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here’s so much happening around the Studio at the moment that

I'm being pulled this way and that to cram everyone's current

projects into White Dwarf. Andy Hoare in particular is at my desk
five times a day at the moment, clamouring to tell me all about the new
Lizardmen and other, more secret projects.

Last month it was Mat Ward, telling me all about War of The Ring,
and Phil Kelly frothing about Orks. I'm already having my ears bent and
head filled with cool snippets regarding the next few months’ worth of

projects. It's great fun, but finding the time to actually get White Dwarf out of the door can
be awfully tricky! Good job those stalwart Dwarfers know their eggs, or I'd be fighting a
losing battle against deadlines.

The other thing that people have been haranguing me about this month is the Citadel
Hall of Fame. What started as an innocuous little feature has got people all msprred —and
why not, as it’s all about favourite miniatures, which is a tOpl[ rlry.e to ever
heart. Everyone has an opinion on what their favourite mo
it onto me. While the article itself focuses on people who work wi atures for a livin
that doesn’t mean that other folks’ opinions aren’t just as valid. | asked the White Dwarf
crew what their favourite models were, and was surprised by thei rs. Christian Byrne
has a soft spot for Karandras. Andy Hall is fanatical about the Skav mwheel. Andrew
Kenrick loves the Bretonnian Questing Knights. Glenn More digs Eldrad Ulthran, while
Matt Hutson picked the humble Rhino (well he's painted dozens of ‘em, so it must be true).
I myself am crazy about Dave Thomas’ Kurt Helborg, w h|Lh got me started painting

Mark Latham, Editor
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RISE OF THE ANCIENTS
Saurus, Stegadons, Kroxigor and all manner of Lustrian
creatures are presented here for your reading pleasure.

PREPARE FOR BATTLE!
Qur Christian is off to The Lord of the Rings Grand
Tournament this year. We follow his progress.

THE LORD OF THE RINGS: WAR JIOURNAL
Mat Ward continues his development diary as the
release of War of The Ring draws ever closer.

CITIES OF DEFF
The Orks continue to rampage across the galaxy; this
time it's greenskin-specific Cities of Death rules.

NEW llEiEISIS

This month’s Citadel releases.

NEWS
-An early peek at War of The Ring.
'WARHAMMER 40,000 TACTICA: DRKS

i Beheve itor not there s more to an Ork fon:e than ;usr

;.STHMII BEARER o
Jervis chats about collecting and why it unites us all,

o o

ECHOES OF THE FALL
The Lizardmen
take on the
Daemons in this
month’s battle
report, but not in
the traditional
sense. [t's an
exciting narrative
scenario, which
sees Lord Kroak's
Lustrian army
desperately trying
to close a dread
portal of Chaos.

MODELLING WORKSHOP: LIZARDMEN SCENERY
Where there are Lizardmen there’s probably jungle.
Here we show you how to make your own.

PRINTING MASTERS: LUKE MCFARLANE
In a timely return for the Painting Masters series, we
showcase Luke McFarlane’s brilliant models.

CITADEL HALL OF FAME

We ask Aly Morrison to induct his favourite model into
the Citadel Hall of Fame.

'EAVY METAL MASTERCLRSS: FACES
It takes skill and patience to paint realistic faces
— the 'Eavy Metal team show us how it’s done.




NEW ARMY BOOK

Deep within the steaming jungles of
Lustria, the Lizardmen sound the drums
of war. From mighty temple-cities they

issue forth to enact the plans of their
long-lost cosmic masters.

This 104-page army book includes everything you
need to use your Lizardmen on the tahletop. Within
this tome you'll find advice on painting and collecting
your Lizardmen, rules and information for every troop
type and, for the first time, a comprehensive history of
the Lizardmen race.

WARHAMMER ARMIES: LIZARDMEN
Product code: 60030208002
Whitten by Andy Hoare

and Robin Cruddace

UK £15  Denmark 175dkr
Euro €22.50 SweMor  200skrinkr

ON SALE FEBRUARY Tth

SATATYRIAAARECTY
EE A YT R

ARMIES

LIZARDMAN SHIFIDS

B
e 2]

Fictires fﬂrr’ﬂ‘usb’s_ﬁv\e purposes only. Produet contents may vary, Froducts sold unipainted and unassembled. Certain Citade! products may be dangsrous if used incorectly. Prices cormest 2t fime of going fo press, pleasa contact us for current
avaitabilify and pricas. UK prices marked 1 do not show the 2.5% VAT msduction impl d on 15t O ber Z008. The reduction will be anpiiod to affected products by Games Warkstop af the paint of sale. Prices quated are for products
sold by Games Workshop through its avwn stores, catalogue or wabsite. Indepandsnt retailers are responsible for detsrmining thelr own prices.

www.games-workshop.com 3



The Stegadon is a hulking beast, which the Lizardmen
use as engines of war. This brand new plastic kit is so
adaptable that you can build any of the possible
options and upgrades from the army book; from the
traditional howdah filled with Skink crew, to the
mighty Engine of the Gods. The frame also includes a
plastic Skink Priest and Chieftain, allowing you to
field an all-plastic Lizardmen army for the first time!

