry sneaking up behind
The crewmen are straight out of the box, with attached to the back of the turret, with two thin the tank. Andy achieved this by using a right

the exception of the officer who has a Cadian lengths of plasticard glued on to replicate straps sponson on the left side, and vice versa, and
body and Catachan head. holding it all down. shaving off the locator found under the top plate.
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Colour Palette

Neil used the following colours
on the Baneblade:

. Chaos Black
. Shadow Grey
. Mechrite Red

Neil added lots of extra ornate details to the tank
to help denote the vehicle as both battle-tank
and Yarrick’s pulpit. The skull — with horns
removed — is from the Arcane Ruins kit. The
wings on the Bolter sponson come from a Sisters
of Battle Exorcist.

94 WHITE DWARF IMPERIAL BANEBLADES

Gommissar Yarrick's

'Fortress of Arrogance

| The Fortress of Arrogance is Commissar Yarrick’s personal
Baneblade. Neil Hodgson was tasked with creating a tank
suitable for a hero of Yarrick’s stature.

The hunter-killer missiles on the back of the
Fortress of Arrogance were actually mounted
onto the tank using light brackets from the City
Ruins frame. Neil found this frame extremely
useful when making the madel, and lots of
components from it appear all over the tank.

The side panels were made from plasticard,
which was measured and cut to fit snugly in the
gap. Neil then carefully painted the two friezes
before sticking them onto the model. Of course,
it helps to be a talented professional illustrator
like Meil to get such a polished effect!



Gonverting the Turret

The pulpit from which Yarrick could both
inspire and terrify was made from
plasticard and a few components from the
City Ruins frame. The first thing Neil did
was draw up a scale plan of the turret,
which gave him a plan view and

something to base all his measurements on.

The sides of the pulpit are sloped to match
the contours of the turret, which tapers at
the business end. For the floor, Neil used a
treadplate-textured plasticard, available
from specialist hobby shops.

Painting the Turret

The turret was painted using exactly the
same method as the hull. Once a Chaos
Black undercoat had been applied, Neil
used a light drybrush of a 1:1 Chaos Black
and Shadow Grey mix. Neil built this up
over several light coats to keep the overall
effect dark and gothic. All the gold areas
were first painted Tin Bitz and then
Shining Gold to achieve a lustrous, gold-
leaf effect. The floor of the parapet was
first painted Boltgun metal, then
drybrushed with Chainmail.
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s /) The Dwarfs are the most tenacious and determined warriors
— A S

) of the Warhammer world. Their mountain holds are under

’ Y \I ’3;‘:"-"[ 7&\] L constant pressure from Orcs, Goblins and Skaven, so the
WA ['r]‘ g B B Dwarfs must frequently go to war. They record every affront,
and miss no opportunity to settle a grudge.

High King Thorgrim Grudgebearer

Thorgrim is the descendant of the most ancient and noble
of all Dwarf Lords. The very blood of Grungni flows in his
veins, and the wisdom of Valaya sits upon his beetling
brow. Thorgrim dreams of striking out every last grudge
from Dammaz Kron - the great Book of Grudges

— and marches to war often in order to

achieve this end.

DWARF

WARDAMMER
This month, we take
a look at the "Eavy
Metal team’s
exquisite work on the
Citadel Dwarfs range.
The Dwarf Lords and
Heroes are timeless
models, and the
team’s paint jobs are
true classics.




The White Dwarf

Grombrindal, the White Dwarf, is a warrior-king the likes of which the Old World has rarely seen. Dwarf history tells of
the legendary battle of Cragmere, where this godlike hero crossed paths with Josef Bugman and Gotrek Gurnisson, and
the three of them slew thousands of Orcs to secure victory for the beleaguered Dwarfs that day.

Dwarf Lords & Thanes

Whether borne aloft by shieldbearers, stood upon an ancient oath stone, or entrusted with a sacred banner, Dwarf
heroes are mighty, wise and ancient warriors, who engender loyalty and bravery in their kinfolk.

Dwarf Lord with % Dwarf Lord on Battle Standard Bearer
Shield Bearers ' Oath Stone

www.games-workshop.co.uk/dwarfs
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Dwarf Lords & Thanes (cont.)

Dwarf Lords and Thanes are the most experienced and bravest warriors in a Dwarf army. They have access not only to
the best weapons from the Engineers’ Guild, but also to potent magical artefacts forged by the hold’s Runesmiths.

Dwarf Champion

Dwarf Runesmiths

The ancient Guild of Runesmiths is one of the oldest and most respected institutions in all the Dwarf realms. Runesmiths
are powerful individuals, centuries old and skilled in the ways of war. It is these venerable Dwarfs who harness the winds
of magic and bind magical energy into the artefacts, weapons and armour carried by Dwarf heroes.

Thorek Ironbrow and the Anvil of Doom Runesmiths
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Dwarf Master Engineers

Master Engineers are first and foremost doughty warriors, whose skill alone merits a place of honour in the Dwarf
throng. In addition, they are consummate craftsmen who can perform any task relating to metal or stone, from forging
cannons and designing steam engines to drafting the plans for fortifications and mines.

Dwarf Slayer Lords

Dwarfs are proud individuals, and do not cope easily with failure or personal loss. Dwarfs who suffer a serious loss of
honour, such as a broken oath, will often forsake their kin and take the Slayer oath, seeking out the most ferocious beasts
in the Warhammer World so they may redeem their honour by dying in glorious battle.

Ungrim Ironfist,
the Slayer King
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[19TH-20TH APRIL 2008

he Lord of the Rings Doubles Tournament brings an exciting new challenge for all The Lord of the Rings strategy
battle game players; a weekend that includes a variety of different scenarios designed to challenge players’ abilities
to work together to achieve their goals and determine which team is the best.

REQUIREMENTS

e Players will enter in teams of two. * Event includes vouchers towards lunch on both days, an

e Each team will need a painted Good force and a painted evening meal on the Saturday and tea and coffee both
Evil force, each of 700 points selected from the Legions of mornings, with doughnuts on Saturday morning.

Middle-earth expansion.
* Each force will be made up of two 350 point contingents.
* § games will be played using 4 special doubles scenarios. Download the Tournament Player’s Pack from:

www.games-workshop.co.uk/events

e Tickets are £70 per two-player alliance.



I i l )] Everythig you need to get involved in the
i | Games Workshop hobby community!

Campaign Weekends & Gaming Clubs

Last Month, Warhammer World’s Andy Joyce hinted at some of the forthcoming
changes to this year’s Campaign Weekends. This month, Tempus Fugitives’ Stuart
Mackaness explains further, revealing some of the details from the first two events.

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.

Store Information

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

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

Club Listings

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

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

Collectors Range

The new Citadel Collectors Range is a very exciting prospect for many hobbyists,
offering exception and unusual models exclusively via Mail Order. The Collectors
Range allows us to produce supplemental models, dioramas or vignettes, or re-release
outstanding miniatures from our vast archives.

Advance Order - Vampire Counts
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.

102-105 »

106-113 »

113-119 »
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E EVENTS DIARY

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

vOLUNTEER

Upcoming Events
Are you a Hobby Centre, Independent Stockist, or part of

the GCN and running an event? If so, and you want to WH i tnmeaidemnns .Warhammer

advertise it for free in this fine publication simply drop us

an e-mail at: ) e S Warhammer 40,000
Whitedwanuanies-Wulit1op oo UCHSISIRE BB e e T Blood Bowl

The closing dates for receiving details for publication in X
the following issues are: WAB ... Warhammer Ancient Battles
WPS e icenseesis Warhammer Players’ Societ

* st February WD341 (May) .y o E ey

o 1<seMarch WD342 (June) WECW............ Warhammer English Civil War

o stAprl WR343i(uly) Eptete ML St el Epic Armageddon

Please note all dates and details are correct at the time of LOIR S Rt The Lord of The Rings

going to print but are subject to change. Games Workshop GV L R e [ Games Workshop

is not responsible for the content, timing or price of events

not organised by Games Workshop PLC. Gl S o ) WL o i Grand Tournament
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Event Profile: Tempus Fugitives &
Campaign Weekends

Last month, Warhammer World’s Andy Joyce hinted at some of the
exciting developments coming to campaign weekends in 2008. This
month, Stuart Mackaness of the Tempus Fugitives gaming club
explains a little more about what players of Warhammer and
Warhammer 40,000 have to look forward to.

Age of Apostasy, a campaign weekend

set in the 35th Millennium during the
civil war that threatened to destroy the
Imperium. Last September we followed it
with the Second Tyrannic War which not
only featured the Eldar Craftworld of
lyanden being assaulted by the foul
Tyranids, but also saw the heroic forces of
the Imperium battle massive Bio-Titans
and dozens of new Tyranid nasties!

Following some really constructive

fireside chats with Warhammer World'’s
Brian Aderson and Andy Joyce over a mug
of warm Dwarf beer we agreed to drive
forward a thrilling series of events in 2008
starting with these two:

The Battle for Albion

This March sees The Battle for Albion, an
exciting campaign set in the Warhammer
world which features the various races
waging war over the mystical island of
Albion. Players will be grouped into
taskforces of the same race and will work
on carving out an empire in the marshes
and rolling hills, fighting not only the other
races but also the foul Albion weather.
Dwarf gun-lines and Bretonnian Pegasus
air forces beware!

I n 2006 the Tempus Fugitives ran The

FOR MORE INFORMATION

The Damocles Gulf Crusade

May focuses on the conflict in The
Damocles Gulf Crusade. Warhammer
40,000 history buffs will know this as the
period in history when the Imperium made
contact with the fledgling Tau Empire and,
feeling threatened by this energetic young
species, decided to go with the standard
Imperial policy of exterminating them. To
complicate matters, a massive Ork empire
also occupies large parts of the Gulf and
the three races collide in a struggle for total
domination over the others. With all the
fantastic new Ork models out and the new
units found in the campaign pack, there’s
plenty for hobbyists to get stuck into.

The Art of Story-telling

In any war, commanders have to deal with
unfair and unbalanced situations, using
cunning and skill to prevail against
overwhelming odds, and the same may be
true for you. If that lot doesn’t get your
hobby juices flowing, you can get more
inspiration from our website.

It is our hope that we can repay some
small part of the kindness that the gaming
community has shown us over the years
and organise a series of top notch events
that everyone can enjoy.

You can find more details about these campaign weekend events, together with their
downloadable campaign rules packs on the club website: www.tempusfugitives.co.uk
Alternatively, you can contact Tempus Fugitives at: tfevents@tempusfugitives.co.uk

P’{IIEMPUS

The Tempus Fugitives
started life as a group
of gamers who
attended the first of the
fantastic campaign
weekends run at
Warhammer World. As
the years went by their
numbers grew and they
began to theme their
armies to fit in with the
storyline for each
campaign. Finally, after
joining the Gaming
Club Network (GCN),
they branched out and
tried their own hand at
running an event.

One of the exciting
things about campaign
weekends is the chance
to try something a little
bit different. They give
Games Workshop
hobbyists an
opportunity to play in
a different style than
they may be used to. In
short, Tempus
Fugitives’ campaigns
are all about trying out
new ideas and
contributing to an
adventure. In fact, the
story is almost as
important as the actual
games themselves and
players should be
prepared to get into
the mindset of the
army they have
brought to battle with.

www.games-workshop.co.uk/events

www.games-workshop.co.uk/events

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

1pete in a friendly
tournament with a friend
s your ally. D
challenge pl
abilities to work together

first The Lord of the
Rings doubles
Champions?

|3TH-20TH
APRIL 2008

104 WHITE DWARF
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2nd PAW 2008 Wargames
Convention

Date: Saturclay 2nd February 2008
Venue: City College, King’s Road, Plymouth
Details: The Plymouth Association of
Wargamers would like to invite you to their
annual show — this year marks their 30th
anniversary and will be bigger than ever!
Tickets: Tournament tickets cost £15
Entrance tickets cost £3
Contact: Clive Dudley on 07815 685 491 or
eventsorganiser@plymouthwargamers.co.uk
Contact: www.plymouthwargamers.co.uk

9th Warmaster
Winter Warmerz

Date: 9th February 2008 sl g
Venue: Warhammer World, Noumg,ham
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/

9th  Winds of War 2008

Date: 9th February 2008

Venue: Harmans Water Community Centre,
Bracknell Forest, Bracknell

Details: The Bracknell Forest Gamers would

like to invite you to play in a fun tournament

with a friend as an ally. You will each need a

500 point Warhammer 40,000 Combat Patrol.

Tickets: £18 per two player team

Contact: 07951 936955

eventsmaster@bfgclub.org.uk
Website: www.bfgclub.org.uk

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

10th 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. You will need a 2000 point Warhammer
army to take part in this tournament.

Tickets: £10

Contact: GW Wakefield —

01924 369431

Date: 10th February 2008

Venue: Leopoldsburg, Belgium

Details: Full Tilt is an annual tournament
organised by the White Knights gaming club
from Leopoldsburg in Belgium. There will be
tournaments for The Lord of the Rings,
Warhammer, and Warhammer 40,000,
Website: http:/www.de-witte-ridder.be

24th Cavalier 2008

Date: 24th-25th February 2008
Venue: The Angel Centre, Tonbridge
Details: The Tonbridge Wells Wargames
Society invite you to their annual Cavalier
event. Enter the painting competition, play
tabletop wargames and perhaps even pick up
a bargain or two at the Bring and Buy stands.
Tickets: £3 for adults.

£1 for children (under 16).
Contact: Alan Butler

cavalier@wws.org.uk
Website: www.twws.org.uk/cavalier.htm

23rd Bloodhowl: The Chaos Cup

Date: Saturday 23rd February 2008

Venue: Games Workshop, Bromley

Details: The London Bloodbow| Tournament
season kicks off with 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.

Tickets: £15 — on sale now!

Contact: GW Bromley on 0208 466 0678

Event information correct at lime of going lo press. Games Workshop is not responsible for events not run by Games Workshoy




EVENT SPOTLIGHT
1119 The Battie for Albion
Campaign Weekend

Date: 1st—2nd March, 2008 VR EEANE D

Venue: Warhammer World, Lenton,
Nottingham, England

Age Limil: 16+

Details: The isle of Albion has been forgotten

in the mists of time and all across the Old

Waorld it is nothing more than legend.

Until now...

Inhabited by primitive humans the island
is also home to powerful druids who call
themselves the “Truthsayers”. Together with
the Giants, they guard the Ogham circles —
great stone circles — which are said to be the
key to incredible power.

Now, the recent appearance of a
mysterious figure known only as “the Dark
Master” has rekindled the legends of Albion,
and even now he makes for the isle.

In a bid to capture the stone circles of
power, claim the island’s treasure for their
own, and prevent the dark shadow of Chaos
spreading further, the races of the
Warhammer World prepare their fleets for
conguest!

You will need a 2000 point army chosen
from the Warhammer Armies series of hooks.
Full details can be found in the campaign
pack for details, available to download from
the Tempus Fugitives website.

Tickets: £45 and include six games over the
weekend as well as lunch on both days, and
an evening meal on the Saturday.

Contact: lfevents@tempusfugitives.co.uk
Website: www.tempusfugitives.co.uk

ver the months of February and

oth ' 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

8th Winds of War 2008

Date: 8th March, 2008

Venue: Harmans Water Community Centre,
Bracknell Forest, Bracknell

Details: The Bracknell Forest Gamers would

like to invite you to play in a fun tournament

with a friend as an ally. You will each need a

500 point Warhammer Border Patrol force.

Tickets: £18 per two player team

Contact: 07951 936955

eventsmaster@bfgclub.ors
Website: www.bfgclub.org.uk

15th Euro Get Tngetner

Date: 15th-16th March, 2008 = .u a
Venue: Warhammer World, Nottmgham

Age Limit: 16+

Details: A truly international, annual
community event, players can take part
commanding Warhammer, Warmaster and
Warmaster Ancients armies, lead Mordheim
warbands or even taking to the high seas with
Man O'War fleets!

Website: hitp://eurogt.org/

‘HONILIN

BLEED BETWE
GRAND
TOURNATIENT

Once again, mayhem
and destruction run riot
as teams from all walks
of life descend upon
Warhammer World to
compete in the XLVII
(47th) Blood Bowl
Grand Tournament.
Have you got what it
takes to lift the fabled
Blood Bow! Trophy?

