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pace Marines have been the most integral part of the Warhammer WHITE DWARF REPROGRAPHICS
40,000 background and imagery since the game was first Marc Elfiott, Zaff Haydn-Davies,
conceived, and this month they’re back with a bigger, better and im prediow ki ohind
* and Madeleine Tighe.
badder Codex than ever before.
I'm particularly excited about the new Space Marines launch. Ever ARTWORK
since the days of Rogue Trader I've collected Space Marine models — my R'f-’l"!‘ 'E_’_-"“"“I'- f“'l“j]“":’f‘-
. . £ . . ODin Larey, Paul Dainton,
Mk VI plastic Tactu:al' Squad was among the first units | ever painted fo D Callogtor: Ml Hodaan
a wargame, and nothing makes me crave gaming and painting more than and Nuala Kinrade,
ements for the Ad ptus Astarteg. I've been talking for the last few months CITADEL DESIGN TEAM
about my w?efu| etforts: to get a Spf‘lr_‘.e !\r“larme‘;l_rrm,-' on the table_,_ and I m plea§ed to report Pk Anderson Dave Andrews, lanDiaz,
that they're finally coming along — just to be different I've opted for the Sons of Medusa Martin Foatitt, Colin Grayson, jes Goodwin,
Chapter, in their glorious shade of bright green. I'm currently working on the gorgeous new sl
Captain Sicarius model, painted up in my Chapter’s colours, and hopefully Ill have him Stephen May, Aly Morrison, Trish Morrison,
f I )
ready to show you in next month’s editorial. You have been warned. _Brian Nelson, Seb Perbet, Alan Perry,
Nhile Vin frothine:ab he Err Ffirias ) siiitararmberd I Michael Perry, Dale Stringer, Dave Thomas,
\-\_ ile I'm frothing about the mperor’s fin OU may remember that | n Tom Milton Sad. [bany MWare.
mentioned Matt Hutson’s outstanding performance in the Studio 40K tournament.
Unfortunately, Matt's Blood Angels fell to Phil Kelly’s Orks in the semi-final, and Phil then
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“...AND THEY SHALL KNOW
| NO FEAR.” TURN TO PAGE 16

AND THEY SHALL KNOW NO FERR 58 ANGELS OF DEATH
The Space Marines are Mankind’s most able defenders. - Time for something completely different. This month,
We talk Adeptus Astartes with Mat Ward and i Mat Ward shows off the versatility of the Space
Jes Goodwin, from conception to the latest incarnation. Marines by playing not one, not two, but three battle
PILLAGE reports against a variety of foes.
Presenting the second part of Gav Thorpe's guide
to raiding in your games of Warhammer. There are new
rules and scenarios for burning scenery to the ground!
A TALE OF FOUR GAMERS
It's Month 3, and our gamers’ armies are starting to look
like formidable forces, There are also bonus points on
offer for modelling objective markers for their armies.
03 MEW RELEASES _ =
The latest releases from the Citadel forges.
52 THE LORD OF THE RINGS TACTICA: MAGIC PART 1
Expert player Simon Grant takes a look at how to get the
most out of your spells.
84 STANDARD BEARER: BLANCHITSU
focobrae i 0 bt we et s o g e s om
] e Lt A + = Neil Green shows us how to paint the new Elrond,
87 HOBBY ESSENTIALS Master of Rivendell miniature.
= Howsto aoly  atersids taneiers 94 PAINTING WORKSHOP: DRYBRUSHING AND OVERBRUSHING
100 FRONTLINE In this issue’s Painting Workshop we look at two similar

The latest events and activities near you. techniques that are a fundamental part of painting.




The Adeptus Astartes, known as the Space
Marines, are the Emperor’s finest soldiers.
They are superhuman warriors that have
undergone extensive genetic modification
and arduous training to become the
Imperium’s most feared fighting force.

This 144-page Codex includes a detailed look at the history
and organisation of the Adeptus Astartes, the famous battles
of the Ultramarines, a comprehensive bestiary for all the
troop types available to a Space Marine army, a full-colour
hobby section, and the brand new Space Marine army list.

CODEX: SPACE MARINES
R'Ddud mde 6003910101!]

UK £18 Eu:o; €25
Denmark 200dkr Norway 260nke

Sweden 250sek

l' THE ULTRAMAR, i :
\-‘Qmmﬂ'ﬁ? .?EOON_E fgﬂ;‘i’-’gﬂ BTLe) S T

Pictures for iusirative purposes only. Produet contants may vary. Froducls soid unpainted and unassembled, Cerfain Citadel products may be dangerous if used incorrsctly, Prices correct at time of gomg ta press, please contact us for current

gvailability and pricss. Prices quoted ars for products sold by Games Workshog through its own stores, f ar wabsite, dant ratalisrs arg for g their own prices,
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The Drop Pod's standard armament is a
storm bolter, allowing it lo support its
squad as they deploy.

B The Drop Pod comprises several
moving parts once assembled,
such as opening hatches that
reveal the intricate detail of the

crew compartment.

The Space Marine Drop Pod is the
ultimate weapon of shock and awe,
delivering a whole squad from orbit
to the battlefield in a matter of
seconds. This new, highly detailed
multi-part plastic kit, by Tom
Walton, fulfills a similar role to the
Rhino APC, trading in-game
manoeuvrability for the ability to
Deep Strike right into the heart of
the enemy lines.

SPACE MARINE DROP POD

Product cade: 99120101069

Seulpted by Tom Walten :

LK £18 Furo £€27:50
Denmatk  200dkr  Norway 260nkr
Sweden  250sek

ON SALE OCTOBER 4th

The Drop Pod can be equipped with a
deathwind launcher instead of a storm
bolter, ideal for clearing the dropsite of
large numbers of enemy.

Pictures for iustrativa purposes onty, Product contents may vary. Products sold unpainted and unassembled. Gertan Citads! progucts may be dangerous |f used incorrectly. Prices cnr.fscr al time ufgumg to press, piease contact us for

current availabilty and prices. Prices quotad arg for products sald by Games Workshop through its own stores, or wabsits, refailars are for determining thelr awin prices,
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A long-time favourite amongst
Space Marine players, the Land
Raider Crusader gets an upgrade
this month in the form of a new
plastic kit by Colin Grayson. In
addition to the Crusader, equipped
with twin-linked hurricane bolters,
the kit can also be used to make the
new Land Raider Redeemer variant,
equipped with flamestorm cannons
designed to cleanse and burn.

SPACE MARINE LAND RAIDER
CRUSADER/REDEEMER
Procluct code: 99120101070
Sculpted by Colin Grayson

UK £35 Furo £50
Denmark  350dkr  Norway 420nkr

ON SALE OCTOBER 4th

Frag Assault Launchers

Land Raider Redeemer

<« The Land Raider Crusader is equipped with
twin-linked hurricane bolter sponsons, able to
kick out a withering hail of bolter fire to soffen
up the enemy before the troops inside launch

their assault.

B The plastic kit includes all manner of
weapons and wargear options, including this
pintle-mounted multi-melta to increase the
tank-hunting capabilities of the Land Raider.

Pictures for ilustrative purposas only. Product contents may vary. Products sofd unpainfed and unassembled, Certain Cifadel products may be dangerous If used incorrectly. Prices carréct at time af_gofﬂg 1o press, please contact us far current
availabiiity and prices, Prices quoled are far praducts said by Games Workshop throwugh its own stores, I or website. denf retailers are resy ibite far i thair puwn prices,

www.games-workshop.com 5
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A new addition to the
Space Marine army list,
Sternguard Veterans are the
elite members of the

1st Company, deployed to
bolster the battleline with
their firepower. These new
veterans were sculpted by
Juan Diaz, featuring
ornately decorated armour
and meticulously crafted
boltguns with laser sights
for homing in on the foe.

A WARHAMMER
40000

Pmduct code 99116101‘385

Sculpted byjuan Diaz

Uk £20 Euo €30
Denmark 225dkr Norway 280nkr
Sweden  270sek

ON SALE OCTOBER 18th

Sternguard Veteran

Variant combi-plasma. with combi-melta.

PEDRO KANTOR

Chapter Master of the Crimson Fists, Pedro Kantor has
served the Imperium for two-and-a-half centuries. Although
his Chapter suffered a near-mortal blow at Rynn’s World,
Kantor has strived to restore their honour and past glory.
This new model, by Juan Diaz, is adorned with the
iconography of the Crimson Fists.

£12.50
Naﬁ_\iay 120nkr

T00dkr
T15sek

ON SALE OCTOBER 18th

Dﬂehﬁiark
i

Sternguard Sergeant with bolter
and power fist.

Sternguard Veteran
with bolter.

Sternguard Veteran
with bolter.

CAPTAIN SICARIUS

Captain Cato Sicarius is a mighty hero of the Imperium,
and one of the greatest champions of the Ultramarines,
leading the illustrious 2nd Company in acts of great
bravery and valour. Sculpted by Dave Thomas, this finely
detailed model is depicted with the ostentatious armour
you would expect of such a hero.

Sternguard Veteran
with bolter.

CAPTAIN SICARIUS :
| Product code: 99060701396

Sculpted by Dave Thomas

CUK £8 Euro £12.50
[Denrnark  100dkr  Norway  120nkr
Sweden  115sek

ON SALE OCTOBER 18th

Sicarius comes with variant parts,
allowing you to assemble him
wearing a helmet and wielding a
plasma pistol instead.

Pictures for ilustrative purposes only. Product confents may vary, Praducts sold unpainted and unassembled. Certain Ciladel produets may be dangerous if used incarrectly. Prices correct at fime of going to piress, please contact us for current
avawability and prices. Prices quoted are for products sofd by Games Workshop through its own stores, catalogue or website. Independent ralailers are responsibie for determining their ow prices.,
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VANGUARD VETERANS

Whereas the Sternguard
are deployed to hold the
line where it is weakest,
Vanguard Veterans

are despatched to punch
through the enemy line
where fighting is most
fierce. These miniatures,
sculpted by Juan Diaz,
are dramatically posed,
evoking the lightning
strikes for which the
Vanguard are famed.

UK £20 Euro £30°
Denmark  225dkr ~ Norway = 280nkr

Sweden  270sek

ON SALE OCTOBER 18th

Vanguard Sergeant
with relic blade.

Most gifted of all the Ultramarines tank commanders,
Antaro Chronus is the Spear of Macragge. This pair of
miniatures, sculpted by Neil Langdown, represents
Chronus embarked in a tank cupola and disembarked, so
that he can continue to fight even if his tank is destroyed.

CHRONUS

Produet code: 99060101393

Saulpted by Neil Langdown

UK £12 Euro €17.50°
Denmark 135dkr  Norway 165nkr
160sek

Vanguard Veteran with
bolt pistol and power weapon.

Vanguard Veteran with
plasma pistol and chainsword.

Vanguard Veteran with
bolt pistol and power weapon.

TELION

Sculpted by Neil Langdown, Scout Sergeant Torias Telion is
one of the Ultramarines’ most venerable living heroes and
a marksman without peer. The miniature is sculpted with
Ultramarines iconography and Marksman’s Honours,
wielding his unique weapon, the Stalker pattern boltgun.

Vanguard Veteran with
plasma pistol and chainsword.

! code: 99060]'01392

Scu tedby Neil Langdown

LK £8 Euro  £1250°
Denmark - 100dkr  Norway 120nkr
Sweden  115sek

Pictures for liustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous Jf used incorrectly. Prices cnrmcf ar tima ufpamg io press, pleass contact us for current

avaiiabilty and prices. Prices quoted are for products sold by Games Workshop through its own stores,

gue or websits.

retailers are resp far their ot prices.

www.games-workshop.com 7
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IWIAR’;'.“;‘.,.R Designed to be deployed in rough terrain

where more mobile artillery units such as
Whirlwinds can’t venture, the Thunderfire
Cannon delivers a punishing bombardment to
disrupt the enemy force. This metal miniature,
sculpted by Colin Grayson, comprises the
cannon mounted on its tracked carriage, and a
Techmarine gunner complete with servo-
harness to aid with loading and operation.

THUNDERIRE CANNON:

Product code: 99110101394

Sculpted by Colin Grayson

LK £30 Euro £40
Denmark  300dkr  Norway  370nkr
Sweden  350sek

ON SALE OCTOBER 4th

The new plastic Scout Bike
frame is jam-packed with
so many options that no
two bikes need be the
same. This kit, sculpted by
Mark Harrison, makes a
single Scout Bike and
includes all the weapon
options available, from
Astartes grenade launchers
to combat shotguns, as
well as variant heads and
bike farings.

Astartes grenade launcher.

SCOUT BIKE

Product code: 99120101072

Sculpted by Mark Harrison

UK £/ Ewo  €11.50
Denmark  B3dke  Nomway  T105nke
Sweden  100sek:

ON SALE OCTOBER 4th

Two of the variant heads from
the plastic frame.

The Scout Biker can be armed with
a variety of weapons, from
shotguns to combat knives.

Pletures for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Dertain Cifade! products may be dangerous if used Incorrectly. Prices corréct at fime of going ta press, please contact us for curment

availabifity and prices. Prices quoted are for products sofd by Gamas Workshap through its own stores, gue or websila, ratallars arg
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for ining Hheir own prices,



SPACE MARINE LAND SPEEDER

The Space Marine Land Speeder has been
reconfigured by Jonny Ware to include new
plastic components that were previously only
available in metal. The box set now includes
options to make a Landspeeder armed with a
choice of heavy weapons, including the deadly
Typhoon missile launcher.

ON SALE OCTOBER 4th

The Land Speeder can be upgraded
with either a Tornado-pattern assault
cannon or heavy flamer.

The Land Speeder can be equipped The heavy holter can be exchanged

with a Typhoon missile launcher. for a multi-melta.

Next month sees the release of Warhammer Armies:
Warriors of Chaos, and along with it a range of
beautiful new miniatures. But you can get them early
with the new Spearhead box set!

Packed with a selection of new miniatures, such as the new Chosen of
Chaos, pictured to the right, and the plastic Chaos Knights, this box set is
available 2 weeks before the main release. In addition, this is your chance

to own the new Warriors of Chaos army book before anyone else. Check
out our online store for more details about the contents of the Spearhead.

ON SALE OCTOBER 18th

Picturss for (ustrative purposes anly. Product contents may vary. Products sold unpainted and unassembied. Cartain Citadel products may be dangerous I used fncorrectly. Prices correct al time of going to press, pleasa contact us far current

availahility and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, e or website. rafailers are far ifting thelr avin prices.

www.games-workshop.com 9



ALOU AVAILAK
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.

ELDAR COBRA TYPEII

The new Eldar Cobra Type Il is a finely detailed
resin kit. The model features a D-cannon
cowling that can be assembled either closed or
open, representing the weapon in standby or
firing mode. The kit also includes miniatures
of both the Eldar gunner and the pilot,

Maodel designed by Will Hayes.

Pictures for ilustrative purposes only. Product contents may vary. Products sofd unpainted and unassembied. Certain Citade! products may be dangerous if used incorrectly. Pricas correct at fime of going 1o prass, please contact us for current
availability and prices. Pricas quoted ara for products sold by Games Workshop through its own stores, catalogue or website. Independent refailers are responsibie for determining their own prices.
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NURGLE DREADNOUGHT

This pusrul'enr Dreadnought has been in service to Nurgle for
ten millenia. It is shown here armed with a suitably rotting
and petrified power claw and twin-linked heavy bolter.

Model designed by Will Hayes and Simon Egan.

Pictures for iustrative purposes only. Product cortents may vary. Products sold unpairfed and unassembled. Certain Gitade! products may ba dangerous if used incorrsctly. FPrices carrect at time of gamg ta press, please contact us far current
avallahility and prices. Prices quoted are for produsts sofd by Games Workshop trough its own storss, or website, | fent retallers are for Thair own prices.

www.games-workshop.com 11
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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

TITANICUS

Fresh from a hard-fought campaign, one
of the Imperium’s most celebrated Titan
Legions prepares to ship out to the Sabbat
Worlds. Stopping at the forge world of
Orestes for refit and repair, the Legion's
princeps finds himself thrown back into
battle when a force of Chaos Titans
attacks. But as the flames of war spread,
a religious schism tears the Adeptus
Mechanicus apart, testing the resolve of
the Imperial defenders to the limit.

TITANICUS
by Dan Abnett

LK £18.99 Eure . 25
Denmark  200dkr  Norway 250nkr
Sweden  250sek

ON SALE SEPTEMBER 13th

ONLY IN DEATH

The latest novel in the phenomenally
popular Gaunt's Ghosts series is now
available in paperback. As the crusade to
liberate the Sabbat Worlds continues,
Colonel-Commissar Gaunt and the Tanith
First and Only are posted to an unforgiving
new warzone — the fortress world of Jago.
As the enemy assaults increase in fury,
Gaunt and his regiment must face the terror
of the present alongside the ghosts of their
past, for only in death does duty end.
ONLY IN DEATH (SOFT BACK)
by Dan Abneft

UK { £6.99° Eiiro €5
Denrmark  70dke MNorway — 85ake
“Sweden “BOsek

ON SALE SEPTEMBER 13th

TAWADIATATAT D

annan

A GAUNT'S GHOSTS NOVEL

GOTREK & FELIX: ELFSLAYER

While travelling to Marienburg to fulfil a
last request from his dying father, Felix and
the Dwarf Trollslayer Gotrek bump into
their old acquaintance Max Schreiber. The
Imperial wizard has been sent north to
investigate some disturbing magical
phenomena off the northern coast of the
Empire. Pretty soon, the heroic duo and
their companions find themselves caught up
in a new adventure, fighting for their lives
against the Dark Elves!

GOTREK AND FELIX: ELFSLAYER
by Nathan long

UK £6.99  Furo €9
Denmark:  70dkr  Norway  83nkr
Sweden Bosak

ON SALE SEPTEMBER 13th

.

“Hst

BY NATHAN LONG

Pictures for illustrative purposes omly. Product contents may vary. Products sold pnpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at fime of going to prass, plesse confact us for current
avallability and prices. Prices quoted are for produets sold by Games Workshop through ifs own siores, catglogue or websile. Independent refalers are responsgitie for determining their own prices,
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TRATEGY BATTLE GAMEY

MENT

24“!—25“] January 2““9 Warllammer WIII‘III Nnttmgllam

WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?
e Two 700 point armies: one Good, one Evil. e Eight rounds of The Lord of the Rings
Models must be painted and based, and strategy battle game over two days.
both armies must be constructed according e Lunch on Saturday and Sunday and an
to the rulespack and the Legions of evening meal on Saturday. It also includes
Middle-earth supplement. tea and coffee in the morning on both days
* You must be at least 12 years of age to and doughnuts on Saturday morning to get
enter. Players between the ages of 12 and you started.
15 years must be accompanied by an adult. ® Access to Warhammer World facilities
e Tournament pack now available to including the Citadel Miniatures Hall.

download from www.warhammerworld.org e Tickets cost £55 each.

TICKETS NOW AVAILABLE FROM MAIL ORDER - 0113 81 40000



DLGUWIAVAEL

We're looking for great people to manage and work in
our retail stores.
If you want to build the hobby in your city or town, are
enthusiastic, passionate, love talking to people and are
good at solving problems, we really want to talk to you.
What we can promise in return is lots of fun, fantastic
career opportunities, a chance to achieve your full
potential and a salary between £14,000 and £20,000.

DTAINMNRAT TTMATRAIMNYAD
LoGUGLINI/) AR )

Retail Recruitment Roadshows, coming to a city near you!

\ §4

Over the coming months we'll be holding a series of
Retail Recruitment Roadshows all across the country.
Open to anyone and everyone, if you think you have
what it takes to run a successful Games Workshop store,
why not come along and pay us a visit?

To find out where your closest roadshow is, simply
visit us online or, if you can’t wait, call us on:

0115916 8381.

At Warhammer World we showcase the best collection of
painted miniatures in the world, thanks to our ‘Eavy Metal
team and you, the hobbyists. Throughout October and
November we will be displaying the work of Matt Hooton,
who has been converting and painting for 15 years.
Inspired by Mike McVey and encouraged to improve by
seeing Golden Demon winners in White Dwarf, Matt tried
for seven years to win one of the coveted awards. In 2006
he finally achieved his dream by winning not one
but two Golden Demons! Matt has also picked up
several Best Painted Army awards at tournaments
and has painted miniatures for Forge World.
Matt’s guest display will feature his
Golden Demon winning entries, and
many other excellent miniatures.
. You never know, seeing his work
may inspire and encourage you
into producing award winning
miniatures of your own!

The exhibition is open daily
from September 27th until
November 28th. For more
information and photos see
www.warhammerworld.org

NEWS

14 WHITE DWARF

Price Rises

As everyone knows costs are going up all over the
world, and just like everyone else we are seeing
increases in the price of oil, metal, printed materials
and transport. Up until now we've absorbed these
increases, but the recent and dramatic doubling in the
price of tin is simply something we are unable to
ignore and therefore some of our prices will be going
up too.

As from 29th September 2008 we will therefore be
increasing the price of all metal models as well as a
selection of other items including most of our books
and some accessories including paint.

The good news is that we do not intend to raise
the price of our plastic kits at this time — which means
Games Workshop's plastic range remains excellent
value for money for all hobbyists. This has also
encouraged us to
accelerate our
plans for
expanding our
plastic kit range
even more quickly —
so keep a look out for new
projects in the future.

For more details on the
new prices please talk to your
local staff or check out the
Games Workshop webstore.
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“They shall be my
finest warriors, these
men who give of
themselves to me.

Like clay I shall
mould them and in
the furnace of war
forge them.
They will be of iron
will and steely
muscle.

In great armour shall
I clad them and with
the mightiest guns
will they be armed.
They will be
untouched by plague
or disease, no
sickness will blight
them.

strategies and
machines such that
no foe can best them
in battle.

They are my bulwark
against the Terror.
They are my Space
Marines, and they

shall know no fear”

16 WHITE DWARF SF

They will have tactics, [

The 41st Millennium is an age of war, and in war are forged
great heroes. None typify this more than the Space Marines
of the Adeptus Astartes. Andy Hall talks to Mat Ward about
the largest Codex we’ve published in over a decade.

uring the time now known as The
D Scouring, Mankind teetered on the

brink of annihilation. The
Imperium was in turmoil, having
weathered the storm of the Horus Heresy
only to face collapse in the aftermath.
Horus had been cast down and the
traitorous forces had fled to the Eye of
Terror, but in their wake was nothing but
desolated planets. The Emperor himself
had been mortally wounded and interred
in the Golden Throne. All across the
galaxy opportunist xenos, rebels, power-
mad sector lords and traitors sought to
deal humanity a fatal blow.

And this would have been Mankind's
end had it not been for Roboute Guilliman.
The Primarch and his Legion of Space
Marines, the Ultramarines, had come
through the Heresy largely unscathed.
Horus knew better than to tackle the
largest of the Legions head on, so had

masterfully planned to keep the
Ultramarines tied up deep in the galactic
south. This meant that during the
aftermath, it was Guilliman’s warriors that
formed the bulwark against the enemies of
the Imperium, due to their superior
numbers and stoic faith that humanity
would rise from the ashes of betrayal.

With the threat of extinction held at
bay, Guilliman turned to ensuring that such
a great catastrophe could never happen
again, distilling his formidable wisdom into
a mighty tome known as the Codex
Astartes. This sacred book became the
cornerstone upon which the future of the
Imperium’s military strength would be
based. The most lasting and contentious
decree was that the existing Space Marine
Legions would be split apart and reformed
into smaller organisations known as
Chapters. Though many of his brother
Primarchs initially railed against




e

/

'-_wAayAM

Codex: Space Marines
The new Space Marine
Codex is a whopping 144
pages in length, and is
divided into five sections:

* The history of the Space
Marines, including
uniform guides and
Chapter organisation.

¢ The forces section,
covering every squad,
vehicle and character in
the army.

* The wargear section is
packed full of equipment
to which only the

warriors have access.

* A colour showcase
packed with gloriously
painted models.

= The army list, the heart
of every Codex. The
Space Marine army list is
now one of the most
flexible in the game.
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Pedro Kantor, as Chapter
Master of the Crimson
Fists, grants all Space
Marine units within 12"
of him an extra Attack. He
can exchange the Combat
Tactics rule for Stubborn,
and makes all Sternguard
count as scoring units.
Kantor wields Dorn’s
Arrow, a deadly Assault 4
storm bolter.

18 WHITE DWARF

Tactical Squads are the backbone of the Space Marine
army. They are called upon to perform any number of
battlefield tasks, from holding ground, taking objectives,

Guilliman’s decree, all eventually accepted
it — even the strong-headed Leman Russ.
Thus were the Space Marine Chapters of
the Adeptus Astartes born. As the largest
of the Legions, it was the Ultramarines
themselves that saw the greatest change,
as thousands of battle-brothers were sent
across the galaxy to form new Chapters.

It is why that, to this day, the vast majority
of Space Marines honour Guilliman as
their Primarch.

It is these Space Marines — those that
form the so-called Codex Chapters — that
the brand new book covers. | caught up
with the author of the new Codex,

Mat Ward, to see what other information
I could prize out of the famously tight-
lipped Games Developer.

Andy: You've written and co-authored
numerous Warhammer army books and
The Lord of the Rings sourcebooks, but
this is your first Codex. Did you feel that,
because it was Space Marines, you were
being thrown in at the deep end?

Mat: Yes and no. | actually put my name
forward to write the Codex as I've been a
fan of Space Marines ever since | read the
very first Ultramarines Codex many years
ago. However, it got a bit scary when |
began writing and it soon became apparent
to me that the book was going to be
massive. It has grown to 144 pages in
length over the development of the project
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providing fire support or charging into a bloody melee.
It is testament to their abilities that they can execute all
these tasks and more with devastating proficiency.

Salamanders Tactical Squad.

— the joint largest Codex ever — but even
with this many pages | struggled to get
everything in.

Andy: What was your starting point for
the new Codex?

Mat: From the very start of the project
there were a number of key things | wanted
to achieve. The first, and most important,
was to refocus Space Marine forces back to
the seminal image of power-armoured
warriors wielding bolters. Tactical Squads
make up the heart of the Battle Companies
and it's these companies that make up the
fighting might of a Chapter. | think in the
past we've sold the Tactical Marine short,
when in actuality they form the backbone
of a Space Marine army and are called
upon to fulfil the full range of battlefield
roles. For a Space Marine to be assigned to
a Tactical Squad he must have already
proven himself in other arenas as an
Assault Marine and spent time in a
Devastator Squad, too. So, a Tactical
Marine isn’t at the bottom of the hierarchy
in a Company — far from it — in fact, the
next stage up for a Tactical Marine is to
become a fully-fledged veteran and join
the 1st Company. In game terms they are
going to be your most important squads.
Not only are they extremely flexible, but
they’re the guys who'll be holding those
all-important objectives and winning you
the game.
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THE ULTRAMARINES

The Ultramarines are the most famous
and respected of all Chapters. It was
Roboute Guilliman who created the
Codex Astartes and in so doing saved
humanity from despair. Ever since, the
Ultramarines have been at the heart of
the Imperium’s defence. The Ultramarines
do not rule a single planet or space
fortress as the vast majority of other
Chapters do, but have dominion over an
entire empire known as Ultramar. The
worlds of Ultramar are so well governed
that they are seen as utopian societies in
comparison to other Imperial systems and
regarded with jealous eyes by planetary
governors elsewhere, who constantly
strive against rebellions, civil unrest and
high rates of crime.

The Ultramarines fight across the
galaxy, as Imperial Commanders and
fellow Chapters constantly call upon their
expertise in warfare. In battle they are
eminently proficient and highly flexible,
guided by Guilliman’s tenets of battle-
craft to this very day. As the Imperium
slowly decays around them, it is the
Ultramarines that lead the fight and
refuse to let Mankind’s enemies win.

Captain Sicatius

Captain Sicarius is one of
the greatest heroes of the
Ultramarines Chapter. He
is a master strategist, as
reflected in his special
rules that double his
chances of Seizing the
Initiative. His talents also
allow him to award
Tactical Squads extra
special rules, such as Tank
Hunters, Infiltrate or
Counter Attack. As well as
his keen tactical mind,
Sicarius is deadly in
combat, wielding the
Talassarian Tempest Blade,
which allows him to trade
his normal close combat
attacks for a single coup de
grice strike, resolved at
Strength 6 and causing
Instant Death, regardless
of the model’s Toughness.

Andy: | notice that the Ultramarines take
a prominent role in the book...

Mat: Yes, that was one of the other
principals | wanted to get across. The
Ultramarines are undoubtedly the best
Space Marines ever. Yes, really! Thanks to
the heritage of Guilliman and their myriad
heroic deeds, the Ultramarines are the
exemplars of the Space Marines. With a
few fringe exceptions who have severe
mutations (Blood Angels) or stolid
stubbornness (Space Wolves and Dark
Angels), all Space Marine Chapters want to
be like the Ultramarines and recognise
Marneus Calgar as their spiritual liege.

Andy: So, you're a fan then?

Mat: In the past it's been very easy to rail
against the Ultramarines — | think they've
sometimes been perceived as warriors who
rarely leave Ultramar, marching round
parade grounds in full dress. This is far
from the truth as they're one of the hardest
working Chapters out there. We haven't
helped matters on this — when | was going
through the very first Ultramarines Codex,

| noticed that there was plenty of
background on how Macragge was
governed, but no battles in it. That's been
addressed to some extent in the intervening
years, with the battles against the Tyranids
being the obvious example. But one of the
first things | wrote for this project were
some prime examples of the Ultramarines
on campaign. The Ultramarines are the

most focused, proficient and tactically
aware force in the galaxy and we've made
no bones about that in the new Codex.

Andy: Is this why Codex Chapters have
the new Combat Tactics rule?

Mat: The Combat Tactics rule highlights
the strategic flexibility of the Ultramarines
and those Chapters that rigidly follow the
Codex Astartes. In the past the Codex
Chapter army list, in its various guises, has
often been seen as the foundation list that
all the other non-standard Chapters can
work from, with the assumption that they'll
get everything a Codex Chapter has access
to, plus some extra cool stuff. With this
version | wanted to reward players who are
happy to take a Codex Chapter army and
give them a special rule that Space Wolves,
Blood Angels and the like will not have
access to.

Andy: How does the Combat Tactics rule
work, then?

Mat: It's based on Guilliman’s tenets of war
that there should be no futile combats, an
attack must never be wasted or a bloody
victory achieved for no gain. So, all Space
Marine units with this rule can choose to
automatically fail any Morale check it is
called upon to take. This works in concert
with a Space Marine's “And They Shall
Know No Fear” rule to give units a unique
move, allowing them to bow out of a fight
with bolters blazing before charging back
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in for a decisive strike in the following
turn. Or they can simply dig in and
decimate the foe with rapid-firing bolters.
It's worth noting that some of the new
special characters replace this for a
Chapter Tactics rule that is more fitting and
characterful of their Chapter. For instance,
fielding Pedro Kantor means that all units
exchange Combat Tactics for the Stubborn
special rule, while taking Vulkan He'stan of
the Salamanders means you lose Combat
Tactics entirely but all the flamer and melta
weapons in your army count as twin-
linked. So, you can easily characterise your
force without the need for a complex
Chapter traits system.

Andy: As well as the new Combat and
Chapter Tactics rules, there are a good
few new unit types as well...

Mat: Yeah, the Vanguard and Sternguard
Veterans are the most obvious examples,
but there are many more, including a new
Dreadnought variant — the Ironclad - that
specialises in breaking sieges, as well as
the Land Raider Redeemer and the
Thunderfire Cannon, to name but a few.

Andy: Let's talk about those Veteran
variants first.

Mat: There have been many Space Marine
Veteran models made over the years and
they generally fall into two types — ranged
and close combat. We wanted to formally
categorise them. The Vanguard Veterans
fight at the forefront of the battleline, like
an Assault Squad. However, Vanguard
Veteran Squads really excel when they
Deep Strike into battle, as their Heroic
Intervention rule means they can assault on
the same turn they arrive on the battlefield.
The Sternguard hail back to what | said
earlier about the defining image of a Space
Marine is one clad in power armour armed
with a bolter — Sternguard are the epitome
of this. These are veterans who are masters
of the boltgun and as such have access to
four different types of special-issue
ammunition, such as hellfire rounds,
kraken bolts that have longer range than
standard bolter ammunition, dragonfire
bolts that ignore cover saves, or even
vengeance rounds that have a short range
but an AP of 3. The new Veteran models
are just awesome and I'd have them in my
force for that reason alone.

Andy: The Space Marine arsenal in general
seems to have had all manner of
improvements.

Mat: Yes, we've got some new additions
such as the Thunderfire Cannon, but I've
made subtle tweaks across the army list.
Storm shields are a great example. | love
the thunder hammer and storm shield
combo but they were rarely taken, so the
storm shield has now been increased to a
3+ invulnerable save, making a Terminator

WHITE DWARF
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4 STERNGUARD VETERANS

Sternguard Veterans deploy wherever
the battleline is most vulnerable,
facing the most impossible odds with
nerves of steel and precision shooting.

Special-issue Ammunition

Fach boltgun-armed model carries several
special ammunition types which replaces
the existing profile.

Dragonfire Bolts: These hollow shells
explode with a gout of superheated gas that
makes a mockery of cover.

Hellfire Rounds: Originally designed for
slaying Tyranid bio-monstrosities, hellfire
rounds replace the standard explosive
charge with a chamber of bio-acid that eats
through flesh and chitin.

Kraken Bolts: The adamantine core and
improved propellant of these bolts can
penetrate armour even at extreme range.

Vengeance Rounds: Designed to breach
power armour, vengeance rounds employ
unstable flux core technology that makes
them effective against armoured targets.

Any Veteran in the squad can
be armed with a combi-weapon.

VANGUARD VETERANS

A Vanguard Veteran Squad is formed
from those members of the 1st
Company that excel at close-quarter
combat. Most Chapters employ their
Vanguard Veterans as rapid response
forces, using their speed as a weapon
to strike the foe where he least
expects it.

New Rule

Heroic Intervention: Jump pack-equipped
Vanguard Veteran squads arriving via Deep
Strike, can elect to perform a Heroic
Intervention before the scatter dice are
rolled. The squad cannot shoot or run that
turn but may assault if within range.

Vanguard Veeterans can also be deployed without
jump packs, allowing them to take a dedicated
transport vehicle instead, providing the Space
Marine player with an array of options. This
Vanguard Veteran of the White Scars is equipped
with a pair of deadly lightning claws.

Vanguard Veeteran Sergeants can be
equipped with a mighty relic
blade, as shown above.
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Assault Squad armed with this combination
just terrifying. Regular Terminators also
benefit, with the cyclone missile launcher
now being Heavy 2. My favourite bit of
wargear, though, is the reintroduction of
the conversion beamer. This archaic
weapon works on the premise that the
further away the target the deadlier the
blast, as the beam has time to grow in
power. It gets to Strength 10 and AP1 if the
target is over 42" away, which is obviously
great for Apocalypse games, although only
a Master of the Forge can use it.

Andy: A Master of the Forge?

Mat: There are two reasons why he came
about. Firstly, | wanted to codify the senior
Techmarine and give players the option of
leading their force with this type of
character, which will no doubt please Iron
Hands players no end. The other reason
was that | wanted the actual Techmarines
to go back to their original role of repairing
vehicles, so | pushed their profile down a
bit and made them a more viable choice.

Andy: We've also got a Techmarine
crewing the latest piece of wargear to join
the Chapter’s armoury - the Thunderfire
Cannon. Why have Space Marines got an
artillery piece?

Mat: It's not artillery; it's a direct fire
weapon. More often than not Space
Marines will fight in an assault role,
striking hard and fast. However, Space
Marines are able, and need to, perform in
every kind of theatre of war. The
Thunderfire Cannon is used in situations
where heavy fire support is needed but the
Vindicator or Whirlwind would be
impractical — enclosed areas and rocky
terrain come to mind. It was one of the
things | really had fun with when
developing the rules. The cannon is

Heavy 4 Blast, but you choose one of three
different kinds of fuses when firing it — you
can fire an airburst shell that ignores cover,
a more traditional surface detonation with
high Strength or, my favourite, a
subterranean blast that forces the target
unit to take difficult terrain tests in the
following Movement phase. Yes, it'’s a
mounted fire support platform that fires
underground — veteran players will soon
deduce where the idea for that came from!

Andy: With all the new Space Marine
armies springing up around the Studio,
I've noticed Thunderfire Cannons in a few
of them, but it’s the Drop Pods that
everybody is eagerly anticipating getting
their hands on.

Mat: Yeah, | really wanted to get to grips
with the Drop Pods. In all the background
we've ever written, the Drop Pods herald

; the arrival of the Space Marines. Except,
Vanguard Veteran Squads have access to an array of close assault weaponry, from bar ivoricalle (oth h ¥ aid
chainswords and power weapons to thunder hammers and lightning claws, not to rat 64: ironically, In t e game, where they
mention plasma pistols and the ubiquitous bolt pistol. land in Turn 3 or 4 if you were lucky! So,
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W THUNDERFIRE CANNON

Thunderfire Cannons are
primarily employed in
mountainous or broken terrain
where other vehicles struggle to
reach. They prove invaluable in
defensive deployments, where
their high rate of anti-personnel
fire and disruptive subterranean
shelling can wreak havoc amongst
attacking forces. The multi-
barrelled Thundefire Cannon has
the following ammunition options:

Thunderfire Shells

Surface Detonation: These are
employed against numerous enemies
in open terrain.

Airburst: These rounds are used to
scour a foe from cover.

Subterranean Blast: Programmed to
burrow deep into the ground before
detonation, the resulting shockwave is
often sufficient to knock the foe down.

e Bombarding an enemy line with Drop

Telion is a master sniper
and grizzled Scout
Sergeant. If he is attached
to a Scout squad, any
member can benefit from
his BS of 6.

I've given Drop Pods the Drop Pod Assault
special rule which works in a similar way
to Dark Angels Deathwing units, in that
half of your Drop Pods land in Turn 1 of
the game. The innate BS of a Drop Pod has
doubled to 4 meaning that Deathwind
Drop Pads will actually hit something now,
and the capacity has increased from ten to
twelve models. Bombarding an enemy line
with Drop Pods carrying Tactical Squads is
definitely a battle-winning tactic now.

Andy: You've also increased the passenger
capacity of the Land Raiders, | see...