Stegadons are ferocious,
and are ridden to war by a
crew of excitable Skinks.,

This Ancient Stegadon is carrying the Engine
of the Gods atop its great, scaled back.

= e A e

Instead of the Engine of the Gods, an Ancient
‘Stegadon can carry giant blowpipes, which rain
down poisoned darts upon the foe!

STEGADON

Product code: 99120208008
Seulpted by Dave Thomds

and Maitin Footitl )

LK $25t Denmark  250dkr

= Euro £35 SwelNor  300skrmkr
Find out how this monstrous

Kit was designed on page 25

Pictures for ilustrative purposes only. Product contents may vany Froducts sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly, Pricas coract at time of going fo press, pleass contact us for current
avallability and prices. UK prices marked T do not show the 2.5% VAT reduction implemented on 15t December 2008, The reduction will be applied fo affected products by Games Workshop at the peint of sale. Pricss quoted are for products
sold by Games Warkshop throwgh its owen stores, catalogue or wehsits. Independent refaflers are responsibie for datgrmining thelr owi prices,
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LIZARDMEN TEMPLE GUARD

The Temple Guard are spawned to
protect the Mage-Priests and the
temples in which they dwell. As
they are charged with the most
sacred of duties they are the
ultimate Saurus Warriors, powerful
in combat and will rarely flee.

Aly Morrison has done a
stunning job with this new plastic
set, which is full of great little i Revered Guardian Standard Bearer Musician
touches, such as the shrunken head — , SEEW (ebampion)
hanging from the Revered
Guardian’s belt. Getting a big unit
of these elite warriors together
has never been easier.

TEMPLE GUARD
Product code: 997 ’0208909

UK £151 [_’e__nmark_ 140dkr
Furo €20 Swe/Nor  160skrnkr

ON SALE FEBRUARY Tth

CHAKAK, THE ETERNITY WARDEN

Those few Saurus Temple Guard who
have proven equal to the most sacred of
tasks are awarded the rank of Eternity
Warden. Their duty from then on is to
stand guard, locked in the Mage-Priest's
Eternity Chamber whilst the Slann
meditates for decades, even centuries, at
a time. Chakax is one such warden and
carries the honoured title, the Prime
Guardian of Xlanhuapec for his centuries
of devotional service,

Aly Morrison has sculpted a really
characterful model for Chakax, whose
stalwart pose and grisly trophies attest to
the Eternity Warden's power.

CHAKAX
Praduct code 99060203084

UK fBt Denmark 100k
Euro €12.50 Swe/Nor  115sknke

ON SALE FEBRUARY 7th

Ficturas for ilustrative purposes only. Proguct conterts may vary. Products sofd unpam.red and unassembled. Cerfain Gitadel products may be dangeous f usad incarractly. Pricas carrect at time of going o press, please contact us for current
Avallability and prices. UK prices marked | do not show the 2.5% VAT redl ! an 15t December 2008 The recuction will be applied fo affected products by Games Workshop at the point of sale. Prices quoted are for prodycts
sofd by Games Workshiop through its own siores, catalogus or website, independsnt refailers are responsibla for determining thelr own grices.

www.games-workshop.com 5



LIZARDMEN KROKIGOR

As well as the Stegadon, Martin Footitt’s other project for ET’R:;XK{;OR;& Wi

the Lizardmen was the brutish metal Kroxigor models. i Ma:ffﬁjo”m

These gigantic Lizardmen are surprisingly versatile, as UK 12t Denmark 13
they can be taken separately, banded together in Euro €17.50 Swe/Nor  160skr/nkr

Kroxigor units or even be placed within units of Skinks,

so that both creatures work together, getting the best out ON SALE FEBRUARY Tth

of each other’s abilities.

*1 random made! supplied.

Figtures for isirative porposss oy Prodoet contants may vary. Products said unpsjmad and unassembled. Cerain Citadel pmn'ucfs may be n’angemus i used incorrectiy. Pricas carract at time of going bo press, pléasa codtact ug far current
avalizbility and prices. UK prices markad | da not show the 2.8% VAT raduction implemented on st December 2008, The reduction wall be applied fo a.frec.l'ed pmn’ucrs by Games Workshap at the point of sale. Prices quoted are for products

sofd By Games Workshop through its own stores, or websits, T retailers arg for initigp Shhelr own prices.
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LIZARDMEN TERRADON RIDERS

; : ; | TERRADON RIDER*
Terradon Riders ﬂy‘hl'gh above the jungle canopy, and ; o o
these new metal miniatures capure the dynamic nature Sculpted by Trish Carden
and Matt Holland

of these sleek, reptilian monsters. In war they are ridden
by particularly daring Skinks, who use their flying
mounts to pick up rocks and drop them onto the heads
of their enemies. In the game you can use Terradons to
stalk lightly armoured prey or war machines, or, with
the ability to drop rocks, you can target larger regiments
and even more powerful characters.