[OTH-IITH
[MAY 2008

March our stores will be running a

selection of hobby sessions aimed at
improving your hobby skills no matter what
your level of expertise!

From outright beginner to those of you
with literally years of experience, there will be
something for you.

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

Ask store staff for details.

Event information ' going to press. Game. rikshop is not responsible for events not run by Games Workshop. www.games-workshop.co‘uk/evenls 105
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STORE FIN

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

| STAFF (

GLMES WORESHOP Hobhy Gentres

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

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

the store listings.

Full range of products

All our centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point

All of our stores have a Mail Order in-store
order point which you can use to get your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms

Gaming Rooms are exactly the same as our
other Hobby Centres. However, as well as
stocking our complete range of products,
they also offer additional gaming tables
and space making them the perfect place
to play your games.

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew!

Free gaming & tactics advice

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

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




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

IN YOUR LOCAL AREA

With over 500 locations across Europe there is never a stockist far
away, making them perfect for that quick resupply or hobby need.

GAMES WORKSHOP

MOST POPULAR STOCK LINES

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

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

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:

B The Hasafalr, 851 3ji0

Tek Q117 925 1583

GW BRISTOL (CJIIBBS CJ\USEWAV)
Lindt 124, The Mall, BS

Tk 0117 859 2520

BRISTOL, Area 51;

Tel: 0117 9244655

BRISTOL, HobhyCrait:

Tel: 117 959 71040

GW BEDFORD:

10 Creyiriars; M40 THP

Tebi 0123 427 1663

LUTON, Ottakers:

Tel 01562 406999

CRANFIELD, Wargames Workshop:
Tek 01214 757078

= GW MAIDENHEAD:
Lenir 2, 17 Market Slroet, 506 BAN
Tel D62 W63 1747

Tel: 0118 954 1&T1

GW WINDSOR:

Lindl 3, 6 Gearge V Mave, SL4 107
Tel: 01753 BL1007 :
BRACKNELL, Ottakers:

Tel; 011344 468124
BRACKNELL, Tn)' Planet:
Tel: 01344 4263

READING, Hohl:-pCraﬂ

Tell 118 902 1600
SANDHURST, Toyworld:
Tel: D1252 871350

WINDSOR, W] Daniels:

Tel: 01753 BL210R

GW BIRMINGHAM:

Linit Lib, Bultring Link, B5 405

Tel: 0121 633 7103

GW DUDLEY:

Uit 746, Merry Hill Center, DY 4LE
Teb 0138 440 1010

GW SOLIHULL:

A0 Waswiek Road, 1191 10%

Tel: 0021 TS 7

* GW SUTTON COLDFIELD:
ATAT Hirmitigham Road, 572 10F
Tek 0121 354 $174

Seguarn ShoppEng Centre, WST 10F
ek Ill'ﬂ T s

GW WOLVERHAMPTON:

4 King Sreel, WYL 15T

Tek: 0140 231 U4h4

BIRMINGHAM, Console Games:

Tek 0121 477 0022
WOLVERHAMPTON, HobbyCraft:
Tel: DBAS 151 A543

GW HIGH Bt
Undi s, The Octugan Cendre, HPT 2HT
'I':l-_lil-l! A53 14

GW MILTON KEYNES:
504 Sifhury Boalevard, MK 240
Tk 190 6 (477
AYLESBURY, Bear Necessities:
Tel: 01296 421098
BUCKINGH.AM, Abacus Toys:
Tek: 01280 821815
GERARDS cnoss, Howard Marshall:
Tel: 01751 BA2952
MILTON KEYNES, HobbyCrait:
Tel: 01908 308 330
NEWPORT PAGNELL, Doodles
Tel: 01908 61049
PRINCES RISBOROUGH, Treals:
Tel: 01844 134354

* GW CAMBRIDGE:

54 Regent Strepl, CAL {DF

Tl 22 311 1350

GW PETERBOROUGH:

1 Werstwneth Street, 11 10H

Tel: 01733 800 052

ELY, City Cycle Centre:

Tel: 01351 663131

HUNTINGDON, Sports & Fashions:
Tek: 01480 454541

PETERBOROUGH, Your Story:

Tel: 11733 341007

5T NEOTS, First Computer Games:
Tel: 0141 380 638

5T NEOTS, Gamers:

Tel: 01400 217 443

ST NEOTS, Westgate Department Store:
Tel: (1400 474242

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Litile Shop:
Tel: 01534 732187
JERSEY, ST SAVIOUR, The Jersey
Train .\nd Model Centre

07Tey T
GUEI{NSE\' ST. PETERS PORT, Carousel:
Tel: 01481 721721

GW ALTRINCHAM:

Unlt 1, 17 Grafion Stresd, WATS 10U
Teli 0161 429 4506

* GW CHESTER:

VI2 Foregate Streer, CHT THIE

Tel: 0124 227 1067

* GW MACCLESFIELD:

Linit 3, Chestergate Mall, Groseerior Centre,
SK11 BAR

Fel: 0162 561 Y020

12 Mersiy

Tel: 0kt 474 (427

GW WARRINGTON:

Uil 14 fank Sireel Tome Siquare, WAL ZAP
Tel: 0182 565 {904

ALTRINCHAM, The Gaming Crypl:

Tel: 0161 929 9919

BIRKENHEAD,
Tel: 01531 87 4067
CHEADLE, Fantasia:

Tel: 0161 491 1130

CHESTER, HobbyCraft:

Tel: 01244 630 110

CONGLETON, Deans Toys & Cycles:
Tel: 0126 027
CREWE, ABC Model Sport:

Tel: 01270 505 048

CREWE, Jac in a Box:

Tel: 01270 581 118

FRODSHAM, Steve Webb Models & Hobbies:
Tel: 01920 715 135

NANTWICH, HobbyCraft:

Tel: BI45 051 6537

MNESTON, Carousel:

Tel: 0151 136 671

NORTHWICH, Level 1:

Tols W60 45053

NORTHWICH, The Model Shop:

Tel: D160 126 346

SANDBACH, RC Nut:

Tel: 012570 759 890

STALYBRIDGE, Hardcastles:

Tel: 0161 303 9402

STOCKPORT, HobbyCrait;

Tel: D161 429 5400

HYDE, Goslings Toymaster:

Tel: il oy

WIDNES, The Hobby Shap:

Tel: M1514 241 947

* GW MIDDLESBROUGH:
Linlt 33, 39 Thandas Steet, TS1 1HR
Tel: 0164 235 401
HARTLEPOOL, lllusions:

Tol: 1429 237 199
NORMANBY, PC Tech:

Tel: 01642 461011

REDCAR, PC Tech:

Tel: 01642 481080

CORNWALL

GW TRURO:

Linat 1, Hridee Hiuse, New Hridgs Streed, TRE 244
Tel: 6147 212 0047

BODMIN, Bricknells:

Tel: 01 2041 77088

Kit Shop

B . C:

Teel: 01 286 357 368

BUDE, More Value:

Telc 01208 352 362

CALLINGTON, GM5 Games

Tel: (11579 364 K37

FALMOUTH, Kl.muw Toymaster:
Tel: 01326 31
HAYLE, ﬂlmzlts of Hayle:
Tel: 01736 753 012

LISKEARD, Bricknells:

Tel: 01579 342 161

LISKEARD, Trago Mills:

Tel: 01579 148 477

NEWGQUAY, Planet Hobbywood:
Tel: 01637 B5Y 941

35T AUSTELL, Adeba Toys:

Tek: 01725 73125

5T AUSTELL, Mad for Miniatures:
Tek; 01726 72759

5T IVES, Dragon's Hoard:

Tel: 01736 7

TRURQ, Toymaster:

Teb: 01072 272 452

WADEBRIDGE, Bricknells:

Ted: 201 813 27 4

* GW DURHAM:

ot Nt Toad, DHT 450

Teli 08101 473 1062

GW DARLINGTON:

78 Skinnergate, DU 71X

Telt 0132 338 Ma3

BARNARD CASTLE, Toy Shop:

Tel: 01R1S 637 196

BISHOP AUCKLAND, Windsock Maodels:

Tel 01 80 6lF) T6b

CONSETT, Kwikpart:

Tel: 01207 507024

SEAHAM, Games of War:

Tel: 01915 @17 118

STOCKTON ON TEES, Stackton Modeller:
0

Tek: G642 16 60

* GW CARLISLE:

Linih 2, Enrls Lane, CAT 1D7

Teli D122 158 A16
BARROW-IN-FURNESS, Heaths:
Tel: 011229 20 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 447 (47
COCKERMOUTH, The Toy Shop:
Ted: 01900 825855

KENDAL, Alre}; of Kendal:

Ted: 01534 7

PENRITH, Harpers Cycles:

Tel: 01748 864 475

WIGTON, Jacksons Diecast Models:
Ted: 016497 342
WORKING

Telt 01900 873 122

DERBYSHIRE

GW DERBY:

42 Slor Gate, DET INL

Tl 0133 237 1657

ASHBOURNE, Lumbards Toys:

Tel: 11335 345115

BELPER, Children’s Choice:

Tel: 01773 A25865

BUXTON, Knowles Toys and Models
Ted: 01248 24204

(CHESTERFIELD, Chesterfield Department Store:
Teli 0024 220 200

GLOSS0P, Wain Services:

Tel: 01457 B33 548

ILKESTON,
Ted: 01 158 32
MATLOCK, Shawes:
Tel: (1629 502 402

DEVON

* GW EXETER:

31a Sldwell Street, EX4 BNN

Tel: 0139 245 @05

GW PLYMOUTH:

114 Comenwall Street, FLL LR

Tel: 0175 225 411]

GW TOR

12 Matket s:r.« rqr 1A

Tel: 0100320 1036

BARNSTAPLE, The Battlezone:
Tel: 07271 421 344

BIDEFORD, The Tarka Train
Company:

Tel: (7237 424 407

DARTMOUTH, WG Pillar & Co:
Tel: 01603 832 139

EXMOUTH, Gamezone Models:
Tel: 01295 267 733
HOISWORTHY, Honiton Toy Shop:
Tek (1404 41741

HONITON, Bazaar:

Tel: 0740% 253 {792

v ToyTown:

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(#) Imdicatis Gaming Room facillties.

HOBBY STOCKIST
Cofers 2 oty gaming snd gaintig sarvéer.

ME ELITE STORE

NE PARTNER STORE

Stucks murst of the Games Warkshop range.
INDEPENDENT STOCKIST

Official sellers of Games Warkshog products,*

REOPENING
el stpckints,

* To be sure they

Stacks the complete Games Warlishop range and offers introductory gaming and painting lessons.

_i

uave wihat bou wanf in sinck, we ecommend calling the stons Gt

KINCSBRII}GE The Trading Post:

I 01548 832
NE\\‘T ABIIOT Austins:

26 151 44
?L\"MOUTH Mnl‘lel Shop:
Tel: 017
T.v\\-'ISTOCK Kalmdosmpr
Tel: 01822 615 2346
TEIGNMOUTH lackmans Toybox:
Tel: 0162
TORIIII\GTON, Toyzone:

Tel: 01805 624 T

DORSET
GW BOURNEMOLUTH:
24 Past Difice Ruad, BHT 1BA
Tel: 2o 2a1 W
* GW POOLE:
Ut 12 Towinsgale Centre, THIS TER
Tel: D120 268 5634
BOURNI OIJTH Hobbycrait:
Tol: mi2n,
BRIDPORT, FrusLi Toymaster:
Tel: 01308 422 29
DORCHESTER, Dorchester Toys:
Tel: 01305 267 152
SHERBOURNE, The Corner House:
Tol: 01915 15 615
SHERBOURNE, The Toy Barn:
Tel 01935 015 040
WEYMOUTH, I(min:k Models:
Tol: 01305 750 0
WE\"MOUTH Ilazzama!.u:
Tel: 01305 700 &1

ESSEX

GW CHELMSFORD:

Uil 4C. The Moadows Centre, CM2 GFiF
Tel: 5124 544 0040

GW COLCHESTER:

2 Short Wyre Street, CO1 1IN

Telt D120 76 7274

GW SOUTHEND:

12 Soithchunch Road, 551 2NE

Tol: 0170 246 1251

GW THURROCK:

Uit 4T, Ll ), Lakiide Shopong Crstet WNVTH 1)
1 ta] I

1 High Street, Tl 01759 508 0
BASILDON, HobbyCrait:

Tel: D1260 2400 100

BRENTWOOD, B&M Cycles:

Tel: 01277 214 342

CLACTON ON SEA, Clacton Art & Craft Centre:

Tel: 01255 436 346

HARLOW, M'\rqul:c Models:
Tel: 01274 423 33

LEIGH-ON- SE.Q Caliver Books:
Tel: DI702 473 906

MALDON, Colin Bliss Models:
Tel; 01621 651 327

RAYLEIGH, 'I'oys N Tuck:

Tel: 0126 ]

GW CHELTENHAM:
b Pittvilbe Streel, GLHE 2T
Tili 0124 322 §410

GW GLOUCESTER:

33 Clarenee Streed, GLY TEA
Trl: 0145 250 5001

BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 07451 H20 686
GLOLCESTER, Battle Honours
Tel: 01306 45075

GLOUCESTER, HobbyCraft:
Tek: 11452 424 995

GW BASINGSTOKE:

I Palten Walk, RG21 760
Tel= D125 4l 050

GW PORTSMOUTH:
4 Arurlel Streel, POT INL
Tel: (1234 247 5266

GW SOUTHAMPTON:

1) East Streel, SOT4 1HG

Ted: D23H B33 1562

GW WINCHESTER:

35 Jewry bireet, SOZTRRY
Tel: 15 26 0199

ALDERSHOT, The Game Shop:
Tel: 01252 311 443

ALTON, Alton Madel Centre:
Tel: (51420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 243

BOTLEY, Just Add Imagination:

Tel: 01409 701 177

FLEET, Fleel Toys:

Tel: 0125 261 3949

GOSPORT, |C Books:

Tel: 02392 580 931

HAVANT, HobbyCrait:

Tel: BI4S (51 6554

MILFORD ON SEA, Miliord Models and Hobbies:

Tel: 01390 642 112

NEW MIL'ION ans of New Milton:
Tel: 01425 (ol

D‘ Fnlly Muodels:

I‘ORTCHESTEII Wicor Models:
Tel: 02392 351 160

RINGWOOD, Tﬂ}i of Ringwood:
Tel: 01425 479 44.