Mat: Previously, if you wanted to have a
character leading a squad, you could only
fit them all in a Land Raider Crusader. |
wanted players to be able to choose a Land
Raider for more than just its capacity, so
I've levelled the field and given Land
Raiders room for 12 power-armoured
Space Marines or six Terminators.

WHITE DWARF

Pods carrying Tactical Squads is
definitely a battle-winning tactic.99

Andy: What role does the new Land
Raider, the Redeemer, fulfil?

Mat: It has sponson-mounted flamestorm
cannons that are a Strength 6 template
weapon, so | don't think its uses are a
mystery! If you get it in close you won't
have a problem flushing out entrenched
infantry. What is worth knowing is that the
machine spirit on all the Land Raiders now
works by allowing the vehicle to fire one
more weapon than would normally be
permitted. This shot can also be fired at a
separate target. So, a Land Raider moving
at combat speed can still fire two weapons.
It can even fire a single weapon if Stunned
or Shaken. Still, if the rules don’t persuade
you, the new plastic kit itself is more than
reason enough to include one or two in
your army. It was never easy getting those
metal hurricane bolters stuck together but
the new kit solves those issues and you can
even turn it into a Redeemer if you wish!




* ScouT BIKERS

Scout Bikers are employed as fast-
moving reconnaissance units. They
operate on a far longer leash than other
Scouts, often functioning as a separate
and distinct adjunct to the main Space
Marine strike force.

Andy: The other new plastics we've yet to
mention are the new Scout Bikers.

Mat: Yeah, it's another great kit with loads
of options and components, so there’s lots
of opportunity to customise your models.
To emphasise their role as fast-moving
reconnaissance and disruption units |'ve
given them new wargear called cluster
mines, which allows the Bike Scouts to
booby trap a piece of area terrain. The
unfortunate unit that triggers the mines
suffers 2D6 Strength 4 hits. We've also got
a Scout-crewed Land Speeder, the Land
Speeder Storm. This differs from the more
traditional Land Speeder variants by
sacrificing its heavy armament for a modest
transport capacity.

Andy: How do the non-mounted Scout
Squads fare in comparison?

Mat: Well, Scout squads are Troops, so will
always be extremely useful. Add to that
they have all the special rules as full Space
Marines, like Combat Squads, Combat

P> Scout SQuaps

While Scouts are more lightly armed than their more
experienced battle-brothers they should never be
underestimated. Their duties are to infiltrate ahead of

SPACE MARINES
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That’s New!
Astartes Grenade Launcher: Scout Bikers can
employ Astartes grenade launchers. These are
loaded with frag and krak grenades and
outfitted with targeting systems to compensate
for the high speeds at which the bikers travel.

Tactics and so on, as well as being able to
Infiltrate, Move Through Cover, and —
unsurprisingly — Scout. For the nostalgia
buffs, the Scout heavy bolter has the
hellfire shell back, too. One Scout Squad
can also be upgraded to be led by Sergeant
Telion, who is a special character with a BS
of 6. His Voice of Experience rule means
he can forsake his own shooting attack to
allow another member of the same squad
to use his high Ballistic Skill.

Andy: | see Telion is just one of many
special characters. In fact, there’s more
than double the number from the last
edition of the Codex.

Mat: | love special characters, as they can
really highlight a certain aspect of an army.
With the Space Marines in particular you
can play on classical archetypes, so you
have the character of the living god in
Marneus Calgar, Captain Sicarius is the
hero of heroes, Tigurius is the Mystic,
Cassius the Zealot, Telion the Archer,

to launch its attack.

Ultramarines Scouts.

DEsIGN NOTES

Chronus

Chronus is a master of tank
warfare, and can even
continue the fight if his
vehicle is destroyed.

the main force, surveying the battlefield terrain and
harrassing the enemy until the rest of the army is ready
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* ASSAULT SQUADS

Assault Squads storm the foe with chainsword and holt
pistol. They are normally equipped with jump packs to
ensure they can get into assault range as fast as

Raven Guard Assault Marines.

Chronus the Charioteer and so on. I've a
particular fondness for how Chronus works
in the game — you buy him as an upgrade
for one of your tanks and he gives you a BS
of 5 as well as the ability to ignore Crew
Stunned and Crew Shaken results. And,

¢¢ Just because you don’t play
Ultramarines doesn’t mean you
can’t have a Captain as
legendary as Cato Sicarius. 99
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W¢ DEVASTATOR SQUADS

Devastators are the most heavily armed of all Space
Marine squads, trained to assail the enemy from a great
distance with overwhelming firepower.

should his vehicle be destroyed, there's
every chance he'll be able to leap free of
the carnage in true Die Hard/Bruce Willis
style and then continue fighting on foot.
He's great fun and | fully expect to see him
appearing in plenty of tanks.

Ultramarines Devastators.

pnssnble. Once in the fight they will despatch their
opponents as quickly as possible with ruthless efficiency
before moving onto the next enemy squad.

Andy: But it’s not just the Ultramarines
who benefit from all these special
characters is it?

Mat: Not at all. The six Chapters that we've
chosen to focus on in the Codex —
Ultramarines, Salamanders, Imperial Fists,
Crimson Fists, White Scars and Raven
Guard - all get named heroes to lead them.
But the beauty of it is that any Codex
Space Marine Chapter can field them. If a
player wants to get the new model of, say,
Telion, paint it in his own Chapter colours
and change his name, he can happily use
the rules for that character in his army. |
mentioned heroic archetypes earlier; well,
the galaxy is a big place, and with over a
thousand Chapters of Space Marines there’s
more than enough scope for mighty heroes
to emerge from any one of them. Just
because you don’t play Ultramarines
doesn’t mean you can’t have a Captain as
legendary as Cato Sicarius. The archetypes
can apply to all of the Codex Chapters.

Unlike most other Space Marine squads, Devastators
operate from a largely static footing, abandoning fixed
positions only to improve their arcs of fire.




Andy: | notice the Legion of the Damned
is also in this section, representing an
entire squad of special characters, so to
speak. That'll be a fan-pleaser!

Mat: Oh yes, they're back. But we can’t
really talk about them at the moment.
Suffice it to say, watch this space...

Andy: And what about regular characters?
How have they changed?

Mat: The standard HQ choices have all
had a bit of a tweak here and there, and
I've tried to make each type of command
model in the army reflect the background
of the Space Marines as much as possible.
For example, Chapter Masters and Captains
should be the best fighters in a Space
Marine army, as they've strode across
countless battlefields to master the arts of
tactics and close combat, so I've made sure
that they excel at fighting, and that their
respective Honour Guards and Command
Squads help them in that role. Previously, |
felt that Chaplains were the model of
choice for close combats, so I've tried to
reinstate their position as the defenders of
the Space Marines’ faith — they now work
best as an added boost to a squad, rather
as combat monsters in their own right,
although they can still be tooled up to be
pretty formidable. | talked a bit about the
new Masters of the Forge, the senior
Techmarines of the Chapter, earlier. Finally,
Librarians have been slightly toned down
in terms of combat effectiveness, but their
psychic powers have become a good deal
more pokey. Basically it means that Space
Marine players now have specialist
characters that each fit a specific purpose
on the battlefield. So, the tactical choices
available to players are a bit trickier, but
they are more effective than ever when
you get them right.

F2{ TERMINATOR SQUADS

fron Lords Terminator with
thunder hammer and storm shield.

All Space Marine Chapters maintain a number of suits
of the rightly feared Tactical Dreadnought armour, or
Terminator armour as it is more commonly known.
Terminator suits are the pinnacle of armoured
protection available to a Space Marine. Each is all but

SPACE MARINES

DESIGN NOTES

Detecting and developing
nascent psykers is one of
the many responsibilities
of the Chapter’s Librarium.
If a recruit survives the
rigorous testing to make
sure the applicant is free of
taint he joins the Librarian
as Lexicanium. From there
he rises through the ranks
to become Codicier,
Epistolary or perhaps even
Chief Librarian. Librarians
use their abilities to pierce
the Warp, provide the
means for interstellar
communication and
identify more of their own
kind. On the battlefield, a
Librarian will use his
talents in a more direct
fashion, targeting enemies
with psychic blasts,
teleporting comrades into
combat or melting the
enemy commander’s brain.

Andy: So, how would you sum up this
version of Space Marines?

Mat: It's been a great project to work on
but hard toil as well. There were lots of
things we had to consider, not least that
this was the first Codex specifically written
for 5th edition. | also wanted to make sure
the army list was extremely flexible. | think
Space Marines, above any other army,
must be able to adapt to any role,
especially Chapters based upon the Codex
Astartes, which is the ultimate tome of
combat doctrine. I'd like to think we've
succeeded at that. It's also a great read; the
fact that it grew so big is testament to the
material a book about the Emperor’s finest
can generate. So, | hope people get a lot
out of it — it's certainly the project I'm most
proud of to date.

impervious to small arms fire and can even withstand
the merciless onslaught of tank-busting krak missiles.
Terminator suits are so highly prized that if a battle-
brother falls in battle then the Chapter will expend vast
resources to recover the revered suit.

Crimson Fists Terminator with
heavy flamer and power fist.

Salamanders Terminator
with lightning claws.
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DroP PoD ASSAULT

Space Marines are also known as the Angels of Death,
an honorific never truer than when a strike force
descends from the heavens in Drop Pods.

ost Drop Pod assaults comprise only a handful of craft, their
M aim to get the van of the Space Marine force into a prime

position. However, it is not unknown for entire Chapters,
such as the Invaders or Black Consuls, to commence their campaigns
with a massed Drop Pod landing. Such an assault is a thing of
terrible beauty, with a hundred or more Drop Pods descending
upon the foe like screaming harbingers of woe.

Inside each Drop Pod, a squad of Space Marines or a
Dreadnought is carried ever downwards through the raging toil
of the planet’s atmosphere. When a Drop Pod lands it is
immobilised but by then it has already served its purpose,
accurately taking it's cargo to the most critical points of the
battle thanks to its inertial guidance systems.

If you feel particularly
inspired by the new Drop
Pod model, then you
might want to check out
the recent Apocalypse:
Reload expansion. This
tome is chock-full of
datasheets, including the
Skyhammer Orbital Strike
Force. This formation
allows you to field up to a
whole Battle Company in
Drop Pods, with special
rules and strategic assets
that make it the epitome

NEW-DATASHEETS, STRATEGICASSETS & MISSIONS of surgical strikes.
FOR APOGALYPSE BATTLES
e Powerful retro thrusters Restraint harnesses keep the
underneath slow the Drop Space Marines secure while the
Pod’s descent before impact. Drop Pod is in transit.

RAVEN GUARD CRrRIMSON FiIsTS WHITE SCARS
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NON-CODEX CHAPTERS

Just because the new Drop Pod model accompanies the Black Templars and Space Wolves can all use these
latest Space Marines Codex, don't think that their use is formidable rapid-strike transports in their armies, as
restricted to Codex Chapters. Dark Angels, Blood Angels, illustrated here.

DARK ANGELS BLooD ANGELS SpPACE WOLVES
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ARMOURED MIGHT

The latest Land Raider variant kit can be assembled into the
Crusader - a linebreaker without peer — thanks to its banks of
hurricane bolters, or as a feared Redeemer, an evolution of the
Crusader, this time mounting flamestorm cannons.
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upper hull
power plant
hull top
hull'left side”
hull right sule
door mec
headlights
machine spirit eye
boarding gate
datascreen
engine
hatches

floor

gunner arms

shoulder pads
-
flamestorm tanks
gunner legs.
scroll

purity seals

towbar

sensor array

storm bolter grip
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CHAPTERS

A thousand Chapters of a
thousand Space Marines
are all that separates the
Imperium from the
encompassing darkness.
The Ultramarines are not
the only Chapter of the
First Founding to survive to
this day and fight on in the
Time of Ending. Here are
five other legendary
Chapters deserving of note.

WHITE SCARS

White Scars are the masters
of reconnaissance and
adherents of the hit-and-run
attack. They are hunters and
raiders without peer, using
ultra-rapid deployment to
ensure that the foe’s first
sight of them is also his last.
Such were the teachings of
the Primarch Jaghatai Khan,
and in the millennia since his
disappearance these :
doctrines have been honed
and refined in countless
battles and wars.

IMPERIAL FISTS

Rogal Dorn, the Primarch of
the Imperial Fists, was a
tenacious warrior whose
final moments were of
courage and supreme
sacrifice. Though many
millennia have passed since
Dorn’s death, his example
still drives the Imperial Fists
onwards to fresh victories.
Indeed, if the Imperial Fists
have a fault it is that they
continue to strive when
others would have yielded
the battle. Such stubbornness
has rescued many a victory
from the ashes of defeat, but
only at a steep cost in lives.

CRIMSON FISTS

The Crimson Fists are a
Chapter on the edge of
extinction, their fortress-
monastery destroyed and their
numbers all but obliterated
when Waaagh! Snagrod
descended on the Loki sector.
Yet the Crimson Fists fight on,
bearing the blows of a cruel
fate with a stoicism that has
become legend across the
Imperium. Even amongst the
elite ranks of the Space
Marines, the remaining
Crimson Fists are held as
warriors without peer, forged
in the heat of the most terrible
and hopeless battles.
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SALAMANDERS

Born out of fire, the battle-
brothers of the Salamanders
Chapter have jet-black skin
and burning red eyes - a
daemonic appearance brought
about by a reaction between
their unique genetics and the
high levels of radiation on the
Chapter Planet of Nocturne.
This terrifying appearance is
entirely superficial, but has
intimidated more than one
rebellion into submission
without a shot being fired.

RAVEN GUARD

The Raven Guard are masters
of the unseen war, engaging
in frontal battle only when
no other option presents
itself. In pursuit of their
covert goals, the Raven
Guard depend heavily on
Scout forces able to act 3
alone for extended periods of
time, and rapid-reaction
forces that can quickly
capitalise on the foe's
weaknesses. Thunderhawk
strikes and Drop Pod assaults
are employed for much the
same reason, and they have a
great many more of these
craft than any other Chapter. |




SPACE MARINES

DESIGN NOTES

EVOLUTION OF THE

SPACE MARINE

Everybody knows that the Emperor is the architect of the Adeptus
Astartes, but delve beyond Imperial propaganda and you’ll
discover that the true daddy of the Space Marines is Jes Goodwin.

We got together and reminisced.

Marines,” begins Jes. “Bob Naismith

came up with some basic designs and
had already sculpted three miniatures.
Even so, people think of the very first
Space Marine frame, RTBO1 (Rogue Trader
Box 1), as the original Space Marines. That
wasn't just me though — all the Citadel
Sculptors worked on that — Bob, Aly
[Morrison] and Trish [Morrison] are just a
few of the names that come to mind, but
it was the whole team.

“I've become synonymous with Space
Marines because of the work that followed.
I've spent well over a decade working on
Space Marines since, defining them and
establishing the lock of Mk VII power
armour, that's why | keep appearing in
these kinds of articles!”

So while Jes had worked on the “Rogue
Trader” era of the Space Marines, it wasn't
until the next generation that he really

I wasn'’t the first person to design Space

began to stamp his mark upon them. In the
meantime, development work was
continuing apace. The first Mark VIl Space
Marines started to appear in metal and the
Chapters, which had up to that point been
nothing more than a reason to paint your
force a different colour to your mate’s
Space Marine army, were becoming more
divergent. “A lot of the imagery for the ‘Big
Four’ — Space Wolves, Ultramarines, Dark
Angels, and Blood Angels — grew out of
spending lunchtimes with John [Blanche]
just drawing heraldry. | think it took about
two weeks, but at the end of it we’d got the
big themes, the livery, and the symbology
for the prominent Chapters.”

While we've never tried to hide our
influences, it's always been a bugbear of
Jes’ that people can simplify that aspect.
“It's human nature to take the most
recognisable element and label the whole
thing,” says Jes. “So ‘Space Wolves are

What is there to write about Jes
Goodwin that hasn’t been written
before? Nothing, we'll wager. But
for those who don’t know, Jes has
heen an integral part of the Citadel
Design team since the 80s, and is
generally regarded as the man
behind the Space Marines and the
enigmatic Eldar.
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One of the very first plastic
Space Marines from the fondly
remembered RTBOT kit.
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The very first Space Marine — who knew then what this unassuming chap would spawn?
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Whereas many
miniatures designers
evolve their work as they
go, Jes’ miniatures often
look unerringly similar

to his original concept
sketches and proportion
studies — a testament to

Some of the original concept
sketches for Space Marine
honorifics and heraldry.

WHITE DWARF  SP.

Vikings!’ is what you'll hear a lot. But the
archetype was intended to be much wider
than that, encompassing as many barbarian
types, historical and fictional, as possible.
So you have Celtic influences and other
barbarian devices all mixed in as well. The
same with Ultramarines — they're
sometimes labelled as Romans, when the
scope is actually much more expansive,
covering all of the ‘Classical’ era.”

The secret of good, strong concepts is
to take these base archetypes and turn
them into something unique. “Audre Lord
famously said ‘There are no new ideas.
There are only new ways of making them
felt.” And that's always been the case; it's
the juxtaposition of existing elements that
create fresh ideas. So, while warriors in
futuristic armour were by no means
original in the mid 1980s, putting medieval
knights in space, underpinned by the
archetypes |'ve already mentioned and
decorated with archaic livery, rather than
futuristic looking markings, was a much
more original notion.”

With the second edition of Warhammer
40,000 came the next major evolution of
the Space Marine. Mark VII “Aquila”
POWEr armour was now more prominent
than the Mark VI “Corvus” armour. The
most obvious difference was the shorter
snout of the helmet face plate, but there
were many others. “The second edition of
40K gave us the opportunity to replace the
venerable RTBO1 frame. It had served us
well but we wanted to put the new

I his strong vision.

developments into plastic and the old
plastic Space Marines were looking too
small. Obviously the helmets were
different, but we added a chest plate that
covered the piping with the aquila, and
separate knee guards were added. We
beefed up the shoulder pads and lost the
studded ones. It was these plastics that
locked in that definitive Space Marine
design,” says Jes.

It wasn't just the armour that had a
makeover. The bolter, an instantly
recognisable shape now, was redesigned
along with the new plastics. “It did look
weird in its first incarnation,” admits Jes.
“The basic elements of the boltgun were
there but the configuration was odd. The
forward hand grip was in front of the
trigger and behind the magazine, making it
look top heavy. We moved the ammo clip
closer to the trigger and added more
cowling to give it more weight. That's how
the design has looked ever since.”

While the third generation of Space
Marine plastics, again developed in
concert with the next edition of the game,
didn't alter the design, they did add far
more opportunities for the modeller. “This
was really the start of the plastic evolution
that continues to this day. It's all about
giving hobbyists options, and the chance to
customise their squads. For this reason you
got a Mk VI head on the frame as well and,
if you were committed enough, you could
create whole squads made up of Corvus-
type Space Marines. | like this aspect — that




SPACE MARINES &=

DEsSIGN NOTES

suits aren’t necessarily complete, and the
Chapter's Artificers will have had to make
whole suits out of pieces from different
sources, be it spares or even items
recovered from the battlefield.”

The third edition also marked the
advent of the redesigns of the Space
Marine vehicles, starting with the Land
Speeder and Dreadnought, followed by
iconic vehicles like the Land Raider and
Rhino APC. “Bob Naismith designed the
first Rhino,” continues Jes. “It was a
brilliant kit, ingenious in design. Because

The original Rhi
we could only afford one mould - don’t (abi,gg;,:,aﬂob i
forget we were a much smaller company Naismith, and its next-
then, and a plastic injection mould was generation succesor
(and still is) a huge investment — Bob (right) by Jes.

designed the frame to be symmetrical so
you could get one vehicle out of two
identical frames. | don’t know the numbers
but we’ve probably sold more of those first
generation Rhinos than any other kit over
the years. When it came to retire it and
replace it with a new Rhino, | wanted it to
be instantly recognisable while tying it into
the more modern look, but it had to be
versatile, just like the original kit, and be
able to be used as a basis for Predators and
Razorbacks, etc.”

And what is this more modern look?
There’s no doubting that all Space Marine
vehicles look part of the same design
lineage, but how is that achieved? “It's
simply a case of reusing certain design
elements,” says Jes. “The vehicles needed
to look of the Imperium, but not Imperial
Guard. So they appear more advanced and R
even futuristic in the context of 40K. They i
have clear panel lines, few rivets, and
chamfered sides — an element first seen in
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the original Rhino. Even on the Land A
Speeder you can see the sloped air foil, D
reinforcing that look.” e

Jes has had little to do with the latest
releases as he’s busy on other, currently
secret, projects. So the bulk of the new
Space Marine work has been done by up-

il At

and-coming stars such as Dave Thomas, /A Cﬂm‘f,\f
Juan Diaz, Neil Langdown and Colin / -\ iy
Grayson; Jes thinks it's some of the best 4 ==
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stuff we've ever done. But after all these
years of designing Space Marines, which is
his favourite model? “That's a tough one,”
says Jes. “| have always liked the Space
Marine characters that I've done, although
some of the older ones are looking a bit | .‘ R :
flat now. Mephiston is definitely worth a N - s e
mention, as is the Space Wolf Runepriest, ' F e =
and I've always been fond of the Blood
Claws Sergeant. However, | think my
favourite Space Marine is a humble
trooper, a real veteran who | made a
further twelve conversions from. | think I've
still got the blacked, squashed green round
my desk somewhere. Yeah, he’s my
favourite because 1'd have had to do
another twelve Space Marines from scratch
without him!” Just one of the pages of Space Marine colour concepts by Jes and John Blanche.
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Next weekend, on October 4th, the
amazing new Space Marines Codex
and model range deep strikes from
orbit into our stores!

To coincide with this incredible
release, all through October our stores
will be running an equally amazing
array of Space Marine-themed events
and activities, from painting sessions
to get your forces ready for battle, to a
series of huge games featuring the
might of the Adeptus Astartes against

the myriad enemies of Mankind;
Aliens, Traitors, Heretics, Mutants and
Daemons!

Starting with a glorious Drop Pod
Assault, join your Brother Marines in a
series of battles throughout the month,
and bring the Emperor’s light to the
fallen worlds!

Get down to your local Games
Workshop store NOW and find out
how you can sign up for the Great
Imperial Crusade!
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PILLA:

In thls second instalment of a
two-part artlcle, Gav Thurpe
cen

— these are an ever-present part of

the war-torn Warhammer world,
Lives are destroyed, villages razed and the
spoils squabbled over by vicious
marauders and cruel raiders. Conflicts
between determined attackers and stalwart
defenders provide great scope for some
very different types of Warhammer battle
and are an opportunity to vary your
gaming, perhaps using different parts of
your collection of Citadel miniatures and
testing your generalship skills with different
strategies and tactical challenges.

Last issue, | introduced some general
rules that you can add to games to give
them a raiding feel, and presented the first
two of the six scenarios | have devised.
This issue | present a further four scenarios,
all of which can be played as one-off
battles, or woven into a campaign of
destruction and mayhem as you and your
opponent see fit.

B urning, looting, pillaging and slaving
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Pillaging in Mighty Empires
We asked Jervis Johnson to come up with an
example of a raiding rule for Mighty Empires,
which can be added to those listed in the
Mighty Empires rulebook. It allows
players to attack an enemy empire
and, if successful, pillage a tile for
loot. The Dark Elves have a
fearsome reputation for carrying
out attacks such as this, and so
they may always choose to use
this event, even if another player
has already chosen it.

Pillage

If you win the first battle you fight this round, then you may choose to pillage
a castle, city or mine belonging to one of the players on the losing side. The
piece may not use any of its abilities for the rest of the round, so a city or
castle won’t help protect the tile it is in, a tile with a city only counts as one
tile, mines will not provide any revenue, and so on. In addition, you gain

3D6 x 10 gold pieces which you can add to your treasury.




Scenario 3 - Dawn Raid

will, exploiting the element of surprise. One way

an army of raiders can use this to their advantage is
to strike at their foes when they are least ready, storming
into their camp, cutting down shocked warriors and
burning supplies. An unprepared army can be caught by
surprise by a swift-striking attacker, awaking to find the
enemy in their midst, struggling to bring arms to bear
before the raiders make off with valuable supplies.

The Battlefield

Divide the battlefield into 2' by 2' squares and place a tent,
building, supplies pile or other element of the defender’s
camp in each square. These are the attacker’s objectives.
Place other terrain in any mutually agreed manner — |
would advise only one or two extra terrain features so that
the battlefield doesn’t become too cluttered.

g‘ swift raiding force relies upon the ability to strike at

Forces
Both attacker and defender have an equal-sized army
chosen as normal.

Deployment

The defending army is spread across the battlefield,
oblivious to the imminent attack. Each unit in the
defending army is deployed in a randomly-determined
square. For example, there are six squares on a 6' by 4!
battlefield so you could roll a D6 to determine which
square each unit starts in. The defending player is free to
position these units as he wishes within the designated
square and a unit may start the battle inside a building or
other structure if appropriate. Characters are not deployed
randomly, but are instead placed anywhere on the
battlefield by the defending player after all other units have
been deployed.

The attacking army does not deploy and instead moves
on to the table during its first turn. Attacking units may
move on from any table edge, just like a unit returning
from a pursuit off the table. Units that cannot normally
move may be placed touching a table edge during the first
Movement phase but cannot move any further.

Fighting the Battle

The attacker gets the first turn. The battle lasts for 8 turns.

gl

Setting Fires, Looting. Non-building objectives can be set
on fire or looted by any attacking unit in contact.

j
Special Rules )

Surprise: The defending army is taken by surprise and may
be slow to react. Defending units must “activate” before
they can do anything. The defender can attempt to activate &
any number of units at the start of each of his turns. To be

activated, the unit must pass a Leadership test. The unit
may add +1 to its Ld if there is an enemy model within
12", They also gain +1 to their Ld if any war machines
have been fired in the battle. They may add a further +1
to its Ld for each close combat currently being fought.
If failed, the unit is not active and may do nothing.
Characters, or units that are led by characters,
automatically activate at the start of the defender’s first _
turn. Once active, a unit may move and fight as normal {
for the remainder of the battle.

Victory Conditions

The attacking army will break off and withdraw after eight
turns. The attacker scores one point for each building, tent,
or other objective that has been destroyed and one point
for each loot counter in their possession. The defender
scores one point for each attacking unit that has been
destroyed, fled the battle or is fleeing at the end of the
game. The defenders also score one point for each intact
objective, The player with the most points wins.

S

A pile of supplies : ‘
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Scenario 4 - Coastal Raid

boats and ships to strike from an unexpected

direction. The most notorious sea raiders are the
Black Ark Corsairs of the Dark Elves, who fall upon the
coastal settlements of other races swathed in storms,
bringing death and terror with them.

The Battlefield

One long table edge is designated as the coastline. If you
have suitable scenery pieces, even better! Mark out the
coastline in 12" sections. Place one building for every 2' of
coast (so on a 6' table, place three buildings). These
buildings must be placed at least 18" from both long table
edges, and at least 12" from each other and the short table
edges. Place any other terrain in a mutually agreed
manner, using the normal Warhammer guidelines.

S ome raiders attack from the sea or across rivers, using

Forces
§ Both attacker and defender have an equal-sized army
j chosen as normal. The attacker must divide his army into

“waves”, representing the army arriving in their ships and
disembarking onto the battlefield. Only one unit may arrive
in-each 12" section of the coast each turn, so each wave
can contain a number of units no greater than the number
of sections. Each wave must be numbered - first wave,
second wave, and so on. This is the order in which the
units will arrive. Flying units do not count towards this
limit and so can be listed in any wave.

R
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Deployment
The defending army is deployed anywhere within 8" of the
table edge opposite the coast.

The attacking army does not deploy and must instead
move on to the table during its Movement phase. Starting
with the first wave in the first turn, attacking units move on
from the coast table edge, just like a unit returning from a
pursuit off the table. Only one unit may move on from
each 12" section each turn, although the attacker is free to
decide which unit in each wave moves on from which
section. Units that cannot normally move may be placed
touching the coastal table edge during the first Movement
phase but cannot move any further. Flying units may move
on from any part of the coastline.

Fighting the Battle

The attacker gets the first turn. The battle lasts for 8 turns.

Special Rules

Setting Fires, Looting, Taking Prisoners.

Surprise: The defending army is taken by surprise and may
be slow to react. Defending units must “activate” before
they can do anything. The defender can attempt to activate
any number of units at the start of each of his turns. To be
activated, the unit must pass a Leadership test. The unit
may add 1 to its Ld if there is an enemy model within 12"
They also gain +1 to their Leadership value if any war
machines have been fired in the battle. They may add a
further +1 to its Ld for each close combat currently being
fought. If failed, the unit is not active and may do nothing.
Units that are characters or are led by characters
automatically activate at the start of the defender’s first
turn. Once active, a unit may move and fight as normal for
the remainder of the battle.

Victory Conditions

The attacking army will withdraw after eight turns. The
attacker scores one point for each loot and prisoner
counter, and one point for each destroved building. The
defender scores one point for each attacking unit that has
been destroyed, fled the battle or is fleeing at the end of
the game. The defender also scores one point for each
intact building. The player with the most points wins.

Buildings

. Defender
‘Deployment Zone
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Scenario 5 - Spoils of War

his scenario stages an all-out attack
I on the raiders’ primary goal — an
enemy settlement. They have come
looking for loot and slaves, and are willing
to sow destruction in order to reap the
rewards of their daring. The defenders must
race to protect what is theirs.

The Battlefield

Place at least four buildings on the
tabletop. These buildings cannot be
deployed within 12" of each other or a
table edge. For every two buildings, the
defender may place one watchtower
anywhere on the battlefield. Place any
other terrain in a mutually agreed fashion.

Forces
Both attacker and defender have an equal-
sized army chosen as normal.

Deployment

The defender may place one infantry unit
in each watchtower as a garrison (and one
war machine on each watchtower roof, if
possible). With the exception of these
garrisons, neither army is deployed at the
start of the battle but instead must move on
to the table during its first turn.

At the start of the first turn, the attacker
nominates one table edge and it is from
here that the raiders will appear. Each
defending unit moves on from a random
table edge as troops in the surrounding
area respond to the raised alarm. Roll a D6

A

Building
'-“ : i
Building ;
. - Warchtower
Waschuowese
Buifding |

for each defending unit at the start of the
defender’s first turn. On a 1 the unit must
move on from the table to the left of the
attacker’s edge. On a 2, 3, 4 or 5 they
move on from the table edge opposite, and
on a 6 they move on from the table edge to
the right. Roll for all units before moving.
Units may move on from the table edge
just like a unit returning from a pursuit off
the table. Units that cannot normally move
may be placed touching a table edge
during the first Movement phase but
cannot move any further,

Fighting the Battle
The attacker gets the first turn. The battle
lasts for 8 turns.

Special Rules
Setting Fires, Looting, Taking Prisoners,
Watchtowers.

Victory Conditions

The attacking army will break off and
withdraw after eight turns. The attacker
scores one point for each loot and prisoner
counter he controls at the end of the game,
and one point for each building that has
been destroyed. The defender scores one
point for each attacking unit that has been
destroyed, has fled the battle, or is fleeing
at the end of the game. The defender also
scores one point for each building that
remains intact when the game ends. The
player with the most points wins.

Prisoner
Counters

The rules for taking
prisoners were
included in last
month’s White Dwarf.
Most gamers will
simply make prisoner .
counters out of paper 3
chits or spare
slottabases. However,
Chad Mierzwa made
us this cool Empire
prisoner, bound in fine
jeweller’s chain. He’s 4

mad, I tell you.

-

!

-
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Scenario 6 - Revenge

the hunter becomes the hunted! In this scenario, the
attackers are surrounded and must escape with their
loot and prisoners.

The Battlefield

Place three or four burnt-out buildings or other ruins within
12" of the centre of the battlefield. Place any other terrain
in a mutually agreeable manner.

S ometimes the enemy catch the raiders in the act and

Fotces

Both attacker and defender have an equal-sized army
chosen as normal. For each non-character or war machine
attacking unit roll a D6. On a roll of a 1 it starts the game
with na loot or prisoners. On a 2 or 3 it has a loot counter,
on a 4 or 5 it has a prisoner counter and on a 6 it has both
a loot counter and a prisoner counter.

Deployment

The “attacking” units are deployed anywhere within 8" of a
ruined building. The “defending” units are deployed
anywhere not within 18" of an attacking unit.

Fighting the Battle
The defender gets the first turn. The battle lasts for 6 turns,

Special Rules

Taking Prisoners, Looting. Only the defender may take
prisoners during the course of the battle and these count
for victory purposes.

Vengeful: The defenders have suffered greatly at the hands
of the raiding forces and are eager to exact their revenge
upon the foe. All defending units are subject to Hatred of
the attackers.

Victory Conditions

For every prisoner or loot marker that the attacker manages
to get off the battlefield, they score one point. For every
attacking unit destroyed, fled or fleeing the battle, the
defender scores one point. The defender also scores one
point for each loot counter or prisoner marker on the table
at the end of the battle. The player with the most points at
the end of the game wins the game.

Burnt Ruins

Chad Mierzwa again came to the rescue when we
were trying to make some burnt-out buildings for
these scenarios. Chad has used the Warhammer
Chapel and Fortified Manor kits as a basis for
these battle-damaged structures, with balsa wood
strips inserted inside to represent upper floors and
fallen timbers.
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Raid Campaigns

These Raid scenarios can be used in all types of campaigns
to add variety to your games, to represent particular events
or as objectives for one side or another. Earlier, Jervis
provided rules for raiding and pillaging in games of Mighty
Empires, just one example of how you can incorporate
raiding into your own games,

| devised the following campaign system to allow
players to stage their own series of raids. It is designed to
be fought over several games, though it could be adapted
for campaigns with multiple attackers and defenders
without too much effort. The attacker begins with much of
the initiative, but must weigh the benefits of further attacks
against the dangers of being caught by an increasingly alert
defending army. Each stage explains which battle or battles
are fought, the consequences of victory or defeat and how
to move on to the next stage.

Stage Three - Let the Raids Begin!

In this part of the campaign, the attacker expends Raid
points to attack settlements and gain prisoners and loot
(represented by Pillage points). Once all of the targets
have been raided, the attackers must then try to get
away with their ill-gotten gains.

The Battle: For each Raid point earnt during Stage
One and Two, the players fight a battle. The attacker
can choose to fight Spoils of War, Dawn Raid or Loot
and Pillage. Once each Raid point has been spent on
an attack, move on to Stage Four. If the attacker
chooses to fight a Spoils of War battle and loses, all
remaining Raid points are lost.

Consequences: For each attacker victory, he gains one
Pillage point for Stage Four. If the defender wins, the
attacker gains no Pillage point.

Next Stage: Once all of the Raid points have been
spent by staging attacks, move on to the final stage.

Stage One - Landing the Troops

The attacking forces have arrived off the coast and
must disembark their troops. Equally, you could view
this as an army moving through a narrow mountain
pass, crossing a river or otherwise staging their initial
invasion into enemy lands.

The Battle: Fight the Coastal Raid scenario.

Consequences: If the attacker wins they land as
planned and gain a bonus Raid point in Stage Three.
If the defender wins, the attacker gains no impetus for
their attack and no bonus Raid point.

Next Stage: After the Coastal Raid, move on to

Stage Two.

Stage Two - Gaining the Upper Hand

In this stage, the attacker gains Raid points that
represent the vulnerability of their targets. By attacking
watchtowers and enemy camps, the attacker gains
points, but they will lose points if their attacks fail and
give the enemy warning.

The Battle: The attacker must fight at least one Dawn
Raid or one Deathly Silence battle. They may choose
to fight more as outlined in the Next Stage section.

Consequences: For each attacker victory, they gain
one Raid point for Stage Three. For each attacker loss,
they lose one Raid point. As long as the attacker has at
least one Raid point he may choose to continue to
play Dawn Raids and Deathly Silence battles to gain
more points.

Next Stage: The attacker can choose to move on to
Stage Three at any time after playing at least one
Dawn Raid or one Deathly Silence battle. If ever the
attacker is reduced to zero Raid points, the attacks
have failed and Stage Three is skipped — move directly
to Stage Four and fight a Revenge! battle.

. 4

Stage Four - Back to the Ships!

Sooner or later the defenders will muster enough
warriors for a concerted counter-attack. The attackers
must escape with their loot, their confidence bolstered
by their earlier successes.

The Battle: Fight the Revenge scenario. Each Pillage
point earned in stage three can be spent by the
attacker during the battle to do one of the following:

e Re-roll a dice when determining loot and prisoners
at the start of the battle.
» Re-roll a failed Leadership test.

s Allow one unit to re-roll failed rolls to hit in one
phase (decide after rolling to hit).

¢ Re-roll all of the dice for a pursuit or flee move.

Consequences: Whoever wins this final battle wins the
campaign!

Now it’s Your Turn

I hope that I've shown hew much fun can be had with
raiding and looting. If you're feeling inspired, why not
come up with some Raid scenarios of your own? Or for
that matter, you can devise other types of games that
represent the different sorts of battles taking place all over
the Warhammer world, such as Night Goblin attacks on
Dwarf mines, border disputes between nobles and
chieftains, armed expeditions against foreign palaces and
temples, and many others. You can go even further by
combining these scenarios with the Legendary Battles rules
published in WD340, perhaps staging a massive raid on a
walled city, or the arrival of an enemy armada.

Happy raiding!

i
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A TALE OF

FOUR GAMERS

Three months in and our budding hobbyists are well on their way to
amassing decent-sized armies. Join us now as we check up on them
once more to see who they’ve crushed, how much they’ve painted and
whether Huron Blackheart has managed to claim yet another foe!

their first battles under their belt. We

thought we'd turn up the pressure a little
and get the gamers to build their armies up
to 1000pts. But why stop there? The new
edition of Warhammer 40,000 places a lot
more emphasis on objectives, and there’s
nothing better to represent these than a
specially modelled objective counter.
There are bonus points up for grabs for any
gamer who models their own objective
counter for their army.

I t's Month 3 and our gamers have got

Month 3 Rules

“  Game played (best result)

......................

-----

Every month, each of our four gamers will be given a task to build on their army
in some way, ending up with each player having an army of at least 1500pts. At
the end of the month we’'ll judge how well they’ve done and award them points.
By the end of the series, the player with the most points will win a prize beyond
their wildest dreams! Or a pint. For Month 3 we challenged our gamers to play
their first 1000pt game, giving points for both playing and painting as last month.
There are also bonus points on offer for modelling an objective marker.