UK £10t Denmark  115dke
Euro €15 Swe/Nor  140ski/nkr

ON SALE FEBRUARY 21st

*1 random model supplied.

TIKTAQ'TO, MASTER OF SKIES

The combined talents of Trish Carden (née
Morrison) and Aly Morrison have created this
brilliant new Skink special character. As ever,
Trish has come up with a really great creature
and Aly has placed an equally resplendent rider
on top. This metal miniature is in a very
aggressive pose, pointing out his next target, so
the other members of his flying cohort will
follow as he dives down upon his foe. His
magical blade is hefted in his left hand, ready to
strike the foe, once the Terradons have dropped
their deadly payload of rocks upon them,

'I'.IK'I:(Q"_TO’: _ _ Tiktag'to wears the Mask of
;?Mfiuffj wdﬁ_?mzmﬁ - Heavens, making him harder
Scufptad by Tri to hit with missile weapons

Aly Morrison
UK £10t Denmark  Ti5dke
Euro €15 Swe/Nor  F40ska/nkr

ON SALE FEBRUARY 21st

and magical attacks.

Pictures for ustrative purposes only. Product contants may vary. Products sold unpainted and unassembiad, Cartain Citade! products may be dengerows if used incorectly. Prices cormeat at time of going to press, please contact us far current
availahility and prices. UK prices marked T da not show the 2.5% VAT reduction implemented on 1st December 2008. The reduction will be applied fo affected products by Games Workshop at the point of sals, Prices quotsd are for products
soid by Games Workshap through its own storss, catalogue or website, Indepsndent ratallers ars responsible for determining their own prices,

www.games-workshop.com 7



BARBED RAZORDON HUNTING PACK

Razordons are ferocious jungle predators that kill their prey
by firing barbed spikes. Razordons are caught by Skink
hunting parties who then goad them into war where their
ranged spikes form deadly weapons. With this new metal
model, Mark Harrison has sculpted a characterful addition
to the Lizardmen range.

] Lizardmen artillery is unigue as it
;U‘K 12t Denmark _ 1aodk has a tendency to bite back, When
Euro €20 SwelNor  170ckankr you roll a misfire, it doesn't blow
up, but eats your crew instead!

ON SALE FEBRUARY 21st

LIZARDMEN BATTALION

Battalion sets are a great way to start a brand new army,
containing plastic Core and Special troops that form the
basis of your embryonic force, and seasoned generals find
them really useful for adding reinforcements to an

est;blished army. The Lizardmgn Battalion is no dfffgrent, 'LIZARDMEN BATTALION
as it's packed with your favourite cold-blooded warriors. 'Producf'mde‘.—:ﬁsr:rzozoskaw

- - UK 501 Denmar H50dkr
Included are 20 Saurus, 12 Skinks, 10 Temple Guard and Euro €80 Swe/Nor  750skr/nke

8 mighty Cold One Cavalry.

DN SALE FEBRUARY 21s1

The iail end of a Barbed Razordon
is where it usually flings its deadly
barbs from. However, when
threatened, the barbs spring forth
from-all over its spiny hide.

Plctures for Mustrative purgases only. Product contents may vary. Products sofd unpainted and unasssmbled. Gerlain Citade! products may be dingerous if ised incorrectly, Prices corect at time of poing lo press, please contact 1 for currant

availability and pricss. UK prices marked 1 do not show the 2.5% VAT on st D ber 2008, The reduction will be apphed 1o affectsd .umams by Games Workshop at ihe point of sale. Prices quoted are for products
sold by Games Workshop through s own stores, catalogue o website relailers are for d ining theic owin prices,
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COLLECTORS RANG

i

The Citadel Collectors Range offers some exceptional and unusual
models exclusively via mail order. The Collectors Range allows us to
produce showpiece models and dioramas for the discerning collector,
plus alternative and unusual miniatures for armies, together with the
very best of our extensive historic archive. The latest releases are
shown here; log onto our online store for the full selection.

SPACE MARINE CASUALTIES

Not content with sculpting the denizens of
Lustria, the prolific Martin Footitt has also
been working on the warriors of the far
future. This time he’s created three brilliant
Space Marine casualty models. These
miniatures are a boon for modellers
everywhere, and can be used in loads of
different ways: as objective markers,
diorama pieces, wound counters or even as
gaming pieces to represent the last stand of
your prized Space Marine unit.

In the past we've created casualties by
converting existing models, but these have
been specifically sculpted for the job.
That's why you've got three great poses;
one hattle-brother has been mortally
wounded but still blasts away with his bolt
pistol; you also have a dead commander,
splayed face down; and an honoured
brother who has been lying dead for quite
some time amidst his own spent bolter
casings and the skull of an enemy.