ROMSEY, Ih:nndnbunl

Tel: 11794 512 145

SOUTHHAMPTON, Rock Bottom Toystore:

Tels 02300 633 947
SOUTHSEA,
Tel: 02392 74
WATERLOOVILLE, Forever Toys Lid:
Tel: 02392 266 153

WATERLOOVILLE, Paul's Hobby Shop:

Tel: 01705 239 116

BARNET, Toys Toys Toys:

Tel: (200 449 09

HEREFORD, Hereford Model Shop:
Tel: 01432 352 A%

L[OMI\Sm “arim s Models & Crafts:
n

Ted: 03
ROSS ON \'\«VE Revolutions:
Tel: (1982

www.games-workshop.co.uk/storefinder

RONILINE

107



__FRUNTLIN

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

1 Bridgn Sreet, HPT 1EF
Tel: 0744 124 972

GW ST ALBANS:

18 Heritage Cline. ALY 4E8
Tel 0172 786 1194

4 031

(U(‘kFOS ERS, Murray & Brand:
HAIH'[\DE\I Fellcuatmns
1"

Tel: 01502 767 &

HERI?ORD M.mquee Models:

Ted: 01%42 50

HITCHIN, Mamty Models;

Tel: 01467 422 204

LETCHWORTH, Model Images:

Tels 011462 654 B35

STEVENAGE, HabbyCraft:

Tel: D45 051 6353

STEVENAGE, KS Models:

Tel: 01438746 6lh

WELWYN GARDEN CITY, Toys Toys Toys:

Tel: DI707 391 319

WATFORG, HobbyCraft:

Tel: D45 051 6530

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:

Tel: 01983 2921 M3

NEWPORT, Toy & Models:

Tek: 01943

RYDE, The Spurls & Model Shop:

Tel: |I|MF|1 w2

RYDE, Fun Faﬂ and Fantasy:

Teli (1981

KENT

GW BLUEWATER:

Lot 8528, Upper Thammes Walk, Bhurwater, EM) 940,

Tel: 0132 242 7880
GW CANTERBURY:

Einit 5, fron Far Lane, CT1 WK

Tel: 122 745 2080

GW MAIDSTONE:

7a Puelfing Lane, MET4 1PA
Tel: 102 267 7435

GW TUNBRIDGE WELLS:

4A Camiden Streef, TN1 2PLI
Vel i1 49352 573

ASHFORD, GZ Computers Lid:
Tel: 01213 (140 )
BEXLEY HEATH, Kit Krazy:

Telz 1200 290 71

BROADSTAIRS, Time & Space:

Tel: D1843 Bél Ol

CHATHAM, Maynes:
Tel 01634 400 031

CRAYFORD, HobbyCrait:

Tel: 01500 713298

DOVER, Turners Models:

Tel: 01304 204 711

FAVERSHAM, Abacus Toys:

Teb: 01745 591 200

GRAVESEND, Steve's Callectables and Moidels:

Tel: 01474 564 465

GRAVESEND, The Stamp Centre:

Tel: 01474 534 T6h
HERNE BAY, Spearings:
Teli 01227 374 149
HYTHE, Apple Jax

Telc 01303 262 602

MAIDSTONE, HobbyCraft:

Teli 01522 623 750

Tel: 01609 #23193

SEVENOAKS, JH Lorimer:

Tel: D173 452 [80

SEVENOAKS, Manklows;

Tel: 11732 454

SITTINGBOURNE, A] Blundell & Son:

Tel: 01705 424 371

GW BLACKPOOL:
8 Birley Streed, FY1 10U
Tel: G125 475 2056
GW BOLTON:

Unit 27, 36 Acresfiehd Mafl, BEY TEA

Tali 0120 436 2131
GW PRESTON:
15 Milbsr Arcade, PRT 204
Tel 0177 262 1855

UNDER LYNE, Roundabout Toys:

Tek: 01611 432 344
BLACKBURN, B,
Tel: 01254 6

Rl
BLACKBLIRN, Mercer & Sons:
Tel: 11125 454 700

BOLTO\I Hubhrl:r:ﬂ
Trel: 01204 374 300

BURNLEY, Compendium

Tel: 01262 437 D60

BURY, Conways Toymaster:
i

Tel: 01417 (16 2

CHORLEY, Hampamn Toys & Nursery Waorld:

Tel: 1257 263 (45

EI.ITHEROE |:uwg|lls of Clitheroe Lid:

LA \CASTER Ml:m Markets:

Tel 01524 840 486
'Iill‘l':

\\U RECA“BE wcm Markets:

DR“S‘K\R‘K I:lﬂuls

ims: )AL: Rossendale Models:

P!!E_'H(J\ Hul:!n(‘uﬂ

ST u\ HRIDGE

Tth.\TD\{lE L\S Toy2eave Collectables:

108 WHITE DWARF

"5 STORTFORD, Boardmans:

Hardcastles:

WIGAN, ngan Madel Centre:
Fel: 01942 245 B3

LEICESTERSHIRE

GW L R:

LUinit 2.16/20 Silver Strest, LEY SET

Tek 0716 251 0510

GW LOUGHBOROUGH:

22 kgpin Siregt, LEV 1VA

Tel: 0150 923 1107
ASHBY-DE-LA-ZOUCH, Steve’s Models:
Tel: 01530 416 827
COALVILLE, Geoiis Toymaster:

Tek: 01530 532 795

GW GRIMSBY:

4 West St Mary's Gate, ONIT 118

Tel: 0147 234 7757

GW LINCOLN:

Unit Saia, Salterpate, (oubilde of Waterside
Centrel, LNZ TAF

Tel: 0132 454 027

BOSTON, Models and Computers:
Tel: 01205 355 102

GRANTHAM, Portprince Models and
Hobhies Ltd:

Tel: 01476 5%2 001

LOUTH, Castaline:

Ted: 1307 602145

MABLI GRPE, Belas Toymaster:

Tel: 015 13z

SCUNTHORPE, Shermans Model Shop:
Tel: 11724 342 435

SKEGNESS, The Model Shop:

Tel: (11754 761 424

SPALDING, Mason's Models:

Tel: 01775 722 456

GW BRENT CROSS:

st 19, Liswes Mol Brrmi Croom Shhapping Crsber, NV IFE.
Tk U208 200 4074

* GW BROMLEY:

Uit 24, The Mall, Bramley; BR1 175

Teli 0208 454 U674

GW COVENT GARDEN:

Wini 33, The Market, WEE BIF

Tk 0207 230 5104

GW CROYDON:

Linal 13, Drummood Centre, keeley Ruad, CROTTH
Tk 0208 600 600

GW EPSOM;

il High Street, KTT9 8AD

Teleoi 372 75101

GW KENSINGTON:

Shap 7, Lancer Square, Kensington Charch
Street, Wi SEH.

Telr 0207 437 3017

GW KINGSTON ON THAMES :

13 Fife Hoad, KT1 15F

Tel D200 5495224

GW LONDON (Oxford 5t):

Unlt F10, The Plaza Shoppig Cendre, 151
Flout, 1 16+128 Oninni Sireet, WIN 20P
Tel: (K07 436 nE38

GW RICHMOND:

Linil i, Westenirster Hissse, Kew Boad, TW3 280
Tel: 0300 840 6122

GW ROMFORD:

12 Quasilrant Arcade, RM1IED

Tl 01700 742 146

GW STAINES:

B Clarerce Strect

Tel D17 440 1575

GW SUTTON:
Unft 26, Theves Sjuire Shopping Centre, SM1TLF
Tel: (N8 771 5454
* GW UXBRIDGE:
Uit 12, Clionmers Mall, The Pavifions
ing, Centre, UGN ILN
Toel; 0789 525 2000
GW WATFORD:
15 CQueens Road, Harfequin Centre, WO1 170
Tel: 01721 245348

Tel: 0200275 -
BLACKHEATH, 2nd |IIIPI'I!!iIDI1!
Tel: 0200 1152 5192
BLOOMSBURY, Just Games:
Tel: D207 313 M0

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:
Tel: D20A 593 5938

FINCHLEY, Leisure Games;

Tel: 0206 346 2327

GREENFORD, HobbyCraft:

Tol: D20 747 7500

HAMPSTEAD, Happy Returns:
Tol: 1207 415 2431

HERNE HILL, Just Williams:

Tel: 0207 733 9955

LEYTON, Ditchfields

Tek: 0208 3192021

PUTNEY,
Tel; 0204 78
RUISLIP, John Sanders:
Tel: (1895 64 141
WIMBLEDON, Elys:
Tel: 0200 546 91491

MANCHESTER ARER

GW MANCHESTER (Central):

Lt R35, Marscen Way Seuith, Arsile Contrr, MM 181
Telt 01141 1184 AT

GW TRAFFORD CENTRE:

Unlt L40F Tradfurd Cenire, M1T SEN

Tedc el 755 D65

ALTRINCHAM, The Gaming Crypt:
Tel: 1R 429 991%

ECCLES, Amazon Minialures:

Tel: 0161 708 7650

NORTHEND
Tel: D161 946 1759
TYLDESLEY, JPL Models
Tel: 01542 8561301

MERSEYSIDE AREA

= GW LIVERPOOL:
¥3h Cenirab Shogyaing Centre, Raneleigh, 111Q7
Tel: 0151 703 (1963
GW SOUTHPORT:
Unlt K2, Marhle Plat= Shogpsay Contre, PRI TOF
45012455

Stelorac:

FRONTLINE

ST HELENS, 1D Gaming:

Tel: (11744 75
| Model Shop

WALLASEY, Wi
0151 200 8155

EAST SHEEN Flay Inside Out:
Tel: 02003
EAST SHEEN, Fandemulll
Tel: 012018 78D Bl

ENFIELD, Jennings Stores:
Tel: D200 504 1504

ENFIELD, Pearsons:

Tek: U200 173 4200

HARROW, Toy and Nursery
Tel: 0208 4222610

GW NORWICH:

12:14 Exchange Street; NR2 1AL

Tel: 160 376 7636

EAST DEREHAM, Starlings Toymaster:
Tel: 01362 (497 764

EAST DEREH
Tel: 01362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tek D320 53 110

HOLT, Slarllngs Toymaster:

Tel: 01263 713

HI.INEI'ANTDN, Hunstanton Models:
Tek 01485 533324

HUNSTANTON, Pavilion Toymaster:
Tel: 07485 533 100

NORWICH, Battlenet:

Teki 01601 745 595

NORWICH, Kerrisons:

Tek: 1601 414008

NORWICH, I.nngllys.

Tek: 01603 621959

NORWICH, § P Models:

Tel: 01953 AI787H

SHERINGHAM, Starlings Toymaster:
Tel: (1 243 B2 305

TAVERHAM, Norvic Models Lid:

Tel: (1603 165211

WROXHAM, Point House Toyshop:
Tel: 016413 706 04

NORTHAMPTONSHIRE

= GW NORTHAMPTON:

2470 Abimghin Square, NNT 444

Tel: 01614 630 b7

KETTERING, Green Angel Cards & Games:
Tol: 01534 159 240

NORTHAMPTON, HobbyCrait:

Tel: (11604 591 B

, Youngsters World:

RUSHDEN, Os!
Tel: 01933 312415

WELLINGBOROUGH, Software Seller:
Teki 019331 440 61

ASHINGTON, Illu! Box Models:
Tel: 01670
HEXHAM, Rnbhs
Tel; 01434 02 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE
GW NOTTINGHAM (Central}:
Ha Friar Lane, NOT WD

Ted: 0115 148 D631

GW WARHAMMER WO

Witlow Roatf, Lenton. NGT WS

Tel: 0113 W16 8410

MANSFIELD, The Games Emporium:
Tel: 01627 040 022

NEW'.MIK Al:l:es Models:

NOTTI HAM. HobbyCraft:

Tels (45 051 6249
SUTTON-IN-ASHFIELD, Bastion Garning:
Tol: 07 IIEI 157168

N-ASHFIELD, Big Boys Toys:

EST DCFORD Inspirations
Tek: 0115 902 1200
WORKSOP, Model Base:
Teki 01909 501 752

GW OXFORD: :

1A Bush Huwee, New Inat, Hall Strest, O%1 2DH
Teli 1863 242 101

ABINGDON, Just Toys:

Tel: 111235 524 13

BANHUR\" Trllld!l' Bros:

Tel: 01245 262 746
CARTERTON,
Ted: 11993 042

\\ALLINGFD}ID Pettits nrw:.llingford<
Teh 01491 535 2

WITNEY, ankrlih:

Tehi 01993 704 479

PEMBROKESHIRE

HAVERFORDWEST, Emry’s:
Fel: 01437 779 bdb

RUTLAND

OAKHM»‘_ Ia(k in the Box Toys:

» GW SHREWSBURY:
i Masket Street, Y7 1LE
Td. 0174336 207

ORD, Sanda
uh niaLaT6TE
BRIDGENORTH, thby Horse:

Teli 0174 b 766 634

OSWESTRY, Funfayre:

Tel: (1651 670 646

TELFORD, QIIEiImg Knight Games:

Tel: 01857

Sports & Tnys:_

SOMERSET

* GW BATH:

510 Wesigale Busibdimgs, Avon Street, BAT 1UN
Tel:MIZE 533 4049

BURNHAM ON SEA, GW Hurley:
Tel: 01278 709 281

CLEVEDON, Just For Fun:

Tel: 01275 341 9

FROME, The Ellenbray Press:

Tel: 01373 462 134

FROME, Frome Model Centre:

Tel: 01373 465295

GLASTONBLURY, Pedalers Toymaster:
Tol: (1450 K14 562

GLASTONBURY, PC's PC's:

Tel: 01438 813900

MINEHEAD, Mmellead Toys & Models:
Tel: 01643 705

TAUNTON, K ck::rs:

Tel: 11023 335 057

TAUNTON, Hatcher & Sons:

Tel: 01023 272 277

WELLS, Wells Maodels:

Telt (1749 675 262

WESTON SUPER-MARE, |] Toys:

Tel: 01434 410 151

YEOVIL, Yeovil Collectors Centre:
Tel: (11935 433 739

YEOVIL, W‘Ich Engine:

Tel: 01935 7

S'I'IFFIIIII)SIIIIIE

* GW BURTON ON TRENT:

Linit #f, Union Conist, Union Street, E14. TAA
Tel: 0120 353 5863

GW STOKE:
27 Stafford S, 571 1L
Tel: 017TR 220 5287
Alsager, Alsager Toys and Models:
Tek: 01270 [Hi2 471
LEEK, Chapler 1:
Tel: 01538 399 465
LICHFIELD, Digital Dragons:
Tel: 07941 AITTIF
NEWCASTLE UNDER LYME, Sundowner Mudels:
Tel: 01782 10 601
S‘I'AFFORD SLD Models:
258 711

, Stafford Games:
Telii01785 135577

ORD, Too Fat Goblinz:
Tel: 5144 499

STOKE-ON-TRENT, Battlezone
Games & Collectables:

Tel: 07782 833 633

TAMWORTH, Geofi's Toys:
Tel: 01330 532 745

TAMWORTH, Hobbycraft:

Tel: (11817 360 B0

SUFFOLK

= GW IPSWICH:

53 Weslgate Stretd, 191102

Tol: 1473 200 031

BECCLES, Toy Box:

Tel: 01502 712 7115

BURY 5T, DMUNDS Model Junction:
Tel: 01264 7
BURY ST, EDMUNDS Starlings Toymaster:
Teli 01284 761 B4

FELIXSTOWE, Wizards Workshop:
Tel: 01394 177 233

HALESWORTH, Halesworth Toy Shop:
Tel: 01480 B74 270

IPSWICH, Galaxy Models & Hobbies Lid:
Tel: 01473 729 279

IPSWICH, Tnfwrlrld Ipswich:

Tel: 01473 720 535

NEWMARKET, Moons Toyland:

Teli 01638 663 147

STOWMARKET, D | Collectables:

Tel: 01445 771 M5

STOWMARKET, Simpson & Sons:

Tel: 01445 612 914

SUDBURY, FT Games:

Tel: 01767 466 060

SUDEUR\' T'nelty‘: Toys:

Tel: 1707

WOODBIIIDGE, Toylown:

Tel: 11104 181 170

GW EFSOM

 High Street. KT8 RAD

Tel: 01372 751881

GW GUILDFORD:

Uit 1, §/12 Tomagate, GUY 30T
Tek 0140 345 179

GW WOKING:

Uinit 3 Claary Cour, GL2T bH
Tel014R 377 1675

CAMBERLEY,
Tell 0176 S B0

CATERHAM, Modeller’s I.nﬂ

Tel: 01883 34T 818

COULSDEN, Taylors Toys and Sports:
Tel: 0200 b6 00710

Tel: 01483 173 777

DORKING, Darking Models:

FARNHAM, Darlalar
HTel: 01252 B30 324
PURLEY, |H Lorimer Lid:
Tel: 0101 6D 9714
REDHILL, Gamers Guild:
Tel; 01737 704123
REIGATE, The Toy Shop:

Telt 01737 245 300

GW BRIGHT!
Unlt 7, Nile Pauilm-. WNTTHW
Tel: 0127 340 3333

GW CRAWLEY:

11 Braadway, RHID 10X
Teb: 0729 355 27

GW EASTBOURNE:

13 Termbneis Rusil, BNI) 30L
Tel: M3z 3ea1421

BOGNOR REGIS,
Trains Models and Hobbies:
Tel: 01243 Ned 72
BURGESS HILL, Kid's Stuff:
BTel: 01444
CHICHEFI' R, Chlch!sler Toys:
Tol 01243 7 snn;.
CRAWLEY, HobbyCraft:
Teli DB45 051 6552
EASTBOURNE, Phantasia:
Tel: 01323 723 308
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:
Tek: 01400 268 050
HOVE, Kids Dreams:
Tel: 01273 420 bk
SEAFORD, Big Kids Toy Shop:
Tel: 01323 699 059
ST LEONARDS ON SEA, Silverhill
Models and To:
Tel; 01424 431 133
UCKFIELD, Kid's Stufi:
Tel: 01825 764 194
WORTHING, KC's Games Shop:
Tel: 1904 217 983

TYNE AND WERR AREA

= GW NEWCASTLE (Central):
Linit A, Newgate Shopping Centre, NET SHE
Tel: (1in 232 2410
METRO (Metro Centre):
Limit 2, First Floar, The Arcade (near Ue
Mediterraneats Villagel, NE11 3YL
Tel: 1191 461 0950,
GATESHEAD: HobbyCrait
Tel: 0191 402 7410
MNORTH SHIELDS, SR Gladston & Son:
Tel: 11912 570 125
SUNDERI..»\ND, Joplins:
Tel: 0191 510 2115
SUNDERLAND, Toy and Computer Store:
Tel: 0191 565 5194
WHITLEY BAY, Alan's Model Shop:

Tel: 91 253 3602
WARWICKSHIRE

GW COVENTRY:

Lt 39, Upper Luvel, Cathedral Lanes
Shepping Centre, €V 1LL

Tel: 01247 621 7411

GW LEAMINGTON SPA:

1 Sireet, TVI2 SEC

Teli 146 435771

BEDWORTH, Railway & Modellers Junction:
Tel: 02476 116 285

COVENTRY, Habtlycraﬂ

Tel: 02476 234 5.