* Models painted on time. ... .. 5pts
Y Models painted late. ......... 3pts
: Models not painted .. ........ Opts

B Wi e e 5pts

ON THE WEB

Don'’t forget to catch up with our
gamers in our online diary!

Month 2
Leaderboard

Neil Hodgson 15pts
Fil Dunn 11pts
Matt Hutson 11pts

Pete Foley

. 'WARHAMMER /
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FOR ROGAL DORN!

Neil is the Studio’s
resident illustrator, which
means that he gets to
spend all day drawing
pictures of tanks and
shields and banners. And
when he's not doing that,
he’s painting his new
army of Space Marines.
Live the dream, Neil!

44 WHITE DWARF

Adeptus Astartes hero, Neil Hodgson, has been given the task of building a
Crimson Fists army. After a couple of months of painting and playing, Neil
gets the ultimate upgrade to his army this month in the form of a new

edition of Codex: Space Marines.

Neil: This month is something of a
bonanza for me, as it coincides with the
release of the new Space Marine Codex.
This means I've been really spoilt for
choice as to what to add to my army, as
well as having a whole new set of special
rules and wargear options to try out.

For Month 3 I've added Pedro Kantor
and a unit of Sternguard to the army, along
with a Razorback for them to ride in. With
the addition of this iconic Crimson Fists
character, complete with his new Chapter
Tactics special rule, the army doesn’t just
look like a Crimson Fists army — it plays
like a Crimson Fists army too. The models
are simply great, but | haven’t been able to
lavish the attention on them | might
normally — one of the drawbacks of such a
gruelling schedule, alas. | might go back
and add a bit more detail to them at a later
date, however.

I’'ve done a couple of conversions to
the Sternguard, modelling one with a
plasma gun and one with a flamer. This
might compromise their new armament
somewhat, but | think it will be worth it.

A TALE OF FOUR GAMERS

I suppose | could have given them combi-
weapons instead, but for the sake of a few
extra points, 1'd rather have a special
weapon that can fire every turn instead of
just the once. The combination of Pedro
Kantor and the Sternguard is especially
potent — whilst in his army, the veterans
become scoring units! | can't begin to tell
you how good this is, and | plan to use
them to clear objectives of enemy troops,
before digging in to defend them.

I'm a big fan of Razorbacks; they might
not have quite the transport capacity of
other vehicles, but they can add some
potent heavy support to a squad — and all
for just 45 points in the new Codex! I've
picked up some Forge World Rhino doors,
moulded with Crimson Fist iconography.
These are top notch, and make Pedro
Kantor’s personal Razorback really stand
out as something special.

One of my favourite things in the new
Codex is the improvement to Tactical
Squads. They really are some of the best
Troops choices in the game, and | believe
that every Space Marine army should have



a solid core of them at its heart. There’s a
real incentive to take ten-man squads of
them now too, as you don't get any options
with smaller squads. But when you hit ten
men, you can choose a flamer and a
missile launcher for free!

| think we're going to see Tactical
Squads used in a different way from now
on. For a start there are going to be a lot
more of them around, much more than the
minimum Troops requirement, as they're so
useful and cheap. | also think they’ll be
armed with less flamboyant weaponry,
such as missile launchers and flamers,
instead of lascannons and plasma guns.

Instead of spending points on fancy
weaponry for my Tactical Squads, | plan on
saving the points and buying a Devastator
Squad to support them instead. In fact, |
intend to build my army around 15-men
blocks — a ten-man Tactical Squad,
supported by a five-man Devastator or
Assault Squad, kind of like a detachment in
a Warhammer Empire army.

But, you know what they say about the
best laid plans... For this month’s game |
played Andy Hall's Tau army. It's fair to say
that it didnt go well at all, as | got well
and truly beaten (Chalk one up for Team
Dwarf — Ed). | made a couple of mistakes
early on — notably not Deep Striking the
Terminators or outflanking with the Scouts

Month 3 Score:

Models painted on time;
Game played: Loss;
Objecive modelled.

CHAPTER MASTER PEDRO KANTOR

— and had a dreadful run of bad luck. | got
shot to bits crossing the battlefield,
which, in an Annihilate mission, was

bad news. I'm going to add
some Drop Pods for future
games — we'll see how those
Tau cope with Space
Marines Deep Striking right
on top of them.

Next month I'm adding
some Heavy Support to my
army in the form of a
Land Raider Redeemer.
I'm also going to bolster
my five-man squad of
Tactical Marines up to
ten men, so | can take
advantage of all those
lovely free options!

Neil has made his ohjective from spare plastic parts
he found lying around the Studio, representing a
downed Space Marine,

STERNGUARD VETERANS

Neil has converted a couple of his Sternguard Veterans, arming
them with a plasma gun and a flamer instead of boltguns. What he
loses in terms of special ammo he hopes to gain in versatility.

Pedro Kantor is the Chapter
Master of the Crimson Fists, a
role he has occupied for over
a century. He has led the
Chapter through the
hardships and challenges of
its recent history, and under
his stern guidance the
Crimson Fists look to the
future with fresh optimism.
Pedro Kantor is a formidable
foe on the battlefield - a must
for any Crimson Fists army -
giving all units the Stubborn
special rule, allowing
Sternguard Veterans to count
as scoring units and giving all
nearby units a bonus Attack!
So not only is his inclusion in
Neil’s army flavoursome, but
also tactically astute.
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Pete is such a tournament
enthusiast that he likes to
try out as many armies as
he can before settling on
one. As we write, he’s not
Jjust building his Eldar
force, but also-a Daemons
of Chaos army, a Vampire
Counts army AND a
Tomb Kings army, all at
the same time!

THE AUTARCH’S ADVICE

| soundly beat Pete, although it
has to be said that | did have
the advantage, having played
with them rather a lot. One of

A Tale of Four Gamers
XENOS WAR

Tournament poster-boy Pete Foley has been tasked with building an Eldar
army fit to take on all-comers. Pete’s army is now well underway, and he
even managed to paint all his models on time. We had to hound him to

play his game, though -

Pete: This month | was finally able to field
an army similar in size to the one | will be
taking to the GT this year. Although only
1000pts, the dynamic is similar enough for
me to get a real idea of how the army will
perform. | decided to test my army out
against my good friend and author of the
Eldar Codex, Phil Kelly. Phil has a great
track record at tournaments and who better
to give advice on Eldar than the guy who
wrote the book? Phil would be using his
own Eldar army so | could get a sense of
how an experienced Eldar player uses each
of the different units in their army.

We rolled a Capture and Control
mission with a Spearhead deployment. |
won the roll for deployment and elected to

Grots for this, and in my Eldar
army | have some Guardians.
Cheap and cheerful, yet just as
able to claim an objective as a

if it's not one thing it’s another...

let Phil go first — a pretty standard tactic
with objective-based missions as you get to
go second and therefore get the last turn of
the game. In that turn you can jump on the
objectives and try to kill any enemy units
that are claiming them.

Phil had a pretty balanced force full of
small Elite units. This gave me hope, as my
army followed a similar tack, although Phil
also had a unit of Dark Reapers, a
Wraithlord, and a big unit of Howling
Banshees in a Wave Serpent. My army, on
the other hand, revolved entirely around
speed and manoeuvrability.

Phil was pretty fortunate with some of
his early shooting, his Dark Reaper Exarch
popping open my Wave Serpent with my
Dire Avengers in it with his first shot. Not
only did it leave the Dire Avengers deep in
my own table quarter, but they had my
Farseer with them who was going to have
trouble aiding the rest of the army.

My luck then went from bad to worse. |
made the same mistake that | make against
Phil’s Eldar army every time | play it. For
some reason | never remember that,

although units can't assault out of closed-
top vehicles if the vehicle moves, if it stays
still they can jump out, Fleet of Foot and
assault all they like! That is exactly what
Phil’s Banshees did, jumping on my
Autarch and his Jetbike buddies, and
promptly killing all the bikers. The Autarch
survived and held up the enemy, but was
pinned down. | knew that, unless | could

pricier unit of Troops.

1 also think he needs a bit more
punch in close combat. I'd
recommend either some
Harlequins or Howling
Banshees which, combined
with Doom, are very potent.
And with that empty Falcon
flying about, it'd be a crying

the pitfalls with any elite army
is getting carried away and
buying all the cool stuff, which
doesn't always make for a
viable army. | fear that Pete has
fallen into this trap and as a
result has all his eggs in one
basket. The average points per
model is 40pts in Pete’s army -

too high, and then some. shame not to

| find it useful to have a small use it to |
unit that you can leave on an transport them
objective and forget about - into battle in

my Ork army | have a unit of relative safety. {
|
|

A Howling Banshee Exarch
armed with mirror swords has
an impressive 5 Attacks at
Initiative 10 when she charges
— just the sort of close combat
boost Phil ordered.

It's Eldar versus Eldar, as the a
of the best ways to test out an
gone one step further by playi

pprentice challenges the master Pete says that one
army is to play it against itself, However, Pete has
ng Eldar controlled by the auther of the Codex, Phil!
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get him some support, he would be killed
pretty quickly in the next turn. Alas, | had
no support to offer him. My army, | slowly
began to realise, was full of style but little
substance. The Jethike squads were too
small to lend enough firepower or enough
attacks in an assault to help, and my two
expensive tanks had too many targets and
not enough guns.

With a combination of his superior
knowledge of the army and some fortunate
dice rolling when it counted, the game
continued to go Phil’s way, ending ina 1-0
defeat for me.

The one good point | took away from
the game was how indestructible an Eldar

Month 3 Scor

Models painted on time;
Game played: Loss;
Objective not modelled.

Falcon can be when fully tooled up with
all the upgrades. Mine managed to fly from
one side of the table to the other and
eventually contested Phil’s base, but it was
too little, too late.

So what did | learn? Some really useful
stuff, actually. My army is far too tooled up
with upgrades and the Guardian Jetbike
squads don’t really have a purpose at the
moment. | have decided to combine the
units of Jetbikes into units of 6 with two
shuriken cannons apiece, so that they
can throw some real firepower around.

It also makes them far more resilient
than small units of 3. | am also
going to drop a few of the
unnecessary upgrades and

maybe get a unit for the Falcons

to transport in safety.

With my army approaching
1500pts, | am going to have to play a
few more games to make sure that my final
list is really tip-top before going head-to-
head with the other three gamers.

You'll notice we've not given Pete
any bonus points for his objective

— this is because he handed it to us
so late it almost didn‘t make it into
the magazine at all!
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TYRANT OF BADAB

Matt has a reputation in
the Studio for his high
hobby standards, and
more than one staff
member has been berated
for cutting corners or
taking shortcuts. Some
might call him a hobby
tyrant, but he prefers the
word perfectionist.

A Tale of Four Gamers

Turning his back on his Black Templars, Matt Hutson has undertaken the
task of building a Chaos Space Marines army inspired by a story in the
Codex. Resisting the urge to defect to the loyalists in the wake of the new
Space Marine Codex, Matt continues to add to his traitorous Red Corsairs.

Matt: This month it was all about adding
more punch to my army, as well as beefing
up my Troops choices. | decided to add a
Vindicator, as there’s little that can stand
up to a blast from its demolisher cannon.

| like to lavish a
great deal of
attention onto
painting all of my
tanks, and my
Vindicator and
Rhinos were no
exception. | started
by basecoating the
vehicles with Mechrite Red, before
painting the panels and details in Chaos
Black as the colour scheme I've plumped
for is two-tone — a red hull with black
panelling. As those of you who read last
month’s Four Gamers Diary online will
know, | always paint the interior of my

“The interiors are there to
be painted — you're not a
proper Space Marine player
if you just miss them out!”

Rhinos, Razorbacks and Land Raiders. The
kits have detailed interiors that are there to
be painted — you're not a proper Space
Marine player if you just miss them out!
A charlatan, and no mistake!

| also increased
my five-man Chaos
Space Marine squad
up to nine strong,
allowing it to survive
for a few more turns
in the face of enemy
fire. Why nine, you
ask? Well, it's so that
| can have Huron join the squad and pop
them all in a Rhino, that I've also been
busy painting up this month. Assuming my
Terminators enter by Deep Strike, my army
is now fully mechanised.

I really went to town making my
objective marker, which is inspired by the

SHOWING OFF

Matt is one for painting every
little detail on his miniatures,
and tanks are no exception.
Every single one of Matt's
tanks has been painted with
great care, from the fine-line
highlights to the script hand-
painted on the armour plates

and the Red Corsair

iconography. And, of course,
he’s a stickler for painting

those interiors.

A close-up showing the attention to
detail Matt lavishes on the interior
of all of his Rhinos.
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short story, The Wolf of Fenris. | made it
from some of the spare bits | had left over
from the Space Wolves box set, and it
represents the dead Space Marines
dedicated to the Traitors’ new patrons.
Although I've painted most of the armour
grey, | did find room for a single green
Salamander helmet - testament to my
mauling (if not quite a victory...) of
Andrew’s army last month.

This month | played a game against
Studio artist and long-time opponent Alex
Boyd’s Orks. I've played Boydy more than
any other opponent here in the Studio
(even more than Phil), so there’s a friendly
rivalry going on. Once again, | absolutely
trounced my foe, except this time |
remembered to claim some objectives too!
| killed every single greenskin on the table.
We played the Capture & Control mission,
and my bolstered Chaos Space Marine
squads came in useful. | left one behind to
guard my home objective, whilst Huron
led another on a flank assault in a pair of
Rhinos. As they piled into the Ork Boyz on
the flank, my Chaos Terminators homed in

Month 3 Score:

Models painted on time;
Game played: Win;
Objective modelled.

on Huron’s Personal Icon to accurately /
Deep Strike into the midst of the Orks. J

As befits his title of Blood Reaver,
Huron Blackheart stole the show. His
heavy flamer, coupled with the Warptime
power (re-rolling wound rolls!), were
particularly deadly, and between him and
his squad 48 Orks were slain. The brutality
of the flank attack caught Boydy off-guard,
and in an attempt to stem the assault he
pulled those all-important Troops choices
away from the attack on my own objective.
As soon as he did that, | knew that the
game was mine.

Next month I've got 500 more points to
add and I'm going back to the source
material for inspiration about what to add.
I'm going to convert a Chaos Lord to
represent the Astral Claws’ Techmarine
featured in The Wolf of Fenris, Armanneus
Valthex, along with another Chaos Space
Marine squad. | know that I'll be fighting
Space Marines next month, too, so I'm
going to add a Predator Annihilator, upping
the number of lascannons in my army for
taking out that enemy armour.

Matt'’s objective has been made
from all the Space Wolves parls he
had left over from Month 1.
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FILS KAN FACTORY

Even though he’s rake thin
(he prefers the word
aerodynamic), Fil's
painting sprees are fuelled
by large quantities of
sugary foods. Instead of
paints and brushes, his
desk is filled with packets
of crisps and biscuits.

‘Eavy Metal master painter Fil Dunn has got swept up in the
Waaagh! and is hard at work painting his first Ork army. Still in
shock from having to paint the contents of Assault on Black Reach
last issue, this month Fil has had it (comparatively) easy.

Fil: This month | added a bit of Heavy
Support to my army - ostensibly to draw
fire from my Boyz, but really it’s to add a
bit more shooty power to the horde. |
painted a Deff Dread, three Killa Kanz and
another Trukk, in exactly the same way that
| painted the Deffkoptas last month. It's fair
to say that Orky vehicles are the easiest
things to paint in my army, and | can bash
them out at a fair old rate. These four took
about an evening’s worth of work to paint
— | certainly could have painted more, but |
had a conversion project | was keen to get
on with, which I'll hopefully have finished
in time for next month.
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I've tried the new stuff out a few times
now, and they really add a great deal of
oomph in a battle — especially the extra
pair of close combat weapons |'ve added
to the Deff Dread, and the big shootas and
scorcha on the Kans makes them very
shooty. I'm still getting used to the new
rules, however, and this hasn’t been more
apparent than with a few choices | made
with the Killa Kans. I've been needlessly
adding Grot riggers and extra armour to
them, both of which are rendered
redundant by the new rules for squadrons,
so that’s about 45 points I've been
habitually throwing away. That might not




DREADS AND KILLA KANS

seem like a great deal, but they could be
points better spent on another Deffkopta,
for example!

Making an objective was great fun,
allowing me to inject a bit more humour
into my Orks. | made a Guard Squig tied to
a post, complete with a squeaky toy Scarab
for him to play with! You should see my
Orky Bitz Box now, it's literally
overflowing with odd bits and pieces. |
think it's at the stage where you could pour
superglue into it, stick a wheel, shoota or a
rotor blade on whatever comes out and
you'll have something usable!

I've played three games in total this
month — | won a game against Craig’s
Khorne Berzerkers (which you can read all
about in my Four Gamers Diary online),
drew against Richard’s Plague Marines, and
was beaten by Keith Robertson’s Tyranids.
Not a bad spread of results, to be fair.

| particularly enjoyed the game that |
played against Keith. His force contained

Month 3 Score:
Models painted on time;
Game played: Win;
Objective modelled.

Despite the (self-confessed) speed with
which he knocked his Ork walkers out this
month, the finished effect is still
impressive. After first painting the armour
black, Fil painted the chips on his
paintwork with Boltgun Metal. He has tied
the colour scheme of the vehicles to the
rest of the army with the check patterns
and use of glyph plates. Fil has also
swapped the guns on his Deff Dread for an
extra pair of close-combat arms, which
have already proved lethal!

lots of little guys, all packing a fair amount
of firepower, which put me in the rare
position of being outnumbered by my foe!
Keith is rather fond of “Without Number”
so, no sooner had | seen to a unit of
Gaunts than they came back on! The big
units of Boyz more than held their
own, and it took a good few waves
of gribblies to wear them down.

My great undoing was — as it was
last month - getting too much

into the Orky mindset and
abandoning my home objective.
This lost me the game, as Keith
managed to keep hold of his. Sooner
or later I'll get the hang of holding
onto objectives, even if it isn’t the done
thing in Orkdom!

All in all, I've not enjoyed 40K this
much in a very long while. I'm really liking
how the Ork army plays — as [ said last
month, it's really very different to the
specialised armies I'm used to, and I'm
loving it!

I'm all done with the compulsory
choices now — | think I've painted more
than enough Boyz to be going on with — so
it's on to some of the fun stuff. Next month
I'm converting myself a miniature to
represent Wazdakka Gutsmek, as well as
something big and very, very Orky.

It's a foolhardy enemy soldier that
strays too close to Fil's objective —
a vicious Guard Squig.

NEXT MONTH

Next month it's
brother-gamer against
brother-gamer in our
Four Gamers mini-
league! There are lots
of points up for grabs,
and it's all down to
their tactical acumen.
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The Magic of Middle-earth

In Middle-earth, those individuals who wield magical powers
are held in awe by their fellows, their powers providing a
massive boost on the battlefield. In part 1 of our Tactica,
Simon Grant takes a look at the magic of Middle-earth.

agic. | love magic. Whether it is

commanded by one of the

mighty Istari, or wielded to
deadly effect by one of the terrifying
Nazgiil, magic can be employed for good
or ill to dominate any game of
The Lord of the Rings. Having dabbled in
the mysterious art of magic since the birth
of the game, | will endeavour to share my
hard-won experience and unlock the
secrets of this hidden lore.

The ABC of Magic

There are plenty of magical powers
available to the budding i
widely available Immot

unique Paralyse and Pan G

these powers, however, can be grouped
together into one of three general
categories, each with a different part to
play and time to use: Augment, Blast, and
Confound. Some Heroes employ powers
exclusively from one of these categories,
such as Cirdan of the Grey Havens, who

bolsters the offensive and defensive
capabilities of his allies with his magical
skills, whilst others, such as Gandalf, have
a wide variety of magical powers,

aspects of all three

ell.

Whilst there are many Good and Evil
Heroes that can command these powers, it
is important to understand their uses before
you decide which Hero you want to
include in your army. Why waste too many
points on a fully upgraded Ringwraith,
when the Mouth of Sauron or even a
humble Orc Shaman could suffic
Therefore, the second point to consider is
whether you need a designated spellcaster,
usually with a variety of magical powers
available to them but somewhat vulnerable
in combat, or an all-rounder able to hold
their own in or dominate a fight, but with a
more limited magical capability. | shall go
into more details on spell-casting Heroes
themselves next month, but for now it's all
about the magic

E
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Shamanic Fury

It is worth pointing out
that every Shaman in
the game comes |
equipped with a spear.
Why is this important?
A model using a spear in
combat to support a
friendly model does not
count as being part of
the combat. This means
that if the Shaman has
already cast Fury, the
spell will not be nullified
if the model he is
supporting loses the i
combat. It is usually best |
to support a tougher g
Hero, however, just in

case the poor warrior in
front of him is slain and
your enemy has a clear
path to your Shaman

next turn.

o TN

Augment

Sometimes it’s best to let your warriors do the talking, but
why not give them a little helping hand?

ugment spells tend to affect an area
A of the battlefield around the caster,

not only bolstering their own
abilities, but those of their allies too. Spells
such as Aura of Dismay and Cast Blinding
Light can divert the worst attentions of your
enemy away from a key section of the
battleline or, perhaps more importantly,
keep the best of your warriors alive,
fighting for longer than they otherwise
would. For the more aggressive players out
there, Aura of Command and Fury will not
only keep your army in the fight once
broken, but will inspire them to attack
even the most terrifying enemy relentlessly,
essential for countering mighty heroes or
gribbly creatures. For the evil denizens of
Middle-earth, Fury also has the added
benefit of giving them a chance to survive
even the most grievous wound that would
slay another outright.

The other spells in this category affect
individuals, only affecting the caster
himself or a single model of his choice.
Terrifying Aura, Renew and Strengthen Will
are the three examples here. In a similar
vein to Aura of Dismay, Terrifying Aura will
help to keep the worst of your opponent’s
attentions away from your valuable Hero,
hopefully allowing you to keep up the
momentum of your attack. Renew has the

obvious use of healing wounded models,
but do not underestimate Strengthen Will -
giving Elrond or Arwen another Will point
with which to cast Nature’s Wrath, for
example, is priceless! The greatest strength
of this category of magical powers is that,
with the exception of Aura of Dismay, the
effects remain in play in subsequent turns,
and are only nullified when certain
conditions are met. For example, Cast
Blinding Light will cease its effect if the
caster runs out of Will. It's well worth
checking the conditions of your magical
powers when selecting a spellcaster for
battle, so that you don’t get caught short.

“Augment this!” (Whack!)

So if you can't stop Augment powers, then
how do you counter them? There are two
methods here. The first is to endeavour to
attack the enemy Wizard as quickly as
possible. Remember that a spellcaster
cannot cast a spell if he is already
embroiled in combat, and Fury will be
nullified if the casting model loses the
ensuing fight. A more permanent solution is
to send a hit squad of warriors, cavalry or a
more powerful Hero to kill them as soon as
possible! You can’t cast Aura of Command
if you're a big, red smear on the end of a
Troll’s hammer, after all.




Blast

The Magic of Middle-earth

For the more aggressive general, there is nothing more
satisfying than breaking open an enemy shield wall with
a devastating blast of magical energy.

here are only five spells in the
I category of Blast spells, but they are
the least subtle and most destructive

of all the spell types. Sorcerous Blast and
Nature’s Wrath are both spells that can
devastate even the most heavily defended
section of the battleline. Sorcerous Blast is
more precise in its application, bowling
models over in a straight line and inflicting
damage, whilst Nature’s Wrath is more
indiscriminate, hurling all enemies within
6" to the ground. Both spells, however,
leave all enemies involved on their backs
just begging to be trampled on or swarmed
over as they lie defenceless. It is essential
to remember at this point that a spell can
be cast at any point during the caster’s
move, allowing other models, and even the
spellcaster himself, to take full advantage
of the enemy’s vulnerability.

The Nazgdl are blessed with a more
precise, but much more powerful, attack
in the form of a Black Dart. Hitting
automatically and inflicting a Strength 9
attack on their chosen target, this spell is
exceptional as a method of assassination.
Whether aimed at a wounded Hero
awaiting the final blow or a banner bearer
just asking to be picked off, this power is
second only to Sauron’s Chill Soul, which

Unleashing Nature's Wrath

Utterly deadly, Nature’s Wrath can devastate even the most
determined charge. Its best use is to counter the effects of a
cavalry charge. By keeping Arwen (or Elrond) safe and tucked
behind your battleline, you can unleash Nature’s Wrath once
the enemy has completed his charge (1). This will also knock
the rider from his mount. Then, any remaining models can
sweep in to engage the models that are already on the floor.
Remember also that models on the ground have no

causes a wound automatically. Even the
most powerful Hero can fall to multiple
attacks of this kind, making a group of
Nazgll exceptionally dangerous. Those of
a less scrupulous nature might even choose
to attack a Hero's steed with a Black Dart,
forcing him to fight on foot for the
remainder of the battle. Panic Steed does
this automatically, despite being the least
aggressive of the Blast spells.

Heroic Intervention

To counter these spells, you can again
attempt to engage the troublesome
spellcasters in combat and/or kill them, but
there is also a more subtle way. Blast spells
can all be resisted by the target of the spell
using their own store of Will points. By
making sure that there is a Hero within
range of Nature’s Wrath, you stand a
chance of preventing it from happening.
Wily players will almost certainly target
warriors with Sorcerous Blast, preventing
an opportunity to resist, but by positioning
a Hero nearby, you can call a Heroic
action to engage the enemy first. My
preferred method, as always, is to hunt the
pesky Wizard down and bludgeon them
mercilessly to death: a more direct
approach, and infinitely more satisfying!

Strength 2 hit.

b !

. Radagast is the only

Hero in the game to
have mastered the Panic
Steed power. With it, he
becomes second to none
at dealing with a flying
Nazgil. As much as the
target Ringwraith can
attempt to resist the
spell on behalf of his
ignoble steed, the
moment the spell
breaches his defences,
the Fell Beast will be
gone for good, forcing
your opponent to pour
Will points into resisting
the spell, weakening the
model’s potential for the
rest of the game. All this
from a spell that only
needs a 2+ to cast!

Control Zone, so you can push through their ranks (provided
you've space to move through the gaps) to take on back-

rankers like banner bearers (2). The Wrath of Bruinen takes
Nature’s Wrath to a whole new level, and used against a

densely packed formation can take a grievous toll on the

enemy force. Imagine how badly a formation of twenty or

thirty Goblins, Orcs or Corsairs will suffer when each takes a §

=
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Isengard

1 have been known to
use a fiendish
combination of models
in my Isengard force to
create a small, very
expensive, yet utterly
deadly hit squad. By
combining the
debilitating effects of
Grima Wormtongue's
presence with Saruman'’s
magic, enemy Heroes
stand little chance of
resisting my trap. I then
surround the near
defenceless Hero with 3
Uruk-hai Berserkers. At
Courage 7, you can rely
on them to complete the
charge even against a
Terror-causing target,
and it’s no less than 12
Strength 4 Attacks with
+1 to wound if you win
the ensuing combat.

|

Confound

Why fight fair, when you can fight dirty?

he spells in the final category,
TConfound, are best used against
enemy Heroes or monsters. The

easiest and therefore the most common
confounding spell to use is
Immobilise/Transfix. Most spellcasters have
access to this spell, and | can assure you
that it is a game-winning one if used
correctly. Reducing the scariest beastie or
mightiest Hero to a single Fight Value 1
attack, can give even the most diminutive
warriors a great chance to do damage way
above and beyond their usual ability. By
allowing you to nullify a powerful model’s
strengths, even temporarily, they can be
either kept at bay, or dealt with on a more
permanent basis. In the latter case, it is
sensible to have your hardest hitting
models on hand waiting for their cue to
deliver the killing blow. Look to try and
surround your chosen target, trapping
them, and if you have any models with
two-handed weapons, get them stuck in
and make them count - it's all about the
timing. This can be made easier through
the use of the Command/Compel spell,
allowing you to draw your chosen target
away from the protection of their allies as
well as crippling their fighting ability,
leaving them even more vulnerable to
attack by your best troops. By far and away
the most effective Confound power is the
Paralyse spell, unique to the Barrow
Wights. Rendering its victim completely
useless and utterly open to attack, this
power has the potential to last indefinitely!

The other Confound spells are slightly
less drastic in their effect, but can be useful

nonetheless. Drain Courage and Sap Will
are hoth spells that are fantastic for
weakening a powerful Hero that you have
neither the means nor the numbers to deal
with effectively at the time — an opening
gambit of sorts. Sap Will is also the perfect
counter to enemy spellcasters with
augmenting powers — Cirdan may be
impressive, but without Will he's easy
meat. Spells of this type usually have lower
casting values, and therefore require fewer
dice to attempt — yet their effectiveness
should not be underestimated. Try fighting
Aragorn and the Hobbits in the Amon-sul
scenario using only these two spells and
you'll see what | mean. Your Staff is
Broken! is a highly effective, but very
specific power, only able to target one of
the three Istari. This spell is great for
draining their huge store of Will points, as
they will invariably try and resist this
spell’s effects, but if you can actually
overcome their mental resistance, their
game effectiveness will be hugely reduced.

Fighting Even Dirtier

Again, your best defence against these
sneaky spells is your own store of Will
points. It is also worth considering your
deployment, as setting up your Mordor
Troll opposite Gandalf the White and his
bodyguard of Clansmen of Lamedon is just
asking for trouble, but don't let your plan
be scuppered simply because your enemy
has selected such a Hero. As mentioned
earlier, there are still ways of negating the
effects of spellcasters, leaving your best
brawlers unmolested by their attentions.
Keep them occupied with your warriors
and punish another area of the battleline
with your best fighters.

A Magical Middle-earth

That's it for this month folks. | hope | have
inspired you to look at the effectiveness of
spells in The Lord of the Rings strategy
battle game in a new light. Magic really
does hold the key to help level the playing
field if you are outclassed by your
opponent’s army, and can help make an
effective army even more brutally efficient.
| have seen four winged Nazgll devastate
an entire army, and witnessed an army of
brutish Mordor Trolls overwhelmed with
the help of a certain White Wizard.
Without the effective use of magic, the
outcome of those battles would almost
certainly have been different. With that in
mind, next month | will take a look at the
types of Hero that can wield magic, and
how to get the most out of them on the
battlefield. Until then, fare thee well!



]

The Magic of Middle-earth

asting Spells
It is important to judge how many Will points to use when casting a
spell. Use a single point and you may not roll high enough or it may
be too easy to resist; use too many and you may limit your
spellcasting ability later on in the game. | would suggest that if you
really, really need to cast a spell, then use enough to make it happen.
For those Heroes that generate a free Will point every turn, take
advantage of it and use a single point unless you really need a high
score to cast.

Resisting Spells

Always use as many Will points
as you feel you need to succeed,
but don’t be afraid to let the odd
spell through — you might still be
able to support your targeted
models and regroup in the
following turn. Will points are a
rare commodity for most Heroes,
so don’t throw them away unless
you absolutely have to. You can,
however, be more carefree with
Will points when using Heroes
with the Resistant to Magic
special rule, as you'll always
have a chance to resist.
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WARHAMMER
: 40,000

BATTLE
REPORTS

GAME STATS

Game 1

Ultramarines vs Eldar
Opponent: Glenn More
Mission: Seize Ground

Game 2

White Scars vs

Chaos Space Marines
Opponent: Andy Hoare
Mission: Capture & Control

Game 3

Salamanders vs Tyranids
Opponent: Phil Kelly
Mission: Annihilation

TTLE REPORT

ANGELS
OF DEATH

This month’s battle report is something a bit special as we play not one, but three -
yes, three! — games. Mat Ward explains why we’re holding this trilogy of war.

re you crazy? Why do you want to
A do three battle reports?” | hear you

cry. Well, the answer to the first
question on general principles alone is
probably a resounding “yes!” The answer
to the second is simple: there’s so much
shiny new stuff in the Codex that there's
no way we could do it justice in a single
battle report.

Think about it: there’s a new Land
Raider, Vanguard Veterans, Sternguard
Veterans, the Thunderfire Cannon, Scout
Bikers, the Drop Pod and a whole bunch of
special characters. And that's just the new
releases — each and every one deserving of
their own glorious day in the ‘Dwarf.
When you add the flurry of under-the-hood
tweaks and additions, such as auxiliary

grenade launchers, digital lasers, Chapter
Masters, Honour Guard and so on, it
quickly becomes apparent that there's
simply too much joy here for one battle
report to contain! It should be noted that |
vigorously deny any suggestion that | asked
to do three battle reports so | stood a
chance of winning at least one game.

Of course, another benefit of doing
three battle reports is that they allow me to
showcase just how flexible the Space
Marine army list really is. As you'll see on
the following pages, I've gone for three
army types: tactical, strikeforce and
bulwark, using (appropriately) the
Ultramarines, White Scars and
Salamanders Chapters respectively. These
are by no means the only themes open to
me. | could have gone for a Dreadnought-
heavy (by which | mean six!) Rhino-
mounted Iron Hands force, a Mentors army
constructed around six Veteran squads, a
Terminator teleport strike led by Lysander,
an Exorcists Scout Company and so on.
I've used these {and other) configurations
in playtesting (and whilst exploring options
for the new army I’'m building) but there
are plenty mare waiting to be fielded.

| should spare a mention here for the
scenarios in the new edition of 40K.
Regardless of the changes and tweaks I've
made in Codex: Space Marines, a huge
chunk of the fun to be had from putting
them out on the tabletop comes from the
brilliance of the new scenarios! |'ve always
enjoyed fielding Space Marines for their
sheer tactical flair, and each of the new
scenarios rewards you for getting into the
mindset and flexible combat stance
beloved of the Angels of Death. Regardless
of their armament, any squad of Space
Marines can chance their arm against
almost any foe, and in the frenetic action
of the new missions (particularly Capture &
Control and Seize Ground) they’ll get a
chance to prove it!
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Assemble For War!

Mat: Naturally for three
battle reports, I'm going to
need three armies. As
previously mentioned, the
intention is to show not
only three different battle
stances, but also test drive
as much of the shiny new stuff as possible.
To give me a little extra wiggle room, I've
managed to negotiate a points value of
1750 per game, which should really open
up the possibilities.

Scions of Guilliman

The Ultramarines army is by far the easiest
to put together — we've got loads of figures
in our collection and | can pretty much
pick and choose whatever | want. First and
foremost, | want Sicarius to lead my army.
Not only is he a hard-as-nails hero, but he
bestows a special skill on one of my
Tactical Squads. Speaking of which, |
plumped for two Tactical Squads — always
useful, all of the time. The rest of the army
complements this core force. Fire support
is provided by Sergeant Telion's Scouts,
Chronus’ Predator and a Land Raider.
Close-range firepower comes from the two
squads of Sternguard backed up by
Tigurius. Sternguard are particularly nasty
when arriving by Drop Pod, so one of the
squads is going to do just that!

Sons of Jaghatai

The White Scars army may be small, but
no less deadly for that. A Captain on a bike
leads the charge, accompanied by a bike-
mounted Command Squad. By taking a
Captain on a bike, | can also start taking
Bike Squads as Troops choices. Frankly, I'd
be crazy not to (and not the good kind of
crazy, to which | earlier confessed) but |
did want some Tactical Squads as well, as
sometimes you just need to swamp an
objective. I've added Vanguard Veterans
and some Scout Bikers, for fast-moving
support. Gentlemen, start your engines.

Fire and Thunder

The Salamanders army needs to be solid
and defensive. For Space Marines, this
inevitably means as many bodies on the
ground as possible, so again I've chosen a
solid Tactical Squad base and added some
specialist troops in. Two Terminator Squads
adds a not-insignificant punch, whilst a
Thunderfire Cannon gives me some much-
needed long-range firepower. With points
swiftly running out, a Land Raider
Redeemer provides not only transport, but
plenty of molten goodness as well. Last of
all, a Chapter Master and Dreadnought will
provide support to the battleline.

BATTLE REPORT

WHITE DWARF

O Scions OoF GUILLIMAN — 1750 POINTS

g%8

@ Sternguard with combi-melta and power fist,

© Chief Librarian
Tigurius.

© Captain
Sicarius.

@ Drop Pod,
Sternguard 2
Transport.

@ Fredator with autocannon,
2 heavy bolters and hunter
killer missile.

@ Land Raider.
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(K) Captain riding a (C) Chaplain with
bike, with power power fist.
weapon, digital ) . .
\'VE'&I[,D()HS afd Command Squad riding bikes including 2 flamers, @ Bike Squad including 2 meltaguns and Attack Bike
melta bombs. standard bearer, and Company Champion. with multi-mefta.

@ Vanguard Veterans with relic 1§
blade, 2 power weapons
and 2 plasma pistols.

Bike squad with 2 plasma guns and @ Scout Bike Squad with
combi-plasma gun. auxiliary grenade launcher.

@ Tactical Squad with flamer and missile launcher. ® Rhino. @ Tactical Squad with flamer and missile launcher. @ Drop pod.

Terminator Assault Squad with thunder
@ Chapter Master hammers and storm shields.
with power ;
weapon, combi-
melta, hellfire
rounds and
auxiliary grenade
launcher.

Terminator Squad with
cyclone missile launcher.

Dreadnought
with heavy
flamer and
multi-melta.

@ Land Raider

Redeemer,
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Dark Triumvirate

Guardians of the Webway
Glenn: I've come up
with a rough plan for
my force, starting
with two squads of
Dire Avengers
mounted in a Falcon
and a Wave Serpent.
| backed this up with
two Guardian squads and a Jetbike
squad. My main plan is for the
Guardians to hold the objectives
within my deployment zone, while
the Dire Avengers use the fast
movement of their transports and their
weight of fire to attack and hold the
others. The Jetbikes will then run
amok, and lend a hand wherever they
are required. | know Mat is fond of
the Sternguard and the Ultramarines
special characters, so | figure I'll need
something to stand up to a possible
Sicarius/Marneus Calgar tag-team. |
settled on the Phoenix Lord Asurmen
— with his deadly skills, | should be
able to go toe-to-toe with the
Ultramarines’ finest warriors.

o Farseer with Guide,
singing spear and
runes of witnessing.

° Asurmen.

WHITE DWARF BATTLE RE

B 9 Dire Avengers including Exarch equipped with
power weapon and shimmer shield.