SPACE MARINE CASUALTIES

Product code: 99060107422

Sculpted by Martin Footitt

UK £121 Denmark 135dke

Euro €17.50 Swe/Nor  160skr/nkr

ON SALE FEBRUARY 21st

Pictures for ilustrative purposes only. Produst contents may vary. Products sofd srpaintad and unassembled. Certain Citade! products may be dangerous if used incorrestly. Prices correct at time of gaing fo press, plsase contact us for curremt

an 15t Decermber 2008, The reduction will be applied to affected products by Games Workshop at the paint of sale. Prices quoted ard far products

avaitability and prices, UK prices marked  da not show the 2.5% VAT

sold by Games Warkshop through its own stares,

or websits. pendent refaliers ars itile for

ing their own pricss.

www.games-workshop.com 9
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BLACK LIBRARY

where books may be purchased directly.

D —

THE AIWENTIIIIES OF FLORIN & LORENZO

When a life of debt and debauchery catches up with him,
Bretonnian nobleman Florin d’Artaud is forced to flee his homeland
and turn to a life of adventure. Accompanied by his manservant
Lorenzo, Florin travels to the wildest reaches of the Qld World
battling all manner of strange foes. From the steamy jungles of
Lustria to the mountainous reaches of the Ogre Kingdoms, will our
heroes ever find enough gold and glory to return home?

THE ADVENTURES OF FLORIN & LORENZO

by Robert Earl

ISBN: 978-1-84416-681-7 -
UK £9.99 Denmark_ 115dke
Eure €15 SweMNar 140skr/nkr

THE ADVENTURES OF

FLORIN & LORCNZO

ROBERT EARL

availabifity ang prices, UK prices marked | do not show the 2.5% VAT reduction on 15t D

ber 2008, The

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 fmdmg it difficult to get hoid
of any of these publications then go to the Black Library website,

_ Www.hlacklibrary.com

R

e e e ————————

THE INQUISITION WAR

The Inquisition War is the classic story of Inquisitor Jag Draco and
his desperate mission to uncover a plot that will bring mankind to its
knees before the Dark Powers, Written by award-winning author lan
Watsan the Inguisition War explores areas of the Warhammer
40,000 mythology that few other authors have dared to tackle!
Collected in this omnibus is the seminal trilogy of Draco, Harlequin,
Chaos Child and two linking short stories.

“THE INQUISITION WAR

by fon Watson

ISBN: 978-1-B4416-767-8

UK SE5i99 Denmark 1158k
Euro €15 SwelNor  140skenkr

WARHAMMER
40000

LN WATSON

THESIFOAI

ORAC - ARLEDUIT - LS CHILD

FPictures for iustrative purposes only. Prodict confents may vary, Praduets soid mpamt_en’ and unassembied. Certain Citade! products may be dangeraus if ussd incorrectly Prices cotrest al e of going fo press, please comtact os far current

will b appiied fo affected products f,ly Games Workshop at the polnt of saly. Prices quotsd ere for products

soid by Games Workshop through ifs own stores, catalogue or website:
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etailers are ifule for g thiaie gwn prices.



FORGE WORLD

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

www.forgeworld.co.uk

IMPERIAL MINOTAUR WITH
TWIN EARTHSHAKER CANNONS

The Minotaur self-propelled gun
is based upon the Malcador
chassis and is armed with twin
earthshaker cannons, which can
be madelled to show the
cannans’ recoil. The kit comes
with both an Imperial and
Renegade crew.

The model was designed by
Daren Parrwood and is a 7
complete resin and plastic kit. :

Pictures for ilustrative purposes only, Product confents may vary, Products sold unpainted and unassembled. Gerfain Citadel products may be dangerous if used incorrectly. Prices carroct at fime of going to press, please contact us for current
availability and prices. UK prices marksd T do not show the 2.5% VAT reduction implementzd on 1st December 2008, The reduction will be applied to afected products by Games Workshop at the point of sale. Prices quoted are for products
o ?

soid by Gamas Workshop through its own stores, ar website. independent ratailars are ing their gwi grices.

www.games-workshop.com 11
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As you'll no doubt be aware after reading Mat Ward’s War Journal last
issue, there's a brand new game on the horizon: War of The Ring. The
launch of the game is less than two months away now, so start gathering
your armies, because the greatest battles Middle-earth has ever seen are

" closer than a Hobbit's next meal. To complement the current range of

The Lord of the Rings miniatures, there are a load of brand new models
due for release too. War is coming — will you be ready?

There are loads of exciting new
miniature releases heading your way.
Here's a sneak peek at the brand
new plastic Ents. Yep, if you're
collecting a force to oppose Sauron,
then having a flock of Ents (are you
sure ‘flock’ is the collective noun for
the tree shepherds? - Ed) in your
army will soon be a reality.

12 WHITE DWARF NEWS




BIG aNp GLEVVA!

If you thought Janu-Waaagh!-ry was the only
time the Orks would be getting cool stuff this
year, then you couldn’t have been more wrong.
With strides that literally shake the ground, the
Stompa cometh! This brand new kit is the largest
plastic miniature we've ever made and, as you'd
expect from the recent wave of Ork releases, it's
packed with options that make it eminently
customisable. Along with the Shadowsword,
next month’s Apocalypse issue promises to be
huge, and it won't surprise you to know that
we'll be setting these two new vehicles against
each other in a massive battle report.