KENILWORTH, .-\bnmil Arts & Pictures:
Tel: 01926 511 294

RUGBY, Joto Railways & Models:

Tel: (11708 362 372
STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 1709 295 50

WILTSHIRE

GW SALISBURY:

115 Winchester Street, SF11HI
Voli 0172 293 0455 -

GW SWINDON:

18 Brunel Plaza, SN 1LF

Tolu U179 343 6034

DEVIZES, Hoggosaurus Toymaster:
Tel: 01300 723 841

MALMESBURY, 5P5 Malmesbury:
Tel: 01666 BI4340
MARLBOROUGH, H Duck:

Tek: 01672 512 170

MELKSHAM, The Toyshop:

Telt 01223 748 415

SWINDON, HobbyCraft:

Tel: 0845 051 6551

SWINDON, SPS Ltd:

Tel: (11793 Bik1 452

TROWBRIDGE, The Toy Shop:
Tel: 01225 75l 13

WESTBLIRY, The Gas Cupboard:
Tel: 01373 825 825

* GW lCEFI'HI!

23 Lychgate Mall, Cathedral Plaza, Wit1 20%
Tel: 1150 361 6707

DROITWICH, HobbyCrait:

Tolz 04145 051 w5400

DROITWICH, Loak-rite Ltd T/A Toywaorld:
Tel: 01903 772 403

EVESHAM, Batile Honours LIK:

Tel: 0134 B45 NFﬁ_I _

REDDITCH, Hoggosaur
Tel: 0 Bl 042
STOURPORT ON SEVERN, TP Activity Toys:
Tel: (1199 872 000

YORKSHIRE

GW BRADFORD:
4 Prctadilly, Drafford, BOT 3LW
Ted: 0127 473 S0
GW DONCASTER:
26 High Steeet, Doncaster, DNT 3EG
Tel: 0030 232 0335
GW HARROGATE:
i3 Station Parsde, HOY 1TT
Tel: 01142 456 4110
GW HULL:
B0 Paragon Streel, HUT IND
Tel: (148 256 9576
GW LEEDS:
A Lands Lano, 158 BLI
Tul: 0111 143 0834
SHEFFIELD (Central):
Vi Fitzwilllam Cate, 51410
Tel 0114 275 0114
GW SHEFFIELD (Meadowhall Centre):
Linit 510, High Street, Upper Mall {next to
entrance mear Hualh), 59 1EN
Tel: 0114 256 90136

Toymaster:




* GW WAKEFIELD:

86 Kirkgate, the Ridings Centre, WET 1TH
Telt 0192 436 9491

GW YORK:

LA Lendad, YOI 1AQ)

Teli D198 452 814

BARNSLEY, Jancn Toys:

Tek: 01226 0865

BRIDLIN 0N Croppers:

Tel: 01262 6

BRIDLINGTON, lcy Tea Ltd:

Tal: 01626 401 054

HALIFAX, Conways Toymaster:

Tek: 07422 353 986

HALIFAX, Halifax Modellers World:
Tel 01422 349 15

HUDDERSFIELD, Something Wicked:
Tel 01484 559 234

KEIGHLEY, Conways Toymasier

Tel: 01535 604045

LEEDS, Hobbycraft:

Tek: 01135 389 3021

NORTHALLERTON, T & FM Grover Litd:

Tel: 11609 773 334

OTLEY, Eunway; Toymaster:

Tel: 01943 402 05

PICKERING, Pufiers of Pickering:
Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Teli 01759 306 041

SCARBOROUGH, Games Centre 2;
Telt 01723 365444

SCARBOROUGH, Space, Myth and Magic:
Tel: 08456 441 113

SEI.I!\’ M Sporls and Toys:

SHEFFIEI.D Warglmc; Emporium:
Tel: 01142 754 821
SHEFFIELD, Wargames Emporium
Gaming Centre:
Tel: 11142 560487

WAKEFIELD, Model and Craft Centre:

Tel 01924 374 087

'WHITBY, John Anderson - Toymaster:
Tel: 01847 602 213

YORK, Fenwicks:

Tel: (115903 645122

GW CARDIFF:

1 High Streot, CHID 1BU.
Tek: 1291 164 4717

» GW NEWPORT:

5 Skirueer Street, NP20 1H#
Tel: 0163 123 6295

GW SWANSEA:

53 Kingaway, SA1 3

Tel 074 246 3068

Tel: 1238 631 haT

ABERGAVENNY, Richards of r-bergnvmry:

Tel: 01673 452 46
ABERYSTWYTH, Albatross:

Tel: 115970 617 636

BANGOR, Acme Games:

Tel: 01248 371 457

BRECON, | Clirh Toys & Gifts:
Tel: 11874 622 B65

ﬂRIDGEND |Illlil for Fun:

I:AIIM.RKTHEN. Gnnd Nrwi.
Tel: 0126
CARM.ARTH
Tel: 01267 237 7
CHEPSTOW, Arhsls Corner:
Tel: 0121 627 3

COLWYN BAY, Hippo Toys:
Tel: (1452 534 169

CONWAY, Hippo Tays:

Tel: 01492 534 109
DOLGELLAU, Mars Vs Venus:
Tel: 01347 423 407

LLANDRINDOD WELLS, Corven Arts:

Tel: ODTDO 664 904
I.LﬂNDUDND, Tmasure Trove:

Tel: 0784 k!

LLANTWI MA]OR Rainbow Plaza:

MACHYI\I.I.EIH, The Toy Box:
Tel: 01654 707 901

NEWPORT, HobbyCrait:

Tel: 0543 @51 4540

PEMBROKE, Dragon Alley:
Tel: 01645 621 456

PONTYPOOL, Pmygraig Post Office:

Tel: 01495 763 844

PONTYPRIDD, Sugar and Spice:
Tel: 07879 221 179

PORTHCAWL, Game Itd:

Tel: 01656 704 420
PORTHMADOG, Alma Figures:
Tek: 0176k K30264

RHYL, Lightioot Models:
Tel: 01745 131 368

WREKHAM ﬂﬂtl: Ideas Toymaster:

Tel 01970 261 244

SCOTLAND

* GW ABERDEEN:

LnE 1, 1214 Upper Kirkiale. AR 16A
Teli 0122 464 477

GW BRAEHEAD:

115 Braehead Shopping Centre, Kings 1nch
Raad, G51 40N

Teli 0141 ARG G440

GW DUNDEE:

111 Cammercsal Street, DOT 28]
Teli 0738 220 2382

GW EDINBURGH:

130 High Street, EHI 105

Teli (197 220 6540

GW FALKIRK:

12 Conk Wndl, EXT1PL

Teli 01142 452 4353

= GW GLASGOW:

01 Univn Sireel, G1 305

Teli 61144 221 1673

GW LIVINGSTOMN:

26 Almondvale Centre, EHE4 68D
Tel) 11507 43325%

ARBROATH, Hags:

Tel: 07241 072195

BANCHORY, Toy and Gift Shop:
Tel: 01330 £25 506

BRECHIN, Gardiners:

Tel: 01356 5
CRIEF
Tel: 11764 #5
DINGWAI
Tel: 01344 Ha2 346
DUNFERMLINE, Abbey Models:
Tel: 01303 731 116

p[;y Craft Company:
T0i
Sports and Model Shop:

DUNFERMLINE, Fife Council Libraries:

Tel= 01503 G2 208

DUMFRIES, Toytown:

Tel: 013067 264084

EAST KILBRIDE, DTS Models:

Tel: 11355 238 98

EDINBURGH Mar]olwille Models:
Tel; 01313 17

ELGIN, Il.mners Toymaster:

Tel: 01343 542 442

FORFAR, Haq;:

Tel: 01307 46326

FORT WII.LI.v\M The Granite House:
Tel: 01307 703 &

GLASGOW, Aha:us'

Tel: 0145 342 4300

GLASGOW, Static Games:

Tol: 3141 552 1705

HADDINGTON, Model Mania:

Tol: DG20 B25911

INVERNESS, Junners Toymaster:

Tel: 01463 233 234

ISLE OF LEWIS, A D MacDonald and Son:
Teli OBS1 705 650

KILMARNOCK, Scotch Corner:

Tel: 01561 520 262

KINRCISS The Hope Chest:

Tel: 01577 B62 514

KIRKCAI.DY 1I|u Hope Chest:

Tel 01592
‘JOR'I'H A
Tel: 01475 GO9Iz

NORTH BERWICK, Laws Cycles:
Tob 61620 f90 643

ORKNEY M:Immrr-'l'nymasler

||lar§ Mlll‘ll!li

SHETI.AND Hama Dept Store:

Tel: 01595 5!

THURSO, Durrans:
Tel: 01447 893 184
TURRIFF, E Rae and Son:
Teli 01880 562 610
WHITEHII.LS, Kraft Kahin:
Tel: 01261 BG1135

NORTHERN IRELAND
GW BEL

J0A Cantle Cait, Y1100 {howards the back
of the centreiTel: 0199 02334
BALLYMENA, Camerons:

Tedp (K2B-2564021

BANBRDGE, Toymaster Banbridge:
Tel: ".'Il--lllﬁ?.'}."a

BANGOR, Replay Games:

Tel: 02091452210

COLERAINE, Toymaster Coleraine:
Tel: (28-70144444

ENMNISKILLEN, Modellers Comner:
Tel: (12866322367

LISBURN, World of Wonder:

Tel: (20-926659590

PORTADOWN, Toymaster Portadown:

Tel: 028-35350085

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

BRUGGE, Fair
Tel 130 38 51 B3 iy
AARSCHOT, Conect'r
Tel: 016 36 86 34
ANTWERPEN, Celtic Cross
Tel: 03 208 41 65
DENDERMOND| Toj Mnll_m
IEENMIZI 17 51t AR%R
DEURNE, The Gamestore
Tol: 033 !- 5545

ENT, Lood & Spelen
Tels m AT H
HASSELT, Oberonn
Telz 011 ‘.IS1 58

OLDSBURG, NV Moestermans:

Tel: 011 49 g:
LEUV! Dicepool
Tel; miﬂ;‘i 4894
MECHELEN, De Spelfanaat
Tel: 015 4450 07
OOSTENDE, King Arthiir
Tol: 059 51 57 56

AALST, Hermelijn

Tel: 053 41 48 66

ANTWERPEN, Red Dragon Games
Tel: 032 31 71 61

ASTENE, Miniatuuraulo’s Eeckhout
Tel: 082 24 17 96

BLANKENBERGE, De Speelhoek
Tel: 50 41 49 23

BRUGGE, Modelbouwcenter
West-Viaanderen

Tel: 050 34 20 71

ﬂRUSSEL Inlerloys Anderlecht

I!RUSSEI. Interln'rs Laken
Teh 022 68.71 41

GENT, lnlmnys Genl

Tel: 002 24 42

HALLE, Mlshr.\ ‘s Playground
Tel: 023 61 58 5

RSHERE Bus Stop Toy Shop Ltd:

HALLE, Top 1 Toys
Tel: 023 54 04 03

Tel: 011 3253 5
IXELLES, Enlertms Inelles
Tel 025 14 17
KORTRIJK, Bm Yaga
Tel: 056 37 46 07
KORTRIJK, De Concorde
Tel: 056 37 05 63
KORTRIJK, Albion
Tel: 056 32 43 07
NEERPELT, 't Spelienhms
Ted: 011 74 40
DOSTENDE, ﬂmms
Tel; 159 80 49 3
OVERIJSE, Intertoys Overijse
Tel; 026 87 42 53
ST NIKLAAS, HQ

20 51 31
Al, Intertoys Tournai
Tel: 40 21 42 22

SOFIA, Moria

Tel: 360 2 98k RIS

SHANGHAI, Zark

Telr (o (211 57011

{75
SHANGHAI, Zhanchui Store

Tel: H6 21 32360000

OSIEK, Land of Magic

Tel: 3845 11 275 7

¢
VARAZDIN, Land of Magic
Tel: 105 42200141

ZAGRER, Land of Magic
Tel: 103 14870077

ZAGREB, Land of Magic

Trl: 30514923917

CYPRUS

NICOSIA, ANT Comics
Tol: 00 3 G304
NICOSIA, Megaland

Tel: DO 25 7 S6R12
PAPHOS, Cyprus Crusade
Tel: 00 357 17640072

CIECH-REPUBLIC

BRNO, Cerny Rytir

Tel: + 420331213860

CESKE BUDEJOVICE, Chaotit

Tol: +4 20602409158

HARADEC KRALOVE, Knihkupectvi Valhalla
Tel: 4420495522009

KOPRIVNICE, Magic

Tel + 420495522004

I.IlEIti(‘ Eallle Gamu-Obthodnn Pavilion

CISTIIA\"A Milrn {knihkupectvi)
Teli +420774 404 0

PRAHA, Ogri pre

Teki +4 2214934611

PRAHA, Cerny Rytir

Teli +4202223 12461

PRAHA, Cerny Rytir

Tek +4HI2TLH1 2401

VSETIN, Atlantis

Telr 4420571411557

DENMARK
GW KEBENHAVN
Freduribsharggaie 3k, 1381,
Tel: 331222 17

ORG, Dragons Lair
Tel: 4812 16 18

C, Dragons Lair

Teli B 1900061
HILLERGD, thby & Fritid
Tel; 48 25 20 1
K@BENHAVN K, Faraos Cigarer
Teli i3 322071
KOBENHAVN NV,
Arena Kobenhavn
Tel; 38 33 57 00
NAESTVED, Arena Nestved
Tel: 55 54 67 00
ODENSE C, Dragons Lair
Tel: 6541 97 01
RODOVRE, MR Games
Ted; 36 72 0255
ROSKILDE, Fanatic Roskilde
Tedi 46 6 35 #I
LYNGBY, Faros Cigarer
Tel: 32 1023 23
HELSINGIZ’II. Hobby og Fritid
Tel: 4921 45
HERNING, Farsel Keelder
Ted: 45 1018 97
VORDINGBORG, Legekaden Vordingho
Tel: 55 34 04 “G, %
AABENRA, Legekaden Aabenrd
Tel: 74 62 24 05
AALBORG, Aalborg Hobby Service
Tele W 12 13 15
AALBORG, Bog & idé Aalborg
Tel: 91 11 66 14
AALBORG 5V, B.0. Boger Aalborg
Tel: 98 7

AARH , Gohblin Gate

Tel: 86 194311

AARS, Ting og sager

Tel: 941 62 45 32

ASN/ES, Bog & Ide Asnas
Tel: 549 55 00 14

ESBJERG, Bunkeren

Tel: 75 1H 171 99

ESBJERG, Adwznlum Corner
Tel: 351111 5

ESQIERG II 0 Boger Eshjerg
Tel: 73

ESPERG»‘ERDE B.0. Boger Espergaerde

Tel: 49 11 19 45

ORE FINDER K

GAMES WORKSHOP HOBBY CENTRE
1#) Indicates Gansiieg Room lacilities.