Q 6 Guardian Jethikes with shuriken cannon,

Lords of Chaos

Andy: The Studio’s
Chaos Space Marines
army is a glorious
spectacle, with huge
variety, so 1've chosen
what appeals to me
most. The Terminators
were in, along with a
Chaos Lord in Terminator armour. |
don’t normally use Khorne Berzerkers,
but the Studio army contains a squad,
so why not? The army also contains a
Khorne Lord, so taking these together
in a Rhino seems a pretty good plan.
We're playing Capture & Control, so
I'll need to hold on to the objective in
my own deployment zone, whilst
sending a force forward to grab Mat's.
I'm tempted to keep the Chaos Space
Marine squad as a tactical reserve,
using it to counter-attack any White
Scars that make for my objective. I'll
be sending the Berzerkers forwards.
Both units have Icons, so | can
summon my Lesser Daemons where
needed the most.

=2

The Devourer

Phil: Unleashing
swarms of Tyranids
upon a gun line of
Space Marines never
gets old. Besides, if

| there's some high
quality “gribbling” to
- “ be done, | like to be
the man to do it. When playing
Tyranids | field a mixed force
weighted towards the horde side, with
plenty of Gaunts and a few monstrous
creatures to back them up. This time
round I'm taking advantage of the
new rules, with a Broodlord and his
upgraded Genestealer pals (got to
love those feeder tendril re-rolls)
attempting to outflank the Space
Marines, whilst the Zoanthropes and
deathspitter-toting Tyranid Warriors
will cause more havoc than ever with
their blasts. There are a ton of scary
guns and tanks in the new Space
Marines list, so | should be enacting
the age-old tactic of running like hell
into close combat.

@ Wave Serpent
with twin-linked
scatter lasers.

@ ralcon with
scatter laser.

@ 5 Striking Scorpions including Exarch
with scorpion’s claw and Shadowstrike.

Q@ Vivper with
bright lance.

€ 5 Shining Spears including Exarch with laser lance and Withdraw.
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Daemon weapon.
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{» LorD OF CHAOS - 1750 POINTS e
(TR -
£ " o Chaos Lord iy
with mark of
Khorne and i ia H ; ’
Daemon T L N 3 B 1 { T e
weapon. ? ] i =
" [
@ Chaos Lord in g @ 5 Chaos Terminators with reaper autocannon, ,
Terminator armour with chainfist, power fist and combi-melta. -

. ° Chaos Defiler with
havoc launcher.

e 5 Lesser Daemons.

@ Chaos Rhino with ° 5 Lesss-r Daemons
extra armour.

i

o 10 Chaos Space Marines with Icon of Nurgle,
Aspiring Champion, melta gun and heavy bolter.

@ Hive Tyrant with venom cannon,
bonesword, lashwhip and toxin sacks.

Broodlord with toxin sacs
and implant attack. €) 10 Genestealers with rending claws, scything
talons, extended carapaces and feeder tendrils.

@ 2 Tyrant Guard with rending
claws and scything talons.

@ 3 Warriors with scything
talons, deathspiters, enhanced
senses and toxin sacs.

@ 8 Termagants
with fleshborers.

3
ke

’ © © @ 3 Zoanthropes
. » with Warp Blast,

(& Carnifex with scything talons, toxin sacs,
enhanced senses, adrenal glands, barbed
strangler, extended carapace.

@ 16 Hormagaunts with scything talons, toxin sacs and adrenal glands,

www.games-workshep.com 63



O GaAME 1 — ULTRAMARINES VS ELDAR

WiTCcH HUNT

Captain Sicarius and his strike force of Ultramarines must recover the remnants
of an Imperial shuttle in an alien jungle rife with the taint of Eldar psykers.

T he first of our games features
the Ultramarines taking on the
Eldar on a table set up with lots
of dense terrain. The mission and
deployment type had already been
decided on as Seize Ground and
Spearhead, but we still rolled off to see
who had the first turn. In this case the
Eldar, controlled by Glenn, won the roll
and he opted to deploy and go first.
Glenn’s deployment was quite light,
with only the Guardian squads, the
Falcon and the Fire Prism appearing on
the board. The Ultramarines set up
most of their force on the board, with
Tactical Squads split into combat
squads claiming two of the objectives
right from the start. The Striking
Scorpions and Space Marine Scouts
then deployed on the board as
Infiltrators. Before the game could truly
begin Mat used Captain Sicarius’ special
rule to double his chance of Seizing the

Initiative. However, the Eldar still went The legendary Phoenix Lord Asurmen is Captain Sicarius is a strategic genius
first - no doubt manipulating the fates more than a match for any power-armoured and worthy adversary in combat. He
to ensure they did so foe. If not stopped, he'll cleave his way starts the battle in the Land Raider
) through any Ultramarines that oppose him. with Tigurius and a unit of Sternguard.
Strike Fast, Strike Hard Turns 1-2
The Ultramarines take an early lead by going on the offensive, .
claiming three objectives. The Eldar remain patient and prepare S

to counter-attack as their reserves fly onto the battlefield. E S,




ULTRAMARINES
ELDAR

| Drop Pod Assault

SPACE MARINES

BATTLE REPORT

Arcing down from the sky, the Drop Pod landed on the northern side of the
battlefield at the start of Turn 1. A five-man Sternguard Veteran Squad
disembarked and immediately targeted the Striking Scorpions with their AP3
vengeance rounds. The Aspect Warriors were caught in a hail of bolter fire and
{ when the dust cleared four were dead, including the Exarch. Only a single
Scorpion was left to avenge his brothers. The Drop Pod’s own armament, a
| storm bolter, targeted the nearby Guardian position and slew two.

As the Eldar began Turn 2, some of Glenn's reserves started to arrive.
The Shining Spears and the Wave Serpent full of Dire Avengers and the
Phoenix Lord, flew onto the hill in the north. The Dire Avengers
disembarked from the transport, unleashing a deadly Bladestorm at
Sicarius and his attached Sternguard. Sicarius was wounded and three
Sternguard were cut down in the withering fire. The Shining Spears also
made their mark by firing on the Sternguard Veterans that had emerged
from the Drop Pod, slaying two.

Sure Sight

i Sergeant Telion and his Scout Squad took
| aim at the Fire Prism. Telion forsook his own

shooting to lend the Scout armed with

| missile launcher his BS of 6. The missile
| fired and, unsurprisingly, hit the Eldar tank.

The Fire Prism’s armour was breached by

| the krak missile, immobilising the grav-tank.

Key Points

s Chronus’ Predator trundled forward and
fired at the Guardians with a bright lance
in the west. The resulting burst of fire
killed two Eldar.

During Turn 1 the Land Raider sped north
around the dense terrain. As it rounded
the trees, Tigurius teleported himself
Sicarius and the Sternguard out of the
tank towards the northern hill, using his
Gate of Infinity psychic power. After
taking heavy fire from the Dire Avengers
in the second turn, the Sternguard
retaliated with long-ranged kraken rounds
in their following Shooting phase and
killed all but Asurmen and the Dire
Avenger Exarch.

Tactical Combat Squad Serrus spent two
turns of hard running to claim the
objective in the centre. They were
honoured with Sicarius’ presence when
he joined their squad in Turn 2.

In the south-west, Tactical Combat Squad
Valcus made good ground and assaulted
the immobilised Fire Prism. They failed to
destroy it, but took out its main weapon,
making it a wreck in all but name.

R
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Turns 3-4

Asurmen’s Rage

The Ultramarines start to feel the
pressure as the Phoenix Lord makes
his mark and the Eldar reinforcements
continue to bolster the attack.
However, the Ultramarines are far
from cowed and make ready to
advance on their next objectives.

Never Say Die

The lone Striking Scorpion
charged into the last of the Drop
Pod Sternguard in the third Eldar
turn. While everyone was
expecting a quick resolution to
the battle, the stoic veteran had
other plans and countered the
Aspect Warrior’s attack. The
Sternguard fought valiantly,
holding on until Captain Sicarius
charged in. Together they slew the
alien warrior, which allowed the
heroic Captain to consolidate
towards the Eldar Guardians.

Combat Tactics

In the ensuing combat
between the Scout, Squad
Valcus and the Jetbikes,
Mat used the Combat
Tactics rule to try and shift
the balance towards the
Ultramarines. With the
Guardian Jetbikes scoring
a marginal victory, the
Scout chose to fall back
while Squad Valcus
remained locked in
combat. This way he could
charge again in the next
turn, gaining an extra
attack. Obviously this is
far more effective when
used with a whole squad.

66 WHITE DWARF

BATTLE REPORT

The Guardian Jetbikes and Vyper, flying
scant centimetres above the tree-line,
entered the battlefield from the west. The
Vyper then veered off to the south, intent
on getting Chronus’ Predator within sight of
its bright lance.

Back in the north, the surviving Striking
Scorpion vowed vengeance on the Drop
Pod Sternguard Veterans and advanced in
their direction. Just above them, Asurmen
bounded down the hill with preternatural
speed, dashing behind Tigurius and the
Sternguard before they even realised he
had moved. He then headed southwards,
towards the Ultramarine-held objectives.

The Eldar shooting in the third turn
proved uncharacteristically ineffective,
thanks to Glenn’s atrocious dice rolling.
Despite having a clean shot at the Predator,
the Viyper’s bright lance missed. The
Guardian Jetbikes poured fire into Squad
Valcus but only managed to inflict one

wound that was saved. The following
assaults proved to be far more decisive.
Asurmen declined to charge Sicarius and
Squad Serrus in favour of assaulting the
Attack Bike, which he destroyed with
consummate ease. This also allowed him
to consolidate closer to Squad Milus, who
were holding the cockpit objective.

The Shining Spears brought their lances
to bear and rode full tilt into Tigurius and
the Sternguard. The jetbike-riding Aspect
Warriors wiped out the Space Marines in
one fell swoop, as Tigurius was taken out
of action. Events didn't go so well for the
Eldar in the west. The Guardians assaulted
the Scouts but were repulsed, losing five of
their number to the battle-eager Scouts.
The Scouts then consolidated closer to the
hill-top objective. The Jetbikes also
struggled and found the Tactical Marines
tenacious fighters, ending the turn locked
in combat,
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O Turn 4 Battle Tracker

ULTRAMARINES 2
ELDAR

Massed fire!

When faced with a powerful character like
Asurmen, sometimes the best tactic is to keep
him at arm’s reach and shoot him with
everything you can bring to bear. This was how
Mat proposed to deal with Asurmen in Turn 3.

@ siernguard 1 & Asurmen @ shining Spears

© sicarius

@ Tigurius @ Sternguard 2 © Farseer @ Vyper The tactic was partially successful as he reduced

: ;:::..;; ;1.|u.~ g s.:a;h Guardir.;ns @ Wave Serpent the Phoenix Lord to one Wound. However, when
errus Bright Guardians @ Fire Prism . .

© Squad Valcus B 0o @ Falcon the smoke cleared he was still alive and well, and

Mat had effectively lost a round of firing against
more pertinent targets.

© Squad Damloss

© Dire Avengers 2
@ Scout Squad & Telion triking Scorpions

@ Scout Squad

Recognising the greatest threat to be
the Phoenix Lord, Mat turned the majority
of the Ultramarines fire on this lone
character in his third turn. Even so, the
Phoenix Lord emerged damaged but very
much alive. The Shining Spears were not
so lucky, as the rapid fire from Tactical
Combat Squad Damloss shot every Shining
Spears Jetbike out of the sky.

In Turn 4, Asurmen made his way
further south and confronted Squad Milus.
Despite losing three Tactical Marines, the
squad kept fighting, keeping the Phoenix
Lord engaged. The Viyper had better luck in
this turn and destroyed the Predator. The
Falcon also finally hit something by slaying
Telion, causing the last surviving Scout to
fall back off the table. The Jetbike combat
in the west was fought to a standstill, as
neither side could gain the upper hand.

Mat began Turn 4 by detaching Sicarius
from Squad Serrus and making his way

[ ] ]él;ik;ﬁ B

behind the Drop Pod and into the ensuing
combat between the Striking Scorpion and
lone Sternguard. Sicarius’ intervention
proved timely and the Aspect Warrior was
slain. Not too far away, Chronus — now
without a tank — advanced northwards
ready to support his fellow Ultramarines in
whatever capacity he could. The Land
Raider reversed to deliberately shield
Squad Damloss from Asurmen, should he
wipe out the battle-brothers of Squad Milus
in the following combat. The tank also
changed its target preference from the star
cannon-armed Guardians to the Wave
Serpent. Despite two hits, the Eldar vehicle
remained operational. Meanwhile, on the
west flank, the last Space Marine Scout,
Squad Valcus, and the Jetbikes drew their
combat again. Both sides desperately
needed to free up these squads to take
control of the nearby objectives, but the
stalemate continued.

In Turn 3 the Guardians
positioned in the north
fired their star cannon
at Squad Milus, killing
one Ultramarine.

The Farseer cast Guide
on the Falcon. The
improved accuracy
allowed the Eldar Tank
to destroy Sergeant
Telion’s Scout Squad.

The Land Raider trained
its lascannons on the
starcannon-armed
Guardians in Turn 3 and
felled two, despite the
squad having the
Conceal power.

In the east, the
Guardians that had fled
from the Scouts in Turn
3 passed their Morale
check, regaining their
composure.

In Turn 4 the Vyper's
bright lance hit its
target, easily penetrating
the Predator’s thick
armour. The
Ultramarines tank
exploded, but Chronus
jumped free of the
carnage. The
Ultramarines character
was unfazed by the
destruction and
immediately headed
north, towards the
nearest objective.

For Squad Milus, the
second Assault phase of
Turn 4 was to be their
end as Asurmen cut
down the last members.
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Fight to the Last Turns 5-6

Having spent most of the battle trailing Shauitle Won
behind the Space Marines, the Eldar o ” 5
launch an effective fight back. But S
Captain Sicarius is far from finished as

he brings Asurmen to task in a climactic

single combat.

As the battle entered the final stages, the commanders
played out their last few gambits. The Eldar Falcon
swooped down on to the west hill and disgorged a squad
of Dire Avengers, claiming the objective. Ignoring the
Ultramarine-held objectives, Asurmen stalked towards
Sicarius, shouting a challenge. The Ultramarines Captain
was happy to oblige, and the two legendary heroes clashed
in mortal combat. Over the following two Assault phases
the combatants fought, but just as it seemed Asurmen had
the upper hand by wounding the Captain, Sicarius struck
out with the Talassarian Tempest Blade, taking Asurmen’s

final Wound and slaying the Phoenix Lord. The Guardians with the star cannon had been hidden behind

cover in the north, close to the shuttle wing objective. In Turn
5 they broke cover to claim the objective, managing to take it
. for a turn. Unfortunately for them, Captain Sicarius
West Hill triumphed over Asurmen. In the following phase the
Ultramarines Captain charged into the Guardians along with
the lone Sternguard Veteran. The Guardians couldn’t stand up
to the might of Sicarius and were destroyed, leaving the
objective unclaimed.

With Squad Valcus locked in combat with the Jetbikes, the
Falcon landed on top of the west hill and the Dire Avengers
disembarked, claiming the unopposed objective. Even at the
end of Turn 6 the combat was still undecided with no one
able to gain the upper hand.
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Ruined Web Gate

Combat Squad
Damloss had
tenaciously held onto
this objective all
battle and the final
few turns were no
different. Mat'’s use of
the Land Raider to
block Asurmen's path
earlier in the game no
doubt saved them,
although they had
already proved their
own worth by
gunning down the
Shining Spears.

SPACE MARINES

BATTLE REPORT

Turn 5 - End of
Ultramarines’
Movement phase.

2 o

Squad Serrus had been holding the objective on the
shuttle wreckage since Turn 3. If the game had ended
on Turn 5 then the Ultramarines would have managed
a victory. However, the extra Eldar Shooting phase
proved costly as the Falcon targeted the squad and
wiped them out with its formidable arsenal, depriving
the Ultramarines of the objective.

ULTRAMARINES
ELDAR

DRAW




GAME 2 — WHITE SCARS vs CHAOS SPACE MAR

THE SUNKEN CITY

As dawn breaks across an arid desert planet, the White Scars launch a lightning
raid against Chaos forces holed up in the sand-blasted ruins of an ancient city.

or our second battle, Mat took
F control of the White Scars.

Mat elected to take a Space
Marine Captain on a bike, which
allowed him to select any number of
Space Marine Bike Squads as Troops
choices. This means you can take an
all bike-mounted Space Marine army
if you so wish. Mat didn’t quite go
that far, but has still built a very fast
strike force, typical of the White
Scars’ favoured method of battle.
Andy Hoare was to play the part of
the Chaos Overlord. The mission was
Capture & Control with a Dawn of
War deployment. Andy won the roll
to go first, though deployment was
light, in keeping with the Dawn of
War restrictions. Andy kept his
Nurgle Space Marines close to his

own objective, while the Khorne The Khorne Lord is a formidable Khatir Khan is the epitome of a White Scars
Berzerkers ranged out ahead towards opponent wielding a mighty Daemon Captain — quick thinking, fast and brave. As
Mat's. The White Scars’ deployment weapon known as a Bloodfeeder, The well as his power sword, he’s armed with
was worthy of note, because Mat Bloodfeeder gives the Chaos Lordan digital weapons, hellfire rounds and melta

4 : extra 2D6 attacks in combat. However, if hombs, making him extremely adaptable.
ma_de ne atle“?llt to de.fe“d his own he rolls a 1 when determining attacks
objective at this early juncture. then he loses one of his own Wounds.

Dawn Assault Turn 1

The Chaos forces take the first turn to bolster their defences, but the
White Scars give them little time as they storm onto the battlefield in
a coordinated mechanised assault.

Turn 1 - End of
White Scars’ Movement phase.
'



SPACE MARINES

Full Throttle

)

The White Scars sped across the battlefield, the Captain and his bike-mounted Command Squad
gunning their engines and heading straight towards the Chaos-held objective. They easily made it
into assault range of the Nurgle Rhino and charged it with krak grenades and melta-bombs at the
ready. The Rhino exploded, releasing a plume of noxious fumes into the air, but the Bikers had
already moved on seeking out their next target — the Rhino’s passengers.

Squad Koubla, containing predominately meltaguns and the Attack Bike, turbo-boosted into
the centre of the table. The Scout Bikes and Squad Lujan, comprising mostly plasma weapons,
were sent west to protect the Space Marine objective. The Rhino ferrying Squad Skarla advanced
northwards, but couldn’t keep up with the Bikes. At the same time, a Drop Pod descended and
Tactical Squad Damlh disembarked with bolters ready.

BATTLE REPORT

The Defiler targeted the
White Scars Command
Squad with its mighty
battle cannon but Andy
rolled a whopping 18"
on three dice and so the
blast templates sailed
well out of range!

The Chaos Vindicator
tried its luck firing the
demolisher cannon at
the speeding bikes, but
the shot was just out
of range.

The Rhino containing
the Khorne Lord and his
Berzerker retinue
traversed the ruined
landscape as fast as
possible, aiming directly
for the White Scars
objective.

Underestimating the
range and accuracy of
the Drop Pod machine
spirit, a Havoc ventured
too close and was killed
by a storm bolter shot.

Key

whk Turn 1 Battle Tracker

WHITE SCARS 0
CHAOS SPACE MARINES 1

—_—
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Heroic Intervention

Daemonic forces are unleashed as decisive attacks are made by both sides against
each other’s objectives. White Scars Veterans Deep Strike onto the battlefield to
even the odds and bring righteous might to bear against the hated traitors.

72 WHITE DWARF

Vanguard Assault

In the White Scars’ second turn, the Vanguard Veterans used
their Deep Strike ability to arrive in the crowded north-
western quadrant, immediately assaulting the Chaos Lord
and his Terminator bodyguard. This was only possible
because of their Heroic Intervention rule, which lets them
assault on the same turn that they enter via Deep Strike. The
fighting was vicious and the Chaos Terminators gave out as
much punishment as they took, slaying three of the White
Scars elite. The Vanguard more than matched their
reputation as combat masters and killed all the Terminators

BATTLE REPORT

Turns 2-3

except for the Chaos Lord, although he was wounded in the
bloody struggle. In the following stages the combat grew to
encompass the Daemons and a Chaos Spawn as well. The
Vanguard held their own against the mounting Chaos foes.
even without the momentum of the charge, their superior
weapons and armour carried them through. However,
attrition began to take its toll and even the elite members of
the 1st Company found their numbers starting to dwindle.
By the end of Chaos Turn 3 the only survivor of the combat
was the battered and bloodied Chaos Lord.




Chaos Turn 2 began with an influx of new
forces as the Chaos Terminators and Chaos
Lord Deep Strike into the north-west
quadrant, close to their home objective.
The Summoned Daemons were also
unleashed; one unit flocked close to the
Chaos Icon near Andy’s objective, the
other ranged out across the table to support
the Khornate troops.

In the Shooting phase, Squad Damlh
drew a large amount of fire. The Defiler
targeted the same unit and killed a further
four White Scars with its powerful cannon.
The Drop Pod was destroyed by a krak
missile from a Havoc.

The Vanguard Veterans' arrival heralded
the start of the second Space Marine turn.
The Bikers of Squad Koubla used their
superior manoeuvrability to approach the
Chaos Vindicator and zoem round its flank,
bringing their array of melta weaponry to
bear on its side armour. Captain Khatir and
his Command Squad rode over the

the Blood God

s RERE

SPACE MARINES

BATTLE REPORT
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@ Command Squad
(@) Bike Squad Koubla
@ Bike Squad Lujan
(&) Scout Bike Squad

Y
AR : X Lo
(®) Captain Khatir (® Rhino @ Chaos Terminator Lord @) Chaos Deiiler
(©) Chaplain Drop pod @ Khorne Lord @ Chaos Vindicator
(@) Tactical Squad Skarla ® Vanguard Veterans Chaos Terminalor D Murgle Chaos Rhino
(@) Tactical Squad Damlh @ Nurgle Squad @ Khorne Chaos Rhino

& Khorne Berzerkers
o Havocs

@ Lesser Daemons 1
° Lesser Daemons 2

© Chaos Spawn

et

The Khorne Berzerkers disembarked from the Rhino ready to charge in the
following turn. However, the White Scars had other ideas, as Squad Lujan and
the Scout Bikes surrounded the Khornate Troops. The combined bolter and
plasma fire reduced all nine Berzerkers to charred and hole-ridden corpses.
Only the Khorne Chaos Lord remained standing. On some unseen signal, both

Bike Squads piled into the Khorne Lord with combat blades and power weapons
drawn. The Chaos Lord was finally overwhelmed and slain.

Defiled

Squad Skarla, the Chaplain,
and the Attack Bike all
charged into the Defiler. The
Tactical Marines couldn’t
harm the steel monster, so it
ignored them and
concentrated all its attacks
on the Chaplain. Unluckily
for Andy, the Chaplain made
all his invulnerable saves.
The Chaplain then punched
through the Daemon
Engine’s armour with his
power fist, destroying it.

wreckage of the Chaos Rhino, using it as a
ramp to propel them into the Chaos line.
The White Scars Rhino trundled into the
northern half of the table, Tactical Squad
Skarla emerging from its metal confines.

The Shooting phase continued with the
Bikers of Squad Koubla firing into the
Vindicator and immabilising it. The
Command Squad unleashed their flamers.
One of the Terminators was fried, but the
unnatural constitution of the Nurgle
Marines saved the rest. In the Assault
phase, the Command Squad charged into
the Chaos Space Marines. The Captain had
veered off from the Command Squad
earlier in the turn — his attention was firmly
fixed on the Chaos Lord — meaning he
didn’t participate in the assault. The White
Scars overcame the Nurgle Marines with
ease and the traitors fled. In the centre of
the board the Vindicator was swarmed over
by Squad Koubla and destroyed.

The Daemon pack in the south took
control of the Space Marine objective in
Turn 3. The Defiler also made its mark by
shattering Squad Koubla, with only the
Attack Bike surviving the hit. The White
Scars’ third turn began with the Captain
opening up his engine and charging full
pelt into the Chaos Lord, pumping hellfire
rounds into him as he closed, causing
another wound. The commanders briefly
exchanged blows but remained locked in
combat. The Command Squad spun their
bikes round to hammer into the Havocs,
slaughtering them all.

WHITE SCARS 0
CHAOS SPACE MARINES 1
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All Hail the Khan!

The White Scars’ ability to outmanoeuvre their foe starts to take its toll on the
Chaos force. But while the Space Marines focus on annihilating their enemy can
Chaos sneak a win by stealing away an objective?

Digital Weapons

As befits a hero of the
Imperium, the White Scars
Captain was tooled up
with all manner of
equipment. Instrumental in
his victory over the Chaos
Lord were his digital
weapons. As well as
inspiring a pang of
nostalgia from the veterans
amongst you, this piece of
wargear is pretty handy in
a fight too, allowing you to
re-roll one failed wound in
close combat each turn.

W E]

Andy began to play more cautiously as the
game entered into the latter phases. The
Lesser Daemons in the south hid behind
the culvert that represented the Space
Marines’ objective. As there was no
shooting in Turn 4 it went straight into a
very busy Assault phase.

Khatir Khan and the Chaos Lord traded
vicious blows. The Chaos Lord remained
steadfast, while the White Scars Captain
circled the great fiend on his bike, his
power sword flashing out to strike. The
Chaos Lord’s Daemon weapon struck first,
wounding the Khan and nearly knocking
him off his bike. However, the Captain had
been born in the saddle and remained
expertly in control of his steel mount.

Turns 4-5

He revved the engine and skidded past the
Chaos Lord once more, with his power
sword swinging in a deadly arc. The Chaos
Lord’s head was severed from his body in
one fell strike.

Not too far from where the White Scars
Captain felled the Chaos Lord, Squad
Skarla fought against the two Chaos
Spawn. The Spawn took down two White
Scars before they were both despatched by
the combined might of the battle-brothers
and the Chaplain.

In the fourth turn, the Bike Squads in
the south-east, having dealt with the
Khornate threat, spun round and headed
towards the objective, aware that there was
still a daemonic infestation to attend to.

Chaos Objective

The last few turns of the game
gave the White Scars time to
cleanse the north-western
objective of the Chaos taint.
With power sword and bolter
shell, all of Andy’s Chaos forces
were eliminated. With the area
secure thanks to the efforts of
the bike-mounted strike force,
Squad Skarla moved in and
claimed the Chaos Space

Marine’s home objective.




SPACE MARINES

BATTLE REPORT

wk Final Battle Tracker

Space Marines Objective

WHITE SCARS 2
CHAOS SPACE MARINES 0

WHITE SCARS WIN!

The Daemons cowered behind the
culvert trying to wait out the turn limit,
but the massed bolter fire of the White
Scars Bikers cast them back to the void,
allowing the Space Marines to re-take
the objective. With their own objective
back in White Scars hands and all Chaos
opposition quashed, it was clear that the
day belonged to the Khans.

The Attack Bike also turned round and fight, even with Mat jeering at Andy to

sped south with the aid of a Turbo-boost. do so. In the White Scars’ turn, the Bike
With Squad Skarla freed from their Squads shot three of the Warp-creatures,

combat with the Spawn, they advanced and then assaulted in to wipe out the rest.

onto the Chaos objective. Once in

position, they turned their bolters on the “ The Chaos Lord’s Daemon weapon

last few Lesser Daemons of the northern :

pack and wiped them out. struck first, wounding the Khan and
In the south the Scout Bikers tried to . . . .

fire at the other surviving unit of Lesser neaﬂY kﬂOCkmg hlm Off hlS blke’ ’,

Daemons, but couldn’t quite get a bead

on them, while the Khorne Rhino was The ensuing combat was predictably short

immobilised by a blast of plasma energy and deadly, and not a single Daemon

into its rear armour. survived the first round. With little left on
In Turn 5 the only action was centred the table, the game ended there. The White

around the White Scars’ objective. The Scars had triumphed, cleansing the Sunken

Daemons remained hidden and refused to City of Chaos filth.
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<& GAME 3 — SALAMANDERS VS TYRANIDS

THE MOONS OF VALOSKA

Amongst the craters of a moon, the Salamanders force the Tyranids of Hive Fleet
Leviathan to battle, refusing the alien menace purchase in the sector.

T he third and final battle in
our Space Marine trilogy is
a desperate struggle
between the Salamanders and
Tyranids. Lover of all things
gribbly, Phil Kelly, will be taking
possession of the Tyranids
instinctual influence for this one.
The mission is a straight-up
Annihilation with a Pitched Battle
deployment.

Continuing the pattern from
the previous games, the dice
confounded Mat and he was to go
second yet again. The players set
up their forces strung along the
deployment zones. Mat tried to
Seize the Initiative, but the dice
gods forbade it once again, so
Phil’s swarms went first.

WATCH OUT FOR

Advance of the Swarm

As the Tyranids stream across the battlefield in a
tide of chitin and claw, the Salamanders remain
resolute. The Space Marines pour fire into the
living tide, ready to sell their lives to delay the
encroaching swarm.

Terminator Assault!

In what must be a rare move, the
Tyranids were charged rather than
charging! The Terminators
assaulted from the ramp of the
Land Raider Redeemer, attacking
the Hive Tyrant and its bodyguard.
Their 3+ storm shield saves
allowed the Terminators to
weather the Tyranids’ initial flurry
of attacks, although one 1st
Company veteran was felled. The
thunder hammers then struck back,
wiping out the Tyrant Guard and
wounding the Hive Tyrant. In the
following Tyranid Assault phase,
Phil sent in a Genestealer Brood.
The Terminators fought on valiantly
but slowly started to become
overwhelmed, until the Hive Tyrant
slew the last veteran at the end of
the Space Marines’ second turn.

BATTLE REPORT

The Thunderfire Cannon may not be
mounted in a tank but its Heavy 4 Blast
and choice of different shells make it a
potent weapon,

Turns 1-2

Phil sent his Tyranids swarming forward,
oblivious to the bolters being hastily
loaded on the opposite side of the table.
The Shooting phase was predictably light,
as the vast majority of Tyranid units chose
to run forward instead.

There was little movement from the
Salamanders in the first turn, except for the
Land Raider, which rumbled forwards to
disembark its deadly payload of Assault
Terminators in the centre of the battlefield.

A massive explosion in the xenos lines
announced the start of the first Salamander
Shooting phase, as the Chapter Master
called down an orbital bombardment. The
blast was aimed squarely at the Hive Tyrant
but the template veered east slightly,
splattering Gaunts and wounding the
Carnifex. On the east flank, the Salamander
Tactical Squads opened fire en masse,
cutting down swathes of the Tyranid line.
The Thunderfire Cannon sent a
subterranean shell across the battlefield at
the advancing Gaunts — a shot that
wouldn’t have been possible in the
previous edition, but as Mat could draw a
bead through the gaps in the terrain it was
a perfectly legitimate shot. The first assault
of the battle came, surprisingly enough,
from the Space Marines as the Terminator
Assault Squad charged into the Hive
Tyrant's retinue.




SPACE MARINES

BATTLE REPORT

Surface to Air

The Thunderfire Cannon made its mark early on in the game; in the first turn
Mat targeted a Termagant Brood across the board with a subterranean blast.
As well as slaying four Gaunts, the blast hindered the brood’s movement in the
following phase. In the second turn Mat aimed the cannon at a Zoanthrope.
The creature was slain easily as four Strength 6 surface detonation shells
punctured its malformed brain.

SALAMANDERS
TYRANIDS

Key Points

The disciplined fire of the Salamander Tactical Marines
in the first Shooting phase slew an impressive three
Hormagaunts, two Genestealers, two Tyranid Warriors
and two Spinegaunts.

The movement for the second Tyranid turn was
unapologetically predictable as the alien creatures
swarmed forward.

e 1T
.

The Zoanthrope fired on the Land Raider in Turn 2.
Despite the firepower being poured into the Termagant and Th'e re?ullant psychic blast penetrated the Land
Hormagaunt broods in the east, they kept coming and were in Raider’s armour and destroyed the assault cannon.
assault range by Turn 2. The Tyranids hit hard, wiping out one
combat squad and inflicting heavy casualties on the other two
squads that were involved. However, in the Space Marines’ second
turn the unengaged combat squad joined the fray, attacking the A
Hormagaunts with characteristic Salamander vigour. This action s The second Salamander Assault phase was frantic.
turned the tide. The Hormagaunts were wiped out, and the Aware that the Spinegaunts were getting too close to
Termagants repelled. The two Salamander Tactical Squads had 1 the Salamanders’ lines, the Chapter Master and
secured the eastern flank - for now. : Terminators charged in and wiped them out.

- W

The Chapter Master killed a further three Gaunts in
the second round of shooting with accurate fire from
his sacred weapon.




Attack of the Broodlord Turn 3

A Broodlord and its retinue of Genestealers enter the fray in the west and
immediately have an impact on the game. On the opposite flank, the Salamanders
attempt to capitalise on their dominance of the area.

In the west the Broodlord, accompanied by
a retinue of Genestealers, emerged and
immediately fell upon the Thunderfire
Cannon, slaying the Techmarine and
claiming the all-important Kill Point. In the
centre of the table, the Hive Tyrant, free of
the prolonged combat with the Terminator
Assault Squad, climbed the hab-building
and spied the Chapter Master. On the east
flank the Gaunt Brood assaulted back into
the Salamanders, but after being repulsed
once, they chose their target more
carefully, picking off a lone Space Marine
and taking another Kill Point. The
Genestealers and Carnifex, fuelled with
adrenaline after destroying the Assault
Terminators, piled into the other Terminator
Squad. The combat was drawn, as two

Term_inators fell to the Genestealer;’ gsq'u;d'm{la; Alpha ° S?ua'% i._(.u_s{}a' Beta g H',“:Tr'm g I:g::::::;
rending attacks, but the Space Marines’ @ squad Van'tan Bet \ssaolt Terminalors @ Broodlord @ Spinegaunts
power fists killed two in return. @ Squad Malshun Alpka @ Dreadnought @ Tyranid Warriors © Zoanthrope 1
@ squad Mal'shun Beta @ Thunderfice cannon O Gonestealers 1 © Zoanthrope 2
@ squad Su'var Alph. @ Land Raider Redeemer € Genestealers 2 @ Zoanthrope 3
@ squad Su'var Beta © Hor ate 1 @ Carnifex
@ squad Ku'shar Alpha 4]

Key Points

¢ The lone Tyranid
Warrior continued to
lurk deep behind the
Tyranid lines in the large
complex, keeping clear
of the Space Marine
guns to deprive Mat of
a potential kill point.

The Zoanthropes floated
eastwards, ready to
unleash their psychic
might on the
Salamanders Tactical
Squads in future turns.

Tactical Squad Ku'Shar

brought their weapons

to bear on the

Broodlord after it

emerged from the

flames of the Redeemer ; $ ;

unscathed. They o } = Nk 1 v e B T
wounded it twice but PR i ' - :
both hits were saved.
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BATTLE REPORT

Revered Warrior Righteous Flames!

_ )

Having witnessed the devouring of the
thrice-honoured Chapter Master, the
Dreadnought raised its multi-melta and fired

at the hated Hive Tyrant. The shot struck
home, and the monstrous creature screamed The Redeemer manoeuvred to bring the deadly flamestorm cannons into range

in pain. However, only one wound was of the Broodlord’s retinue. The Genestealers were bathed in the super-hot fire
inflicted as the Hive Tyrant’s Toughness of 6 and all were withered to lifeless black husks. Only the Broodlord himself
ensured that it couldn’t be Instant Killed. survived the flames.

SALAMANDERS
TYRANIDS
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Bleak Moon Turns 4-5

As the casualties begin to mount up on both sides, it’s still difficult to tell who the
victor will be. Can the losing side hang on until the battle’s natural end, or will the
Annihilation mission live up to its name?

The surviving Salamanders in the east FikEy
looked to be in control of the flank, but Break the Carnifex!
Phil wasn't finished with them yet, and In the latter turns of the game,
urged the Zoanthropes forward. Mat concentrated his heavy
The Carnifex and lone Genestealer weapons against the Hive Tyrant
made shart work of the last few hoping to rid it of its two -
Terminators. This allowed the Hive Tyrant remaining wounds. The

Redeemer’s flamestorm
cannons fired, burning
away another wound.

and Carnifex to coordinate an assault on
the Land Raider. The Redeemer fired at the

approaching monsters, wounding the Hive Thea thic

Tyrant, but Phil was determined to take out Dreadnought shot

the tank. In the following combat the it’s multi-melta.

Carnifex’s massive claws tore through the The shot hit but the

thick armour, causing it to explode in a Dreadnought’s line of sight was
bright yellow plume. Mat hoped the obscured by the Carnifex, and
explosion would inflict an extra wound on so the Hive Tyrant got a

the Hive Tyrant, but Phil made his save. cover save — which it made!
This was Mat’s last viable

This explosion heralded the end of the atteront to éven out the stares
game, as the dice to see whether the game but w!:th the Hive Tyrant still
f\?onr? naune(? l;c;orrsgoan 1V;{aTShfh2/rrsamdS had active, the day belonged to Phil.

Zoanthrope Attack

In an attempt to get as many Kill Points as possible, Phil threw Zoanthrope's attacks were too few to make it count. The only
the Zoanthropes forward even though they're not really suited thing that saved the plan from seriously backfiring and

to the rigours of close combat. Phil gambled that their 2+ save awarding Mat with a Kill Point instead was the fact that the
would protect them. In the end the attack faltered, as the Zoanthrope had more than one Wound.
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Salamander’s Bane

The Broodlord charged into Squad Ku’shar, scrambling over the — quite literally - a close-combat monster. The Broodlord wiped
craters in its haste to reach them. The Salamanders tried their out the Salamanders and stalked off in search of its next target,
best to overwhelm the creature but they were fighting against a particularly tasty looking Tactical Combat Squad.

SALAMANDERS
TYRANIDS

TYRANIDS WIN!
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The Dust

Mat: A win, a draw and a
loss — a perfect average in
anyone’s book and a most
satisfying result. Not that
three wins wouldn't have
been better, but given my
usual battle report form,
I'm quite happy with that.

Of the three armies, it was the White
Scars that performed above and beyond.
The speed and manoeuvrability of the
hikes, combined with a good spread of
weaponry, allowed me to pretty much have
the right tool for the job in the right place
at the right time. Special mention has to go
to the Captain and his Command Squad,
who happily munched their way through
Andy’s right flank, seemingly undaunted by
the prowling Chaos Lord and his masses of
vengeful minions. That said, if the Chaplain
hadn’t been able to shrug off the Defiler’s
attacks it would have been a completely
different result, as | didn’t fancy anyone
else’s chances of taking down the
mechanical monstrosity.