‘e

White Dwarf’s Andy
Hall is organising an
‘Arena of Death’
tournament. All around
the Studio, players are
dusting off their
favourite Special
Characters for some
quick-fire games.

SLAYER OF THE STORM GOD

Gotrek and Felix return in a new audio-only
adventure, out on CD this month.

Gofrek and Felix are in the port city of
Marienburg when they stumble acrass a
mysterious golden bracelet. Little do they
realise that this is a trinket dedicated to
Stromfels — the ancient and evil Storm God
- and he wants it back!

Our two heroes are attacked by the Next month’s battle

report is creating a real

god’s minions and the bracelet is taken from
them, but a stubborn and determined
Gotrek refuses to relinquish it without a
fight, Venturing deep into the Marienburg
marshes in pursuit of the thieves, Gotrek
and Felix find themselves confronting the
embodiment of the Storm God himself...

buzz in the Studio; with
multiple tables, generals
issuing orders from
another room, and over
40,000 points a side,

it’s looking set to be a
real classic match-up.

www.games-workshop.com 13



0“ “]B WI'.‘|II Recently Published Articles

The Games Workshop website is the next best place * ig:‘%vleaf}f::nanr_:gf and scenery

(after White Dwarf, of course) for all your gaming ST A ey

news and needs. Under the stewardship of Adam - Bt moer: otcu? our Lizardn -
Troke and Jim Sowter, the website is a great archive g the most out of your Lizardmen plastics

of hobby lore with articles for both new releases and Coming Soon

fresh material for all your favourite armies. o Ticticnr Nectons
® Preparing for War of The Ring

m games-worl(sllon com

i Trafalgar
The E"m neaner This month sees the release of a brand new, orrglnal

Fantasy Flight Games continue to enhance the game § 2
5 : T e IS R ‘game system from Warhammer Historical, A mighty
of Talisman. This month they’re bringing out a brand T44-page, full colour rulebook, Trafalgar is a game of

mewexEaRsibh oinGusly Ca!gga::i;iffjfg}ﬁﬁfre ‘naval engagements between model ships (usually

the land! This new

SN oifers st june the war in the Bafrlc and the eponymous
Talisman players a - Battle of Teafal If, to th | 181
dynamic new play attle of Trafalgar itself, to the naval War o 12
i between Britain and the emerging naval superpower of
element (don’t roll a e d 5t I dvihin b |
14 sl contains o the United States, all are contained within this volume.
4 : » ~ Penned by White

new character figures,
90 new Adventure Dwarf Very own MaTk

cards, 26 new Spell
cards, 12 Warlock
Quest cards and the
Grim Reaper himself,

1 12(}0 scaie or smalier) in the Age of Sail.

You can find more details at:
FantasyFlightGames.com

Fantasy Flight Games and 'Ehe FFG_ logo are rrac_:'emarks (?f Fantasy m mrnammer-llismﬂ I:ﬂl.l: 0'“

Flight Publishing, Inc. All Rights Reserved to their respective owners.

14 WHITE DWARF NEWS



Online Registration

If you haven't heard by now, we have a brand new,
all-singing, all-dancing website. A marvel of modern
cybertronic engineering, it's now easier than ever
before to search for and buy whatever you’re after.
If you register on the site you can also set your
personal preferences, including your local store,
keep abreast of events and activities near you, find
out about your closest gaming club and, of course,

sign up to the brand new fortnightly email newsletter.

Registration couldn’t be easier, and the best part
is, it's COMPLETELY FREE. Simply visit the website,
click ‘Register’ in the top right corner and fill in the
necessary details. So, sign up today and take your
first steps into a more convenient hobby.

www.games-workshop.co.uk

(GAUES WORESHORS

ONLINE WISH LIST

School League
Regional Finals

Each year, school gaming
clubs from across the UK S
and beyond compete with ~ J\]
one another for a place in the
School League International Final.

However, before they can set their sights on the
ultimate prize, they must first do battle in their local arenas
— the Regional Finals.

Held in March at venues across the country, it's still not
too late to register your school’s club and take part. For
information about where your Regional Final will be held
or setting up a school gaming club, contact our
Community Coordinator, Bek Hawkby by email at:

hek.hawkby@games-workshop.co.uk
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\The Despoiling of Lustria has gone on for long
| ‘enough — the warmbloods will pay-in kind for the .
defilement and destruction of the temple-cities! = 7

i . .
2 - : ¢




In The Book

The new Lizardmen army

book contains everything

| ‘a cold-blooded servant of
the Creator Gods needs

| to unleash war upon the
younger races, Inside
‘ you'll find:

¢ The complete history
of the Lizardmen race,
from the Great
Catastrophe fo the
Age of Awakening.

e A comprehensive guide
to all the different
Lizardmen troop types.

¢ Colour hobby section.

e Brand new army list.