HOBBY STOCKIST
Offors A hably gaming and painting service.
NE ELITE STORE

NE PARTNER STORE
Stocks ment of the Games Warkshop ramge.

INDEPENDENT STOCKIST
Ovficial sellers of Games Waorkshap products.

pEw e NING

Stncks the camplete Games Workshap range and offers intraductiory gaming and painting lessons.

* To be sure they have what you want i stock, we recommierd calling the store first,

FREDERICIA, Bog & Ide Fredericia
Tel 76 24 59 69

FREDERIKSBERG, Legekweden Frederiksherg
Tel: 38 19.7
FRIEDFKIKSSU D, Legekaeden Frederikssund
Tel: 47 30 39
GILLELEJE, Lillys Legetoj
Tek: 48 10 30 940
GORLEV, Sparetime
Tel: 30 85 B 113
GRENA, Bog & idé Grend
Tek: 06 32 1433
GREVE, B.O. Boger Hundige
Telk: 43 90 641 (19
HELSINGE, B.O. Boger Helsinge
Tek: 48 70 40 01
HERNING, Bnddy Legetoj
Tek:
HIL BD I.ngekeden Hillernd
Teli 48 24 51 61
HIORRING, Hjorring Hobby
Tek: 30 60 40 33
HOLBEK, Storkfelt Bog & idé
Teli 39 43 00 74
HOLTE, Legetajshutikken
Tek: 45 46 17 B2
HORSENS, Legekaden Horsens
Telt 75 il B0 11
HORSHOLM, GAD Harshalm
Tel: 45 86 04 00
HUMLEBEK, Rodes
Tek: 48 14 12 200
KALUNDBORG, Koch's Bager & Papir
Tel: 59 51 00 54
KIELLERUP, Ide & Hobby
Tel: 6 B8 13 26
K@BENHAVN K, Fantask
Tedi 14 93 83 30
KOLDING B 0. Boger Kolding
ol: 7550303
I(O DING, Good Games
Ted: 75 50 03 04
KOGE, Sema
Tel: 56 61 07 04
LYNGBY, B.O. Boger Lynghy
Tele 45 17 04 45
NYK@BING F, Hundehuset
Tel: 34 16 08 46
NYKBBING M, Morsa B
Tel: 97 7207 00
ODDER, Legekaden Odder
Tel: 86 54 42 76
ODENSE 50, B.0. Bager Rosengardscentrel
Tel: 66 15 99 I8
RANDERS, Bog & Ide Randers
Tel: 86 43 08 10
RANDERS, ngt Sorensen Hobby
Tel: 8b 4

B 43 39 13
KOBING, Buddy Legetaj

Tel: 57 32 08 DR

RINGSTED, Bog & Ide Ringsted

Tel: 57 61 0010

RINGSTED, Buddy Legeta]

Tol:

KGDO\"IIE B 0. Boger Rodovre

Tel: 3 41 04 45

RONNE, Dorthe’s Hobbystue

Tels 56 05 94 45

ROSKILDE, @nskeleg

Tel: 46 32 3463

ROSKILDE, B.0. Ro's tarv

Tel: 45 46 34 12

SKAGEN, Legekeden Skagen

Teli 9044 54 65

SD?\NDEI!BDRG Schmidt Bog & idé

Tel: Bh 52

SK ]'rdsl: Bughandcl

51
SLJ\CEI.SE Uldtollen

Tel: 5it 53 50 35

ST HEDDINGE, Hobbystalden

Tel: 56 50 86 10

S\i'ENDBOP.G Farve & Hobby Hjornet
Teli 62 11 31

SVENDBORG, B.O, Boger Svendborg
Tel:62 17 22 90

TASTRUP, cenbmgsa:nw

Teli 43 71 61 15

'I'HiSTED Iludd)' Legetoj

Tel: 9

\-'EILE B D Bﬂg(r Vejle

\'IBORG Baltlt Bunker
Tel; H6 60 17 40

GW BLANCHARDSTOWN
Unif 248, Blanchardsdmwn Shapging Centre,
Dishfin. Tek: 037 122 3668

GW DUBLIN

Uit 3%, Lonieer Liffey Steval.

Tel 01 72 574

CORK, Other Realms

Ted: 21 42TH500

DUBLIN, Models Inc.

Tel: 00153 179299397
GALWAY, Gamers Realm
Tele 91 5463 006

BALINA, World of Wonder Balina
Tel: 096 TH6TH

BLACKPOOL, World of Wonder Blackpool
Tel: 1214 110445

IiIiM'_I(ItCII'_‘K, Art and Hobby Blackrock
Tel: 01 263

Yelz00 3 o717
CLONMEL, Toymaster Hogans
Tel: 052 23973
CORK, World of Wonder
Tel: 031 4110445
DOUGLAS, Art and Hobby Douglas
Tel: 021 436 3580
DROGHEDA M and Hobby Drogheda
Tel: 041 987 7
DUBLIN, th :md Haobby Jervis Centre
Tekoin ‘-h 63
DUBLIN T\'t Banba Dublin

i

LLERECE s
DUN LAOGHAIRE, Toymaster Banha Dun Langhaire
Tel: 012 004 011
DUN LAOGHAIRE, Art and Hobly Dun Laoghaice
Tel: 012605047
DUNDALK,
Tek: 042 4
DU\IDRUM ﬁd and Hobby Dundrum
Ted: 012962
DUNGJ\IIW\N. Toymaster Murphys
Tel 056 41376
ENMNIS, World of Wonder Ennis
Tel: 065 a4 BHST
ENNISGORTHY, Toymaster Play and Learn
Tel: 053 23188
KILKE\INY Tovmaslcr Crottys

n Save

KILhE\INY !\rl and Hobby
Tel: 0%6 71904

LIMERICK, Arl and Hobby

Tel: 061 309
MD[S Grahamﬁ Toymaster
i

1 MERICK, Art and Hobby

Tel: 061 10975

MJ\EROI}“ Toymaster Marys

Tel: 1126 42491

= -
MAAS, Art and Huhhy Naas
Tel: M5 674322
NAVAN, Game Bandits
Tel: (M6 SUT5099

NEWBRIDGE, World of Wonder Newbridge

Tel: (M5 447,

SANTRY, Art and Hobby Santry
Telt 01 #1562 4500

5T STEPHENS GH EN At and Hobiby Stephess Green
Tel: (114781263

STILLORGAN, Toymaster Nimble Fingers
Tel: 01 2800704

TULLAMORE, Toymaster Robbins

Tel: 0506 21541

WATERFORD, The Hobby Shop

Tel: 051 B52 227

WATERFORD, Tall Tales Bookshop
Tel: 051 671 967

WEXFORD, Toymaster Play and Learn
Tol: 053 23780

WEXFORD, WOW New Ross

Tel: D51 421473

WICKLOW, Toymaster Hopkins

Tel: DA 467225

WILTON, Art and Hnbby Wilton
Wilton, Tel: 0121 434 7

ESTONIA
TALLIN, Procard Baltic
Tel: 00 372 6398478

STANLEY, Falkland Collectibles
Tel: USIHIZTTT4

GW HELSINKI

Simnalatu 8, voiv,

Tek 09 75 1345 25

HELSINKI, Fantasiapelit Helsinki
Teb: 0 5 0a00

LAHTI, Puolenkuun Pelit

Tel: 03 751 5131

PORVOO, Puolenkuun Pelit Parvos
Teli 019 5340377

TURKU, Fantasiapelit Turku

Tl 02 232 9413

ESPOO, Pelimesta

Tek 0% 511 1283

JOENSUL, Fantasiapelit joensus

Tel: 013 284 Ind

LA, Fantasiapelit fyviskyld

Teb: B14.21 6624

www.games-workshop.co.uk/storefinder

BONILINE
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110 WHITE DWARF

KUOPIO, Fanlzsupcht Kuopio

Ted: 017 J411044

LAPP pelil Lapp
Tel: 615 341 1376
OULU, Fantasiapelit Oulu

Tal: 08 17T ahd
TAMPERE, Fantasiapelit Tampere
Tedily 772 5300

Tk ob SEI ALy
HAMEENLINNA, Lelushoppi

by ol
HEINULA Talousmuovi ja lelu
519115

!AKCIBST.QD Toys 4 Fun
Teli 076 721 2080
aakko Saari

KOTKA, fagle Card

Teli 05 21 4234

KOUVOLA, Mlluvltpux

Tel: 05 311 795

LAP?EENRANTJ\. Antikvariaatti Suma
Tek 05 541 1760

LAPPEENRANTA, Antikvariaatti Suma
Tel; 05 541 1760

MAARIEHAMN, Dillen

Tel: 018 15571
MANTSALA, Papado
Tel: 019 660 1971

MIKKELI, Muppela
Tel: 015 16 1611

HW
Teli 15,34 83710
PORI, Porin Pitkis

Tel: 02 633 2100

PORI, Parin Askartelu

Tel: 02 632 K671

RAAHE, Raahen Astartelu ia Paperi
Tel: 08 223 6H25

RAMA, TT-Pop

Tel: 02 523 4040

: 501

IlCI\-'.ﬂNiEMI, I.ngm:m?er Jissi
Tel: D16 356 0545

SALO, SaJun Harmile

Tel: 026 356

IOIC[ Pttl:akrekl:n
6 417

AIOICI F.\nl.\mllrma

Iﬂ_'.l 3!

Tol: 016 &1 5456 A 5

TERVAKOSKI, Tervakosken Coconut
019 754 12

nbfﬂiwm‘ RI;
Tl 19 24d tazil

TAMPERE, Info Koskikeskus
Te

VEHMAA, Vanha Kaarti
Tel: 050 527 49011

GREECE

ATHENS, Action Hobbies
Tel: 0030 210 6564515
ATHENS, Fantasy Shop: Peristeri
Tel: b0 210 577434
ATHENS, Fantasy Shop: Halandri
Tel: 0030 ’l[lﬁl"] 196
ATHENS, Fantasy Shop
Tel: NS0 210 HXI1072
ATHENS, Fanl.'\sy Shup Ag. Paraskevi
Tel: 0030 210 L0035
ATHENS, Fanl.‘Ls, Slmp Pagrati
Tel: D00 210 7
.J\THENS Fanl.\sy Slmp Kifisia
Tel: 003 i 8016041
Fanlas Shop: Peiraias
Tel: D030 210 4135757
ATHENS, Fantasy
Tel: 5030 210 TE2ERTT
ATHENS, Kaissa Amarousiou

Tel: 030 210 6141675

hop: Exarcheia

ATHENS, Kaissa Gly[adas
Tel: G030 210 8502 03
ATHENS, Kaissa Halandnuu
Tel: O30 210 KBUS445
ATHENS, Kaissa Kallidromiou
Tel: G030 216 36644
ATHENS, Kaissa Monokeros
Tel: DIKS0 210 06513 950
ATHENS, Kaissa Neas Filadelfias
Tel: (0 30 210 17944
ATHENS, Kaissa Neas Smimis
Tel: 00 30 210 17944
ATHENS, Kaissa Pagratiou
Tels 0030 210 7216 318
ATHENS, Strategy Hall
Tel: 00 02104135757
CHANIA, K Chanion
Teel: (0130 22 TORIS
CRETE, Fantasy Shop: Herakleion
Tel: (030 2010 1712
HALKIDA, CD Corner
21 075
KALLITHEA, Fantasy Shop Kallithea
Tel: D30 110 959 1912
LARISA, Kaissa
Tel: 04130 24105
MAROUSI, B,
Tel: 0030 21025

Tel: 00 30 2752
PATRA, Fanlasy Slmp Patra
Tel: D030 2610 2210

PATRAS, Kaissa Palr.!c

Tel: 0030 2610625632
PEIHFI’EIIJ{J Kalssa Peristeriou
Tel: 030 2 7

PIRELIS, I:Iraguns Eye Store

Tel: (0302 106929164

issa Thessalonikis

THESSM.ONIKI Underworld
Tel: (O30 2310 2411} 43

VOLOS, Fantasy Shop

Telt (030 24210 20T

HONG KONG, Fun Atelier
Tel: (852) 20664871

HUNGARY

BUDAPEST, Sliver[and
Tel: (4136 12 504
BUDAPEST, Tmllballang

Ted: 061 36 1 321327

BUDAPEST, Tmllbarlang Buda

Tel: 00 36 1 343 1469

MISKOLC, Deron

Tel: (036 46 411520

SZEI(F_‘}FEHI‘_K\"AII Legendak Csarnoka
Tel: 0036 70 3857

SZEGED, €

Tel: (146

REVKJAVIK, Nexus
Tel: 552 5011

JAKARTA BARAT, Comics N Games
Ted: 021 56963855

JAKARTA SELATAN, Fantasy N Games
Tel: (631 -600-50343

SURABAYA, Fantasy N Games

Teld: 031-600-50343

SUIIABAYA anlasy N Games

Ted: (1817 44)-

Iagvl:g
i

ISRAEL

HAIFA, Kitara
Ted: 00072 AR5

Tel: 0472 36290320

LITHUANIR

Vilinius, Db
Ted: 00 370 5 131254

MALAYSIA

KOTA KINABALU, Sabah, Just Wargame
Tel: 6013 - BOT 3269

KUALA lUMPUR Comics Marl

Tel: 043 - 2207 1626

KUALA I.UMPLIR “ysuFaF.m Outpost

o
PETALING rA\‘A Sel:mw. The Games Circle
Tel: 6 016 - 451 04

SHAH ALAN S&IJ\\GGIL Dakka Dakka Games

Tel: b 017 -292 0525

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:

15A TOWN, Carousel World of Imagination

Tel: 0 973 1967 T35

MALTA

MM.‘IJ\, F 'ddun Power
el: 35

MA[I I:b es Lid
Tel: 00136 21 895423

N.\UCAI.PAN Qne;l thim-s and Games.
Tel; 005
NEUVD lFON Imperl.\l Fleet
Tel: 521 811 066 7926

PUEBLA, La Fortaleza

Teb OU52 222 409 50 30

THE NETHERLANDS
GW AMSTERDAM
Rakin 36, 113 KT,
Telb: 020 (22 3851
GW DEN HAAG
Scholyirast 128, 2517 AX.
Tel: 070 142 7834
GW ROTTERDAM
Van Obdenbarneveldplants 452, 10712 AR,
Tek: 010 200 0268
ARNHEM, Spelkwartier Arnhem
Telt 026 370 2028
DEN BOSCH, De Dobbelsteen
Tel: 072 614 5530
LEEUWARDEN, Spellekijn
Tel 050 213 1112
LEIDEN, Vliege
Teb: 171 311 27073
MAASTRICHT, Vlieg-er-uit
Tel: 047 125 1651
TILBURG, De Dobbelsteen
Tel017 543 1700
IWOLLE, Games-n-Stufi
Tel: 036 421 (383
ALKMAAR, Bookers & Strippers
Teli 072 5121210