If the White Scars proved to strike like
lightning, the Ultramarines proved that the
Adeptus Astartes can manoeuvre with the
best of them, and held Glenn’s Eldar to a
draw. This was easily the most dramatic
battle, swinging back and forth with every
phase of every turn. Although Tigurius was
a bit locked down by the Eldar runes of
warding, every other unit in the army
performed fantastically. Special mention

WHITE DWA

Settles

Hero of the Hour

With so much derring-do,
it's hard to select one
particular model for
special recognition.
However, Cato Sicarius did
cut down a Phoenix Lord
and go on to force a draw.
That's the stuff of which
heroes are made, and I'll
be fielding him again soon!

goes to Tigurius and the Land Raider,
although the solitary Sternguard Veteran
who survived turn after turn really showed
the true indefatigable spirit of the Space
Marines. I've certainly gained a new
respect for Asurmen, who single-handedly
set about carving my Troops off objectives
and, without a lucky strike from Sicarius,
victory would easily have gone to Glenn.
I'd have loved to play a seventh turn in
that game, as both forces were more than
capable of fighting on, but alas the dice
gods decreed otherwise.

For the Salamanders, victory over the
Tyranids was always going to be hard won.
Whether you shoot at the big bugs or the
little ones, there’s always going to be
plenty left to cause you headaches. This
game reminded me a lot of the battles |
used to fight in 2nd edition, with hordes of
‘Nids sweeping towards my gunline —
though | must confess | never fared any
better back then. Kill Points aside, the
game was actually quite close. An armour
save passed here, a to wound roll made
there — these are the things that separate
defeat from victory. Nevertheless, my
Space Marines acquitted themselves well —
the Terminators did fantastically against the
mass of monsters storming up the middle,
whilst the Tactical Squads heroically stood
their ground against Gaunts of all kinds.
Really, | should never have split into
combat squads for this game — | just gave
Phil more points to score!




SPACE MARINES

BATTLE REPORT

The Enemy Arrayed

Clouded Fate

Glenn: What a thoroughly
enjoyable game! It was
fairly close throughout with
some great action-packed
tense moments — exactly
the sort of Warhammer
40,000 game | like to play.
The Sternguard caused me
problems right from the start, killing off my
Striking Scorpions. Even after | reaped
some vengeance upon them with my
starcannon, the last survivor still gave me a
bit of a kicking. The arrival of my
reinforcements really saved the day for me

One Man Army

Asurmen — what a hero!
Despite having lost his
squad of Dire Avengers
and 2 Wounds to what felt
like the entire
Ultramarines force
shooting at him, he still
wreaked havoc. More
importantly, he forced
Sicarius to fall back.
Mighty indeed.

though. Asurmen’s Dire Avengers may have
died early on, but they let me get the
Phoenix Lord into position to rampage
through Mat’s army. The Shining Spears
and Guardian Jetbikes did well, although |
could have done with the former surviving
a bit longer and the latter being a bit more
decisive in combat against the Tactical
Marines. An early win there would have
freed up my west flank forces. Mat’s
combined use of combat squads and
Combat Tactics meant his army was really
hard to get to grips with, even with the
Eldar’'s manoeuvrability. Damn his eyes...

Spurned by the Gods

Andy: The game started
out pretty well, with my
favourite moment being
when the Havocs
destroyed the Drop Pod,
granting the Defiler a clear
battle cannon shot at the
White Scars sheltering
behind it. It then went on to take out
almost an entire Bike Squadron. At the last,
Mat’s Chaplain stepped forward to take it
on and, thanks to a single invulnerable
save, survived to administer the power fist
of doom.

Another outstanding moment was
provided when the Vanguard charged the
Terminators, who had arrived via Deep
Strike to form a rock-like barrier before the
objective. The Vanguard took out the four
Chaos Terminators with their relic blade,
leaving the Chaos Lord to deal with the
survivors in the next turn, which, thanks to
his Daemon Weapon, he did, with
admirable style and aplomb.

That particular Chaos Lord proved
pretty tasty in the fight around the
objective in my deployment zone, but it's a
shame the same couldn’t be said for his
compatriot! The Chaos Lord with the mark
of Khorne, along with his retinue of nine
Khorne Berzerkers, should have caused,
well, chaos amongst the White Scars.
Sadly, the entire squad of Berzerkers fell to
a devastating round of White Scars
shooting, and the Lord himself went down
in the subsequent close combat. Oh well!

If I had my time again, | might well try
to make better use of the Khornate Lord
and his posse. These guys had a huge
amount of destructive potential, which
went sadly unrealised as the White Scars'’
manoeuvrability allowed Mat to attack
where and when he wanted.

Overall, though, the White Scars
showing what a Space Marine bike army
can do! I'm looking forward to a lot more
games against the Space Marines — I'll have
my revenge, just you wait!

Food that Fights Back!

Phil: Wow, those
Salamanders did not go
down easily. Mat’s gun line
held admirably, repelling
the Gaunt-heavy left flank

| with well-orchestrated

j§| shooting. If it wasn't for the
: = Terminators” impetuous
foray into my lines, my forces might not
have made it across the table at all.

Luckily the Terminators eventually
caved, although it took my two most
powerful monsters to achieve it, and
therefore gave me an opportunity to get

really stuck in. There isn't much in a
Tyranid army that can take out a Land
Raider, but a Carnifex will rip it to shreds
with spectacular ease. In fact, the big fella
not only saved my Hive Tyrant from the
Terminators, but he also rescued the
Broodlord from the Redeemer’s flamers, —
he was my monster of the match without a
doubt. Next time, | think I'll bring three.
Despite the Salamanders’ staunch
defence, though, | managed the win.
Frankly, there were too many Kill Points on
the table, proving that it's not always a
good idea to split into combat squads.
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This month’s
Standard Bearer is a
little bit different. In
fact, it’s not actually
a Standard Bearer
at all, but a special
one-off edition of
Blanchitsu! I’'m sure
many of you hoary
old vets will just
about remember
John Blanche’s
hobby column, and
here John explains
why we've
resurrected it.

reaching that age will sound like an
eternity away, but let me assure you
that it arrives very fast. But | haven’t
hijacked these pages to be maudlin
because, even at 60, I'm having a great
time. For me, the last decade has been full
of constant distractions. That, coupled
with a little bit of ill health, has meant
that | haven’t been in touch with the
hobby as much as | used to be.

Now, when | say hobby, | dont mean
drawing; that's my bread and butter and
I've never stopped that. What | mean is
doing what you do — modelling and
painting miniatures. However, over the last
year something wonderful has happened.
I've had a hobby epiphany and have been
painting models with more fervency than
ever before!

It's my son who | have to thank for this.
He and his friends have been collecting,
painting and playing so | was naturally
interested in how they were getting on.
What | didn’t count on was being
subsumed into the group and soon | was as
keen as any of them to get the models out
and game. Yes, game with them. Long-time
hobbyists will probably know that I've
painted loads of models in the past but I've
only occasionally taken them to the
gaming table — I've rolled some dice in my
time but I've never been a gamer as such,
that is until now — | didn't realise what |

I ‘m 60 this month. To many reading this,

was missing! It’s a fantastic experience to
participate in a game of Warhammer or
40K. | can't pretend to be a competent
general or to even have a good grasp of the
rules, but my son and his mates have an
encyclopaedic knowledge and tell me
what to roll and when. I find it all
tremendous fun. Most weekends are now
spent in the Warhammer World store — |
love it in there, I'll either be gaming with
my son'’s posse or at the painting table,
sometimes just kicking back with the staff
or watching other people’s battles. I'm
enjoying the gaming side of things so much
that I'll have played in a massive multi-
player Imperium vs Orks game by the time
you read this. But more on that in a bit,
because | want to talk about modelling and
painting first.

If you were to ask me exactly what my
hobby is, in the past | would have said it's
painting miniatures, later | would have said
converting miniatures, and now | think my
hobby is converting plastic miniatures. It is
easier to convert than metal, but it's not the
lack of difficulty that attracts me, but the
versatility. Now, if we're defining
converting as radically changing a
miniature, then | don’t convert every figure.
Instead what | do is individualise each one.
You can put a dynamic into these
miniatures; create a different energy with a
subtle twist to the torso or the head.
Another joy of plastics is the amount of

The Slow Method

These models were created

they’ve been given a white
undercoat and have been

creative whimsy.
John has really gone to
town on the shoulder pads,

images we're used to seeing in
his paintings and sketches.

John’s miniature painting
has always had a very
distinctive look that could only
come from his hand, as if the
models themselves had walked
out of his drawings.

using John's “slow method”. So

painted with no specific gaming
purpose in mind — just for pure

adorning them with the twisted

STANDA




plastics that we do, so the potential for
each army is massive. We used to — and
probably still do — use the term bitz box;
when converting you'd dip into a tub or
box of spare components to fish through
and find a suitable bit to attach to your
model. Nowadays, each frame comes with
a bitz box worth of components, giving
you limitless opportunities, which is great if
you're the kind of modeller that | am.

| categorise my hobby projects into two
broad categories — fast and slow. Fast
models are for my burgeoning armies. | just
give them a black undercoat and paint
them quickly. Slow models are individual

figures that | usually convert — the sort |
was better known for “back in the day”. Its
these projects you can normally find me
tinkering with at Warhammer World on the
weekend. | start these with a white
undercoat. At the moment I've been
creating lots of Chaos Space Marines, using
the Possessed torsos and legs, with Chaos
Space Marine heads and arms. The result
are very dynamic and decisive-looking
miniatures, storming ahead, ready to
engage the enemy.

For all these projects, as with my art,
| use a very limited palette of colours:
Snakebite Leather, Chaos Black, Skull
White, Shining Gold, Boltgun Metal,
Mithril Silver and the new washes,
especially Devlan Mud and Badab Black. |
find limiting yourself like this gives your
figures a very distinctive look.

As I've already mentioned I'm painting
armies now too. So far I've kept very much
in league with the Chaos Gods; Chaos
Space Marines in 40K and Warriors of
Chaos in Warhammer, as well as a
dalliance with Daemons in both systems.
However, at the moment it’s all about
Orks. I'm taking part in a very big game,
which will have happened by the time you
read this. The Studio art manager, Dom
Murray, is organising a massive battle of
Orks versus the Imperium. | immediately
signed up even though | hadn't got a
greenskin army at that point. Now, | don't
know how you decide what you're going
to collect — it could be how it works in the
game, whether it suits your style of play or
it you like the look of the models. | veer

John's Chaos Space Marine
hybrids were created with the
aid of Possessed and Assault
Marine frames.

Blanchitsu!

John's Blanchitsu! column
was a regular feature in
White Dwarf back in the
80s and early 90s.




Route to Inspiration
For his Ork army, John was inspired by a vivid
image in his mind’s eye of a massed, smog-
shrouded mob of Ork Bikers. Before he began
in earnest he looked at the brilliantly painted
’Eavy Metal Ork Bikes and
Studio artist Alex Boyd's
fantastically converted
Warbikers. With all this
inspiration to call

upon he set to work

on his own force.

One of John's favourite
Ork Biker Boyz,

Alex Bovd'’s converted Ork Biker.

from race to race. | keep having visual
flashes of inspiration, seeing scenes and
thinking how great it'd be to see them on
the tabletop — it's the same thing that fuels
my drawings and paintings. For my Orks |
had an image of a great Imperial bastion in
the early morning, on the horizon is a line
of mist. As the mist gets closer to the
fortification it gets darker and denser. The

John is in Warhammer World
maost weekends at the moment
— if you see him, why not say
hello! Don't forget you can
write to John Blanche and, of
course, Jervis fjohnson at:

¢/o White Dwarf
Design Studio
Games Workshop

Willow Road Guardsmen on the fortification start
Nottingham hearing this great rumbling that's so deep
NG7 2WS in its timbre their bodies vibrate. Then out

United Kingdom of the mists appear a few Ork icons and

poles, it becomes clear that the mist is no

John's first ten Bikers, led by his
version of Wazdakka Gutsmek, the
dreaded biker of the Aporkalypse.

natural occurrence but the exhaust fumes of
innumerable bikes. There's even louder
revving and then suddenly ten thousand Ork
Warbikers emerge. It's a great image, | could
paint it, but | actually wanted that army!

First thing’s first — | needed to work out
how many bikes | could get in 1500 points.
With Wazdakka Gutsmek and ten bike-riding
Nobs, I could get another 30 Ork Bikers —
that's 41 Bikes in all. I've already painted my
Nobz but | can’t wait to get started on the
Biker Boyz as well.

For the Orks’ flesh, I'm using a very
experimental technique that I've come up
with. When you look at your own skin, it
has a translucent quality; you can see veins
and imperfections underneath. | wanted to
try and capture that in my Ork's flesh. So
I've started with a very dark, almost swarthy
basecoat, comprising Snakebite Leather with
a pinch of Skull White and a hint of Thraka
Green. That's then given a wash of Devlan
Mud. | then do a highlight using a mix of
more Skull White and Snakebite Leather.
Finally, | give it all a green wash, with
Thraka Green. At first | assumed this would
take between two and five coats, but the
washes are so good the effect | wanted was
achieved with just one layer. The aim,
though, is to create that translucent effect
I've already mentioned.

Well, there you go, just a few of my
exploits since I've “come back to the
hobby.” Obviously | never went away, but
you know what | mean. What it has done is
left me totally reinvigorated. | know Jervis
has had a very similar experience with his
son and I'm sure some of the hobbyists
reading this who are old and lucky enough
to be parents have also used the hobby as
common cause to spend time together.

To the majority of you who will be
decades away from having a son old enough
to play 40K with, try and remember this
advice, because you won't regret it.




Waterslide Transfers

For many hobbyists, transfers are useful accessories that
provide fine and consistent detailing — ideal for heavily
regimented armies with intricate iconography.

we approached ‘Eavy Metal painter

Fil Dunn, and master mode! maker
Mark Jones, for their expert approach to
applying Citadel transfers (sometimes
called decals). Whilst you'll find perfectly
serviceable instructions on applying decals
on the back of the transfer sheets, as well
as a whole page of information in How To
Paint Citadel Miniatures, we wanted to go
into a little more depth.

Before applying a waterslide transfer,
it's important to prepare the area you are
mounting it onto. Make sure this area is flat
and sufficiently sized to take the design
and carrier film (the clear film that
surrounds the decal). If the area isn't flat,
you can file away any detail until it is
smooth. Then apply two coats of ‘Ardcoat
to the area — this smoothes out the
paintwork and prevents air bubbles
appearing under the transfer.

For this month’s Hobby Essentials,
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The new transfer sheet that can be found in the
Assault on Black Reach boxed game.

Cut your transfer from the sheet and place it on some
kitchen towel. Drip some clean water onto the tissue to
spak the backing paper. Wait 30 seconds, and then pick
up the transfer with some tweezers.

Dab the transfer and the area around it with some
kitchen towel to remove any excess water. Take care
not to accidentally move the transfer in the process.

Slicle the decal partially off the backing paper and into
position. Use a brush to hold the transfer in place, and
then carefully slide away the backing paper. Smooth
down the transfer using a clean, damp brush.

If you need to, you can reposition the
transfer by flooding the area with clean
water. However, this is very tricky and can
easily break the transfer, so be careful.

When dry, it's best practice to seal the
transfer using watered down "Ardcoat, to
protect it from wear or slippage. However,
this creates a shiny finish, so you'll need to
dull the area down a little. If you plan to
varnish the whole model, then simply
spraying it with Purity Seal will do the job.
But, if you just need to dull down the
transfer and nearby area, then a better
option is to use watered-down Citadel
Wash or diluted PVA glue.

Top Tips

For many, once a transfer is
on the model then it’s “job

done.” However, there are

a few things you can do to

enhance the design or even
change it altogether.

Paint: One of the more
practical steps is to paint
over the transfer edging
with the same colour as
underneath to seamlessly
blend the transfer with the
model. You can also paint
onto the design itself,
adding highlights and
shades to enhance the look
or even painting out parts
and adding other elements
to fundamentally change
the design. You can see this
technique used to good
effect by Pete Foley in

A Tale of Four Gamers in
White Dwarf issue 345.

Cutting: Sometimes you
need to apply transfers to
an awkward surface, such
as a curve or a partially
obscured part of a model.
In these instances it is often
necessary to slice a small
slit into the transfer with a
Hobby Knife, otherwise air
will get trapped beneath it
and it will wrinkle
regardless of your best
efforts. In the example
below, the transfer has also
been cut to fit an awkward
shape, and then repaired
with paint afterwards.

www.games-workshop.com




THE GOUNGIL OF ELROND
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25T STRATEST BATTLE S =

With the release of the
new miniature last
month, this issue’s
’Eavy Metal Masterclass
was a great opportunity
to paint Elrond himself
to the high standard

such a model deserves.

ORRN

Tolkien mythology — an Elf Lord

steeped in the blood of countless slain
Orcs, who has survived some of the
bleakest times to beset Middle-earth.

As the Third Age draws to a close and
Sauron attempts to extend his domain,
Elrond remains ready to rally the Free
Peoples if, or more pertinently, when, the
need should arise. In this age, Elrond has
taken the role of mediator and counsellor.
In his home of Rivendell, he welcomes all
travellers of a good heart to set aside their
burdens and rest their weary bones.

Elrond Half-Elven is a pivotal figure in

@4 You Will Need

Foundation and Wash ranges of paints.
@ Chaos Black Spray
O Bleached Bone
© Boltgun Metal
@ Chaos Black
O Chainmail
Q Codex Grey

Dwarf Flesh

olel I Il 1o

ELROND, MASTER OF RIVENDELL

All of these paints are available from the Citadel Colour,

Fortress Grey
Liche Purple
Mithril Silver
Regal Blue
Scorched Brown
Shining Gold
Skull White

While he is a peaceful individual,
Sauron should be wary. Elrond may have
set aside his blade, but he is more than
prepared to take it up once again should
evil creatures threaten his home or allies.

No stranger to these pages, expert
figure painter Neil Green was sequestered
from the ‘Eavy Metal team to demonstrate
his brush skills in this Masterclass. His first
job was to meticulously clean the model
up, carefully removing all the mould lines.
He then stuck the model onto a base and
sprayed it Chaos Black, using very short
bursts to get maximum coverage.

@ Uttramarines Blue
@ Vermin Brown
@ Badab Black

. Devlan Mud




Elrond is present throughout the story of The Lord of the Rings. His most
notable appearance is, of course, at the Council of Elrond. As we’'ve
mentioned before, the great thing about The Lord of the Rings movies is
that they provide a great visual reference for painting. The Elrond figure
above has been painted in a palette of colours heavily inspired by the
costume worn by Elrond (played by Hugo Weaving) in the Council scene.

The Return of the King — The Grey Havens

As we already had an Elrond in garb from The Fellowship
of The Ring, for this Masterclass we decided to paint his
robes as he was dressed at the Grey Havens in The Return
of the King. The colours Neil uses form a palette of pale
greys and neutral tones. These colours can be an effective
scheme but will need an expert eye to achieve.
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Painting Elrond’s Skin

Painting flesh can be quite challenging and patience will be

required to get the best look. If the paint goes on too thickly it

will cake and you'll lose any pretence of a flesh tone. Neil

paints flesh in lots of thin layers, applying two to three thin
coats of watered-down paint rather than a single thick coat.
This ensures the flesh is given a smooth, vibrant finish.

Shading and Highlights

This movie still is a great visual reference to see how
light and shadow falls upon a face. The light source in
this picture is coming from just above and slightly to
the right, casting the right side of Elrond’s face in
shadow, particularly in the recessed areas around the
eyes and close to the nose.

Hair

Neil started with a 1:1
basecoat mix of Scorched
Brown and Chaos Black.
He then applied a coat of
pure Scorched Brown on
all but the most recessed
areas. The highlight was a
1:1 mix of Scorched
Brown and Bleached Bone
followed by the same mix,
but adding even more
Bleached Bone.

Painting the Face

Step 1. Neil started with a
basecoat using a 3:1 mix of Vermin
Brown and Liche Purple.

Step 2. For the next stage he
started with the same mix as before
but added half as much again of
Dwarf Flesh. This was painted on
all the areas not in shadow.

Step 3. A mid-tone layer of pure
Dwarf Flash was then applied to
the face. Again, the raised and
prominent areas were covered but
not the recessed areas.

Step 4. The first highlight layer was
then brushed onto the prominent
areas of the face. Neil used a 3:1
mix of Dwarf Flesh and Skull
White for this stage.

Step 5. A further highlight was
carefully blended onto the raised
parts of the face using a 1:1 mix of
Dwarf Flesh and Skufl White.

Step 6. Finally, Neil painted the
eyes. By dotting Bleached Bone
into either side of the eye slit the
pupil was farmed.
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Painting the Metal and Blue Trim

You should always plan out your colours before you set to

painting, and this is especially true for clothing. As we

discussed earlier, we're painting this version of Elrond as he
appears at the end of The Return of the King movie. There

is, of course, nothing stopping you from painting your
version of Elrond in any colours you see fit.

The two references we have are in russet brown and
neutral greys, but your imagination is the only limit and
you could clothe him in rich green robes or cool blues, for
example. Whichever colour scheme you choose, make sure
you have a contrasting colour. A contrast is important as it
helps the eye to define the model.

Painting the Blue Cloth

Step 1. To start with, Neil used a
2:1:1 mix of Regal Blue,

Chaos Black and Ultramarines
Blue as the basecoat.

Step 3. For the next layer, Neil
repeated the previgus stage but
added more Bleached Bone,
before carefully blending the
layer as a highlight.

Painting the Metal

Step 2. For the mid-tone, Neil
added a little Bleached Bone to the
mix in the following proportions:
3:1 blue mix to Bleached Bone.

Step 4. For the edge highlight, Neil
continued to use the same mix
with even more Bleached Bane
added: about 3:1 Bleached Bone to
blue mix.

Step 1. The blade started with a
1:1 basecoat mix of Boltgun Metal
and Chaos Black. A 1:1 mix of
Shining Gold and Scorched Brown
was used for the hilt.

Step 3. A liberal layer of
Chainmail was brushed onto the
blade. The hilt was given a coat
of Shining Gold.

Step 2. Neil then used washes for
shading both parts of the sword -
Badab Black for the blade and
Devlan Mud for the hilt.

Step 4. The hilt was highlighted
with a 1:1 mix of Shining Gold and
Mithril Sifver, while the blade was
highlighted with pure Mithril Sifver.
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Painting the Robes

Highlighting cloth requires a different technique to extreme
edge highlighting. When you have a hard or flat surface
like a sword blade or armour plates, then using an extreme
highlight (a thin line using a lighter colour to the base for a
distinctive contrast) is an effective technique. However, for
softer, organic surfaces, such as cloth or foliage, then a
subtler effect is called for.

So, for the robes, Neil achieved a three-dimensional
effect by blending mid-tones, steadily progressing to the
lighter colours until he was working purely with Skull
White. Even then he used the Skull White very sparingly,
only applying it to the seams and the very edge of the robe
so it’s almost indistinguishable to the previous layer — the
opposite effect to an extreme highlight.

Painting the Cloak

Thinning Paint

There can be nothing
simpler than watering
down paint, right? Well,
when painting to the 'Eavy
Metal standard, even this
is a very clinical act to
ensure consistency
throughout the many
stages and layers. Neil
starts with a 1:1 mix of
water and paint and from
there will either thicken or
water down depending on
the task at hand. If
covering a large area, such
as the back of Elrond'’s
robes, he’ll water down
the paint further. The
larger the area, the thinner
the paint should be.

Step 1. A basecoat of Codex Grey Step 2. Neil then applied a shading  Step 3. A mid-tone using a 1:1 mix

was applied to the robes that had
not already been painted blue.

Step 4. A lighter tone was blended
to all but the most recessed areas,

‘as in Step 3, using a thin coat of

Fortress Grey,

wash of Devlan Mud directly into
the recessed areas.

Step 5. A third layer was added,
using a 1:1 mix of Fortress Grey
and Skull White, This was only
used on the uppermost areas.

of Fortress Grey and Codex Grey
was then applied to all but the
most recessed areas.

‘Step 6. A final highlight of Skull
White was carefully applied to the
most prominent folds of the robes,
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Applying Fine Details

Practice
Makes Perfect

Adding the final details,
such as the patterning on
Elrond's robe will take
time and a steady hand.
Neil, as an "Eavy Metal
painter, is obviously skilled
at this kind of work —
however, you should not
feel intimidated by this.
You can leave the patterns
off, go for a simpler
design, or bite the bullet
and try it. Get the pattern
planned out before you
begin — draw or paint it on
a separate piece of paper.
Remember, you can always
paint over your mistakes!

Practising the designs on a

Step 1. Use the blue mix from Step 2. As before, Bleached Bone Step 3. The sleeve was highlighted piece of paper or card will
earlier — (2:1:1 mix Regal Blue, was added to the blue mix. (1:1 with Bleached Bone, before being save you from spoiling your
Chaos Black & Uliramarines Blue).  Bleached Bone to blue). shaded with thinned Devian Mud. paint job.

The finished Elrond model
standing alongside his closest
A e : Fi Ry ? L e : h friends and allies.
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Each month, Painting
Workshop presents
tips and techniques,
becoming an essential
reference guide to
help you build your
painting skills. This
month we explain how
to use drybrushing and
overbrushing.

rybrushing and overbrushing are
D among the first techniques that any

miniatures painter learns, and are
incredibly useful for highlighting models
at a stroke. The two techniques are very
similar, and are often confused, but
careful deployment of these methods can
really help to broaden your repertoire of
painting techniques.

The great thing about drybrushing and
overbrushing is that they can not only be
used to batch-paint units quickly, but to
selectively enhance small areas of single
models as well. We asked the Studio’s
Chad Mierzwa, Mark Jones and Nick
Bayton to share some top tips with us on
how to get the best out of these two
essential painting techniques.

Drybrushing wears brushes out extremely
quickly, which is why the Citadel range
includes special hard-wearing brushes for
just this purpose. There are many types of
drybrush available for use. We tend to
favour the flat-headed drybrush when
painting tanks.

- -
CITADEY
FOUNDATION

KMARLOC

GREEN

The Citadel paint range is specially formulated for
achieving great results with a variety of miniature-
painting technigues.




DRYBRUSHING

Drybrushing is a fast and attractive
technique, useful for adding highlights to
areas of raised detail. It can also be used to
apply a fine texture to large flat areas, such
as armour plating, to create a realistic
effect. A light drybrush over an entire
model can give it an overall dusting that
draws the colours together and gives a
natural appearance.

Drybrushing is often confused with the
very similar technique of “overbrushing,”
described later. The difference is that
drybrushing literally uses a dry brush,
whilst overbrushing does not, but the two
techniques tend to merge into one another
and most painters combine the techniques
as they work.

Drybrushing is most easily
demonstrated by painting hair, bone or fur
textures. Begin with a suitable base colour
that has been shaded with a wash — the
drybrushing is added at the final stage to
provide highlights. Take the brush
(preferably an old brush or purpose-
designed Citadel drybrush) and mix up a
lighter shade of the base colour. The paint

(" Technique

How to Drybrush

needs to be fairly dense. If the paint is a
little thin, let it dry slightly on the palette.
Work the colour into the brush and then
wipe any excess back onto the palette.

Now — most importantly — run the
brush over a tissue or some newspaper, or
some similarly absorbent surface, until the
strokes leave almost no mark, even when
applied with pressure. Depending on the
effect you want, you can make the brush
more or less dry.

Begin by stroking the brush gently over
the surface that you wish to highlight.
Ideally the brush should leave no
discernible strokes, but deposits a fine,
even dusting of colour over the raised
points on the model. The drier the brush,
the more the effect will appear as a dusting
of even colour. Build up the highlights
gradually and notice how repeated dusting
gives naturally gradated highlights. The
longer you work at the result, the more
intense the effect. Several progressively
lighter layers of drybrushing can be applied
to increase contrast — the final layer can be
white, as shown on the wolf fur, right.

Load the brush with paint.

Wipe most of the paint away...

... until the brush leaves almost no mark.

Stroke the brush over the surface of the model.
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Here we have
picked three
radically different
models to show
off the versatility
of drybrushing.

Plaguebearer

Step 1. To start, drybrush Dark Flesh

over a Chaos Black undercoat.

Space Marine

Step 1. The model is undercoated in

Chaos Black and then drybrushed
Dark Angels Green.

Skeleton Warrior

Step 2. Then repeatedly apply
drybrushes of Skull White to the
entire model.

Step 1. After first undercoating the
Skeleton Warrior with Chaos Black,
basecoat it with Snakebite Leather.

Step 3. The dusty, rough
effect looks great in an army
of Tomb Kings.

Step 2. Drybrush a 50/50 mix of
Catachan Green and Camo Green
over the Dark Flesh. You should still
see Dark Flesh in the recesses.

Step 3. To build up the colour,
drvbrush Camo Green over the
maodel’s flesh.

Step 4. To finish the skin, apply a
final drybrush of Rotting Flesh. This
quick technique is a great way lo
create strong texture on a model.

Step 2. A drybrush of Snot Green is
then applied to the model. The
coating has to be very light when
used on smooth areas.

Step 3. Pick out the boligun, helmet
and backpack details in Boltgun Metal.

Step 4. Finally, apply Blood Red to the
eyes, gun casing and the insignia, and
apply Bleached Bone to the chest
eagle, knee pad and skulls.

Chalky Results

If you drybrush over a
fairly bright colour, the
result can sometimes
look very chalky. If you
want to restore colour
while retaining the
highlight, apply a glaze
using thinned-down
paint or wash, as
described in White
Dwarf 343.

Step 1. The skin of this Orc Warrior
has been hasecoated Snot Green.

Step 2. The drybrushing technique
has been used to highlight the skin
with Skull White.

Step 3. The chalky highlights have
been smoothed out with a thin glaze
of Sunburst Yellow.
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OVERBRUSHING

Overbrushing is a simple and obvious way
of painting highlights onto chainmail
armour, hair, fur and other heavily textured
surfaces. It is basically the same technique
as drybrushing, but instead of using a dry
brush, you apply a light stroke of paint
over the surface to pick out all of the
highlights. Many people who employ the
drybrushing technique use the same word
to describe overbrushing too. The
difference is that overbrushing doesn’t
produce the classic “dusty” look you get
from extreme drybrushing.

Mail armour in particular is easily
painted by overbrushing. Paint the mail
with a dark metallic colour such as Boltgun
Metal. Then paint a lighter colour, such as
Chainmail, lightly over the top so that the
paint catches all the highlights on the mail
but leaves the darker colour showing in the
recesses. Finally, if you want to enhance
the effect, repeat with bright Mithril Silver,
painting even more lightly and covering
only the extreme upper surfaces. As you
can see from the example to the right, this
is an effective method of painting armour.

(.‘ Technique

GAWES WORKSHOP
HOW TO PAINT

CIT‘\DEL

Drybrushing and
overbrushing are just two
of the techniques covered
in depth in the new
edition of How to Paint
Citadel Miniatures. Other
techniques detailed
include extreme
highlighting and staining.
The book is an
indispensable guide to
painting Citadel
miniatures, filled with a
series of detailed guides.

How to Overbrush

Load the brush with paint.

.. but leave plenty on the brush.

Stroke the brush over the surface of the model.
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Overbrushing is Ll et
a technique

adaptable to a
wide variety of
miniatures and
paint schemes.

Step 1. A basecoat of Scorched Step 2. The armoured areas are Step 3. The other areas are
Brown is applied over a Chaos Black  overbrushed with a 2:1 mix of painted, before the whole
undercoat, Boltgun Metal and Chaos Black. modef is shaded with a wash

of Badab Black.

Cold One

Step 1. The scales have been Step 2. The scales were then Step 3. Finally, a wash of Thraka Step 4. Once the messy
basecoated with Orkhide Shade. overbrushed with Knarloc Green. Green was applied to add more overbrushing is done, the details
definition to the model. can be added to finish the model.

‘.‘ Technique

Basing your miniatures

Overbrushing is also very useful for basing miniatures
over a sand texture, as demonstrated here.

This colour scheme gives
quite a dark base but with
a lot of contrast — it suits
“evil” armies well.

Chaos Black basecoat. Overbrush with Owerbrush with Drybrush with a mix of
Secorched Brown. Bubonic Brown. Bubonic Brown
& Skull White.

The scheme shown here
gives a warm base colour
and is quite bright — vou
can add a tiny amount of
green to the lighter
highlights to cool the
palette down a touch.

Dark Flesh basecoat. Overbrush with Overbrush Snakebite Drybrush Skull White.
Snakebite Leather. Leather & Skull White.
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Combining the Techniques

As mentioned earlier, most hobbyists
naturally combine the overbrushing and
drybrushing techniques without ever
making the distinction. Here, we look at
how to combine the methods to paint large
models, such as vehicles.

If you are drybrushing a large flatish
area, such as part of a tank, the effect will

Step 1. This tank was basecoated with Regal
Blue over a black undercoat, before being
heavily overbrushed with Ultramarines Blue.

Step 3. Drybrush the tank with a mix of Shadow
Grey and Space Wolves Grey. At this stage you
may want to start concentrating on the edges,
and on the middle of large panels.

work best if you use a very dry brush so
that it is necessary to scrub quite hard to
deposit any colour on the surface. This
doesn’t do the brushes much good -
brushes used in this way will quickly wear
out. The process can be a little messy, so
it's worth painting a subject like this with
due care and attention.

Step 2. Allow the previous coat to dry
completely, then drybrush the hull with
Shadow Grey.

Step 4. Drybrush the tank very lightly with
pure Space Wolves Grey for the final

highlights, concentrating on the hard edges.

Once drybrushed, the Rhino has had all
the details and weathering painted on.

74 1op o

Painting Tracks

Begin with a basecoat of
Tin Bitz.

Drybrush the tracks with
Boltgun Metal.

Wash Vermin Brown into the
recesses to represent spots of
rust and impacted mud.

Alternative Method

This Rhino has been base-
coated Ultramarines Blue.

Ice Blue has been lightly
drybrushed on as a highlight.
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Open Day Review

On the 14th June, Warhammer World’s iron-bound portals were thrown open by the
Design Studio in the first ever Studio Open Day. They had such an awesome day, we
decided to turn a page or two over to Adam Troke to let us know exactly what went on...

1) Is that Grombrindal? No -
White Dwarf’s Mark Latham is
trying out the life-sized
Grombrindal-photo-stand.

2) Welcome to the Dungeons of
Death - Nick Bayton leads intrepid
adventurers on a thrilling quest.

3) Secrets revealed — The sculptors
were free to showcase their
favourite pieces, even those things
that were not yet scheduled for
release.

FRONTLINE

inviting the general public in for an

open day. By the time you've
sampled the delights of the coffee corner,
visited the fax machine and learned which
stationary shelf belongs to “Accounts”
you've probably had enough “fun” to last
you. Not a great day out, really, and not
one bit like the Design Studio’s Open Day!
No sir, not at all...

We decided it would be a blast to let
folks come in and see the kind of stuff we
got up to... cue a dozen or so of the
wackiest tabletop games you've ever seen,
rules for zero-gravity Warhammer 40,000,
a live White Dwarf Battle Report and the
chance to take on the guys who write the
rules at their own game. That's before you
get round to free tutorials and painting
clinics from the world famous ‘Eavy Metal
Team and the chance to chat with the
Citadel Miniatures Designers.

Determined to show hobbyists exactly
what we do, and how much we love it, we
resolved to bring out all our coolest stuff
and put it on show. Now, even from an
inside view the Studio is an amazing place.

Try to imagine your average office

Everywhere you look there are armies,
gaming boards and scenery in various
stages of construction... image the results if
you mixed Santa’s Grotto and Aladin’s
Cave of Treasures and you're starting to get
the picture. Our goal was to bring all that
out and show everyone what we've got.

So, ready for an action-packed day, we
donned our finest and invited all who
wanted to come and visit us. The result
was an awesome day packed full of the
best hobby activities anyone could hope
for. When we stopped counting (sometime
before lunch) we'd had more than 500
guests enter the gaming hall, to be greeted
by the entire Studio staff. From Games
Development to the White Dwarf team,
‘Eavy Metal and even Games Workshop
legends John Blanche and Rick Priestley —
all were on hand to answer questions and
contribute to one of the most exciting
events ever hosted in Warhammer World.

So check out the pictures here to get a
taster of what went on and keep your eyes
peeled, because if there’s the slightest
chance we can get away with it again —
we'll try it!

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




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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4) Nuala Kinrade explains the
Studio Art process in an informal
Q&A session.

5) Formula Waaagh! Perhaps the
most popular of the day’s games,
Gabrio Tolentino’s Formula
Waaagh! pits crazed Ork racers
against each other in the ultimate
contest of speed and kunnin’,

6) Floaty-light — Games
Developer Andy Hoare presides
over low-grav Warhammer
40,000 battles, fought across a
stunning 40K moonscape.

7) Council of the Wise — Rick
Friestley, Alessio Cavatore and
Andy Hoare tell all in the
Warhammer 40,000 seminar.

8) The Master’s Hand - The
world famous ‘Eavy Metal Team
offer painting tips, advice and
tutorials all day long.

www.games-workshop.com

101



s

WARMASTER

MeRrmM.

27th-28th September

www.warhammerworld.org

January 2009...

TOURNAMENT

1ith

**| Venue: Wakefield Hobby Centre

dth » Throne of Skulls

near 1 IWarhammer

Date: 4th-5th October, 2008

Venue: Warhammer World, I\ottlngham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six pames over the weekend. The qualifiers
receive a free place in the final.

Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

Throne of Skulls

near 1 IWarhammer 40, llllll

Date: 11th-12th October, 2008 WA
Venue: Warhammer World, Nottmgharn
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

12th ' Warhammer Teams
Tournament

Date: 12th October, 2008

Details: Team up with your friends to
overcome all challenges, using your skill and
judgement to not only win your battle, but pit
the right players against the right opponents.
Do you have the nerve and skill to be the
Team Champions? Each player will need a
1500 point Warhammer army.

Tickets: Tickets cost £30 per four player team.

Contact: GW Wakefield — 01924 369431

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

12th Challenge Ill

Date: 12th October, 2008

Venue: OC Sint Idesbald, De Zilten 52,

8800 Roeselare, Belgium

Details: Challenge is an annual gaming

tournament for Warhammer, Warhammer

40,000 and many others. With plenty of food

and drinks, and loads of gaming fun to be

had, this is the place to be!

Tickets: Tickets cost €8 per person.