Andy Hall: The new Lizardmen are
creating a real buzz around the Studio,
largely due to the infectious enthusiasm of
its two authors, Andy Hoare and Robin
Cruddace. | sat the two of them down for a
chat about the project. Note that, as Andy
has a very similar name to me, I've taken
the White Dwarf (WD) moniker throughout
this interview.

WD: It's been a while since the Lizardmen
were in the spotlight, so for all those who
aren’t so familiar with the age-old servants
of the Old Ones, what are they all about?
Andy: The Lizardmen are the true heirs to
the Warhammer world. They were about
before Sigmar, before the Dwarfs and even
before the Elves. Since their creation,
through the collapse of the poles when
Chaos seeped into the world, right up to
the dark times now surrounding the lands,
the Lizardmen have been present, enacting
the will of their lost masters.

Robin: That’s one of the important points
we wanted to address with this book. The
Lizardmen have always been around,
continually inhabiting the jungle climes of
Lustria, trying to further this mysterious
plan that was set in place by the Old Ones.
They don't go into states of hibernation,
and only pop up now and again — they are
a constant,

Andy: At the start of the project | really felt
they lacked a continuous narrative history,
As Robin said they seemed to pop up here
and there, at first fighting Daemons in the
wake of the catastrophic polar collapse,
then fast forward a few millennia for the
rise of Sotek and then coming to the
present day of the constant raids from the
Old World. | wanted to fill in those
massive gaps and populate the history to
give it as rich a texture as any of our other
Warhammer armies.

WD: One of the things |'ve noticed with
the new book is how much more
aggressive the Lizardmen seem to be. In
the past they would tend to be defenders,
their enemies invading, forcing the
Lizardmen to respond.

Andy: We definitely wanted the Lizardmen
to be seen as more proactive. They have
many enemies, the Skaven and the Chaos
Daemons are just two and even though
these races are evil and the Lizardmen are
the antithesis of Chaos, don’t mistake them
for good or kindly creatures. They have an
alien perspective totally different to the
outlooks of the younger races. If a Slann so
orders, or it is deemed the will of the Great
Ones, they will obliterate entire races to
extinction without batting a nictitating
membrane; indeed, they have carried out

LIZARDMEN

The Lizardmen were the first race created by the mysterious .
Old Ones, godlike beings whose influence spanned countless

planets. When the Old Ones abandoned the Warhammer ,
world in the wake of a great catastrophe, the Lizardmen were |
stranded, left to deal with the devastation as Chaos spilled l
across the lands and oceans. :
The Lizardmen are divided into a number of sub-species, |
all evolved for a specific function within their alien society.
The Slann are the leaders of an empire; bloated,
immobile creatures whose grasp of magic is even
greater than the High EIf Mages of Hoeth. Skinks are
the artisans and administrators, diminutive in
stature but quick-witted for reptiles, making them
nimble scouts on the battlefield. Kroxigor are
the hulking builders and creatures of burden —

what they lack in intelligence they more
than make up for in brawn. The Saurus are
the protectors and soldiers, they are
single-minded, mighty warriors, bearing
heavy weapons of obsidian and bronze.
Ever since the first spawnings all
those aeons ago, the Lizardmen have
made use of the Lustrian fauna to aid
them in maintaining and protecting
their empire — when they go to war
they take with them the creatures
that inhabit the Lustrian jungles,
from predators like the Carnosaur to
the mighty Stegadon.
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SAURUS WARRIORS

| When the Lizardmen march to war, it is the
Saurus who make up the bulk of the
reptilian horde. Rank upon rank of savage
yet precisely drilled warriors form the
army’s core.

! Saurus are impressive warriors; strong
and tough, they’re up there with the most
powerful infantry in Warhammer. A
Lizardmen army that contains large blocks
of Saurus is a fearsome opponent, an army
that packs a truly hard punch and will
rarely flee due to their cold-blooded nature.

Saurus can be armed
with spears, for extra
reach, as well as hand
weapons and shields.

many such orders of annihilation in the
past. If the Slann have decided that a race
should not be, then the Lizardmen will do
anything in their power to wipe them out.
Robin: A great example of this is their
relationship with the High Elves. With both
these races being old and sharing a mutual
hatred for Chaos you’d think that they get
on pretty well, but that's not the case.
When regarding the Elves the Slann
interpreted the Old Ones’ will as that the
Elves should not leave Ulthuan. So when
the Elves expanded their empire across the
oceans and the first missionaries
discovered the temple-cities, they were
brought before a Mage-Priest who simply
looked down upon them and decreed ‘they
should not be here’. The Temple Guard,
who, like all Saurus, are quite literal
creatures, immediately cut the Elven party
down where they stood. This has obviously
caused resentment ever since. Now, the
Slann could quite easily have meant that
the Elves shouldn’t be in Lustria ‘and
would they mind sailing back to Ulthuan
please,” but we'll never know.