AMEIISFOORT Spellenwinckel
Tel; 043 470 a1z
ASSEN, Plok
Teli 05% 231 3292
BERGEN OF ZOOM, Big Boys Te
Tel: 0164 25 048 e B
DEN HAAG, Spl"!nlmis
Tel: 670 364 4702
ENSCHEDE, Pijplines
Tl: 053 3305727
GRONINGEN, Krikke's Hobbyshop
Telt 050 311 5114
HAARLEM, Spellenhuis
Tel: 023 5113 188
MIDDELBURG, De Burcht
Tel: 011 650048
NIJMEGEN, Moenen & Mariken
Tel 024 321 @115
 Whi
Tel: 030 230 4123
VENLO, Modelbouw Luthart
Tel: 077 354 2688
WORMERVEER, Mini-Wanders
Tel: 075 G40 1017
ZOETERMEER, RC-Pitstop
Teek: 07 316 0560
ALMELO, Somberg Modelbouw
54 I|!|| 1981
ALPHEN AAN DEN RIIN, Top 1 Toys Arie vl Panee
Tel: 0172 47 2254
AMSTELVEEN, Het Ganzenbord
Tel: 020 h41 2552
APELDOORN, Vreemde Zaak
Tel: 057 557 1564
APELDOORN, Top 1 Toys = De Kinderdroom
Tel: NS5 STR100)
AFEI.DOOIN Villa Wammus

nulm Technohobby

044 755 0248

NENHOF, De Groot Toy Special Store

Tek 020 347 3344

BLARICUM, RC-Fun

Tel: 935 5130049

BREDA, Modelbouw Bliek

Tel: 076 511 #8596

BREDA, De Dobbelsteen

Tel: 076 5264700

BUSSUM, Bakx Modeltreinen

Teli B33 691 B410

DELFT, Top 1 Toys Speldorado

Tel: 015 214 4516

DEN BOSCI-I, Gameforce Den Bosch
5058

Tel: 074 7

HAA G FJ[ Fantasy Shop
Tel: 070 3561357
DEVENTER, Knibbel Comics
Tel: 057 061 6HTY
DGRIJRF.CHT Hobhy Modethouw Dordrech

Telz 078 631 2711

www.games-workshop.co.uk/independentstockists

FRONTLINE

EDE, Tinnen Suldaa‘

Tel: D111 B5 29

EINDHOV N, Gamefnrru Eindhoven
Tel: 040 2447030

EMMEN, Spirithoes

Tel: D59 w3717

GELEEN, Tactica

Tel: 046 47 48 7115

GOES, Fanlns antasr Store

Tel 011 325 81

GOR!NCH[M. Netten Modelbouw
Tel: 018 363 G400

GOUDA, Inl:rlu}! vfd Wal

Tel: 018 251
GOUDA, Thz Muwe Store
Tel: 016 2 1)

GRGNII\GEN, Wirwar

Tel: 050 314 (424

HARDERWIK, Inp] Toys Volgers Spel & Hobby
Tel: (1341 412

HEERENVEEN, Tnp 1 Toys Valgers Spel & Habby
Tel: 0513 b2
HENGELD, ‘.I'up 1 Toys Mickey van Wezel
Tel: 674 291 220

HOORN, Het G!ll.‘ Teken

Yel: 1022 921 1523

LEEUWARDEN, Brattinga Speelgoed
Tel: 58 212 5682

LEIDEN, Tolkienwinkel

Tel: 071 541 1324

LELYSTAD, Treinenhoek

Tol: 032 025 3160

MAASTRICHT, Hounjet

Teel: (43 363 G7TH

NUENEN, Schellens Speelgoed

Tol: (40 201 2954

OUD-BENJERLAND, Mourits Model-Hobby
Tel: 0186 62 1931

PANNINGEN, Tnp 1 Toys Mare Janssen
Tel: 077 4634564

ROERMOND, Bloemboetiek Hermien

Tel: 010 2709233
SCHIEDA
Tel: 010 473

SI'I'IARD Atomik

Tel: (M6 4515074

SLUIS, Top 1 Toys E. v/d Vijver

Tel: 011 Fai 1391

SOEST, Top 1 Toys Soest

Tel: 035 629 0444

SPIJKENISSE, Lord of Magic

Tel: (181 619041

SURHUISTERVEEN, Spiritvaull

Tel: 155 FTG109%

TIEL, Goblincave

Tel: (K344 6154 bEY

UDEN, Goblin

Tel: 041 327 0662

UTRECHT, Subcultures

Tel: 130 2311122

UTRECHT, Eli Fantasy Shop

Tel: 030 201 7157

UTRECHT, Never Never Land (Wieder & Kuganl|
Tel: D30 233 2293

VELSERBROEK, Mol Plastic Modelbouw
Tel: 023 5375342

VENRAY, Else Hobbyspeciaalzaak

Tel: 0470 514099

WASSENAAR, Top 1 Toys Kouwenhoven
Tel: 70 517 0211

WIN . Top 1 Toys jk
Tel: 054 331 2027

ZWOLLE, Boekenhalte

Tel: 038 422 1077

ZWOLLE, Top 1 Toys — De Wit

Tel: 031 4217176

GW 0510

Malbergata 7, 0779,

Teli 2233 29 80
KRISTIANSAND, Hobby Huset
Tel; 38 (1203 10

BERGEN, Outland Bergen
Tel: 22 30 13 iy
TRONDHEIM, Gotham
Tel; 7251 28 80
LESUND, Kremmerhuset
Tel: 7014 37 700
ARENDAL, Nurh Arenasenter
Tel: 37 02 54
BEIRGEN l!lngu Lekeklossen
Tel: 55 92 2¢
BJE@RKL NGEI\ FX Hobby
Tel: 43 415 11 95
B Underholrln[ngmagnelm
307

BERUMS VERK Nuki Leker
Tel: 67 131310

\d leker Dokka

DIIAMMEN, Im.-allv

Tel; 32101 4% 00
FAGERNES, Lekesenteret
Ted: 61 36 06 52

F.RUSKE, Rlngn Smart
Tel: 7 i

FI.IS gO
Teli 2 <|-; a290
FORDE, angu Leikehuset
Tel: 57 2 01 02
FREDRIKSTAD, Leketorvet
Tel: 6931 56 30

GI@VIK, Ringo Leke-Olsen
Tel: 61 1082 10

HAMAR, Lekehuset Maxi
Teli 62 57 .lll on

HARSTAD, Srrk\lt og Ritt
Telt 77 06 57
H!\UGESUND Norli Haugesund
Tel: 52 72

HITRA, Ringo Hitra

Tel: 72441245

KONGSE EIIG Ringo Rolf Liane AS
Tel: 127211 ¢

KOI\GSVINGEII Ringo Gagata Leker
Tek b2 81 76 17

KRAGERD,

Tel: 35 98 04 84

0 Bamsefar

o Karis Hobhy

KRISTIANSAND, Outland Kristiansand
Tel: 38 09 94 20

KROKSTADELVA, Helmax Leker

Tel: 12 47 99 10

LANGESUND, Ringo Tarangers Eftf.Per
Tel: 35 97 36 &2

LARVIK, Ringa Sokrates

Tel: 3318 54 37

MO 1 R.ANA .+ Ringo Lekehjornet Mo
Tel: 73 1517

MII.'JI.DE st w Teker Leke Jomel

Tel: 71 21 91 &

MOSIOEN Hobhvseulr:l

Tel: 75 17 01 7

MOSS, Brio FrlsLnFnIdl

Tel: 69 25 12 %0

MYSEN, Brio Saker og Ting

Tel: 65 89 01 %4

NARVIK Ihngn Barnas Verden

Tel: 76 94 65

NESBRU, Ilmgn Holmensentret

Tel: 66 77 9

OSI.D Rllo Notabene Lambertseter
Tel: 22 28 05 51

O5L0, Outland Paleet

Tel: 2233 04 1)

SANDNF_‘E, O Saeland

Tel: 51 6615 09

SAI\DVIKA, Hobby Larsen

Tel: 67 54 01

SKI, Brio T‘u Inn

Telt 64 85 77 77

SKIEN, Solu-ahs Hobby Garden
Tel: 35 52 87

SOLA Itmgn Sola Gaver og Leker

SCII\ AI. ngn Sogndal Glasmagasin
Tr Vi B0
SO LAND Ringo Bamse Leker

SFIKKEGTA\D Trollmannen Leker
Tel: 47 26 51 19
STAVANGER, Outland Stavanger
Tel: 31 93 B &)
STAVANGER, Veslefrikk
Tel: 510952132
SIOKMA!KNES Stokmarknes Aktietrykkeri
Ted; 76 11 77 50
5\'kKI.\"\-'E‘4, Ringo Blindheim
Tel: 7025 10 29
TGNSBEIIG Gledeshuset

el 92 2517

TROMS@ Tromsrl Bruktbokhandel
TR ) \4 Outland Trondheim
;:QN_!_)HHM, Tranderfrim

TYNSET, r Ringo Tynset Bokhandel

Tel: 62 40 00 13
VADS@, Brio Vadsa
Tel: 7894 22 29

PHILLIPINES

QUEZON CITY, Neutral Grounds
Tedp 00 11 63 234 B9A2

POLAND

BIALYSTOK, Department Gier
Tal: 0048 157543360

BIELSKO BIALA, Gnom

Tel: 0048 33 B1246106
BYDGOSZ, Cytadela

Tel: 0048 691 2333 (19
BYDGOSZCZ, Emplk DTC
Tel; 0-52 121 15

BYDGOSZCZ, Emplk Galeria
Tel: (=52 346 66 15

GDANSK, Empik Alfa

Tek: =50 511 03 6

GDANSK, Iskra

Tel: 0042 01952

GDANSK, Spider Games
Ted: 0048 58551 43 37
GDYNIA, Empll Centrum
Tel: (150 620 07

GDYNIA, Fulnlux

Tel; (048 58 THITT0G

GDANSI(. prel lerum Gier

Tel: 0048 58 347024

GLIWICE, Camo Slallnn

Teli 0D4H )ﬂl

KATOWICE, Bard Centrum Gier

Ted: (D48 32 2 ""

KIELCE, Sklep RPG Gracz

Tel; 0048 507013367

KRAKOW, Bard Centrum Gier

Ted: 0041 12 6320715

KRAKOW, Empik Galeria

Tel: 012 629 86 00

KRAKOW, FHU Smok

Tel: +48 694514851

LODZ, ‘Aik’ Firma Ksiegarska

Ted: 0048 42 6198301

LODZ, Empik Manufaktura Empik Mega

Ted: (42 639 12 31

LODZ, Gamelord

Tel: 0048 42 6311161

LUBLIN, Balrog

Tel; 0048 602714813

LUBLIN, Empik DTC

Tel: 07 144 25 02

LUBLIN, Itn.yi

Tel: 0048 01 5327

MIELEC, G.

Telr 004817 3B5309

NOWY SACZ, Hobbit

Tel: 0048 b0 4133512

{.}?DLE Hm! II Cnmpuiers
IIIJI’|

P[I.CHDW E Imper:llnr FF

Tebi +48 122376014

POZNAN, Bard Centrum Gier

Ted: 0048 b1 B538277

POZNAN, Empik Mega

Tel: +01 832 66 %0

POZNAN, Dom Gier

Tel: 00 41 M1 665EI00

POZNAN, Sklzp W’Icrek

Tel: 0048 61 500 65




PRUSZCZ GDANSKI, Fenris
Tel; D048 (00 Ta0 005
RZESZOW, Empik Plaza

Tek: 0-17 H&0 G1 02

SWID K Mnnolnl'h lcon

SZCZECIN, Tall Tower

Vel: BO4R 91 4237001
TORUN, Emplk Copernicus
Tek 0-36 657 48 10

TDRLN Sklep Paplcrmcxv

WA Emp]k Sadyba Plaza
Tk 0-22 370 35
WARSZM’\A Fnlwr & Faber s.j.
Tel: 0040 22 5491265

WARSZAWA, Graal
Tiel: (0348 2

WARSZA'
Toel: IMI4E 54
WARSZAWA, Ksiegamia Bellona - Matras
Tol: M 22 8261707

WARSZAWA, Panda Zabawki

Tel: 0048 17 B264461

WARSZAWA, Skelp Morion

Tok: D048 22 4239120

WARSZAWA, Skladnica Harcerska
Tek: BT03126

WARSZAWA, Wamw Madel Centre
Ted: 0048 22
WARSZAWA \’\hrsaw Model Centre
Tel: 0048 22 611 17 96

WARSZAWA, Warsaw Model Centre
Tel: D048 32 602 305 070

WROCLAW, Bard Centrum Gier

Tel: 14 48 G16B58300

WROCLAW, Emp:k Mega

Tel; 071 343 39

WROCLA!
Tel: DB 71
\‘\'ltO(i AW, Skiep I’r.q(ahma Fantastyczna
Tel: 4305 71 354 43 44

L\BRZE. Empik M1

Tek 0-32 373 40 40

ZIELONA GORA, Avalon DT Centrum
Tok 00 40 6 1A5EI00

ZIELONA GORA, Ori

Tel: 048 RKEIZI560

PORTUGAL |

COIMBRA,

Telr (0351 2

LISBOA,

Tel: 0351 2

LISBOA, Lojas Arena

Tel: (1351 213 15 55 80
PORTO, Mundo Fantasma
Tel: DOB51 226 04 14 60
SINES, Galeria BT

Tel: 00351 265 63 25 11

BUCHAREST, Hobby Games

Tekr O 40 21 3231 451

RUSSIA

KRASNODAR, Alegris-ug (South)
Ted: TOUSHZEIIIT

MINSK, Valahanovich ent

Tel: I0I029 6350212

MINSK, Valahanovich ent

Tel: (NIBO2Y4 6348426

MOSCOW, Alﬂgris

Tel: 70952 1HE12

MOS(OW a\lﬂgﬂs

Tel: 709549243

MOSCO\‘\- Urﬁn Juice
846153

Na Styke Mirov

IRSK, Icehummer
l STOThAGE
SAR!\TO\". Detskiy Mir
Tel: 64 5840
5T PETERSBURG, Art-Miniatures
Tek: 00012 13211126
TAMBOV, Hohl:y and Igrushki

Tel; 0075 27

SERBIR-MONTENEGRO

BELGRADE, ANET Hobbystore
Tel: 00 381 11 1612
BELGRADE, ANET Hobbystore
Ted; 00 381 11 24 s
BELGRADE, EXIT Hobby store
Tol: 3BT 11 62 71 17
BELGRADE, White Dragon
Tel: 0O 387 h3D27222
NOVI SAD, Dragon
Tel: 00 301 171 36 24118
NOVI SAD, Valhala
Tel: 00 501 21315530
PODGORICA, Neutrr.m Podgorica

Tek 00 30T 6% 064 1

SINGAPORE

SINGAPORE, Comics Mart PTE Ltd

Tel: (883 2724

mn{- Comics Mart PTE Ltd

SINGJ\POI! Com-(s Mart PTE Ltd
Tel: 65 6
SINGAPORE, lnrgnwulls Hohbies
Tel: 63 6438 59

SINGAPORE, Paradlmn Infinitum Pre Lid

Tel: 65 6734-3450

SLOVAKIA

BRATISLAVA, War Gaming
Tel: « 421903219195

KOMARNO, Jonako SRO
Tel 4550409

KOSICE, Draco

Trl: s4215572

SLOVENIA

LJUBLI

A L mn Luknja

NA Prl (..uh]mu
56 AIITI0

'lhe Boys and Mens Hobby Shop

E‘lOEMFO.\"TEl. The Games Dungeon
Tel: (MIZ7 51 445 5090
CAPETOW! PMIIIIIEE Retail

C!\PFJ'OWN \Vlm!ds Books and Ganws
Tel: DUET 21 51 0360

DORINGKLOOF, Battle Planet

Tel: DO 27 5245 13933

l_)URI‘AN, Wizards Books and Games

Plastiks
31409
I'C‘H.'\ ESBURG, Esswex Retail
1 BEN361Y
IU}IANNESHURL, (Jull:r Limits Johannesburg
17 40

IUMNN!&HURG IC\ﬂl.‘l' Limits Pretoria
IIE!H::NEIS_H:JJIEE; hf ards Book and Games
|ISH:|L4IMEISI11ILIJ;‘(.I\{frarus Buaks and Games
Ilc::ﬂua:\I ! ‘éagng_snum Dragons Den
UMLANGA, The Habby Specialiss

Tel: 0027 31 566 41106

SOUTH KOREA

SEQOUL, Orc Town

Tel: 024 402 5946

SWEDEN

GW GOTEBORG

[hruttninggaten 52, 411 07,

Tel 031 133958

GW STOCKHOLM

Regosimgsyatan 30, 171 53,

Ted: i 217 840)

GAVLE, Hobbyshapen

Tel: 26106244

KARLSTAD, Spel och Fantasi

Ted: 054 15 10 70

NORRKOPING, Lekhuset

Tel: Di1287070

UMEA, Fantasia

el 09OTTUAG0

KRISTIANSTAD, Spel pa Vallgatan
Tel: 044 101097

SKELLEFTEA, Lek & Hobby

Tel: (4410 2960

STOCKHOLM, Dragons Lair

Tel: U8 654 10 50

STOCKHOLM,

Science Fiction Bokhandeln

Tel: G8215052

SUNDSVALL, Orionspel och biicker
Tel: 060155947

UPPSALA, Prisfyndel

Tel: U181 0isha?