Contact: steven@blackborder.be
info@spellenclubroselare.be

Website: www.blackborder.be
www.spellenclubroselare.be

18th Escalation ‘ua

Date: 18th October, 2008
Venue: Bracknell Forest Gamers, BraLknell
Details: Compete in four rounds of intense
combat in the 41st millennium with armies of
ever-increasing size, beginning at 500 points
before working up to 1500 points.
Tickets: Tickets cost £10 per person.
Contact: club@bfgclub.org.uk

07951 936955
Website: www.bfgclub.org.uk/events.htm

25th’ Warhammer 40,000
- Dutch GT

Date: 25th-26th October, 2008 QCERIE
Venue: Sporthal University of Tilburg,

The Netherlands
Age Limit:16+
Details: Play in five rounds with armies of
1700 points across two days with gamers
from all across Europe to become the 2008
champion.
Tickets: Tickets cost €55 and include lunch
on both days and an evening meal on the
Saturday. Tickets available from Mail Order or
visit any of the Dutch Hobby Centres.
Contact: Mail Order — 0115 91 40000
Website: www.games-workshop.com

26th: Warhammer 40,000
Douhles

Date: 26th October, 2008
Venue: King and Queen Pub,
Marlborough Place, Brighton
Details: Play four games in this cheerful
tournament with your friend as your ally.
Contact: peter.cooke@ntlworld.com

102 WHITE DWARF FRONTLINE
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1st ' Throne of Skulls
near 2 INarhammer

Date: 1st-2nd November, 2008 W% S
Venue: Warhammer World, Nottlngham
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six games over the weekend. The qualifiers
receive a free place in the final,

Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

2nd Warhammer 40,000

Teams Tournament

Date: 2nd November, 2008 (EAaES WORKSHOP,
Venue: Wakefield Hobby Centre

Details: Team up with your friends to
overcome all challenges, using your skill and
judgement to not only win your battle, but pit
the right players against the right opponents.
Do you have the nerve and skill to be the
Team Champions? Each player will need a
1500 point Warhammer 40,000 army.
Tickets: Tickets cost £30 per four player team.
Contact: GW Wakefield - 01924 369431

8th ' Throne of Skulls
near 2 Warhammer 40,000

Date: 8th-9th November, 2008 iy
Venue: Warhammer World, Notlng;l:n“
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

19th  Throne of Skulls
near 3 INArhammer

Date: 15th—16th November i
Venue: Warhammer World, Nottingham
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six games over the weekend. The qualifiers
receive a free place in the final.

Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

22nd ) Throne of Skulls

uear 3 Warhammer 40 Illlll

Date: 22nd-23rd November

Venue: Warhammer World, \Jottlngham

Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

23rd Games ‘N' Stuff

Fanatic

Date: 23rd November, 2008
Venue: Broerenkerk — Zwolle,
The Netherlands
Details: The Games ‘N’ Stuff Fanatic event
offers a wonderful array of activities for the
hobbyist with Doubles Tournaments for
Warhammer, Warhammer 40,000 and The
Lord of The Rings, as well as painting and
terrain building workshops, demonstrations
and a lot of other fun games to play.
Players wishing to enter the tournaments

will require armies of 700 points per player
for Warhammer, 600 points per player for
Warhammer 40,000, and 300 points per
player for The Lord of the Rings.
Tickets: €27.50 per team
Contact: +31(0)38-4216385 or

info@games-n-us.com
Website: www.gamesnstuff.com

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

15th-16th November 2008
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STORE FINDER

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

AMES WORKESHOP Hohhy Centres

OPENING TIMES

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

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

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

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

www.games-workshop.com

FRONTLINE

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

the store listings.

Full range of products

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

In-store order point

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

Gaming Rooms

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

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

Free gaming & tactics advice

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

Free beginners programme

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

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

IN YOUR LOCAL AREA

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

MOST POPULAR STOCK LINES

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

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

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

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

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

Store Directory

AVON

GW BRISTOL:

17 Thee Hirsafair, BST 310
Teiz 0517 S15-1533

GW BRISTOL (CRIBBS CAUSEWAY):
il Thie Mali BAAA SLIP

obbyCrait:

Tel; 1117 959 7104

LUTON, Ottakers:

Tek: 01382 486999

CRANFIELD, Wargames Waorkshop:
Tok: 01234 757876

= GW MAIDENHEAD:

Linit 2,37 Market Strevt, SL& #AA
Telsfiled fhs 1747

GW READING:

BF Ol Head, RGY20G:

Tel: 0110 959

GW WINDSOR:

it 3, & Coge W Piaie, SE41 R
Tuls DeFas AG T
BRACKNELL, Waterstones:
n34s 280123

NEWBUI!Y Toyeraft:

Tel: 1635 :Sl'rf

READING, HobbyCrait:

Tel: 0110 897 amowc

, W) Daniels:

§2106

GW BIRMINGHAM:

Wnit L1y Bullring Link, 8% 455

Telc AT RFT TG

GW DUDLEY:

ey HIlE Cendrs; YR SUE

GW SOLIHULL :

BNk Ruod, B9 40X

Tel: 01241, 75 907

* GW SUTTON COLDFELD:

#5447 Hrmimghein Reiadl, B72 1GF

Felr 0127 354 3174

GW WALSALL:

Vil 37, Ll Seauar Shopping e, WS1 100
Tel: (4953 232 5207
GW WOLVERHAMPTON:
o King Street, Wil 15T

Tede 0840 207 1460
NGHM& Console Games:
Telr 02 77 Y
WDI.\«ERHAMPTON HaobbyCraft:
Telt 045 95| 6343

BUCKINGHAMSHIRE
GW HIGH WYCOMBE: !
Linjif m,‘l’lpe {lr.qp.u\ e, HFTE 2HT

Sk Sttry fesibevsrd; 'ﬂk‘? Al

Tel: D190 #R9 0477

AYLESBURY, Bear Necessities:
Telt 411280 421098
BUCKINGHAM, Abacus Toys:
Tel: 01280 B21115

GERARDS CROSS, Howard Marshall:
Tel: 11753 B9S2

MILTON KEYNES, HobbyCraft:
Tek: 01908 105 3]

NEWPORT PAGNELL, Doodles
Tel: 01900 610436

* GW CAMBRIDGE:

54 Begint Stiver, CHE (DR
Tell 1122 337 440

GW PETERBEOROUGH:
I Wmlwaeth Sireel, FE3 10H.
Tebt 01743 B30 W52

EL\” Clh‘ Cytle Centre:

HUN'"NGDDN Sports & Fashions:
Tel 01360 454541

PETERBOROUGH, Your Story:
Tel: 01733 347007

ST NEOTS, First Computer Games:

Yok 01400 386 638

ST NEOTS, Gamers:
Tel; ﬂ'dﬁll 217 443
W&gale Department Store:
Tek: ;\usn e
WISBECH, Poppycrat:
Tel: 01943 475596

JERSEY, 5T. HELIER, The Little Shop:
Tek: 0153

JERSEY, SA\'iOUlt The Jersey
Train and Model Centre

07797 TIMATE

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: DT4B1 721711

+ GW CHESTER:

112 Foregali? e, £

Tul: OF 20451 1547 ' }

* GW MACCLESFIELD:

Landt 3, Chibergate Mall, Grasveni Cenies,

GW WARRINGTON:
Uil 19 flank Streel Time Square, WAL 2AR -

TELOTIZ 545 1984
ALTRINCHAM, The Gaming Crypt:
Tol: 4161 929 9919
BIRKENHEAD, Kit Shop
Tel: 0151 647 9067
CHESTER, HobbyCraft:
Tel: 41284 654 110
CONGLETON, Deans Toys & Cycles:
Tel: 1 26 4273477
CREWE, ABC Model Sport:
Tel: (12700 505 148
CREWE, Jac in a Box:
Tel: B1270 581 116
CREWE, Jac in a Box:
Tel: (M 270 581 118
ELLESMERE PORT, W Homer Cycles:
Tel: D151 3552140
MARPLE, Marauder Games:
Tel: 161 4274049
NANTWICH, HobbyCraft:
Ted: 0845 051 6537
MNESTON, Carousel:
Tel: 0151 336 621
NDRTHW“:H, Level 1:
Ted: tFEB0R 45053
NORTHWICH, The Model Shop:
Tel: 01506 825 145
STALYBRIDGE, Hardcastles:
Tedi 1961 303 9202
STOCKPORT, HobbyCrait:
Tel: 41467 29 5400

HY oslings Toymaster:
Ted: 1 427 099
WIDNES, The Hobby Shop:

Tk 01514 241 937

+ GW MIDDLESBROUGH: .
i 34 Purias Striet; TEETHR,

gl Vi L :
HARTLEPOOL, Iliusions:
Ted: 413420 233 159
NORMANBY, PC Tech:
Tal: 01642 461070
REDCAR, PC Tech:

Tel: (7642 ATk

CORNWALL

GW TRURD:

inif-1, Beidpe: b, Siow Broddes Stroet, TRE 208
Tok (07 2320047

BODMIN, Bricknells:

Tel: 01208 770HS

BUDE, Nitro RC:

Tek: 07230 353 88

BUDE, More Value:

Tl 01288 357 362

CALLINGTON, GMS Games:

Tl 01579 384 837
CAMBORNE, | w Model Rail Centre:
Tol OFIBY TN

FALMOUTH, Kernow Toymaster:
Teb 01326 31251

HAYLE, Blewntts of Hayle:

Tok 01736 733 01

l.ISKEARD Trago Mills:

NEWI.YN, Newiyn Post Office:
Tel: 01736 364592

NEWQUAY, Flanet Hobbywood:

Tel: UT637 B5G 941
5T AUSTEI.I., Mad for Miniatures:

Tk 01726 72259
ST IVES, D s Hoard:

Teli 41730 7und
Toymaster:
453

i ]
E, Bricknells:

Tes 01200 014 274
COUNTY DURHAM
i Farih Road, D1 850

* GW DURHAM;
Tl 1371 374 1062

i Shinmengaty, 113 ?II

Tl 0132538 2453

BARNARD CASTLE, Toy Shop:

Tl 01833 637 396

BISHOP AUCKLAND, Windsock Models:
Tel: 01360 605 This

CONSETT, Kwikpart:

Fol: 01207 SETH24

SEAHAM, Games of War:

Fal: 07915 817 118

STOCKTON ON TEES, Stockton Modeller:

Tel: 01642 1k hA0

* GW CARLISLE:

Unit 2, Earli Lans!, CAT 1DF

Ll 122 g5t BLT
BARROW-IN-FURNESS, Heaths:
Tel: 1245 820 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:

Tel: 01539 443 147
COCKERMOUTH, The Toy Shop:
Tel: 01900 525855

KENDAL, Ameys of Kendal;

Tel: 11539 720 7

PENRITH, Harpers Cycles:

Tel: 0] ThE BG4 477

WIGTON, jacl:snns Diecast Models:
Trl: 11697 342 557
WORKINGTON, ToyTown:

Ted: 01900 B73 322

DERBYSHIRE

GW DERBY:

A Saflor Gty P ANL

I'd [TREES 8 =rs
ASHIHJUIINE, Lumbards Toys:
Ted: 1335 34

Ted: 017 %y
BUX'ION Knawies Toys and Models
Tel: 1298 24203

CHESTERFIELD, Chesterfield Depariment Store:
Tel: 01246 220 200

GLOSSOF, Wain Services:

Tel: 01457 853 544

ILKESTON, Ilkeston Co-op:

Tel 0T15% 327 777

MATLOCK, Shawes:

Tel: 629 582 62

RIPLEY, Chimera Leisure:

Teli (11775 747044

* GW EXETER: .

cw PLYMOUTH:

B4 Cnriyweall g, PLT TER

Telyimis 2as aq

GW TORQUAY:

13 Mkt Streel, TOH IAGH

Tl OFAT 32010146

BARMSTAPLE, The Battlezone:
Tel: 93277 427 344

BIDEFORD, The Tarka Train Company:
Tok: 01247 424 807

BRIXHAM, Mainly Miniatures:
Tel: 01303 §82555

DARTMOUTH, WG Pillar & Co:
Tok: 01A03 H32 149

EXMOUTH, Gamezone Models:
fel: 01395 267 743

HONITON , Honiton Toy Shop:
Tel: 07404 43747

II.FRACOMBE K! Hobbycrafis:

Tel: 01271 47450

STORE FIN

GAMES WORKSHOP HOBRY CENTRE .
{1 Imcicates Gaming Riom faciliies,

HOBBY STOCKIST :
@firs 3 hohly gaming and painting

NE PARTNER STORE
Sheiek st uf the Games Warkshop rige:

INDEPENDENT STOCKIST
Oficial sellers of Games Workshop products.

NEW STORE OPENING
Indicates new sinres and tneliss

Stacks the mmp& te CGames Workshog range and offers. iroductory, ganing and painting fessons,

* To be sure they have what you ward in stock, we recommend calling the stone fisl,

KINGSBRIDGE, The Trading Post:
Tel: 1548 852 92
NEWTON AEBOT, Austins:

Tel; (726 333 444

NEWTON J\BBOT. Games Outpost;
Tel: 11626 360504

PAIGNTON, Pargmnn Model Shop:
Tel: (15T 355882

PL\"MDUTH Mudel Shop:

TH, Jackmans Toybox:
2640
TWEI!'ION

Tl D1HB425.
TOKQUAY Aclmn Maodel Centre:
Tel: (M256 410

'ICIRRINGTON, Toyzone:

Tok: 01005 H24 79

DORSET

GW BOURNEMOLUTH:

4 Bt e Road, J0HT 164

Teli 01211 24 924

* GW POOLE:

Unit32 mungg.u- Canlee, BHTS THE
Tok: 03 20264 552

BLANDFORD FORUM, Inspirations:
Tul: 01256 400093
BOURNEMOUTH, Hobbycraft:
Tel: 01207 582 444

BRIDPORT, Frosts Toymaster:
Tul: 01308 422 26

DORCHB‘I’ER Dorchester Toys:

nbury's:

SHEREOURNE The Corner House:
Tel: 01935 615 61

SHERHOURNE The Toy Barn:

Tel: 07935 815 040

WEYMOUTH, Razrzamataz:

Tel: 01305 780 611

GW CHELMSFORD:

LA, Phe Medews Caifie, CM2 GHE
Tok 0124 340
GW COLCHESTER:

2 Shari Wyre Street, €01 N
Tul: 4120 876 i

GW SOLTHEND:

12 Southidiecn Road) 551 2NE
Tk 0170 245 1251

 agh S m.hf ;
BASILDON, Hnbh’yCrail
Tol: 512648 240100
BRENTWOOD, B&M Cycles:
Tal: Q1277 214
CLACTON ON SEA, Chacton Art & Craft Centre:
Fuls 1355 436 &

CI.ACTON CIN SEA, This N That:

431 43
FRINTDN oM SEA Game On:
Tel: 01255 67290
HARLOW, rqnee Models:

Tel: 0129 433 334

HORNCHURCH, Tole Haven:
Ted: 01708 475057
LEIGH-ON-SEA, Caliver Books:
Tel: 11702 473 986

MALDON, Colin Bliss Models:
Tel: 01621 851 327

RAYLEIGH, Tclys N Tuck:

Teld: 01268 7

GW I‘_’HEL!ENHAM:

1 Pittyitle Stroor, GEa2E5
Tel 0§24 22T RATY.
GW GLOUCESTER:
Lﬂom&:rw GLT TR
Tedr 1A% 20 50!
BOURTON ON THE WATER
Bourton Model Railway:

Teli 01451 B20 BB

GLOUCESTER, HobbyCraft:

Teek: 01452 424 999

STOW ON THE WOLD, Cleaver Models:
ek 0T 3RIA0323

STROUD, Antics:

Tol 01453 764 487

STROUD, Psisoft Games:

Tel: 07y 247 7428

TEWKESBURY, Toy Zone:

Tel: 01683 245 776

GW BASINGSTOKE:

¥ Dater Wialh, REZF G

Tek1E5 pAB A0S

GW PORTSMOUTH:

34 Anﬁm‘iel ’i‘rm'r.»POI INI
a7

23 Farsd Stred, S04 HE
Telt D234 033 192

Tk 190 26 (1789

ALDERSHOT, The Game Shop:

Tel: 1252 311 343

ALTON, Alton Model Centre:

Tel: 01420 547 143

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 261

BOTLEY, Just Add Imagination:

Tel: 01484 78 177

FARNBOROUGH, Dark Star:

Tel: 01252 545019

GOSPORT, JC Books:

Tel: 02392 580 431

HAVANT, HobbyCrait:

Yol: (445 057 6534

MILFORD OM SEA, Mitford Models and Hobbies:
Tel: M5 642 172

NEW MIL‘[DN, Toys of New Milton:
Tol: (1423 617 805

PETERSFIELD, Folly Models:

Tel: 01730 267 it

PORTCHESTER, Wicor Models:

Tel: 12392 351 1ol

RINGWOOD, Toys of Ringwood:
Tel: 61425 JF'!A'I‘

ROMSEY, Roundabout:

Tel: 11794 512145

SOUTHAMPTON, Rock Bottom Toystare:
Tel: 02300 633 847

SOUTHSEA, Southsea Models:

Tel: 12392 731 206

www.games-workshop.com 105
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HOBBYCRAFT

Games Workshop products are now available in the hobby and craft

superstores - HobbyCraft! Available in over 30 superstores nationwide,
they provide a convenient stopping off point for hobby reinforcements
and also an excellent range of our miniatures, games and hobby tools!

HobbyCraft Basildon Westgate Park Tel: 0845 051 6536
NEW! HobbyCraft Bicester Bicester Av. Home & Garden Ctr TBC
HobbyCraft Bolton Bolton Gate Retail Park Tel: 0845 051 6531
HobbyCraft Bournemouth Haskins Garden Centre Tel: 0845 051 6520
HobbyCraft Bridgemere Bridgemere Garden World Tel: 0845 051 6537
HobbyCraft Bristol Cribbs Causeway Tel: 0845 051 6524
HobbyCraft Chester Chester Retail Park Tel: 0845 051 6546
HobbyCrait Coventry Central Six Retail Park Tel: 0845 051 6534
HobbyCraft Crawley County Oak Retail Park Tel: 0845 051 6552
HobbyCraft Crayford Tower Retail Park Tel: 0845 051 6535
HobbyCraft Droitwich Wychbold Tel: 0845 051 6548
HobbyCraft Gateshead Retail World Tel: 0845 051 6547
HobbyCraft Glasgow Provan Walk Tel: 0845 051 6555
HobbyCraft Gloucester The Peel Centre Tel: D845 051 6522
HobbyCraft Greenford Westway Cross Shopping Park Tel: 0845 051 6528
HobbyCraft Havant Solent Retail Park Tel: 0845 051 6554
HobbyCraft Leeds Crown Point Retail Park Tel: 0845 051 6542
S HobbyCraft Maidstone St Peter's Wharf Tel: 0845 051 6539
HobbyCraft Milton Keynes Central Retail Park Tel: 0845 051 6544
HobbyCraft Newport Harlech Retail Park Tel: 0845 051 6540
HobbyCraft Northampton Weldon Road Ind. Estate Tel: 0845 051 6523
HobbyCraft Nottingham Lady Bay Retail Park Tel: 0845 051 6549
HobbyCraft Preston Deepdale Shopping Park Tel: 0845 051 6529
HobbyCraft Reading Forbury Retail Park Tel: 0845 051 6532
HobbyCraft Southampton Haskins Garden Centre Tel: 0845 051 6521
HobbyCraft Stevenage Roaring Meg Retail Park Tel: D845 051 6553
% HobbyCraft Stockport The Peel Centre Tel: 0845 051 6530
’( 5 HobbyCraft Swindon St. Margaret’s Retail Park Tel: D845 051 6551
1 To find your nearest store, check  HobbyCraft Tamworth Ventura Retail Park Tel: 0845 051 6525
? . ; HobbyCraft Warrington Alban Retail Park Tel: 0845 051 6541
out the HobbyCraft website at: Hnbb:Craﬂ Warforgt Century Park Tel: 0845 051 6538
HobbyCraft Woking Lion Retail Park Tel: 0845 051 6556
WWW. hObbycraftCO U k HobbyCraft Wolverhampton Bentley Bridge Shopping Park Tel: 0845 051 6543

INDEPENDENT STOCKISTS
The Most Convenient Place to Shop!

e In Your Local Area
e Most Popular Boxes and Hobby Supplies
e Official Retailers

With over 1,000 locations across the UK, Scandinavia
and Benelux, there’s always a local stockist near you,
perfect for that quick resupply or hobby need.

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

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




WATERLCIO\"II.LE Forever Toys Lid:
Tol: (2302 266 25
\W\TERL IKLE Paul’s Hobby Shop:

Tel: 01705 254 14

GW HEREFORD:

et Fipmy e, HRS O

ol AL 355 40

HEREFORD, Hereford Model Shop:
Fel: 11432 352 H0%

LEOMINSTER, Martin's Models & Crafts:
Tult 1768 613 7R

ROSS ON WYE, Revolutions:

Tol: 1509 362 £3%

GW HEMEL HEMPSTEAD:

h Rridie Strewt, WET 1

Tl 44 429 8750

GW 5T ALBANS:

1 Horilage Chise, ALS 468

Te w9

BARNET, Toys Toys Toys:

Tel: D208 449 0466

BISHOP'S STORTFORD, Boardmans:
Tel: 11279 654 033

COCKFOSTERS, Murray & Brand:
Tel: (2084 400 827

HITCHIN Mamly Models:

Tel: 11462 422 204
LETCHWORTH, Model Images:
Tel: 01462 B4 8549

STEVENAGE, HobbyCraft:

Ted: 1845 051 A531

STEVENAGE, KS Models:

Tel: 11438 746 b6

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 11707 351 3%

WATFORD, HobhyCraft;

Tel: 1543 051 K530

ISLE OF MAN

DOUGLAS, To) master:

Tel: 1624 622

ISLE OF HIEIT

COWES hivertons Newsagents:
154 LLE
NEwPOItT Cheap Theills:

Tel: (1682 530 57

NEWPORT, Tm' & Models:
Tl 011563
RYDE, The Spnﬂs & Model Shop:

Tel: 11583 B2 454

KENT

GW BLUEWATER:

Lt G528, U Trames Walh, Hurwaler, BAS B33
THEH

it
Vel: (920 745 Ay
GW MAIDSTONE:
Ta fuclting bane, MET3PA |
Tel= R 267 T
GW TUNBRIDGE WELLS:
u.{‘msw ?(:J.Id AN AR
T

el IR e

BEXLEY HEATH, Kit Krazy:

Tel: D208 298 7177

BROADSTAIRS, Time & Space:

Tel: (1843 Hih 1106

CHATHAM, Maynes:

Teel: 01634 400 051

CRAYFORD, HobbyCraft:

Telz 11580 713298

DOVER, Turners Models:

Tl 304 205771

FAVERSHAM, Abacus Toys:

Tel: 1745 591 203

GRAVESEND, Steve’s Collectables and Models:
Tol: 11474 564 465

G’l.&\-'ESEND The Stamp Centre:

Tel: 11474 A

HERNE BAY, Spearings:
Tel: 11227 374 MG

HYTHE, Apple Jax

Tel: 11303 262 hi2
MA!MTONE, Hul!byl:raﬂ
Tel: 115322
onPINCToN IH Lorimer:

Tok: t1GhS 823143

SEVENOAKS, [H Lorimer:

Tel: 1732 452 H40

SEVENDAKS, Manklows

Fel: 11732 454

SITIINGBOUI!NE AJ Blundell & Son:
Fol: 1795 424 37

I.llllllﬂllllll
GW BLACKPOOL:
Streee, YT TOL
ZI'E_E-

Uit 14 {28t 7 ‘rawl Eroogiin Placo, LT (B3
Toli N0 4362131

GW PRESTON:

15 MHler Ariade. PRI 204

Teli 177 182 1055

ASHTON UNDER LYNE, Roundabout Toys:
Tol: 116173 432 144

HLACI(BUIIN, Balca\e

Tel: 11254
ELACKBUI!N Merl:er & Sons:
Vel 0125 458 7040
BLACKPOOL, Who

Tel 11253 hE5802

BOLTON, HobbyCrait:

Tel: 01204 373 200

BURNLEY, Compendium

Tel: #1262 457 060

BURY, Cunways Toymaster:
Tel: H1617 61

CLITHEROE, Cowgills of Clitheroe Ltd:

Tel: (1 200 413 537
KIRKHAM, RK Boyes:

Tel: 01572 &71 900

LANCASTER, Micro Markets:
Tel: 01524 B4 386

LEIGH, Toymaster:

Tel: 61942 671 116
MORECAMBE, Micro Markets:
Tel: 1524 416 30

ORMSKIRK, Tavlnrs:

Tel: 01695 57
ROSSEMDALE, Rossendale Models:

Tel: 01706 250 197

STALY I'CIDGEJ Hardecastles:
Tel: 0161 JE67451

THORNTON-CLEVELYS, Taylsave Collectables:

Tel: (M 253 855 905

WIGAN, Wigan Model Centre:

Ted: M54 225 633

LEICESTERSHIRE
GW LEICESTER: -
LI 10,00 S Sthaet, EEYSEY
Tel: 011 250 054
GW LOUG!
& Hipghn Strer, [ERTIVA

Tel: 0150 923 B107

ASHB\-' DE LA-IOUCH Steve's Models:

Tele 0147 314 7
GW. LINCOL A
Uit Stia, Sadferyaty, (nelaide G Watertido
Canlrg), LN2 1AF

Tel: 0452 454 BIF

BOSTON, Models and Computers:
Tel: 011205 365 102

GMNTHAM Portprince Models and
Hobhbies Ltd:

Tel: 01476 592 001

LOUTH, Castaline:

Tl AN 507 612 149

MAII!.EI'HURPE Belas Toymaster:

Ted: 1507 473 3

§CUNTHORP'E, Shermans Model Shop:
Tel: 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754763 42

SPALDING, Mason's Models:

Ted: Y1775 722 456

GW BRENT CROSS: H

Uit 4, fiver MalL Breed Crou Shioniig Centie, NWA.1FE;
ok E0 0 2ty
. GW BRQMI.E\"'
Uplt 24, Whe Aball, |

T (0 4 5T

GW COVENT GARDEN:

Uit 33, The Aarhed, WC2E S0F

Tl 10T 240 Fi00

GW CROYDON:

Linil. 85, D ummatnd Centre, Keelty Roaud, CRUCTH
Tal: (2K ha0 $b00

GW EPSOM:

1 High Stréed, K114 GAD

Tels 01102 5 181

GW KENSINGTON:

'-hup Febancyr Sguaee, Kensngton Clhreh

Brumboy. BRI 15

Ttd 0207 937 7011
C.W KJHGSTON Oh 'I'HJ\MES ¢
o, K

GW LONDON (Dxford St): -

Eiaid Fh, The Hhasa Ehapgiing (.M!m sl
Haoe, 116136 (hfoad Stroof, WIN GO
Tel: 0zu7 azhopan T T
GW ROMFORD:

T2 Cuadeant Arcade, RMT m}

Tel (TOE7I2 140

GW STAINES:

 Clareace Shreed

Fak: D170 436 9‘6

GW WATFORD:

Vo e R, Harequin Eeeto; \WOT LB

Teele 071922 245 30d)

GwW WDCID GREEN:
M:u o (e, High Road, 422 REA

W

B.-\lthT Ciever Toys:
Tel: 21400 275 BaA]
BLACKHEATH, 2Znd Impressions:
Tel: 206 B3 6192
BLOOMSELURY, Just Games:
Tel: 0207 323 3040
CLAPHAM, Russ:
Tol: (207 228 1115
DULWICH, The Art Stationers:
Fel: f2nd 693 5448
FINCHLEY, Leisure Games:
Tel: 0208 340 2327
GREENFDRD, HobbyCraft:
Tel: 0288 747 7300
HAMPSTEAD, Happy Returns:
Tel: 1207
HERNE I-IILI. Iusl Williams:
Fel: 6207 731 9955
LEYTON, Ditchfields
Tel: D208 5392821
PUTNE‘\" Toystop:

TH5 955

RUISUP. John Sanders:

34 848
WIM M, Elys:

O
Tol: oG 548 4191

GW ALTRINCHAM:

Ui, 15 iradfon Strert; WATS 101

Tel: (tn] 20 Siien ]

GW MANCHESTER (Central:

Imlrm Wil Wiy wulu .undpietmlw,m U4
b

GW TRAFFORD CENTRE:

Lintt Baoc (mfins] Contre, Mi7 KHH

Teli 0901 755, HlIuS

ALTRINCHAM, The Gaming Crypt:
Tel: 1161 9249 ¥4

ECCLES, Amazon Miniatures:

Tel: 161 780 ThiD

NOR!HEMDE\I Stelorac:

Tel: (161 946 1

T\"lDfSLE\" JPI. Models

Tel: 01542

= GW LIVERPOOL:
13k Central Shopping Congre, !!.umduqh g
Tel: 15T 703 B
GW SOUTHPORT:
kinia 3, The Edge, 7 leﬂﬂm‘«! m UTE:
Tel: I?ua‘rr 255
ST HELEN.
Ted: 19724
WALLASEY, Wirral Model Shop
Ted: (157 200 5375
'WIRRAL, Thingwall Garden Centre
Ted: 151 BARD2HT

EAST SHEEN, Flay Inside Out:
Ted: 12048 763 220

EAST SHEEN, Pandemonium:
Ted: 2088 710 866

ENFIELD, Jennings Stores:

Tel: 02068 804 11104

ENFIELD, Pearsons:

Ted: 462041 373 4200

HARROW, Toy and Nursery
Tel: {200 4222511

GW NORWICH:

37 ThE
CROMER, Cromer Furniture:
Ted: 263 315153
EAST DEREHAM, Starlings Toymaster:
Tel: 136 597 7ot
EAST DEREHAM, Youngsters World:
Tel: (342 6948 350
FAKENHAM Lou Lous Toys and Gifts:
Tel: 071328 &53 118
GREAT \’ARMOUTH Kerrisons:
Ted: (11043 BEIAW 01403 050039
HOL‘I Starlmgs Toymaster;

TON Hunstanton Models:
It

Tel: (1405 533 180

NORWICH, Bal!ll:mzl

Ted: 03601 7 I A
RWIC] langll:va

Tel: illlillh"‘iﬁ ]

NORWICH, 5 P Models:

Tel; 0553 BE7078

SHERINGHAM, Starfings Toymaster:

Tel: (V13253 622 368

TAVERHAM, Norvic Models Lid:

Tol: D164KS BR52TE

WROXHAM, Point House Toyshop

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
[} Indicates Gzosing Romn Fadilities

NE ELITE STORE
Stacts thi domplats Games Warkshap rarge and oHfers iteoductony gamthg and painting losans.

NE PARTNER STORE

INDEPENDENT STOCKIST
Cffficial seliers of Games Warkshop priducis.®

NEW STORE OPENING
tndicates new stuees s glockists,

* Tor b v thesy have what you wiant in steck, we recommend calling the stare first

BANBURY, Trinder Bros:

Tok 01295 262 546

CARTERTON, Giles Sports:
Tel: 01993 #41 14

OXFORD, anmelis Toymaster:
Tek 01855 41 I

THAME, Pied Fedzller

Teki 01491 B35 253

WITNEY, lnﬂ'ikﬂda

Tel: 07993 7

PEIBIIIE
HAVERFORDWEST, Emry's:

Tok 01437 779 644

RUTLAND

OAKHAM, ]ddﬁ in the Box Toys:
Tek 1572 735

SIIII(II'SIIIE

. GW SHREWSBURY:.
M SY1ALE

OSWESTR Funlaym
Tel: 01091 670 ba6

TELFORD, Questing Knight Games:
Teh 01952 017 747

* GW BATH:

5= 1 Weesdpale Buifdiing, Avin SEect BALFLIN
Tedi 0722 543 2033

BRIDGWATER, Dragm Slavers Hobby Centre:
Teb: 0.

BURNH.&M G'\l SEA, GW Hurley:

27 1
FROME The Ellenbray Press:
Tel: 1373 462 130

FROME, Frome Model Centre:

Tek: 01373 455195

GLASTONBURY, Pedalers Toymaster:
Tel: 11458 B34 762

GLASTONBURY, PC's PC's:

Tok: 01458 BIF900
head Toys & Models:

Tel: 11603 71 H04

NORTHAMPTONSHIRE

* GW NORTHAMPTON:

24-26 Winglus Square, NNT AN

Tel: 01604 56 647

DAVENTRY, The Games Vault:

Tel: 11327 310541

KETTERING, Green Angel Cards & Games:
Tel: 01536 459 138

NORTHAMPTON, HobbyCrafi:

Fed: U1 501 i)

NORTHAMPTON, Project Hydra:

Tel: 11604 6159505

RUSHDEN, Oshorne Sports & Toys:
Tal: 933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 1533 2440 Bal

ASHINGTON, Blue Box Models:
Tel: 1670 521270

CORBRIDGE, The Village Square:
Tel: 1414 634 056

MORPETH TG Allan:

Tel: ING7E 515 136

NOTTINGHAMSHIRE

NOTT]NGHA.M (Central}:

WORLD:

SFIELD, 'I1|E Games Emporium:
Tel: (623 630 1T
NEWARK, / AccEis Maodels:
Tel: 16365
ND'ITINGHAM HobbyCraft:
Tel: 0845 05

W‘EST BNDGFORD Inspirations
Tel: 0715 042 1.

WORKSOP, Mnde[ Base:

Fel: Gr19ip 501 732

GW OXFORD:

TN Tk s, Wesw Tan, Hﬂh ﬁrx&} OKT 20H
Tek: OFHGS 242
ABINGDON, Just Toys:
Tek 01235 524 153

Tel: 05641 T 350
TAUNTON, Krackers:

Tef: 09023 133 057

TALUNTON, Hatcher & Sons:
Ted: 01823 372 277
WELLS, Wells Mu:h!is‘

Tel: 1174% 675 2

WESTON SUPER-MARE, 1 Toys:
Tel: 01934 418 151

YEOVIL, \‘Eo\rr[ Collectors Centre:
Tel: il?'lh 433739

YEOVIL, W’tch Engine:

Tel: 0143 17

STAFFORDSHIRE

« GW BURTON ON TRENT:

Linlls, Lt Eant, Uniia Steest, DEL AN
Telr 0128 351 5R5

GW. STOKE:

7 Stationl 4, 511 1JU

Ted: (4 230 5 28Y

Alsager, .J\Isager Toys and Maodels:

Tel: 01270 802

LEEK, Chapter 1:

STAFFORD, Tun Fat Goblinz:
Ted: 1705 244 &

STOKE- ON-‘I‘RENT Battlezone
Games & Collectables:

Tel: (1782 833 633
T!\MWOR'IH Geoff's Toys:

1t 01530 832 795
TAMWOR'IH Hobbycraft:
Tl 41827 200 00

* GW IPSWICH:

I Wevstuatee Stecat, IR0

Tel AT 210 03

BECCLES, Toy Box:

Tel: 01002 712 785

BURY ST. EDMU'\IDS Maodel Junction:
Tel: 411204

BliIR\‘ 5T, EDMUNDS Starlings Toymaster:
Tel: D120 761

FELIXSTOWE leards Workshop:
Tel: B130:
HALESWOH TH Halesworth Toy Shop:
Tel: 01985 874 _.‘)

IPSWICH, Galaxy Models & Hobbies Lid:
Tok 01473 7209 274

IPSWICH, Toyworld Ipswich:

Teh 01473 728 535

NEWMARKET, Moons Toyland:

Tel: 01638 641 147

STOWMARKET, D | Collectables:

Tel: UT448 771 015

STOWMARKET, Simpson & Sons:

Tek 01488 612 314

SUDBURY, FT Games:

Tek: 01787 466 060

SUDBURY, Tmelly s Toys:

Teli Q1787
WOODE
Tel: 07494 343 170

SURREY

GW EPSOM

BHigh Streel, KT19 BAD

Tek 37T 75 ABL

GW GUILDEORD:

LA 12 Tunsgmie, GLE S0

Tk WFSH 45170

GW WOKING;

Linit 3 e, (‘Jlnrz. CRF21 hH)
1617

BT,
CATERHA.M Modeller’s Loit:
Tel: 09833 341 814
COULSDEN, Taylors Toys and Sports:
Tok 0208 ahb 007 10
CRANLEIGH, David Mann:
Tok: Ot 273 277
DORKING, Dorking Models:
Tel: 01306 B3I 747
FARNHAM, Darkstar:
6Tl 11752 420 374
PURLEY, IH Lorimer Ltd:

Tok 0381 &bi) 9716
REDHILL, Gamers Guild:
Tek: 85123

REIGATE, The Toy Shop:
Tal: 01737 243 30
RICHMOND, Toy Station:
Tek: 1208 944 SE9%

GW BRIGHTON:

Lt 7, Wil Paifions; SNT 5HW
Gabs 0447 20 304

GW CRAWLEY:

11 Braackniay, BHTH 10X

cwW EASTIIQURNE

3 Entafivhl oo, BNET 4030
Teb 9232 T4 T4LE

BOGNOR REGIS,

Trains Models and Hobhies:
Tok: 0724 Bl 727

BUI'IGES Hi

4Tel:
CHICHESTER. Chlthes(er Toys:

Tef: 07243 7ha 055

CRAWLEY, HobbyCrait:

Tol UR4S 051 £552

EASTBOURNE, Phantasia:

Tel: 01323 723 15

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 121303

STEAD, Ready To Run Models
Teh 01342 306 917

HAYWARD'S HEATH, Clarkes:

Tk 17444 457551

HORSHAM, Waterstones:

Tod; 01401 268 OB

HOVE, Kids Dreams:

Tek: 01273 470 6bs

ST LEONARDS ON SEA, Silverhill
Models and Toys

Tel; 91424 331 133

UCKFIELD h’ld'k Stuff:

* GW NEWCASTLE (Central):

Ll A, Neegate Shoppiog Contre. NET SR
Tal: 1%y 253 3410

GW METRO (Metro Centrel:

Uit 2, First Flowr, The Arcadde inear thit
Meditseranesn Viflaze], MEE 9V

Teke 0101 40 P50

Tels 1191

MNORTH § EI.DE, SR Gladston & Son:
Ted; (912 370335

SUNDERLAND, Joplins:

Tel: 0151 510 2105

SUNDERLAND, Toy and Computer Store:
Tel: 1131 565 5196

WHITLEY BAY, Alan’s Model Shop:
Tel: 0191 253 3pA2

www.games-workshop.com

107



Hllﬂllli

GW CCEJVENYI!\"'

Shapping Cenire, TV
Tali ne{j‘{-zatwaﬁ
L?W LEAMLNGTON SPA:
rrﬂ, LV SEG
1d 1926 435771 :
BEDWORTH, Railway & Modellers Junction:
Tel: 02476 316 285

KENILWORTH, Abacraft Arts & Pictures:
Tek: 07925 571 294

NUNEATON, Heart of England Co-op:
Tel: 02476 362 331

RUGEY, Joto Railways & Models:

Tek: 01788 562 372
STRATFORD-UPON-AVON,

Much ado about toys:

Tel: 01789 205 450

WARWICK, Castle Trains:

Tek: 01926 497 905

GW SALISBURY: | .