Andy: That's one aspect | really love about
the Slann, they are so incredibly ancient
and are awake only fleetingly that when
they speak it is often out of context and
beyond the grasp of anything but a fellow
Mage-Priest. This means when a Slann is

roused to make some decree it'll often take
whole cohorts of Skink Priests months or
even years to try and translate what he
actually means. Even then their
interpretations can be anything but
accurate. If a Slann said ‘bring me water’

‘ ‘ They will obliterate entire races
to extinction without batting a

nictitating membrane. § 9

you'd have some Skink Priests
thinking he’s a bit thirsty, while
others would translate the command
as a demand to realign the continents
to shift the oceans!

WD: The other stuff | noticed in the
background section was the descriptive
text about the temple-cities.

Andy: Yeah, | wanted to really expand on
the temple-cities. Before they were just
names on the map, but this time we've
gone into some depth. | wanted Lizardmen
players to be as familiar with the temple-
cities as an Empire general is with the i
provinces. Again, it’s about adding that rich 3{:3;:;5 S:iﬁ?.:%::;?:fdh%e
detail, so players can take that and use it to St o thay e Dether IH
characterise their armies. For instance, an large formations of war.

NAWANVYZI
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Saurus Oldblogds will sometimes
attend the battlefield on a Cold
One; this way they can foin faster
units and take the fight directly to
the enemy.

for making flank attacks.

CoLp ONE RIDERS

One of the spawnings that has

become more common in the

temple-cities in recent decades is

| the birth of Saurus with the

| instinctive ability to control and
ride Cold Ones. When the
Lizardmen army is arrayed for
battle, the Cold One Cavalry take
up positions on the extreme flank.
As the enemy closes with the
main Saurus battleline, the Caold
Ones burst forth from the
undergrowth. Attacked from the

| sides, the foe quickly crumbles

against this shock cavalry.

Hard-hitting Cold One Cavalry are perfect

army from Xlanhuapec — City of Mists —
may have a higher proportion of Skink
Priests to represent the residents of this
temple-city being skilled in the use of
magic, while an army from ltza — the First
City — would most likely be led by an
ancient and powerful Slann. Of course, we
haven't detailed all the temple-cities, there
are many more within Lustria, giving
players an opportunity to create their
own background to suit their army if
they so wish.

WD: Talking of armies ~ describe to
me what a typical Lizardmen army
should look like; what images are we
trying to evoke with the new book?
Robin: Saurus are definitely at the
centre of the Lizardmen army, supported
on the battlefield by units of Skinks. In
‘general they're largely a close-combat
army that is extremely difficult to shift
— they can take a heavy charge and then
hit back hard. On top of that they have
some short-ranged but high-yield shooting,
as well as a very powerful but defensive
magical stance.

20 WHITE DWARF DESIGN NOTES

WD: What makes them so resilient? !
Andy: Well, with the obvious exception of
the Skinks, they have a high Toughness.
Their Scaly Skin gives them good armour
saves as well. The Saurus have particularly
benefitted this time round as I've increased
this to a 5+ save. So, when armed with
hand weapons and shield, your core units

‘of Saurus warriors have a very healthy 3+

save in combat. They've also dropped a
point in cost, so they really are an essential
choice. As well as this, all Lizardmen units
are Cold Blooded, so should they have to
take a Leadership test you're rolling three
dice and picking the two lowest, which

- can keep them in combats much longer

than other armies.

Robin: While we're talking about evocative
images, I've always liked the idea of the
Kroxigor surrounded by the Skinks, so was
really pleased when we put that back in.
Andy: | really liked the idea of these
lumbering brutes being surrounded by the
skittish Skinks. And in game terms it gives
Skink units some real power, but it's not
just a one-way relationship — the Kroxigor
benefit from being in a massed unit. As a




the Slann they protect. They can maintain their sleepless vigil for centuries,
standing as still as statues. Indeed, many invaders and scavengers in Lustria
have often mistaken them as such - to their cost! In battle, though, the
Temple Guard are anything but slow, marching against the trespassers to
prevent the temples being defiled any further. In combat the Temple Guard
are fearsome, cutting down all in their path.

Revered Guardian

Core choice this is a really desirable
option, especially with a 12" charge range.
Mixed units have been seen as a bit of a
headache in the past but as long as you
deal with them with a sense of logic and
clarity, as we have done in the book, then
there are no issues.

WD: The other mixed unit of note is, of
course, the Slann, who have to be placed
within the Temple Guard when they are
both on the table at the same time.

Rohin: Well that's nothing new, and it
makes perfect sense from a background
point of view. | think it looks great as well,
plus it's the only unit a Slann can join and
still carry on casting spells even when in
combat, so why wouldn’t you? And now
the Temple Guard are plastic you can
easily put together large units, which looks
awesome on the battlefield.