VASTERAS, Zetterlunds

Tel: 021 10 44 %1

VAXJO, Helges Hala

Tel: 047 02 18 60

ANGELHULM. Brio

Tel: 6431
ARVIKA, Pi!n'\' Data
Tel: 037010669
Asarum, LEK & FRITID
Tel: 0454129505

AVE TA \"cga Video

BDRAS Hullh«l.':\
14111380

BKCIMMA, Boink!

Tel; 0026 00

DALARO, Butiken Svanen

Tel; 1709625105

ENKOPING, Nallens Leksaker

Tel: 0171 32750

ESKILSTUNA, Barnens Hus

Tel: 016401138

ESKILSTUNA, Lasses Leksaker

Tel: 016130335

FAI.I!:ENBERG Brio

Tel: 346 Ha7

FALUN, T spn[shursen

Tel: 0237

FAR]ESTJ\DEN Leksaksmagasinet

GISLAVED, Brio

Tel: 0371101733

HAI.MSTAD, Brio

Telt 03515917

HAPJ\IMNDA Barnens Hus

HE!.‘ GBDRG Spel Pa Kullagatan
Tel: 042 1210%]

HUDIKSVALL, Albins Leksaker
Tel: b

, Play Planet
Tel: 036122634

KALMAR, Mlnnr Lek & Hobby
Tel: 43024

KALMAR, Ojtoy

Tek: 048021002

KARLSHAMN, Brio

Tel; 04541070

l\MtI.SKOl' A, Lekladan
KARLSKRON-\ Brio

KM!LSI(RO\H\ Fact & Fiction

(MRS THT I

KATII INE CII. M, Brio
Te

KIRUNJ\ Erlu

T
KUNGALY, Lek & Hobby
Tel: 0300313940

KUNGSBACKA, Brio

Lr\m(}?ING Sagoland
0

Tek 0131

LIU\I(..B\ Brio

)
I:I.lmrns Hus

. Hobbyhiirnan
Laka TV-spel

NYNASHAMM, Svens Lek Och Hobby
Tel: 0 520 10 991

OREBRO, Brio

Tel: 0196 114053

OREBRO, Modellex AB

Teli 039 611 15 34

ORMINGE, Happies
Tel

IRMNSKOLDSVIK, Lajbans

Tel: 066031 D0
USK.MISHAMN Brio

SALA, Eluﬂs Leksaker
Tel: 022410114
SKOVDE, Partaj

Tel 031079499
STENUNGSUND, Brio
Tek U30IBOIRS
WOCICHGL\’\ Arcane
o4 07095940
.“'OCKHOLM Brio
Tel; (B7451 146

SIOCKHOIH  Happies Hammarby Siistad
!

STI!O\»\S'I!\D Leksaksbutiken
Tel: 52640333

SVEDALA, Brio

Tel: 040400118

TABY, Hobby & Prylar

Tel: 0051050420

TOMELILLA, Alis Leksaker

Tel: 041710000
IRULLH.'\”AN Partaj

'I' U “HJ\. |.|. ks.lisslsuugm

'IUMI.F-‘\, KDm & Lek
Tel: 04153060011

UDDEVALLA, Partaj
T

UPPLAND \A&B\' Barnen Hus

24
VARBER I\Drrga!nns Spel
Tel: A3406

VASTERAS, T\' “Spelshorsen
Tel: 021 113 0074

‘RONTLINE

GAMES WORKSHOP HOBBY CENTRE
1#1 Indicates Gamli Room facdities,

HOBRBY STOCKIST
Offers  hubly gaming and painting service,

NE ELITE STORE
Sincks the comphite Coarmes Wirkshog range and aifers introductory gaming and painting leson

NE PARTNER STORE
Sancks mast of the Games Wirkshop range.

INDEPENDENT STOCKIST

Official sellers of Games Warkshop products.*

NEW STORE OPENING
Intficates e shuees il sinckitis

* Tor b sure they have what you want in sfock, we recommend cailing the store first.

DNEPROPETROVSK, Huuk Shop (Goblin)

Telk: 01 300 675 64

VASTERAS, Zetterlunds Erikslund
T 1 104 3450

Te 3 V4901617 I
VASTRA FROLUNDA, Toys

- U3B3T099
\"IMMEREY Brio Vimmerhy
Tel: (4231180

VISBY, Lekstugan

Tel: 1430215050

YSTAD, Tv Spelshirnan

Tael: 411 66REN

KIEV, Budlnnk Igmshzk
Tel; (1) 300 442 1A 150

KIEV, Budinok Igroshek

IWAN Tel: 00 380 334 367 671
Tn KIEV, Charge
TAIWAN 806, Games 'R’ Us Tel: (3004445

Tel: 011764 94119 2750 KIEV, Nor

azl
Yeli o 4 442 73 702
ODESSA, Models

Tel: 00 180 505 622 277
SEVASTOPOL, Sevmaodel
Tok: 00 F00 953 165 4040
VINITSA, Spellscape

Tol: 00 100 6314 405 007

HHITEII ARAB EMIRATES

THRILAND

BANGKOK, Fantasia(TS Toys)
Tek 66 B 9771 1479

TURKEY

BAKIRKO\' &'hlr
02 t

i3 543
ISTANBUI. Cultage Unique Hall

Tel: 00 90 112 417 5iA9 lshups Trading
ISTANBU i 0 6525901

Tel: 1

ISTANBUL, Gerekli Seyler

Tel: 0050 212 291 (68%

ISTANBUL, Ureten

Tel: (90 212 w60 #9064

IZMIR, Excalibur

Tel: D090 232 464 That

www.games-workshop.co.uk/storefinder 111



Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the hobby together.

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,
Furtllurz Knighis:
Cuntact: Alan Vowles

Tel: 07771 985480

E-mally alasvowlesBmmn cam

BERKSHIRE

GCN BRACKNELL,
Bracknell Forest Gamers:
Contact: Dlan Curroy

Emalt: chairihigclubuorgak
GCN MAIDENHEAL,
MAD Gamers:

Cantact: Francis fise

E-mall; frpaseilimey,plus.com

GCN READING,
The Spiky Club:
Contact: David Cale
Eximall: ey clubBhofmail, coisk

GCN DUDLEY,
Dutlley Darklords:
Contact: Paul Sheldan
Tl (117U 280 Y6ty

GCN WOLVERHAMPTON,
Da Boyz Club:

Caontact: Darten Pugh

Tel: (7790 307 551

E-mail; daboyrklubsgongtomail.com

BUCKINGHAMSHIRE

GCN HIGH WYCOMBE,
eddon Inc.:

Confact: James Schafield

Tel: 114594 165 405

CHANNEL ISLANDS
GCN BRELADES,

Jersey Privateers Gaming Club:
Contact: Paul Mol

Tel: 3 T2

E-muit; nochwsrlock&anl.com

GCN CHES

Royal Guild ul' Minted Boards:
Contach Christupher Fry

Tel: 07176 470732

Exmall: ehiria Fry@iryujsfilms.com

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:

Contuct: Panl Mather
Exmalf panl matherstameside s

GCN MACCLESFIELD,
Maccwargames:

Contact; Duncasy Harradine
Wibrsite: yeww maccwargamesnrgib
E-maifs harraifine 2002 yatonco.uk

GCN MIDDLESBROUGH,
Middl ugh Gamers Club:
Coantact: Sean Atherion

E-miall: mpe-club@gmail com

GCN REDCAR,
Redcar Ironbeards:
Contact! lan Widdawson
Tel 01642 309207

GCN BUDE,

Dice and Dagger:
Chrstact: Kiurd Haker

E-minil: celtuflerninvibant.com

GCN WINDERMERE,

Narth West Warriors:

Ciontact: Adam o Davinia Tierner

Tedt OTRIS 317 867

E-armalls morth_ weestwarrliesihotmallcom

GCN CHESTERFIELD,
COGS:

ct: Anihony Bames

wils & ernel.eam
GCN PLYMOUTH,

Cross Swords Gaming Club:
Anthoey Cross

Vi
Prrmss-dawiinds ok

GON PLYMOUTH,
Plymouth Asso

Woadislte: mow ivmoathwargamer.co.uk

WHITE DWARF

ion of Wargamers:

DORSET

GCN POOLE,
Battlescar:

Cantatt: Pauil Cleveland

Tel: 012012 385 s

E-pail: paulihattiescar.couh

ESSEX

GCN CHELMSFORD,
Chelmsford Bunker:

Cantact: Gareth Willams

Tel: (11243 30542

E-mialk cdgarethitamail.ned
Wehsie www bunkerassanlt.couk

GCN COLCHESTER,

Colchester Games Club:

Cantatt: Colin Wilson

E-tralki itifods odchestergarimsclol.org ok

GCN SOUTHEND,
Southend Toy Soldiers Club:
Contatt: Paul Gayner

Ev lrull dhbienquiries@holtium con

GCN SOUTHEND,

Warzone: Southend:

Cartact: Michavl Ryan

Tel: 01369 £74805

E-mail: sampy ity ander. ook

GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contact: Stuart Mackaness.

Tel: (7707 135604

Webinbe: wivw lempusiugltives. oo,k

GLOUCESTERSHIRE

GCN DURSLEY,
Dursley Games Club:
Contact: Dan Bishap

Tek: 01453 549 177

GEN BASINGSTOKE,
Sad Muppets Society:
Cantact: David Difen-Jamies
E-mail: davirl fsabmuppetenry

GCN PORTSMOUTH,

Hammer N Ales:

Cantact: Ivan Builer

Tel: 17752 543402

Fomally

lammer_ sk purtsmaudfitotmalLo.ik

GCN PORTSMOUTH,
Shadowspawn:
Cantart: Gary Danaldson
Ted: 072 IR0E6T

NENT

GEN ASHFORD,
Stanhope Gaming Group:
Contatt: Sinon Cannan

Tel: 07133 wA3 996

Famaail: wcanuaniapac ek

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Contact: Colin Sfone

Telt 0175 340 0211

Eomall: colinicastung (resterve. couk

LEICESTERSHIRE AREA

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:

Comatt: Patrick Foster
Tel: 07% U1k 471
il il B yahiio, co.uk

LINCOLNSHIRE AREA
GCN LINCOLN,

Gobstyks:

Contack: Anna Delafield

Ted: 0124 643 1896

£l adelafiehd = oprawmid com

LONDON

GCN CLAPHAM,

Clapham Wargames Guild:
Contact: Thomas Petit

Tab: 07i%5 949 304

Eomail: fnfu@claphamwarganersong 1k

GCN COVENT GARDEN,
Cross Gaming Club:

Cptact: Karl MeWilion

Tel: fiFnsUa58818

Fumail: madmackarls781&ankcom

FRONTLINE

THE GAMES WORKSHOP CONNECTION

and get involved!

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

GON WANSTEAD,
Tanelorn w.trFamu Club:
Corttact: Martin

Eomasilt mastin. urmir Wb, com

GCN WATFORI

Watford Wargamu Federation:
Comtacts Hen Suldifi

Tel: 07908 710 675

Bl myeghienaslac 2001 Ehotmall, o

GCN LIVERPOOL,
Liverpool Gaming Guild:
Comtact: Lean Lytch

Emaits chubybennhitmail.co.ub

GCN RUNCORN,

Halton Dacmans:

Contact: fanette Fleming

Tel 01028 715 351

Email: faneite flemmingithation govuk

NORFOLK

GCN NORTH WALSHAM,
Blackfish:

Contact: Cave Hicks
Tebi 07077 312874

GCN NORWICH,

Aftermath:

Cantact: Lew Lawe

Telr 07721 B34 581

E-mall: lee.aftormathdbiintermel com

GCN NORWICH,
Battlenet:

2 REchard Millar
10702

Enalli richanfsilaimet ook

GCN OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Contact: Paul Girling

Webrwww, i th v

GCN WYMONDHAM,
Wymondham Wanderers:
Contact: Hasry MeCarthy

Tel: U790 955 YA2

Everiails sanidal Shwiicom

GCN BEDFORD,

Hﬂ!l‘urd Glaﬂl:mri Assaciation:
1 David
‘ul N HE‘J:'L‘

Email: ladiatorkdukiyahon, couk

GCN NORTHAMPTON,
Narthampton Warlords:
Contact: Mark 'eal

Tel: 077 010 402 57

Eemadl: ey parky HrEatnsllenn

GCN RUSHDEN,
Phoenix Gaming Club:
Conflat: Carl Kimg

Email: carlling ] Shtintyrmet.com

GCN BLYTH,
Northumbrian Adventurers Guild:
C Mark Anderion Celulier
2 Tk T390
E-prtad]: magrwn hines hotnesil.co vk

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
KLA:

Contct: Clre Webiter

Email: blakialonn i el

GON NOTTINGHAM,
Da Wot Notts:

E-mails s r|.|r.|||iimhm‘1mwmld.m

GCN NOTTINGHAM,

15t Cwnr‘any Velerans:
Chntact: Chrn Taylor
Eypmiail: citaylor_ubshyahna,net

GCN OXFORD,

Oxford Gaming Club:

Contart; Mike Sharp

TehArioz 704143

Emall: mikesharpdibimpenworkd.com

GCN WALLINGFORD,

South Oxfordshire Wargamers:
Cuntact: Darren lasset)

Teh 01063 300 150

SHROPSHIRE

GCN SHREWSBURY,
Gatekeepers Wargames Club:
Cunlact: Jamay Sherry

E-mail: infotgatekeepersme.k

GCN TELFORD,

STA.G.S Teliord:

Contact: Carl Evany

Tek: 01452 347917

Email: phoenix228bbieyonder.couk

GCN CANNOCK,

Games Club Cannock:
Contact: Richard Bryce-Hyr

Tel: 01543 458 224

Fmail: fomrichibricenyr fnel ok

GCN CANNOCK,
Toll Road Gamers:
Cantact: Mark Simkin

Email; marktshnkinganl.cony

GCN TAMWORTH,
TGC:

Contach: Phil Hamnkgan

Tel: DIHIT HI7446

Fmaili phithannigan 2002 #yahoa, ook

GCN WALSALL,

Warlords of Walsall:

Cantact: Martyn Furnival

Tult 07717 475047

Eails tartynfurmivatifliseyonder.co ik

GON ASSINGTON,
Suffolk and Essex Gamers:
Cimtagt: Mark Aldhuuse

Tel: 1440 THST IS

GCN BECCLES,

Ci K TS

Camtact; Chisstine Wosster
Teli 07477 R0& 544 tafier fipm)

GCN BECCLES,

Curious Dwarf:

Cant, Mies Rohinson

Tek: 079722 T6600

Email: glzartivusfefiscall.co.ok

GCN IPSWICH,

Swarmm Wargames Club:

Contact: Matt Hisltbon

Tels 01473 827 201

E-maili mattifhaldenhowse fresserve.conk

GCN NEWMARKET,

Newmarket Dwarf Wargames Sociely:
Comtact: Mark Haynes

ol muark haynes capupemint com

GCN MITCHAM,

Mitcham Marauders:

Cuntact; fasin Fowler

Tel 0778 3472

Email: mitchammaraudersiheimail ook

GCN TOLWORTH,
Tolworth First Founding:
Cantact: Peter Corps

Tel: DTTAN 790136

GCN WOKING,

151 Founding:

Contact: Ashiley Hommewood
Tul: 9193 270 7445

SUSSEN ARER

GCN BOGNOR REGIS,
BREBA:

Contact; Frank HAl

Tel: G785 119 663

Esmail: mirfrankliill Gy ahon, com

GCN BRIGHTON,

Brighton Warlords:

Contact: Fedey Cooke

Tel 0797 49 4240

E-maile peter. covked Zisntlwmrd com

GCN BRIGHTON,

Gambit Games UK:

Contact: Gareth Wynn

Emaile gareth wynnBididntwocd.com

GCN CHORLEY,

Coppull & Chorley Knights:
Contact: Jonathan Taylar-Yorke

Webrsile: wivw, eack-wargamesclit,arg uk

GCN CRAWLEY,

Crawley Magic and Tabletop Games:
Comtact: Mark Line

Tels D7921 535 120

E-nait: mark templac@googlemdll com
GCN HASSOCKS,

Clayton Warlords:

Contact: Bnger Smitk

Telt 1771 556 296

E-mall: roger_ gy smith@hnimail.com

GCN registered clubs work closely with Games Workshop on
events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games Workhop
hobby! Use the club listing to find a GCN gaming club near you

GCN EASTBOURNE,
Easthourne Elemental:

Comntagt: Luke May

Teli 0707 791 9125

Eenall: lubes weatheskightgmall com

GCN WALBERTON,
Walberton

Comtact: Mike Rod
Telt 7245 354105
Emalle walbertunwasgamersiyahon.cn .k

GEN NUNEATON

Nuneatan Model and Games Club:
Contart: Brian McCormack

Teli U766 707 127

WILTSHIRE

GCN SWINDON, SWAT:
Comiact: Jubn Hext

Tel: TI79T 692 930

Eail: jfhexis@btintormnt com

GCN SWINDON,

Swindon and District Wargamers:
Contact: Pl Neithe

Tali 01793 70060%

E-mail: tieltle.tribednifwarid. com

YORKSHIRE

GCN HUDDERSFIELD,
Cellar Dwellars:

Confact: Richard Amibive

Teb 67904 171 31974

E-mail: bersuackyahan. cn.ak

GCN LEEDS,

t Owls:
Contact: Steve Nolan
Teli 0113 225 (461

GCN SHEFFIELD,
Dysartes:

Contact: Nick Ishasan
Teli 07743 30081
E-maili webmasterfulysaries.com

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Confagt: Wil Evans

Teki 0145 676 6114

E-mafl billdragant Sticali co.uk

SCOTLAND

GCN CAITHNESS,
MNorthern Knights:

Contact: Dave Yeomam

Tel: 0714 476 0041

E-makl; recerbassiibtinternet.com

GCN EDINBURGH,
Edinburgh League of Gamers:
Contact; Andy Meechan

E-mailt Innguenlgzmers-
wnerfyahoogroups cok

GCN GLASGOW,

5t Aidens Warriors Club;
Comtact: Alan Habhs

E-rmailt macdondld 41 78 hotmal com

GCN INVERNESS,
Da Klub:

Contact: Stephen Miller
Tek 07870 571222
E-mail: stevaindexiianl_com

GCN KIRRIEMUIR,

Kirriemuir Wai es Club;
Contact: Daghl Tuluch
E-mail: daitl hillnch) tesi et

GCN RENFREW,

WPAS:

Comtact; Aty Thompon

Tel 0141 BAG 2456

E-mall; athompsonitjags 24 freeserve.co ok

GCN STIRLING,

Stirling Wargamers:

Contact: Faul Brooks

Telt 0170 450 0R2

E-mmili paul@tresandioalplis.com

GCN membership
guarantees the highest
standard of customer
service and safety. As
part of our ongoing

commitment 1o our
customers, we do not
promote any club outside
of the Gaming Cluh
Network,




“1 WANT A

STORE!”

JOIN THE DOZENS OF OTHERS WHO HAVE EARNED
THEMSELVES A FREE BATTALION OR BATTLEFORCE!

Over the last few months we have asked you, our
brave pathfinders, to seek out and find potential GAMES W@Eﬁ'@ﬁ@?
suppliers of our amazing products. Several cities and |' 'll"}‘l'llllpuu.ri

towns now boast brand new stockists selling all the 'l-a -

vital hobby essentials. :

You can join in this success AND win a free Battalion
or Battleforce of your choice!

If you know of a store in your local area that you
would like to carry our products, why don’t you let us
know about it?

Send us an e-mail or write to the address below with
up to five suggested stores. If one of your suggested
stores starts carrying our products, and you're the first
person to suggest that store, we will reward you with
a free Battalion or Battleforce of your choice.

E-mail us at:
iwantastore@games-workshop.co.uk

Or write to us at:
I want a Store!
Games Workshop
Willow Road
Lenton
Nottingham

NG7 2WS

Empire Battalion Space Marine Battleforce

For more information please go to the website below
www.games-workshop.co.uk/iwantastore

]
| Terms and Conditions
1. The ‘] want a Store’ promotion is a limited offer provided by Games Workshop Limited 3. Games Workshop staff may give away products to persons it deems to have
gratuitously and on such terms as it deems appropriate; Games Workshop Lifited L appropriately satisfied the requirements of this promotion in its absolute discretion.
i reserves the right to amend the terms of this promotion at any time and in its absolutd 4. An individual.may only take advantage of this promotion once. Therefore, any
l discrgtion, and no part of this prometion by Ilkulfasmany binding CDﬂtI'EICL'DPr individual may only receive one product in connection with this promotion.
1 L ot €y of

relMionship between Games \\urkshop Limit ance on July 16th 200“ and \\lil terminate on May ‘(lat *"\OR
2. Only Persons aged 12 years or ow :.rL el by - Hop group) of'¢ companies of mtr;lb*clf'lﬁl.lr family |

mllnwlng countries 1d take AdvaptageShth
" Alreland] Bulglum bfnmark Eiﬂa ﬁirﬁa d Nnn

2 J ke 15 g , LN o . _ o oW '.t‘.-":,&.\f" %

5-}}1_{'



‘ ) ) Fast, secure and straight to your door! Games Workshop Mail Order offers a
l | I number of services — conversion components, exclusive miniatures, hard to
k ‘ 2 I I find models and more!

HOWT

Games Workshop Mail Order is a On the Internet =

fast, accurate and convenient service = :
R Visit our secure Online Store at: www.games-workshop.co.uk/store
that lets you order your miniatures

and ofher hobby products from the P S
comfort of your home.

Order from any Games Workshop Hobby Centre at the in-store order point.

* We aim to despatch all orders in

three days, straight to your door. By phone T

* Iee orderan A es Call the Hobby Specialists on +44 (0) 115 91 40000.

Workshop product. ;
I ; Opening hours: Monday-Saturday: 10am-6pm (Tuesday 11am-6pm),
Our Advance Order service lets you Sunday: 17am-5pm GMT.

order models and products before
they are released, guaranteeing
you'll get them on the day of

release. Fax your order on +44 (0) 115 916 8002
= Also available is a range of models
that are only available through Mail By Post i
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

The Games
= > Workshop
i et o e o Online Store is
e open 24 hours
HEEPUS gk D a day, seven
o | days a week.
2 ’ ‘
= Get exactly
o what you
- N - want, whe.n
Fn E E P 0 ST I you want it.
* Huge range .
MAIL ORDER FREEPOST 9 e Secire AR
All orders of £50 or more that are placed S d
through the Online Store or Mail Order will L] EaSY to use ecure
be sent to you postage free*. ° Open 24 h‘:“'".s
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,
Postiice, Methods of payment
WARHRMMER 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).
your order with the guys in the store, and — e N L=
have it picked and handed to you while VISA | ﬁl
you wait! :
L- K addresses only We anly accept the following cards in Northern Europe: Visa and Mastercard.

We do not accept the following cards: American Express.

114 WHITE DWARF MAIL ORDER




t”!”l[]i]l”i-

COLLECTORS RANGE

The new Citadel Collectors Range is a very exciting prospect for many hobbyists, offering some exceptional and unusual
models exclusively via Mail Order. The Collectors Range allows us produce supplemental models, dioramas or vignettes,
or re-release outstanding miniatures from our vast archives.

Goblin Warhoss
on Gigantic Spider 4

EMPIRE GRIFFON STANDARD BEARER
499060202217
£7, €11.50, 85dkr, 100dkr, 100nkr

GOBLIN WARBOSS ON GIGANTIC SPIDER
99110209167
£18, €27.50, 200dkr, 250dkr, 250nkr

ORJ“HHJ"JI IGS

STRATEGY BATTLE GAME

“No Man Can Kill Me”:
]
EMPIRE CAPTAIN WITH GORY BLADE EMPIRE HERO - - -
2% | The Final Fate of the Witch-king
£7, €11.50, 85dkr, 100dkr, 100nkr £6, €9, 70dkr, 80dkr, 85nkr

f ok b
et

THE FINAL FATE OF THE WITCH-KING
THE BLESSING OF SIGMAR 99111499072

99060202228 £12, €20, 140dkr, 170dkr, 200nkr
£8, €12.50, 100dkr, 115dkr, 125nkr

Ea'crarres for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
incorrectly, Prices correct at time of going to prass, please contact us for current availability and Games Workshop pricas. Prices quoted are for products sold by
Games Workshop through fts own stores, or website. Indapandent ratallers ars far ining their own prices WWthames'worRShOP-CD-uk/SIUre 115




__MAIL ORDER

ORDAHINGS HARAD
STRATEGY BATTLE GAME *

If you want a Harad force, why not give GW Mail Order a call?
As well as the latest releases, they have the entire back catalogue
of Harad models ready to be delivered to you. Whether it's
Suladén the Serpent Lord you're after, his loyal Serpent Riders, or
a Haradrim Chieftain, then just give GW Mail Order a call!

HASHARIN MAHUD CHIEFTAIN
99061464065 99061464075
£5, €7.50, 60dkr, 70dkr, 75nkr £6, €11.50, 85dkr, 100dkr, 100nkr

SULADAN, THE SERPENT LORD (FOOT & MOUNTED) HARADRIM CHIEFTAIN, FOOT AND MOUNTED
99061464189 99061464070
£12, €20, 140dkr, 170dkr, 200nkr £10, €12, 135dkr, 160dkr, 175nkr

SERPENT RIDER SERPENT GUARD (3 METAL MODELS) HARADRIM COMMAND (2 METAL MODELS)
99061464118 99061464128 99061464066
£6, €9, 70dkr, 80dkr, 85nkr £7.00, €11.50, 85dkr, 100dkr, 100nkr £7.00, €11.50, 85dkr, 100dkr, 100nkr

Pictures for (lustrative purposes only, Product contents may vary, Products sold unpainted and unassembled, Cerfain Citadel products may be dangsrous if used
incorrectly, Prices correct at time of going to press, please contact us for current availabilily and Games Workshop prices. Prices quoted are for products sold by
116 WHITE DWARF MAIL ORDER Games Workshop through its own stores, catalogus or website. Independent retallers are responsible for detsrmining their own prices.




JAIL ORDER

iwda 1o
R e L

WAR MUMAK OF HARAD
99121499010
£50, €80, 650dkr, 750dkr, 750nkr

WARRIORS OF HARAD (24 PLASTIC MODELS)
99121499011
£15, €22.50, 175dkr, 200dkr, 225nkr

Pictures for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Carain Citade! products may be dangerous if used
incorrectly. Prices correct af ime of going to prass, please contact us for current availability and Games Workshop prices. Prices quoted are for producls sold by
Gamas Workshap through its own stores, catalogue or website, ratallers ara ibie for ining their ovwn prices. www.games-wo rkshop.co.uk/sto re 117




__MAI ORDEL

Get hold of forthcoming Citadel miniatures, hobby materials and rules
supplements on the day of release with our advance order service!

Warhammer Armies Vampire Counts Vampire Counts Battalion
RELEASED 8/3/08 RELEASED 22/3/08
£12, € 5 £50, €80, 650dkr, 750sek, 750nkr

30, 175dkr, 200sek, 225nkr

T CGHOULS

Crypt Ghouls Corpse Cart
RELEASED 8/3/08 RELEASED 8/3/08
£12, €20, 140dkr, 170sek, 200nkr £15, £22.50, 175dkr, 200sek, 225nks

Pictures for iustrative purposes only. Product contents may vary. Froducts sold unpainted and unassembled, Certain Citadel produets may be dangarous if used

incorrectly. Prices correct af time of going fo press, please contact us for currant avatlabiiity and Games Workshop prices. Prices quoted are for products sold by
118 WHITE DWARF MAIL ORDER Games Workshop through its own sfores, gue or websife. retaiiers are far their own prices.




R O SR ST S D S e T

UPCOMING RELEASES

Can’t wait to get the latest releases?

 Get the latest products delivered to your door on the
day of release!
» Postage for Advance Orders is only £2*

Warhammer
12th January (released 23rd February)
* Vampire Counts Spearhead .............ccoovervennen. 23/2/08
26th January (released 8th March)
* Warhammer Armies Vampire Counts ................ 8/3/08
O e ] 0 10y A s e e i i ....8/3/08
& GraveiGUard i i ....8/3/08
Skeletons e Crypt Ghouls .......cccoeveeiecriiininnn. ....8/3/08
RELEASED 8/3/08 & (COTPSe Gt iiivisivinssvivsiviionsnsirss ....8/3/08
£12, €20, 140dkr, 170sek, 200nk ® Dire WOIVES .....cooervvecenireveisninnes ....8/3/08
e Mannfred Von Carstein ............. ....8/3/08
e Mannfred, Count of Sylvania ....8/3/08
* Konrad Von Carstein .....c.......... ....8/3/08
& VAN OnUCATSIEIN o i st e s 8/3/08
s ' Wihged:Vampire Lord ...casiis i 8/3/08
. * Vampire Lord ...8/3/08
‘-“J}-"‘P‘{" - DES Ci » Necromancer 8/3/08
s * Blood Knights boxed set ..........c.coouevvveeeiecnnnn. 8/3/08
9th Febuary (released 22nd March)
» Vampire Counts Battalion ..........ccoeececveevveenenn 22/3/08
LR (e 01U s e I s 2213108
s Blood Knighi e e e 22/3/08
* Bload Knight Musician ........c.ccceeeeeeevveiriennens 22/3/08
* Blood Knight Standard Bearer ............c..cc....... 22/3/08

» BloadKnightiKastellan omsi 22/3/08

*£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.

Grave Guard
RELEASED 8/3/08
£15, €22.50, 175dkr, 200sek, 225nkr

Dire Wolves Blood Knights
RELEASED 8/3/08 RELEASED 8/3/08
£12, €20, 140dkr, 170sek, 200nkr £40, €70, 500dkr, 600sek, 600nkr

Pictures for ilustrative purposes only. Product conlents may vary. Products sold urpainted and unassembled, Certain Citadel products may be dangsrous
if used incorrectly. Prices correct at time of going fo press, please comtact us for current avaitabiity and Games Workshop prices. Prices quoted are for
products sold by Games Workshop through it own stores, catalogue or website. ratailars are | for detsrmining their own prices. WWW-gameS‘WOTkShUP-CO-“k/ﬂUrE 119




SRR 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 e Visit your nearest Games Workshop store
Tel: +44 (0) 115 91 40000
Fax: +44 (0) 115 916 8002

¢ Complete the form below and return to:

GW MAIL ORDER, WILLOW ROAD,

* Logonto _ LENTON, NOTTINGHAM, ENGLAND,
www.games-workshop.co.uk/store/whitedwarf NG7 2WS

| would like to subscribe to White Dwarf starting with issue number: WD[][][]

I would like sscribe for:

1 YEAR 12 issues wos E: 70,
2 YEARS 24 i W £60, €130, 1000dkr, 12 ek, 1300nkr |:|

| am an existing subscriber [] | am a new subscriber [ (please tick a box)

MY DETAILS

S o 1l Ly [ e T e B [ e S

Postcode:

AU T A B e et st e et caabins
LTI i i s ebadsserciiiiney
Tel (inc STD
METHOD OF PAYMENT

Pn»ll Drder (UK onl =[] (made payable to Games Workshop Ltd)

= 0 o ﬁ o o Bo v.0o00ooo0ooooooooooo
Valid from: | (I Expiry date: N Issue No: (= E

Cardholder's Name:

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.

local newsagent. On ; i ’Ime D\\-:er
you the time 'md the frustration of having to search the n

ypropriate) & COPY of
.. for:

SUBSCRIPTION




HRINGS
Modelling Workshop

We show you how to model the new
upgrades onto your Mamak.
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o Out Next Month
* VAMPIRE COUNTS

VIER o
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