0 Brunel Pl‘anf!N‘l s
Tal: 0175 333 6036
CHIFPENHAM, Thomtons at Signature:
Tul: 01249 467100

DEVIZES, T ste

Fel: 341 uiﬁmms i
MALMESBURY, 5PS Malmesbury:

Tal: 41666 #1440

MARLBOROUGH, H Duck:

Tel; 19672 512 170

MELKSHAM, The Toyshop:

Tel: 01225 76l 415

SALISBURY, Salisbury Model Centre:
Tel: 0722 334757

SHAFTESBURY, Harding's:

Tek: 01747 BiA205

SWINDON, HobbyCraft:

Tel: @545 031 6551

SWINDON, $PS Swindon:

Tel: 01793 874 170

TROWBRIDGE, The Toy Shop:

Tel: 1225 768 435

WESTBURY, The Gas Cupboard:

Tel: V373 425 825

Lychpate Mall, Oujmirat PMazn, WL 205
ch W60 5h1 6T

DROITWICH, HobbyCraft:

Tel: 045 651 6548

DROH’WICH I.ook-me Etd T/A Toyworld:
Tel: (1905 ¥

REDDITCH Hobby Hut:

Tel: 01527 540 040

REDDITCH, Hoggosaurus Toymaster:
Ted: M52 766 092

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 412499 872 800

th:ruﬂlﬂh Bradiford,
Tek: 0137 473 a3

53 Stafion Parale, HG1 118
Tek: 0142 450 4370

GW HULE:

) Fragin ﬂw&t HE aNG
Tl 146 250

Tok: 0713 Zaz nﬂiﬂ

GW SHEFFIELD (Central):

T Fizwiliia e, ST A

Tels 114 275 0114

GW SHEFFIELD (Meadowhall Centre):

Lsiit 918, High Stre, Ugiper Mall (pekt 1o
mear Boms), &

Tel: 0174 256 9516

= GW WAKEFIELD:

S Kirkgate, Thi Kidisgs Cestre, WEI-1T8

ez 01504 436 9431

GW YORK:

J3A Lenddl, VOT 8A0

Tz AH 00 462 A A

BARNSLEY, Janco Toys:

Tel: 01226 300654

BRIDLINGTON, Croppers:

Ted 41262 677 727

BRIDLINGTON, lcy Tea Ltd:

Tel: 01626 403 054

GOOLE, Pursuitsd You:

Telr 41405 Th0944

HALIFAX, Conways Toymaster:

Tk 01422 153 986

HALIFAX, Hahfax Madellers World:
Tek: 13422 349 15

HLIDDEIISFIELD, Something Wicked:
Tel: 01484 559 224

HULL, Archeron Games Workshop:
Tel: 01482 2200 ¢

KEIGHLEY, Conways Toymaster

Tef: 1535 RI445

LEEDS, Hobbycraft:

Tel: 0113 389 3020

NORTHALLERTON, T & FM Grover Ltd:
Tol: OG04 773 334

OTLEY, Com Toymaster:

Tel: 01943 Aa.zwma..? S
PICKERING, Puffers of Pickering:
Tel: 41751 472 762

POCKLINGTON, Chylds Play:

Tel: 41759 306 041

SCARBOROUGH, Games Centre 2:
Tel: (1723 363444

SCARBOROUGH, Space, Myth and Magic:
Tel: 08456 441 113

SELBY, A1 Sports and Toys:

Ted: 01757 705 115

SHEFFIELD, JL Software:

Ted: 111162 310608

WHITE DWARF

SHEFFIELD, Imp Miniatures:

Fel: 7773 QL0308

SHEFFIELD, Wargames Emporium:
Tel: 1142 754 026 ¥ e
SHEFFIELD, Wargames Emporium
Gaming Centre

Tl 011432 y(.‘l—ta‘

SKIPTON, Craven Model Centre:
Ted: 01756 TH7414

THIRSK, Art Store:

Teli 01043 574457

WAKEFIELD, Model and Craft Centre:
Tel: 01924 474 047

WHITBY, John Anderson - Toymaster:
Tek 01947 G2 211

YORK, Fenwicks:

Tel: 07904 643322

GW CARDIFF:
1 HlighSteeet, CFUE 5L

GW S“’ANSE&
A3 Kingewiy, 541 SHO
Teli 6175 346 1560

Feli iz
ABERGAVENNY, Ric!

Tel: (873 152 466
ABERYSTWYTH, Albatross:
Tel: 01970 617 36
BANGOR, Acme Games:
Tel: 011248 371 T
BRECON, | Clark Toys & Gifts:

Tel: IME74 612 &5

BRIDGEND, Joust for Fun:

Tel: 01636 767 680

D\RM.-\IITHEN Good News:

Tel: 01267 237

C.\RMAR'{HEN Hardings:

Tel; 11267 237 7

CEREDJGION Yolnemnn Batties:
Ted: 01239 615346

CHEPSTOW, Artists Corner:

Teh: 01291 627 393

COLWYN BAY, Hi Toys:

Tel: 01492 534 169 pro Toy
CONWAY, Hippo Toys:

Tek: 01452 534 164

DOLGELLAL, Mars Vs Venus:

Tk 01341 423 407

LLANDRINDOD WELLS, The Manor:
Tebk 61597 420111

LLANDUDNO, Treasure Trove:

Tel: 07847 577 %62

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118

MACHYNLLETH, The Toy Box:

Tel: H1654 703 W1

NEWPORT, HobbyCraft:

Tel: 0845 051 6550

PEMBROKE, Dragon Alley:

Tel: 11046 621 456

PONTYPRIDD, Sugar and Spice:
Tol; AITHTS 221 379

PORTHCAWL, Game Itd:

Tel: 01056 704 420

PORTHMADOG, Alma Figures:
Tel: 01766 £302469

RHYL, Lightioot Models:

Tel: 0“‘-{4 131 564

SWANSEA, Comix Shoppe:

Tel: 01792 (42 097

WREXHAM, Brite Ideas Toymaster:
Tek: 01970 201 244

SCOTLAND

* GW ABERDEEN:

Vs 1 4219 Uppor Kirkgate, AR 1A
Tek OFAZ dhd 9774

trgaluennr.

GW BRAEHEAD:

Jli'lﬁ?a’:&:i‘aﬂ Shq:plhg' Cerilris Kibgs ol
Boaid, G 418,

Tl arifh ERE D0

110 Crmnrcin ymg. TR 2Al
el 0134 420 T

GW EDINBURGH:

13 High steeel, £HT 105

Tel (1 220 6h40

Yol 0128 354 4553
* GW GLASGOW:

1 Unfen LG 30

Tel: A a1 7

GW LIVINGSTON:

2 Almandvaln f‘enml,. M5 BN

Tel: D241 5?2’\ »m.
ARGYLL, Al
Ted: 01637 54
AYR, Toy Town:

Tk 01292 2045

BANCHORY, o and Gift S|

Tek: 0133 K Y hf-'P
BRECHIN, Gardim.‘rs

Tel: 01356 f:'ﬂ pid

CRIEFF, Happy Craft Company:

Tok: 01764 631706

DINGWALL, Sports and Model Shop:
Tel: 01344 {6 346

DUNFERMLINE, Abbey Models:

Tel: DIAE3 73T 116

DUNFERMLINE, Fife Council Libraries:
Tol: 1303682 208

DUMFRIES, Toyiown:

Teel: 01387 264804

EAST KILBRIDE, DTS Models:

Tel: 11355 23 08

EDINBURGH, Marionville Models;
Tel: 31277 110

ELGIN, Junner's Toymaster:

Tiel: 01 383 542 492
FORFAR, Hags:
Tal: (1307 $633035
FORT WILLIAM, The Granite House:
Felr 03397 703 451

FRONTLINE

GLASGOW, Abacus:

Tel: 0147 342 Ji(ll

GLASGOW, Slatpc Games:

Tel: 1141 552 474!

I!’}VERCLYDE Al!s Crafts & Hobbies:
Tel: 11475 703

INVERMESS, Iunners Toymaster:

Tel: 01463 235 2

ISLE OF LEWIS, A 0 MacDonald and Son:
Telk: 0851 705 630

KILMARNOCK, Scotch Corner:

563 526 262

K ROGS The Hope Chest:

EAI.D\', 'lhe Hope Chest:

I 01392 260 1

L‘HMI(BH!I!E, Figures in Cnminn‘
Tl A1235 #7074 -

Nil:lRIH AYKSHJRE, Bus Stop Toy shop Ltd:
Tel: 01475
NORTH BERWECK Laws Cycles:

Tel: 016240 19D 633

ORKNEY, Cycle Orkney:

Tul: D156 B75777

ORKNEY, Mclennan-Toymaster:

Tel: 01856 477 788

PERTH, Freaders Books:

Tel: DIBH7 829 519

PERTH, Millars Models:

Tel: 1173 856 1HI5

PERTH AND KINROSE, Freaders Books:
Tel: (1EHZ 520 519

PETERHEAD Gearge Donald Lid:

Tels (4779 474 737

SHETI.J\ND Harrys Dept Store:
Tel: 11545 633 (97

STIRLING, Abacus:

Tel: 11785 478 784

THURSO, Durrans:

Tel: 01847 E93 169

TURRIFF, E Rae and Son:

Teds (T B30 562 610

GW BELFAST:

264 Costielourt, BT mD pwagils the bael
i dhe vemireads DR 1SRHS

Kidzone Toymaster:

15166

BAI.I.\'ME\I:\ Camerons:

Tek 028-25646821

BANBRDGE, Toymaster Banbricdge:
Tel: 028-40622225

ENNISKILLEN, Hannas Toyworkd Toymaster;
Tel: 02656322367
NISKILLEN, Modellers Corner:
ol (72665322367
NEWRY, Murphy’s World of Wonder:
Ted: D2B-30204970
PORTADOWN, Toymaster Portadown:

Tel: (128-35350489

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

GW ANTWERP:

Vieminchslreal m, iurwm-p
Tab:iHRRE 5
BRUGGE, Pa
Tol: 50 38 5780

Tek o1k,
AN

PE|
Tul: 33 08 61 63
'DENDERMONDE, T‘q} Top Moens:
Tk 65227 47k
DEURNE, The Gamestare:
5035

'HASSELT, Oberonn:
Fol 0HY 357358
DSBURG, NV Moestermans:
'lt] it I A6
MECHELEN, De. Spelfauaal
Teli 035 34 "‘9 L1+
OOSTENDE, King Arthur:
Tl 8 5T 56
KDEBELME. Bladc Border:

Ml, Herml:;n:

Tel: 51 41 48 b6

AALST, Plays2Be:

Ted: +32 (531 41 93 85

ASTENE, Miniatuurauto’s Eeckhout:
Ted: 092 24 17 96
BLANKENBERGE, De Speelhoek:
Twls 50 41 39 33

BRUGGE, Modelbouwcenter
West-Vlaanderen:

Tob: 050 34 20 71

BRUSSEL, Intertoys Anderlecht:
Tel: 025 2384 73

BRUSSEL, Inler'in}'s Laken:

Tel: 022 68 7T 41

GENT, Bely Boop:

Tul: +32 109} 222 015 76

GENT, Intertoys Gent:

Fol: 00Z 24 42 i

HALLE, Mishra's Flayground:
Yol: 023 &1 58 53

HALLE, Top 1 Toys:

Tul: 123 .-,..‘?,'3 i

IXELLES, Intertoys Ixelles:

Tel- 425 14 17 1%

KORTRIJK, Albion:

Tel: 050 32 43 47

LEUVEN, The Dicepool:
Ted: 016 29 49 94
MNEERPELT, ‘l Spei‘hﬂlmis

Tel: 191 74 49

STORE FINDER KEY

(=] Fndicatin Gaming Ranm facitios.

NE ELITE STORE
Slocks the complete Ganies Warkshug range and atfees intradurlury ganig and gaiating lessans.

NE PARTNER STORE
Stocks mnst of the Cames thlmp ramga

INDEPENDENT STOCKIST

NEW STORE OPENING
ittt néw stires and Wockisie

GAMES WORKSHOP HOBBY CENTRE

Oificial sellers of Games Workshop products.”

* To b siver thay have what you wint in stock, we recommend calling the store fist,

OOSTENDE, Timms:

Tel: (135 B0 49 63

OVERISE, Intertoys Overijse:
Tel: i2h 87 42 53

SCHELLE, Van de Velde:

Ted: £32 (0461 5317 58
TOURNAL Intertoys Tournai:
Tel: 0167 21 42 22

Teb 36l @S85 AH50E

SHANGHAL Zark:

Tel: B0 (21} 57831663
SHANGHAL, Zhanchui Store:
Tol: B6 21 523609010

OSIJEK, Land of Maglc'.
Til: 385 31 275 7o
OSIJEK, Land uf Magic:

Tel: 385 31 48 412

RIJEKA, Game Master:

Tel: 385 51 371 308

SPLIT, Land of Magic:

Tel: 385 FT4E2149
VARAZDIN, Land of Magic:
Telr 385 42200147

ZAGREB, Land of Magic:
Tel: 385 14870077

ZAGREB, Land of Magic:
Tel: 38514923917

CYPRUS

NICOSIA ANT Comics:
Tkt &

K.ATO FAPHCIS I:rpms Crusade:

Tk +357 976 490,

GIIGH-IIEI‘“BHI:

BRMNO, Cerny Rytir:

Tol: +42054 1214861

CESKE BUDEJOVICE, Chaotit:

Tel: + 4200401489150

HARADEC KRALOVE, Knibkupectvi Valhalla;
Tel: +4 20495527001

KOPRIVNICE, Magic:

Tel: +4204955 22004

LIBEREC, Battle Gamies-Obchodni Pavilion:
Tel: +320777520154

OSTRAVA, Matrix (knihkupectvi):

Tol: 420773 44
PRAHA, Ogri Doupe:
Tel: 420204514811
PRAHA, Cerny Rytir:
Fal: +420222312461
PRAHA, Cerny Rytir:
Tel: +420232312461
VSETIN, Atlantis:

Tel: +42057 1571657

GW KGBENHAVN:

Fredorfkadiorezaile TRE, 1300,

1 |1 L A
ORG, Dragons Lair:

1:5 ‘IB 126018

AARHUS C, Dragons Lair:

Teb: 16,19 D063

KII.I.EWD, Hohby & Fritid:

Tek 4825 2614

K@BENHAVN K, Faraos

Tely 50 2 2311 L Clgam

K@B NV, Arenia Kebenh

Teb: 3l 33 5700

NASTVED, Arena Nastved:

Yol 35 53 67 00

ODENSE C, Dragons Lair:

Yol a5 93 97 61

READO! E, Mfl Games:

Tols 36 T2 025

ROSKILDE, Panahc Roskilde:

Fel: 46 36 35 4

LYNGBY, Faros Cigarer:

Tol 12 10 2321

HE{‘}SINGEII Hobby og Fritid:

Tel: 443

HERNING, Frges Kelder:

el 39 TR AmET

VORDINGBORG, Legekden Vordingbor

Tels 55,34 0410 &

A sENni Legekaeden Aabenrd:

ol:

AALBORG, .‘\alhorg Hobby Service:
Telp 9912 93 15

AALBORG, Bog & idé Aalborg:

Tel: 9817 6611

AALBORG SV, B.O. Boger Aalborg:
Tel: 9579 15 45

AARHUS C, Goblin Gate:

Tel: #6 19 43 11

AARS, Ting og sager:

Tel: 7862 45 52

ASN.ES, Bog & Ide Asnas:

; 59 65 00 T4

ESB]ERG, Bunkeren:

Telt 75 1437 4y

E ]Ellc Advuntum Corner:
3511 11 56

ESB]ERG BG Bager Eshjerg:
ESPERG,-ERDE B.O. Bager Espergaerde:

Tel: 49 13 19 46
FREDERICIA, Bog & Ide Fredericia:
Tel: 76 24 59 69
FREDERIKSBERG, Legekaden Frederiksberg:
Tel: 3 19 70 25
FREDERIKSSUND, Legekaden Frederikssund:
Tel: 47 40 39 59
GI’I.I.ELEJE I.ﬁlys Legetaj:
Tel: 48 30 30 91
GORLE\' Sparel:me
Tek: 5 15 4
GRENA, Bng & idé Grend:
Tel: 86 32 19
GREVE, B. D nger Hundige:
Tol: 43 0 &0
HELSINGE, B 0. Bager Helsinge:
Tal: 48 79 4007

HERNING, Buddy Legetoi

HILI.EIWID I.egekezdm Hillered:
Ted: 48 24 61 &1

HJGRRING, Hjorring Hobby:

Ted: 30 68 31k 33

HDI.B»EI(, Slurl:hlft Bog & idé:
Tel; 5

HOLTE I.tgelmshuhklsm

Tel: 45 a6 ¥ H2

H{}RSENS Legelsaedm Horsens:
Ted: ¥5 61

HORSENS MYCI.IX Miniatures:
Tel: 0043 75626233

HERSHOLM, GAD Harsholm:
Tel: 45 86 04.08

HUMLEB.EK, Rodes:

Teb: 45 19 12 20

KALUNDBORG, Koch’s Bager & Papir:
Tel: 59 51 00 34

KJELLERUP, ide & Hobby:

Tol: 56 51 1% 26

KESBENHAVN K, Fantask:

Tel: 33.93 45 38

KOLDING, B.O. B Kolding:
Tel: 75 5038 34 . &
KOLDING, Good Games:

Tel: 75 54 03 04

KGGE, Sema:

Fel: 56 63 07 02

LYNGBRY, B.O. Bager Lynghy:

Tel: 45 07 04 45

NYK@BING F, Hundehuset:

Fel: 54 156 08

NYK@BING M, Morsa Boghandel:
Tel: @7 72 0F ()

DDDER, l.e-gel:;eden Odder:

Tel: 86 54 42 7

ODENSE 53, E 0. Bager Rosengirdscentret:
Tel: 66 15 94 24

RANDERS, Bog & Ide Randers:
Ted: i 23 08 10

RANDERS, Byrge Serensen Hobby:
Tol: B& 42 58 14

RANDERS, Randers Hobby Import:
Ted: fits 33 39 23

RINGKEBING, Buddy Legetaj:
Tok: 47 A2 K

RIN STEI}, Buddy Legetaj:
Tl 57 57

Rﬂbﬂ\-‘lli. B.O. Boger Radovre:

Tek: 36 41 04 85

RENNE, Dorthe's Hobbystue:

Tek: 56 95 04 49

ROSKILDE, Gnskeleg:

Tek 46 32 34 43

ROSKILDE, B.Q. Ro's torv:

Tels 45 46 3412

SKAGEN, I.egekzden Skagen:

Tol: 91 44 54

mNDERHQKC Schmidt Bog & idé:
Tel: B 52 00 27

SKIVE, Jydsk Baghandel:

Tol: 17 5125 o0

SLAGELSE, Uldlnﬂell

Tol: 50 5% '»IP 15

5T HEDDINGE, Hobbystalden:

Tel: 56 50 86 50

SYENDBORG, Farve & Hobby Hjsrmet:
Fel: 62 2131 11

SVENDBORG B.O. Bager Svendborg:
Telt 621722 %

TASTRUP, Geru:mgshsger

Ted: 437161 15

THISTED Suddv Legetaj:

Tel: 87

\'EILE. B D Boger Vejle:

Ted: 75 82 05 44

VIBORG, Battle Bunker:

Tek: i 6tk 17 40




RETURNS

Join the hundreds of others who have already
.~earned themselves a FREE Battalion or Battleforce!

Following the huge success of last
- year’s I Want a Store promotion, we’re
delighted to announce its return!

Last year you guys, our brave pathfinders,
/sought out loads of new suppliers in your
area who now stock our amazing products.

Now, in an effort to make the hobby even
more convenient, we’'re again asking you to
seek out those vital shops and stores in
your area that you would like to see carry
our products and tell us about them.

. WARHAMMER |
4000’]_ /

Dark EIf Battalion

Tyranid Battleforce

In particular, we’d love to hear from you if
you live in the following ares:

Beverley Folkestone
Braintree Glasgow
Carlow Islington
Chippenham Kilmarnock
Cirencester Lowestoft
Derry Newtown
Eastleigh Oldham
Fareham Rochdale

Simply 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
England, NG7 2WS

For more information please go to the website below
www.games-workshop.com

Terms and Conditions

1. The 'l want a Store' promotion s a limited offer provided by Games Workshop Limited
gratuitously and on such terms as it deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this promotion by itseif shall form any binding contract or
relationship between Games Workshop Limited and any third party.

2. Only Persons aged 12 years or over are eligible and you must be resident in the
following countries to take advantage of this promotion: Great Britain and Northern
Ireland, Belgium, Denmark, Elre, Finland, Norway, The Netherlands and Sweden,

3. Games Workshop staff may give away products to persons it deems to have
appropriately satisfied the requirements of this promotion in its absolute discretion.

4, An individual may only take advantage of this promotion once. Therefore, any
individual may only receive one product in connection with this promotion.

5. This promotion begins September 1st 2008 and will terminate on December 31st 2008,

6. No employees of the Games Workshop group of companies or members of their family
may take advantage of this promotion,
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INTLIN

GW BLANCHARDSTOWN:
it Tin, Blanchirestien Shopping Cnire,
Dihtin. Tok: a1 e:z_: 6

CORK, Other Realms:

Tek: 4} 427508

DUBLIN, Models Inc.:

Tel: 01 SFOR9TIE

GALWAY, Model World::

T 191 FhaE5E

ATHLONE, Valhala Games:

Tel: QE7-2210050

BALINA, World of Wonder Balina:

Ted: 196 TohTh

CAVAN, Apex Games:

Tl 4% 43263504

COBH, Toytown Toymaster:

Tel: (2T 4014 562

Murphy's Toymaster:
24 o

Toymaster:

Tod: 33 4014 162

DOUGLAS, Art and Hobby:

Fal: 021 43 351

DROGHEDA, M and Hobby:

Tel: 41 967 327

DUBLIN, An am:f Hobhby Jervis Centre:
Tel: 018 745

DUBLI
Tel: 1 #7351

DUBLIN, Toymaster Banba Dublin:
Tel: 01 E"' 100

DUBLIN, The Toy Store:

Tel: 011 4774420

DUN LADGHAIRE, Toymaster Banba Dun Lacghaire:
Tel: 112 304 M T

DUN LAOGHAIRE, Art and Hobby:
Fel: 0 2BO51M

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

ENNIS, W‘nrld of Wonder Ennis:

Tel: BOG h54 BaY

KERRY, Cabal’s Toymaster:

ol u||55< i FI21647

KILLKENNY, The War Forge:
SROBHE,

LAOIS Grahams Toymaster:
Tel: 57 862 1081

LIMERICK, Art and Hobby:
Tel: 061 3097
LIMERICK, The Gathering:
Tel: 061 113133

LOUTH, Kidzone Toymaster:

Tok: GO353 42 9330318

Brs:
Tehis iﬁ‘l&i SRELEN.

MACROOM, Toymaster Marys

Tel: 026 4240

MULLINGAR, Stars & Bows Hobhies and Crafts:
Tek: D44 936839

MULLINGAR, Stars and Crafts:

Tek 0 353 079402794

NEWBRIDGE, Art and Hobhy:

Tel: 045 450280

NAVAN, Game Bandits:

Tek: 046 $07 5059

NEWRY, Murphy's Toys:

Tel: 02 10264978

OFFALY, Kelly's Toymaster:

Telt 06353 57 9351505

SANTRY, Art and Hobhby:

Tel: 01 862 4300

STILLORGAN, Toymaster Mimble Fingers:
Tel: 011 ZHHOTHR

TIPPARARY, RE Models:

Tod 00353 52 24803

'WATERFORD, Tall Tales Bookshop:
Tel: 051 K73 967

WEXFORD, Toymaster Play and Learn:
Ted; 053 23788

WEXFORD, WOW New Ross:

Ted: 057 321473

WICKLOW, Toymaster Hopkins:

Ted: (41} 467225

WILTON, Art and Hobby Wilton:
Witton, Tel: 021 434 7207

FALKLAND

STANLEY, Falkland Collectibles:
Tel; 005002 1174

FINLAND

GW HELSINKI:

Simnicati . R,

Tel: 0975 1545 25

HELSINKI, Fantasiapelit Helsinki:
Tel; 8 65 50T

LAHTI, Puolenkuun Pelit:

Ted:A17. 751,715

ESPOO, Puolenkuun Pelit Espoo:
Tl AT 20041

PORVOO, Puolenkuun Pelit Porvoo:
Teli 1% S4BT

TURKU, Fanhsrapdil Turku:

el 12 244 84

ESP !ellmem:

el i 3 T2

JOENSUL, hntashpelll Joensuu:
T

vamvm Fanlasiapeln Jyvaskyli:

o . 3
Tick 1 147 4 56
TAMPEI&E, Fania%iapeﬁl Tampere:

;&H'MR! Honkamemen Kirjakauppa:

353 0027

HAME[’\II.INNR Lelushoppi:
Ted: 43 B2 3950

|invmm Askartelutarvikeliike Taitaville:

Ted: 050 413 4768

KARJAA, Bl Lida:

Fel: (10 23 3404

KERAVA, .\\nlllw;erraaln Kersa:
Fel: 09 294 4
KLAUKK.-\L-\ Karmih
Tel: 04 B74 2497

I(CITKA Eaglt_ Card:

Ful: 05 21 423

I(OU\"DLA _anmpﬂx

M}KKELI Muppela

ol: 015 36 1671
OULU, Lelu-tapuli:
Tel: B0 375 241

PIEKSAMAKL, Sirkkis:
Tel: 015 ]

RAAHE, Itaahen Astartelu fa Paperi:
Tek: 88 223

Tel: @16 356 B545
SALO, Salon Harraste:
Teb 06 356 DI45

SAVONLINNA, Savonlinnan Antikvariaatti:

Tek: 013 53 4412
SEl"J.&JOi(I FI“(-'“(IEH:G

b ﬂ.ﬂj[ﬁ(l F.mlasnlmna
Tek: 0441 561 B13H
b(}DANK\"I. Vekkuli:
Tek: 816 61 545

I‘AMMISAARI  Kungshookhandeln:

1854

SKI, Tervakosken Coconut:
Tebi 019 754 129

TORING, Pehlneinl

Tek At
VAASA, Nirunaru:

Teh: 06 5 27
VAIKEAKOSKI, Kosk
Felbi 03 384 7917
VANTAA, Mirkun Kirja:
Ted: 0% 204 2280
VEHMAA, Vanha Kaarti:
Ted: 050 527 400

ATHENS, Avalon Games:

Ted: 0030 210 801604

ATHENS, F:

Tel; 1034 211k

ATHENS, Fan

Ted: B30 210 e

ATHENS, Fa as Shop Exarcheia:

Fed: il

ATHEMS, Farr!asv Shup Kallithea:

Tel: 0034 210 959

ATHE\IS, Fam;yy Shup Pagrati:
g0 210

ATHENS, Hul:lb}' rlaml

Fal: (30 210 BOS2HTG

ATHEMS, Kaissa Amarousiou:

Tel: 0030 210 4131675

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 website:

ATHENS, Ka:ssa C]yfatlas

ATHENS. Kaxssa Halandrwn
Tuk: 011 115

ATHEN 5 Ka,lssa Kallidromiou:

Monokeros:

3 g9

Meas Filadelfias:
T4

Tek:

CRI:TE Fanlasy Sllnp Herakleion:

PATRAS, K.al Palras:

Tel: O30 2610625632

PERISTERIO, i(:lm Peristeriou:
Tel: 1030 211570671

THESSALONIKI, Kam Kalamaria:
Tiel: DO 2310 4493
THESSALOMIKI, Kaissa Thessalonikis:
Tel: 00 30 2H0 257 397

THESSALONIKI, Underwarld:

Tel: D630 2314 2401 93

VOLOS, Fantasy Shop:

Tel: 0401

HONG KONG, Fun Atelier:
Vel (452) ZBGR-4Y

S|Jwr|a.n|i

EUDAFBT, Tfu“harlar\g
Fel: 4 36 1 3271
BUDAPEST, 'lmllhar[ang Buda:
Tol 80 361

MISKOLC, Deron:

Tel: (36 -lﬁ 411528

SZEKESFEH EI!\«'.-\R Legendak Csarnoka:

REYKIAVIK, Nexts:

Wnk aE2 o6

JAKARTA BARAT, Comics N Games:

Tol: 621 5061

JAKARTA SELATAN, Fantasy N Games:

Tok; 031-600-503434

SURABAYA, Fantasy N Games:

Tl G341 -RAI0- 51343

ﬁURABAYA, Fanfasv N Games:
031-740-2475

Tel: OBOT2 ST

RAMAT HASHARON, Tapuah:
Tel: 00U72 35404713

TEL A\"IV Fmal(

LATVIA
ot

Riga, Sia Prata Speles:
Tel: 371 LF334034

\":Illm.lsr D6 Necona:

37115 2143260

KOTA KIN-\MI.U Sabah, Just Wargame:

Tel: 6013 W59

KUALA I.U\“PUR, Comics Mart:

Tel: 03 - 2287 U2k

KUALA LUMPUR, MySciFiFan Outpost:
Tel: (6} 016 - #H2 1506

PENANAG “omics Mart:

PETMING I.v\\"A Waolf's Game Shop:
Ted: 092 2599952

PETALING |.\Y.I\ Selan'g,on The Games Circle:
Tel: 6 1 - 431 0940

SHAH .-il.!ﬁM Sﬂ._iNGOl Dakka Dakka Games:

Tel: 6017

FRONTLINE

HDGR N De Spellenhu-nm

154 TOWN, Carousel World of
Tel: 1M1 973 3467 3615

MALTR

MALTA, Fo rddl:n Power:

Tol; 052 2223

THE NETHERLANDS
GW AMSTERDAM:

Rokm i, 1072 KT,

Tobi G20 622 162

GW DEN HAAG:
Schlsteat T8 23R,
Telr 070 557 THIG

GW ROTTERDAM:
War (i enbarmevaldpbots 452, 301 AP,
Tl 2R R
ARNHEM, Spe!ltwarlier Arnhem:
Teiy 412G 3?0 B

N BOSCH De Pobbelsteen:

I.E WARDEN, Spellekijn:
Tel 50 21317112

LEIDEN, Viiegershop:

Tele 031 544 2783
MAASTRICHT, Viieg-er-uit:
Telr-043 2% 053

TILBURG, De Dobbelsteen:
R l|1! J‘J 2700
TWOLLE, Games-n-Stuff;
Tl 158 421 315

ALKMAAR, Bookers & Strippers:
TelcUTES12AMNT

RI.MER‘E HA\"EN Faniuma‘

IIBGEN op ZOOM\, B)g Boys Toys:
T g AEg

kVEER, Mrm-wmdm
Tol 0T B0 IBET .
ZOETERMEER, RC-PIIsmp
Tl nra a%s U5
ALMELO, mberg Modelbouw:
Tol: 654 a1 2951

alPHEN .-\.-\h D(N tIiN, Top 1 Toys Asie v Panse:

A TﬂVEEN Het Ganzenbord:

761005

APEI.BOORN Villa Wammus:

Tek: 053 57066 7

BRRE\IDRECHT, Peter's Postirein:
Tek: 0180 619539

BEILEN, Top 1 Toys:

Tek: +3F 593 54 17 50

BERGEYK, Wouters Technohobby:
Tel: 044 755 DI

BLARICUM, RC-Fun:

Tek: 035 520044

Bl SUM. Balsx Modeltreinen:
145 691 B410

T, 'I'opl 'loys Speldorado:

EDE, Tinnen Snldaal

Ted: 0418 65 3

El\IDHO\"EN (“amefurce Eindhoven:

Tel: 0
EMMEN Spmﬂmes
Tek: 1591 643787
GELEEMN, Tad ca:
Tel: D46 47 41
GOES, Fanhls Fantas'r Store:

Ted 017 32! —

GOL, { ldlér:

Tek: 3367 44 T

GORINCHEM, Nelten Mmﬁ:ihauw
Tek: 028 363 G000

41296
HEEMSKERK Bob Hes:
+3L (0251 24 19 9%
HEHB\VEF\, Top 1 Toys Volgers Spel & Habbw:

Ted: 0313 624901

HENGELQ, Top 1 Toys Mickey van Wezel:

Tel: 074 297 2200
HOOFDDORF, Modelsport:
Tek: +31 (B23) 565 44 42

IIN Tiep 1 Tays - De Kinderdroom:

I
u-\rtn WK, Top 1 Toys Volgers el & oy

Tol: 040
DUD-BEI}ERLAND Mourits Model-Hobby:

ROEIGMONU Blombnellek Hermien:

Yol D47 517 HH24
ROOSEND.-\M. Top 1 Toys Jadin:

RO!TERUAM\, Freetime Warrior:
Tel; 4 3
SCHII:U.\\M BTS
Tek: 011) 47
SCHI]NDEI. - Top 1 Toys Anniek:

5 HOIGNHO\"EN Ml‘d@|hrouwﬁr5 nl:
31 {0120 3817

SITTARD, Atomik:

Tek: 046 451 5074

SLuIS, Tup I Tnys E. v/d Vijver:

LFTRECHT, Snbculturx's
Tel: 030 #311122

UTRECHT. I.ab'rnnlh
15

UTI “HT, Never N:w:r Land (Wieder & Kugant):
Tel:
VENRA\‘, Else Hobhyspenaalmak
Telo 470 5134859

WASSEN&AR. Iop 1 Tays Kouwenhoven:

KRISTIANSAND, Hobby Huset:
Tede 3@ ip2 03 2

BERGEN, Outland Bergen:
Teli22anaian .
TRONDHEIM, Gotham:

el 51728 86

ALESUND, Kremmerhuset
Tel 7014377

ARENDAL, NDrIi Arenasenter:
- o

i!EItGEN Ri-ngu Lekeklossen:

E ]F)RKLA GEN, FX Hobby:

Underholdnmgﬁnagneten
\-’iRK Nuki Leker:

DRAMMEN Kreativ:

Tek: 32 81 4% i

iAGERNES I.l:l(esemefet
{8kt Riry o Smart:
FLISA mngo Bamsefar:
Tel: 62 'f i oan

fGIiDE Itlngo Leikehuset:

FREDR ‘iTAD Leketorvet:
Teh 693 30

GIEVIK, Ihllgn Leke-Olsen:
Tel: 61 50 B 10

GESUND Norli Haugesund:

HITRA, Ihngn Hitra:

Tel: 72 A 12 4

KONC.SBEIIG, Ringo Rolf Liane AS:
Tek: 3273 11 61

KONGSVINGER, Ringo Gigata Leker:
Tek: 62 81 76 11

KRAGER®, Brio Karis Hobby:

T 35 91 04 4

KRISIIA\IS-\\ND Outland Kristiansand:

KROKST.-\DELVA Helmax Leker:
Tel: 32 87 99 10
LANGESUND, Notabene Langesund:
ekt 47 4 02
LARVIK, Yes!:
Telrad 10.54 37
T RANA Rlngu Lel'whmrnet Mo:
Teb: 75 15 17
MOLDE, \"es wi leker Leke Jornet:
47 2193 63
]EEN. Hnbhvwntlel

l' Fnsl:n[e]dl

Ted: b 512 rRi]

MYSEN, Brio Saker og Ting:

Tel: 69 &% 01 94

NAR\-"IK, Ringo Barnas Verden:
1 7h 94 4

NESBRU g0 Holmensentret:

Ted: i 77 4 Bl

OSLO, Brio CC Vest:

Telt 22 7317 77

0sLO, Brio Notabene Lambertseter:

Teds 8 05 51




0510, Outland Paleet:

Tel: 57 &b 15 09
SANDVIKA, Hobby Larsen:
107

SIIEEN Sokratis Hobby Garden:
Tel: 35 32 87 64
SDLA, Ri ngn Sola Gaver og Leker:

SONC.DAL, I'hngu Sogndal Glasmagasin:

Fel: 57 67 16 80
SOIITIJ\I\D Ringo Bamse Leker:
74

Tel: 76113,

SPIKKESTA_D Trollmannen Leker:

Tel: 37 26 51

S‘FA\-'ANGEII Outland Stavanger:
1
Vestefnl:k

T 1177
S\"KKLWEN, Ringo Blindheim:

el 70 35

TﬂNSBERG, Gllsdeshuse'l

Tek: 52 45 17 0F

TROMS®E, Tromss Brukibokhandel:
Tel: 77 68 69 74

TRONDHEIM, Outland Trondheim:
Teh: 73 52 05 45

TRONDHEIM, Tronderfrim:

Tel: 73 52 041 40

TYNSET, ngo Tynset Bokhandel:
Tel: Gl 44 40

VADSE, Bun Vadsa:

Tol: 7 94 F2 29

QUEZON CITY, Neutral Grounds:
Tel: 00 11 63 2634 6952

BIALYSTOK, Department Gier:
Vel 041 5744360

BIELSKO BIALA, Gnom:

Tel: 0048 33 3123680
BYDGOSZCZ, Cytadela:

Tel: 11040 691 25 2395
BYDGOSZC. Empl!( DTC:

Tel: 1-52 32
BYDGOSZCZ, EmpA Galeria:
Tel: 532 346 56 ¥

GDANSK, Empik Alfa:

Tek: 158 3
GDANSK, sk,
il
GDANSK. Sprdtr Games:
Tel: 411 )
GD‘I’NIA, Empn‘k Cemrnm

GD\‘NM rulme‘s
Tol 1

KRAKOW, Eanl (‘enllum Gier:
Tek w40 }’ LAY

KRAKOW, Empik Ga!eﬂa

Tel: 012 624 b

KRAKOW, FHU Smok:

Tel: <38 (94514857

LODZ, ‘Aik’ Firma Ksiegarska:
Tol: 041 42 390501

LODZ, Empik Manuiaktura Empik Mega:

Tek: B-42 639 12 31
LODZ, Gamelord:
Tek: 8040 42 6311161
LUBLIN, Balrog:

Tek: DIME G0Z71481 4

15
NOW’Y SACJ’. Hobbit:

Tel; G046 B0 4113612

OPOLE, Hms Il Computers:
Tek 048 77 4547411
PILCHOWICE, Ilmperator FF:
Tols +<H 32235hiB4

POZNAN, Bard Centrum Gier:
Tel: G038 61 B3AHLTT

POINAN, Empik Mega:

Tek 061 B52 66 G0

POZINAN, Dom Gier:

Tul: B0 38 536658300

POZNAN, Sklep Wilczek:
Tok: BU48 61 503 652 08K
PRUSZCZ GDANSKI, Fenris:
Tuli D8 HO0 81 1115
REZESZOW, Empik Plaza:

Tok 617 850 91 62

SWIDNIK, Monolith Icon:
Tels (048 144220
SWIEBODZIN (':empmru
Tel: ANGIG229457

SZCZECIN, Cyladelz:

Tel: D04 6l 85 &1 29
SZCZECIN, Empik Galaxy:
Tel: 6-91 443 92 0}

SZCZECIN, Tall Tower:

Tok: G40 91 3237041

TORUN, Empik Copernicus:
Tk 136 3T 48118

TORUN, Skl

Papiemiczy:
Tek: D040 56 &

Teb o2t 311 76 &1
WARSZAWA, Empik Galeria
Maoketow Me;

Tel: 0-22 541 33 79

5 Stokmarknes Aktietrykkeriz

WARSZAWA, Empik Nowy Swiat Mega:
Tek0-22 4 50

Wy

Tel: 0-22 371 35 72

WARSZAWA, Faber & Faber s.j.:
Tel: 0048 12 8491265
WARSZAWA, Graal:

Ted: 0043 22 3117627

Gryf:

21 103

Tel: 0645 23
WRRSZAWA, Panl‘li Zabawki:

WARS.{AWA, Skclp Maorion:
fel: 0048 22 20

WARSZAWA, Skladmca Harcerska:
Tel: (48 22 8703126

WARSZAW!\, W1rsaw Model Centre:
Tel: (044 2
WARSZAWA. Warsaw Model Centre:
Tel: eIl 22 617

WARSZAWA, Warsaw Model Centre:

ROMANIA
BUCHAREST, Hohb}' Games:
Ted: 00 40 21 3241 43

KRASNODAR, Alegris-Jug (South):
Tel: TOTS02BITH7
MINSEK, Valahanovich ent:
Tel: ORO29 455
MINSK, Valahanovich ent:
Tel: DOBEZY HEAN42E
MOSCO\‘\" -'\|egrls

085 2T6E120
MOSCOW .v\legrls
Tel: FU459203337
MOSCOW, Lirfin Juice:
Tel: +7U05THARISH
MNORLISK, Na Styke Mirov:
Tel: BOSH29 654,
NO\"OSIIHRSK,

cehummer:

RATOV, Detskiy Mir:

Tel: 64 5840

5T PETERSBU (i Art-Miniatures:
Tol: DO#T2 332

TAMBOWY, Ho h;r and Igrushki:

Tel: 0

SEIIIHI-H[III'I'IHEHIIII

BELGRADE, ANET Hohhvston':
Tel: B0 380 71 361
BELGRADE, ANET H-ol:hvstore:
Tel: 0 31 11 2052278

BELGRADE, EKI'I Hobhy store:
Tel: 60381 1162 7

BELGRADE, Whn’e Dragon:

Tel: 00} 367 HINTTZ22

NOVI SAD, Dragon:

Tel: 00} 301 41 636 24055

NOVI SAD, Valhala:

Tel: 00 15534

PODGORICA, Neutron Podgorica:
Tel: 0l 381 64 M 669

ZREJANIN, Takeda:
Tel: 0} 381 3364572

SINGAPORE, Comics Mart PTE Ltd:
Tel: 683 2724

SINGAPORE, Comics Mart PTE Ltd:
Tel: 636 HWet

SINGAPORE, Comics Mart PTE Ltd:
Tel: 65 6862 2751

SINGAPORE, Forgeworks Hobbies:
Tuls 65 6438 5975

SINGAPORE, Paradigm Infinitum Pte Ltd:
Teb: 56

SP!SSK.'\ NO\’A VES, 'Iv\'hr Gamlng
Tul: +421 903119195

LJUBLIJANA, Crna Lukmja:
Tel: MERBD 59031220
LJUBLIJANA, Pri Goblinu:
Tol: OIS 30834230

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop:

Tol: DUZT 21 414 BLAE

BLOEMFONTEIN, The Games Dungeon:

Fel: 027 51 426 5190
CAPET! WNr I'asl.tml:! Retail:

a21
ey

N, World of Wargames:

Tol: G027 27 700 4645

rnia Bellona - Matras:

W:znrds Books and Games:

DORENGKLODF Baﬂle Planet:
Tek: 00 27 B245 13931

DURBAN, W’?ards Books and Games:
Tek: 0027 31 3126271
EAST LONDON, Slaters Toy Magic:

2701 1469

The Underground:

‘ESEURL’. Esswex Retail:
el 11 BBAIH
JOHANNESBURG, Ul'll.ﬁ Limits johannesburg:

FERART

MENLYN, C
Fri ey qu.?n:—.

e
The Hobby Specalists:

SE L'I. Dr: Tuwn

S\H!IIIII

GW GOTEBORG:

Dirotinlnzeateirs s 411 05

Tely 031 133950

GW STOCKHOLM:

Begerigspatan 5 13753,

lrk. CRGERRT

GAVLE, Hobbyshopen:

Tek 'Ir‘JEi&.?W )'shop

KARLSTAD, Spel ach Fantasi:

Tl U565 31 T A
PING, Lekhuset:

Tel 011207050

UMEA, Fantasia:

Tk T FO360

KRISTIANSTAD, Spel pa Vallgatan:

Tik: 04% HII\]‘?I

SKB,LEF:EA lek & mub,
Tel: i Hn29
OCKH

STt OLM, Dra@nns Lair::
Tz (4 46450510

wvam, ﬁmmpeiqdm bicker:

Tl 055947 1

UPPSALA, Prisfyndet;

Tl BIB1REL0T

VASTERAS, Zetterlunds:

Tt n;ém i i
He%es H a:

m [ o T T

ANGELHOLM, Brio:

Tel: pad1 BO52Y

ARVIKA, Perry Data:

Tel: DSYI1066%

ASARLIM, Lek & Fritid:

Tel: 4F4FT0904

AVESTA, Vega Video:

Tel: D22GH00TE

BORAS, Hobbex:

Tel: (341E3E)

BROMMA, Boink!:

Tel: 0H26 5004

D:\LARO Butﬂ(en Svanen:

ENK{}P!NC Nallens Leksaker:
Tel: 0171 32750

ESKILSTUNA, Barnens Hus:
Tek DT64ET136E

ESKILSTUNA, Lasses Leksaker:
Tel! OIET30325
FALKENBERG,
Tok: 146 D07 il
FALUN Tv-spel:ﬂ:mlsm
Tel: g

EN, Leksaksmagasinet:

‘GALLI\"ARE\.
Tal: D97DEES0Z
GJSL.\WED BrBo
Tel &
HALMSTAD Brio:

Tel: (135359175

HAPARI\NDA. Barnens Hus:

Tuli 00 22 3

HEleNGBﬂRc- Spel Pé Kullagatan:
Tek: 642 121601

HUDIKSVALL, Albins Leksaker:

Tel: Gu50395082

JONKOPING, Play Planet:

Tel: 136122034

KALMAR, Kalmar Lek & Hobby:

Tel: Ba8024517

KALMAR, Ojtoy:

Tel: O48022002

KARLSHAMN, Brio:

Tel: 045410381

KARLSKOGA, Lekladan:

Tel: 058633333

KARLSKRONA, Brio:

Tel: 45524062

KARLSKRONA, Fact & Fiction:

Tel: 0435|6710

KATRINEHOLM, Brio:

Tek: B150 FO720

KIRUNA, Brio:

Tel: DUADDLSSD

KGFING, MD Hobby:

v, Lek & Hobby:
e

KUNGSBACKA Brio:

Tol: 30014130

LAHOLM, Brio:

Vel 0420 B0RT

LIDKOPING, Game Maniacs:

Teli 0705 (90274

Ted: 012
IOHANNESSURG Oull:r Limits Pretorfa:
142

STORE FINDER KE

GAMES WORKSHOP HOBBY CENTRE
(=) Indheates (‘awmg Hoam facilite.

3 gaming and pmﬂg i,

NE ELITE STORE

Steicks the conilele Gamos Workship ranse snd affers infratuclony zaning and painting leens.
NE PARTNER STORE .

Stocke ment of the! Canes Wirkshop mnge,

INDEPENDENT STOCKIST

Official selbers uf Games Workshop jraducts,*

NEW STORE OPENING
trleaties rw stpers o stcbists,

* T b sure they have what you wanl in steck, we recommend calling the stone it

LINKOPING, Alltilek: TUMBA, Kom & Lek:
T 301970 Tef: 653060111
UDDEVALLA, Partaj:
Tel) D322891HE

rio: UPPLANDS VASBY, Barnen Hus:
il

, Barnens Hus: VALLL LBY. Hobby fiir Alla:

Ted: 0420220095 Ted: 0707520724

LUND, Spel ph Clemenstorget: VARBERG, Norrgatans Spel:

Tel: (461 i) IrJ 34067 Hnll'

MALMO, Spel pa Djdknegatan: VASI’ERAS TV-Spelshorsen:
a1

Fel:tan 120470
MORA, Lek & Hobby: VASTEI!AS Zetterlunds Erikslund:
Tel: 021 104 3%

Tel: 125071620
NACKA, Amusar: VASTERVIK, Brio:
Tel: MS0EE1T1

Tel: BHA40540 I 1
NORRKOPING, Hobbyhirnan: VASTRA FROLUNDA, Toys:
Tel: 631459401

Tel: 1411 162120
NYKOPING, Laka TV-spel: VETLANDA, Brio:
Tel: (13831 9911

Fel: 0155281000
N\"NASHAMN. Svens Lek Och Hobhby: VIMMERBY, Brio Vimmerby:
Tel: 049231 180

Tel: 0 520 1077
OREBRO, Bnu VISBY, Lekstugan:
Tel: 0196114943 Tol: 0438215050
OREBRO, Modellex AB:
Tel: 019471 1533
DRM[NGE Happlts
Tek BATIS2501
onNsxb:stm Lajbans:
Tul: OLADBITO0
CISKARSHAMN Brio:
Tl 0491 170
OSTERS nD Hobbyboden:
Tel: 064513010
PITEA, Barnens Hus:
Teki 9911798 10
SAFFLE, Bergers Lek & Bositining:

YSTAD, Tv Spelshiirnan:
Enl: 041 Tl

TRIWAN

TAIWAN 806, Games 'R’ Us:
Tal; 001164 Ft 2750

UKRAINE

TINEPROPETROVSK, Book Shop (Goblink:

Ted: 033310345 Tuk: 00 380 675 648 554
SALA, Elons Leksaker: KHARKOQY, Aladdin Toy Store:
Ted: Q22410514 Ted: D0 3840 577 157 738

SKOVDE, Partaj: KIEV, Bi roshek:

inok Ig
Tek: 10 60 4457 851121
KIEV, Budinok Igroshek:
Telt 00 3841 345 741979
KIEV, Budinok Igroshek:
Ted: 0 280 445 B2T 385

KIEV, Budinok Igroshek:
Tel

Tid: 031079440
STENUNGSUND, Brio:
Tel: (IS 80384
STOCKHOLM, Arcane:
Tielp 70959459010

STOCKHOLM, Brio:

Ted: DHI7491144 100 360 442 08 150
STOCKHOLM, Happies Hammarhy Sjistad: KIEV, Bnd‘.lnok Igrod\ek:
Telp (M5 2244800 Tel: 010 380 444 Gu7
STOCKHOLM, Fidelur: KIEV, Chas
Ted: 04 5002 0 Ted: 9030
Kjells Lek & Hobby: KIEV, Novi
Tued: 003 300 442 672
STJ\D Leksaksbutiken: ODESSA, Models

s Ted: 00 320 505 22 277
SVEDAI.A 8r|o SEVASTOPOL, Sevmodel:
Tel: Ba0atN Tel= 040 1) 45 365 S50
TABY, Hobby & Prylar: VINITSA, Spellscape
Tel: 051050425 Ted: 110 380 634 09 201

TD\'\EI.ILI.R, Alfs Lebsaker:

DUBAIL,
Tel: 152117145 Tl 10571
TUMBA, Leksakskungen:

Tel: DHS3038000
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Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun.

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
Workshop hobby. Use the club listing to find a GCN

gaming club near you and get involved.

The GCN strives to meet the following objectives:
* Promote good communications between Gaming Clubs
and Games Workshop.

= Assist in the running of local gaming events.
e Support other clubs’ activities.

e Assist in the running of games at the national level.

* Provide a forum for Gaming Clubs.
» To facilitate club development and growth.

» To create a safe environment for people to play in.

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.

SETTING UP YOUR OWN GAMING CLUB

If you would like to set up your own Ge
please contact B

Coordinatoron 0115
advice on the ba

This includes providing packs for s

3 up aurl runmm a du

chools, libraries,

independent clubs and information on the GCN.

Please note, if you are
school v
staff before

/ill need to s

want to set up a gaming club in-a
to a teacher or member of

we can register your club.

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

GCN membership guarantees the highest standard of custormer service and safety. As part of our ongeing commitment fo our customers, we do not promote any club outside of the Gaming Club Network.

GCN BRISTOL,
Portbury Knights:
Contack: Alwn Vowdes
Ted: 17771 UB548H

BERKSHIRE
GCN BRACKNELL,

Bracknell Forest Gamers:
Canfact: Dan Currey
E-mail: dcurrey@tall2t com

GEN MAIDENHEAD,
MAD Gamers:

Contack: Franch o

E-mail: fsjosEimey. s com
GCN READING,

The Spiky Club:

Contacts David Cole

Eomall spikyelisb@hotmatl en.uk

GCN DUDLEY,

Dudley Darklords:
Contact Pavl Shldon
Tal: 01384 208 3610

GCN SOLIHULL,

Toll Road Gamers:

Comtact: Mark Simkin

Tok: 0790 474 7557

E-madl: tlirmadgamarsihlieyonder ok

GCN WALSALL,

Warlords of Walsall:

Contacks Mariyn Furmival

Fel: 07717 475047

Ecmail: martynismivalahlaeydes o 0k

GCN WOLVERHAMPTON,
Da Boyz Club:

Cantaet: Darren Pagl

Tel: 77490 307 551

Eonsaik: daborbli@gasglemail com

BUCKINGHAMSHIRE

GCN HIGH WYCOMEE,
Armageddon Inc.:
Comiact: Fanes Schoficid

Tek: 01494 B65 05

CHANNEL ISLANDS

GCN BRELADES,
Jersey Privateers Gaming Club:

(= nmﬂwi.:rkumla\m\

112 WHITE DWARF

CHESHIRE
GOCN CHESTER,
Royal Guild of Minted Boards:

Contact: Cheistophor Fry
Tel: 57976 478732
E-maiiz chris. fryfirpping. com

GEN CHELTENHAM,

Hyde Clarendon Strategy Games Club:

Contact: Paul Mather
E-mait; paulrathordfamaside.ac uk

GCN MACCLESFIELD,
Maccwargames:

Contaet; Dumcan Harradine

Wkl wivw maccwargames oo,k
E-maik: hareadine 200z yahoo.couk
GOCN STOCKPORT,

Stockport Slayers:

Cantact: baura Kedly

Eomail: marplemaraydensihotmaik.com
GCN WARRINGTON,

Spawn:

Condaot: Anthorny Spiers

Tely 779 343 2077

Femails anthomy. spiossablinternntcomn

CGEN WARRINGTON,

Warrington Warlords Gaming Club:
Contacts Payl Tetmant

Teb: G1404 676 540

E-madl: paubtennamithotmadl.com

CLEVELAND

GCN MIDDLESBROUGH,
Middleshrough Gamers Club:
Cortact: Sean Athrion

Exmail: g chibiginail corn

GCN REDCAR,

Redear Ironbeards:

Cantact: lan Widdawsan

Tel:

2 SO0

GCN BUDE,

Dice and Dagger:
Condact: Kutt Baker

E-mail: ceblafbermowBanl.cum

' GCN CORNWALL,

West Cornwall Games Club:
Contacs: Neil Sharp
~mal: peilhaepataol com

GCN WINDERMERE,
MNorth West Warri
Conlacl: Adam or Davinia Turner

Tel: 17823 531 BA7

E-rizail: morth_ st warriarsThotmail.com

FRONTLINE

GCN CHESTERFIELD,
COGS:

Comtact: Anthony Barmns
Til: 0794 425 AT

E-mall: awhiihlinteenat com

GCN PLYMOUTH,

Cross Swords Gaming Club:
Contict: Asthony Cros

Tel: (1752 022 133

E-minik: enquiries@ross-rwardsoo .k

GCN PLYMOUTH,

Plymouth Association of Wargamers:

WehsHe: wivw. plymatuargimesnco.uk

GCN POOLE,
Batilescar:

Condact: Paul Cleveland

Tkt 01 200E 385 632

E-inadl: palabatiescar.coak

GCN CHELMSFORD,
Chelmsford Bunker:

Cantact: Gareth Williams

Tel: 245 30542

E-il: cdygaretbettunaih et
Withsite: www lunkerassanlt. couk
GCN ESSEX,

Essex Warhounds:

E-mardl: jamesculitdTanl.com

GCN COLCHESTER,

Colchester Games Club:

Contact: Calin Witsn

E-mail: infoficuldhester gameschub.ong.ik
GCN SOUTHEND,

Southend Toy Soldiers Club:
Comtact: Paul Gasner

Tel- 07R97 6 641

E-mail: clubongairiesGholttim, com

GCN SOUTHEND,

Warzone: Southend:

Coptact: Michanl Rvan

Tel: 11262 G24A05

Eenrail: warsonessthendTaky.com
GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contart: Stuart Mackanes

Tel: 07809 54020

Website: wwiwtempusfugitiies.co.ah

GCN DURSLEY,
Dursley Games Club:

Cantact: Dan Bishop
Tel: 01443 548 377

GCN BASINGSTOKE,
Sad Muppets Society:

Tranid Offen-james
JavhilEnaat et

i -

GCN PORTSMOUTH,

Hammer N Ales:

Contacl: Daniel Few

E-tiani; somnirmahotmail ik
GCN PORTSMOUTH,
Shadows,

Contart: Cary Dopafdson
Tel: 7 E6L 36066

GCN ASHFORD,
Stanhope Gaming Group:
Cantacl: Siman Canpnan

Tel: (11233 662 996

E-nyaits 5, canmandap-e co.uk

GCN TUNBRIDGE WELLS,
Tmbrldge Weils Wargame Society:
R

GCN Lancashire,

Lost Boys Wargaming Club:
Contact: Paul Horon

T U706 300 1404

Eoamiail: hed 1 abadkarea@liueyonter. co.ub

LEICESTERSHIRE

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:

Conkact: Fatick Foster

Yol 1730 518 3471

E-mail; pdastiyahin. couk
GCN LEICESTER,
Leicester Fat Kats:
Contact: Antony Evans

Tol: 175

E-mail: antoa7 o yahon.com

GCN LINCOLN,

51
Contact: Anna Delafield
Tod: 1124 643 1894
E-mail: adelafieldsthrnpenworkt.com

GCN CLAPHAM,

Clapham Wargames Guild:
Cositact: Thimas Petlt

Tl LR )

Expaily infoiiclaphamrargamers degid

GCN COVENT GARDEN,
Cross Gaming Club:
Contact: Karl MeWilion

Tek: O7ATA5HEIE

E-mnail; misdmacbari3 701 Faolcom

GUN WANSTEAD,

Tanelorn Wargamies Club:
Cuntact; Martle Turbor

Eumail aartin RimnerShess, com
GCN WATFORD,

Watford Wargames Federation:

Cumbact: ok Lo
Tel: H20 BY30L756

GCN LIVERPOOL,
Liverpool Gaming Guild:

Cuntact: 1e0n Lynch

Eamait: el Lonndtotmad ook

GCN RUNCORN,

Halton Daemons:

Cuptact: Janitie Fleming

Tel= 0198 T35 257

E-titnll: et flemeninghalton gou.ak

GCN NORTH WALSHAM,
Blackdish:

Captact: Tave Hidks

Ted: 07877 312 874

GCN NORWICH,

E-madl: e aflermathithtinlsnel com

GCN OLD BUCKENHAM,

0ld Buckenham Bone Crushers:
Contact; Panf Girling

Wl nwwbashamandtheboc. oo aldwargames

GCN WYMONDHAM,
Wymondham Wanderers:
Cuntact: Barry MoCanthy

Tel: 07950 945 402

il aammedad imtsn comy

GCN BEDFORDSHIRE,
Bedford Gladiators Association:
Cantect: David Wilkin

Ted; 0779 1559247

Extrail: pladistortdubityahao.co.uk

GEN NORTHAMPTON,
Nnnhamplm Warlords:
= Mark Peat

it 342 5
E-pail: maarkiveparky B0@holmail.cdm




GCN RUSHDEN,
Phoenix Gaming Club:

Contact: Carl King
1350
hrimtgrvet.com

GCN BLYTH,

Northumbrian Adventurer's Guild:

Mark Arafrrson Coulier,
I
i cbitmalt co .k

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,

’ i atsoiz.co.uk
GEN NOTTINGHAM,

Da Wt Notis:

Canfart: Scutt Mishin

FHETS
Eskirittopenwieifcmm
GCN NOTTINGHAM,

s Company Veterans:

GCN OXFORD,
Oxford Gaming Club:
o ik

GECN WALLINGFORD,
Suuxh Oxfordshire Wargamers:

afren [Ensseti
65 300 TH0

GCN SHREWSBURY,
Gatelseepets Wargam!s Club:

eepers, ik

GCN TELFORD,
STAGS Telford

STAFFORDSHIRE

GCN CANNOCK,
Games Club Canrml:k

spit. ek

A school gaming club takes some time out to visit their local Games Workshop store.

GCN TAMWORTH,

GCN ASSINGTON,
SUﬁD.Ii( -and Essex Gamers:
Mark Aldbouse

Iw: 07441 113509

GCN BECCLES,

Crypt Keepers:

Cuintarl Chrs

ey

GCN BECCLES,
Curious Dwari:

GCN IPSWICH
Swarmm Wargames Club:
t Holden
ol
clifenbiuse friosee v eo.uk

GOCN NEWMARKET,

Nz»marl«.-t Dwari Wargames Society:

spegeminicom

SURREY

GON MITCHAM,
Mitcham Marauders:

Canfacl: jason Fowler

GCN TOLWORTH,
Tolwaorth First Founding:

GCN WOKING,

1st Founding:
Comtact; Asfley Homewood
Tuli 0793 278 7445
SUSSEX

GON BD(.N{}R REGIS,

E-mail: mriranklilishyabon, com

GCN BRIGHTON,
I?righlon Warlords

dntlworld.com

GCN BRIGHTON,
Gambit Gamus UK:

i el comy

GCN LANCASHIRE,

Coppull & Chorley Knights:
Condact: fonarke Taykor Yaorke

Website: woww teck-wirgatweiclub.orgk

GEN CRAWLEY,
Crawley Magil: and Tabletop Games:
Cantac )

Te
Bl miark.

| !‘1
mpkargooglemail com
GCN HASSOCKS,

Clayton Warlords:

Cunlact: Ruger Sinlk

Tel: 0771 536 20%

E-mail: rapes. gs_brithhutmail.com

GCN EASTEOURNE,
Easthourne Elemental:
Cuntach: Like May

edightymall cam

GCN WALBERTON,

Walherlon Wargamers:

Mike: Baddbam

145

il: u.ammam1m'r-mm_n.m cirak

WARWICKSHIRE

GCN NUNEATON,

Nuneaton Model and Games Club:
Caitact: Arlan MeCarmack

Bk P 12T

WILTSHIRE

GCN swmncw,

k.

GCN SWINDON,
Swindon and District Wargamers:

Paul Nettle
3 TOBHES.
: et tribpdntiworld.com

GEN HALIFAX,
Pennine Raiders:

Tel: (142 2306 3044

E-ivail Bardpingicali.con ik

i

GCN HUDDERSFIELD,
Cellar Dwellars:

Comtact: Bichard Ambler

GCN OSSELT,

Orsselt Wargam Club:
Tl 092 426
E-ampail: s
GCN SHEFFIELD,
Drysartes:

Contact: Nick johnsem

Teb: 07743 308081

tmail; webmasterddysaries com

GCN BRIDGEND,
Bmlgzml YMCA Gamers Club:

.ahummﬂ com

GCMN CAITHNESS,
Morthern Knights:

Canilsel: Dive Yinmans

B OG4E
cerbissablinenme.com

Tali
E

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Rﬂd.eplay Fellowship:

Brian Focrester

GCN EDINBURGH,
Edinburgh League of Gamers:
+ Andy Mrechan

mwiierGyiboogroups.codk

GCN FIFE,
'I'he Gaming ngdnm

GCN GLASGOW,

St Adens Warriors Club:
Contnct: Alan Hilibs

il mactonald3 1 Pehatmalh o

GUN INVERNESS,

Da Klub:

Contact Stephen Miller

76 57N

: steveindesifonl. com
GCN KIRRIEMUIR,
Kirrfemuir Wargames Club:
Contact: David Tulwch

E-mall: david. nutlich teso.set

GCN RENFREW,

WPAS:

Confact: Andy Thompson

Tkt 0141 BE6 2400

Ecmail: athimpsrn g 24 freeserve,co.uk

GCN STIRLING,

Stirling Wargamers:

Cantact: Paul Broaks

Tel: 11786 450 062

. paulreeandleat pls.com

SAFETY IN THE COMMUNITY

GCN membership

standard o

As part ¢
stomers and hobbyi
promote any gaming clu
ming Club Network

commitment t
we do
outside of the

www.games-workshop.com




AVAILABLE TO ORDER

’ -
We i bee.:n. maklng Space (o, _ You can buy our products from
Marine miniatures for over the following sources

20 years, so we have a
massive range for you to
explore, everything from
the ubiquitous Rhino to the
mighty Land Raider. As well
as vehicles, you can also get
your hands on a variety of
Space Marine squads.

CILTIYTILY Snace Marines

* Games Workshop stores  Page 104
* GW Online store Page 119

www.games-workshop.com
¢ Games Workshop Direct Page 119
* Independent Stockists Page 104

SPACE MARINE COMMAND SQUAD
99120101028 £18, €27.50, 200dkr, 250sek, 260nkr
This set contains enough parts to make one plastic Standard Bearer, one Sergeant, one Company Champion, one Apothecary, and one Veteran Space Marine,

This set contains
options to kit out your
Dreadnought with the
following weapons:
assault cannon,
lascannon, or missile
launcher, plus a
Dreadnought close
combat weapon with
an attached storm
bolter or heavy flamer.

SPACE MARINE COMMANDER
99120101032 £10, €15, 115dkr, 140sek, 150nkr

This plastic kif contains a single Space Marine

Commander model, with lots of companents for

customization, plus a variety of weapon options. SPACE MARINE DREADNOUGHT
99120101014 £25, €35, 250dkr, 300sek, 315nkr

Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products

114 WHITE DWARF AVAILABLE TO ORDER may be dangerous if used incorrectly. Prices correct af time of going to press, ploase contact us for current availability and Games
‘Workshop prices, Prices quoted are for products sold by Games Workshogp through its own stoses, catalogue or website. Independent

retailers are responsible for determining their own prices,



SPACE MARINE TERMINATOR ASSAULT SQUAD
99120101037  £25, €35, 250dkr, 300sek, 315nkr
This set contains five plastic Terminators armed with either lightning claws or thunder hammers and storm shields.

SPACE MARINE TERMINATOR SQUAD
99120101027 £25, €35, 250dkr, 300sek, 315nkr
This set contains five plastic Terminators, with enough parts to upgrade a trooper to carry an assault cannon, cyclone missile launcher or heavy flamer.

SPACE MARINE VINDICATOR
99120101058 £25, €35, 250dkr, 300sek, 315nkr

Pictures for illustrative 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 press, please contact us for current availability and Games www.games-workshnp.com 115
Workshop prices. Prices quoted are for products sold by Games Workshop through its own stares, catalogue or website, Independent

retailers are respansible for determinine their own Drices.
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SPACE MARINE TACTICAL SQUAD
93120101025 £18, €27.50, 200dkr, 250sek, 260nkr
This set contains a complete ten-man plastic Tactical Squad, with enough components to upgrade
one model to a Sergeant, and two models to heavy or special weapon troopers.

SPACE MARINE RHINO
99120101063 £18, €27.50, 200dkr, 250sek, 260nkr

SPACE MARINE ASSAULT SQUAD
997120101034 £15, €22.50, 175dkr, 200sek, 210nkr
This set contains enough parts to make five plastic Assault Marines with bolt pistols, chainswords and jump packs,
plus the option to upgrade one model to a Sergeant with a variety of weapon options.

Pictures for illustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citade| products

AVAILABLE TO ORDER may be danperous if used incorectly. Prices correct.at time of going to press, please contact us for current availability and Games
‘Weorkshop prices, Prices quoted are for products sold by Games Workshop through its own stores, calalogue of website, Indepencdent

retaifers are responsible for determining their own prices.




Many hobbyists love to convert their
models, and Citadel Bitz Packs make finding
those ideal components more convenient
than ever. Here are some recent releases.

SPACE MARINE TERMINUS ULTRA CONVERSION PACK
99120101073 £10, €15, 115dkr, 140sek, 150nkr
This pack allows you to convert a Space Marine Land Raider to the Terminus Ultra Pattern. Frames not shown al actual size.

Each of these packs contain 10 sculpted space Marine
shoulder pads, featuring a variety of Chapters. In addition
to the many shoulder pad packs already available, we've
released some brand new ones this month. Here is just a
small selection of what's on offer — check out the GW
webstore for even more.

MENTORS SHOULDER PAD PACK
99060101419 £6, €9, 70dkr, B0sek, 85nkr
This pack contain 10 shoulder pads.

AURORA CHAPTER SHOULDER PAD PACK PRAETORS OF ORPHEUS SHOULDER PAD PACK
99060101421  £6, €9, 70dkr, 80sek, B5nkr 99060101420  £6, €9, 70dkr, BOsek, B5akr
This pack cantain 10 shoulder pads. This pack contain 10 shoulder pads.

Pictures for illstrative 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 press, please contact us for current availability and Games www.games-workshop.com 117
Workshop prices. Prices quoted are for products sold by Cames Workshop through its own stores, catalogue or website, Independent ga . P

rietailers are responsible for determining their own prices.
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The 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 to produce showpiece models and
dioramas, and alternative and unusual miniatures, together with the very best of our extensive historic
archive. These models are available exclusively via mail order — a small selection of the models in the range

are shown here; log onto our online store for the full selection.

Final Fate of the Witch-king

FINAL FATE OF THE WITCH-KING
99111499072

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

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

GIMLI ON DEAD URUK-HAI
99061465011

At the battle of Helm’s Deep, Legolas and Gimli
engaged in a competition to see who could kill the
most Uruk-hai. Here Gimli relaxes astride one of his
victims. Sculpted by Michael Perry.

DYING BOROMIR
99061464149

Boromir was shot down by Lurtz at Amon Hen,
heroically defending Merry and Pippin from the
Uruk-hai of Saruman. Also available as part of the
Ambush at Amon Hen set. Sculpted by Michael Perry.

¢ Get the latest products delivered to your door on the day of release!
* Postage for Advance Orders is only £2

Warhammer Warhammer

Can’t wait to get your
hands on the latest
new releases?

RATRADEIARE n
W e nv"l.h‘rnl-:—-l\

WARRIORS OF..-:(HF&OS 4

6th September (released 18th October)
s Warriors of Chaos Spearhead

Warhammer

20th September (released 1st November)
e Warriors of Chaos Army Book

¢ Chaos Warhounds

¢ Chaos Marauder Horsemen

o Chaos Knights

s Chaos Lord on Daemonic mount

» Nurgle Chaos Sorcerer

e Khorne Chaos Champion

4th October (released 15th November) ' [' bl
e Warriors of Chaos Battalion T o
e Chaos Warriors Chosen

e Chaos Warriors Chosen Command
s Khorne Chaos Lord on Juggernaut
e Wulfrik the Wanderer

= Sigvald the Magnificent

The Lord of the Rings
18th October (released 29th November)
e The Death of Gothmog

Warriors of Chaos

“£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 praduct is released.

RELEASED 1/11/08

£15, €22.50, 175dkr, 200sek, 210nkr

Pictures for illustrative purpases only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products
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may be danger

s if used incorectly. Prices correct at time of going to press, please contact us for current availability and Games

‘Workshop prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent

retailérs are responsible for determining their own prices.



HOW T0 ORDER

Our hobby range contains thousands of products, with more added every month. There
‘ are three ways to get your hands on GW products.

At Games Workshop Hobby Centres

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

* In-store order point
All of our stores have a Direct in-store order point which you can
use to access our entire range, including Specialist Games, Collectors
and Bitz Packs allowing you to individualise your Warhammer,
Warhammer 40,000 and The Lord of The Rings forces.

Gaming Rooms

Like regular Hobby Centres, all Gaming Rooms provide the full
range of Games Workshop services. However they are larger than a
normal Hobby Centre and have many tables, which makes them
perfect for meeting fellow hobbyists.

www.games-workshop.com

At games-workshop.com we offer a fast, accurate and convenient
service that allows you to order anything from our entire range of
miniatures and other hobby products and have them delivered to your
home or to your local Hobby Centre.

* We aim to despatch all orders in three days, straight to your door.

® You can order ANY Games Workshop product.

* Our Advance Order service lets you order models and products

before they are released, reserving your copy.
VeriSign
Secured

e Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out

i what's new today.

By calling the Games Workshop
Direct Customer Services team

If you want to place an order, need

some hobby advice or have a question wlllllﬂllllﬂl“ *-‘-4‘-‘]
about Games Workshop, just give us a

call on +44 (0)115 91 40000. E:;E"I“a “H!s
Our experienced team will guide you Ma 10am S0
through the ordering process, answer
any queries you may have, and are
also on hand for any individual tips
and advice you may require.

Methods of payment
We accept the following credit cards: Visa, MasterCard, Maestro
(formerly Switch}

ws,q Masrer i
Electron sm

We on!y accept the following cards in Northern Europe Visa and Mastercard.

Pictures for illustrative 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 press, please contact us for current availability and Games www'games.workshop_com 119
‘Workshop prices, Prices quoted are for products sold by Games Warkshop through its own stoses, catalogue or website, Independent

retailers are responzible for determining their own prices.
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DETAILS

SUBSCRIPTION

SUBSCRIPTION OFFERS

SUBSCRIPTION OFFERS
Get your first 3 issues
for only £9!

Continue your subscription for just £9 a quarter
giving you a FREE magazine every 3 months!

[ 1 would like ta pay by Direct Dehit
(I understand that £9.00 will be debited from my account every 3 months)

Originator’s
Identification Number
388464 DIRECT
[nstruction 10 your Bank o Building Society o pay by Direct Debit Debit
To the Manager (Bank Name) .. s
Address

PORBEOEE v ey mesesesanstiis

Name(s) of account ho!de:{s]

Branch sort code [:lD E:]D DD
Bank/Building Society DDEDDBDD

Ref Mo (Gifice use:anly)

Please pay Transes
‘Winksben Direct Deblis
iram the accaurt defailed in
his mslruction subket o
e Sl dasiied by
the £Jienct okt Cuarinsee.
| sarpiurstand that thiy

Instructlon may memas in with:
1 o o o Ganis Worlahup o, &
5 - =2, hetoils will 1< paeed on
Signaturefs) ... Pt i 10 7y
D e l\amﬁvldlntb;.m
0 s e S .

RETURN THIS FORM TO
GW Mail Order, Willow Road, Lenton, Nottinbham. England, NG7 2WS5

iy Games Warkshop i Bl and immediate
mount pasd. You can cancel your Direct Debit at any time, by writing 1o your Bank or Building
of your leteer bo us.

I would like to subscribe to White Dwarf beginning with issue: WD[_ ][]

Tl s iniasssssssssinsinssmnsivanns FOTENAME
Surname
Address ..
Postcode .......
Telephone [rnv; S]U (udej ........

The subscription is a gift for the person detailed below
Title ... Forename
Surname
Address
Postcode ..... .

Telephone [!nc STD codc1

ALTERNATIVE WAYS TO PAY

I would like to subsz:ribe 'for

£36, £70, 550dkr, 650sek, 700nkr

|:[ 2 YEARS 24 issues \wisugzy  £65, €125, 1000dkr, 1150sek, 12500ke

[[] Faman existing subscriber  [[] | am anew subscriber (please tick'a box)

CHEQUE AND CREDIT CARD PAYMENTS
| Poslal Order (LIK only)/Cheque tmade payable to Games Wbrkshop Ltd)

o7 o] o o o

CardNumberDDDD DDDD DDDD DDDD
lssue Number DD {SwitchiMarstro Only). Valid From DD Expires DD

Cardholder’s Name ..

Signature . o Date

faignature of mrenl or. su\rduan rﬂm:red i recipient is under 16 vears of age.)
Renly by the 31/10/2008 to take advantage of this offer.

MORDOR
# TeRnaN

SUBSCRIBE
T0 THE WORLD'S GREATEST
HOBBY MAGAZINE

TODAY!
WHY SUBSCRIBE?

All the latest News and
New Release information.

Exclusive in-depth features

about the Hobby.
Savings off the cover price.

Ensure that you never miss
another issue of your
favourite Hobby magazine.

delivery, early and
direct to your door.

with our new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

0115 9140 000

www.games-workshop.com
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THE MAGIC OF MIDDLE-EARTH

In the second part of our Tactica, we
delve further into the sorcerous arts
of Middle-earth, taking a look at
how to get the best out of your
spell-wielding Heroes.

EXT MONTH:
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WARHAMMER

/40,000,

PRINTING SPACE MARINES

In the first of a two-part article, we
present an in-depth guide to painting
the Emperor’s finest, from
assembling and converting Space
Marines to painting iconography.