Andy: Every army should have Temple
Guard — they’re some of the hardest line
infantry in the game. Yes, even with the
Warriors of Chaos still fresh in everybody's
minds, | wouldn’t bet against the Temple
Guard in a straight scrap. They've got 2
Attacks but are a point cheaper than before
and come with a 5+ Scaly Skin save, just
like the Saurus, as well as light armour and
a shield. So not only are they hitting with
2 Attacks, they've got a 2+ save in combat,
too. As they come with halberds, your

other choice is to forgo the save (well,
reduce it to 4+) and strike at Strength 5.

WD: While we're on the subject of rock-
hard units we should talk about those
Stegadons. It's a brilliant-looking model,
hut has it heralded any revamped rules?
Andy: A very good question! Well, there
are three broad types of Stegadon now. You
have the familiar Stegadon with a giant

THE ETERNITY WARDEN

Chakax is the eldest of
Xlanhuapec’s Temple Guard. He
has never yielded in his task and |
| has butchered whole regiments v
' that have dared attempt to kill
his charges, each sweep of his
Star-stone Mace leaving nothing
but a bloody smear. He is the
ultimate bodyguard and Prime
Guardian of Xlanhuapec.

NAWAAVZIT
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SKINKS

Skinks are physically and mentally agile creatures,
capable of executing complex tasks and charged with the
day-to-day running of the temple-cities. In times of war,
however, the Skinks will take up arms. Although not born
warriors, being weaker than their larger siblings, they are
capable of working more complex devices and operating
in looser formations to ambush the enemy in situations
where brute strength counts for little.

bow on its howdah. We've made these
more common, so you can find them in the
Special units section. The Rare slot it
vacated has been filled by the Ancient
Stegadon. This monster is less aggressive
than its younger kin, but age has added
thicker scales and more weight to make it
stronger and harder to kill. Ancient
Stegadons can be armed with two giant
blowpipes on their howdahs, which can
throw out 2D6 poisoned shots each.
Robin: | like the idea of this older, tougher,
more gnarled monster who is perhaps not
as headstrong. So he actually provides
more of a stable platform. With a giant
bow you've just got to get it heading in the
right direction and let it go. The blowpipe
requires the Skinks to be able to actually
aim it somewhat, so it's a weapon far better
suited to the Ancient Stegadon.

Andy: The other type is an Engine of the
Gods, which is carried on the back of an
Ancient Stegadon. As Robin wrote the rules
for that I'll let him talk about it.

Robin: It was tempting to make it simply
Skintk Chiefs have been marked for work like a giant Aztec super-laser,

v ek crackling with energy from the lost

sl f;;fég;{%’;gﬁ;;mm technology of the Old Ones. One of the
into war, only too pleased to rid effects ‘does echo that but | wa nted it to
the world of the warmbloods. also reinforce these army traits we were
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talking about earlier — defensive magic and
bolstering their own forces.

WD: So how does it actually work?

Robin: You use it at the beginning of the
Magic phase and choose from one of three
abilities — the Arcane Configuration, which
makes casting spells easier; the Burning
Alignment, which is the most outright
aggressive of the abilities; and the Portent
of Warding, which gives friendly units a
ward save. The good thing is that, even
though the Engine is activated in the Magic
phase, these abilities are not bound spells,
so they cannot be dispelled.

Andy: | think it's important to nete that the
Engine of the Gods isn’t in the main army
list itself, but is actually a mount choice for
your Skink Priests. In fact a Skink Priest
mounted on an Engine actually counts as
one magic level higher than he truly is.
Skink Chiefs can also take Stegadons as
mounts, so you can actually get loads of
Stegadons in even quite a small army
should you want to. The other great thing
about the Stegadon kit is that it comes with
a Skink Hero and a Skink Shaman on the
frame — depending on the type of
Stegadons you want to assemble, that gives
you a few extra heroes for your army.




WD: The Stegadon isn't the only beastie to
get tweaked, | gather.

Andy: No, the other obvious one is a new
giant lizard for the Skink Hunting Packs,
the Barbed Razordon, which fires deadly
spikes off it's body. The trick to using them
is to fry to force your enemy to charge
them, as they roll two artillery dice when
they stand and shoot!

Robin: Another change, which isn’t as
obvious, is that Terradons can now drop
rocks again. It's fun and gives you another
option for your Terradon units.

Andy: Terradons are also ‘Arboreal
Predators’, which means they can end their
move inside forest and jungle terrain. This
way they can fly from cover to cover until
they are ready to strike.

WD: Going through the Lizardmen special
characters, which are always fun, | notice
we have some new ones as well as the
return of some old favourites.

Andy: For the Slann we have the return of
Kroak and Mazdamundi. I think before we
get into them we should mention how the
Slann themselves now work because they
have changed. | wanted to break the
predictability that players would always go
for a Second Generation Slann in the

SKINK LINE INFANTRY

Skinks can be fielded as skirmishers,
but can really make their numbers
count by forming up into blocks of
infantry just like their Saurus kin. These
large units of Skinks can be bolstered
further by the inclusion of the Kroxigor.
This gives both Lizardmen sub-species
a powerful advantage. The Skinks get
much needed muscle added to their
unit, while the Kroxigor will benefit
from the Skink numbers, ranks and
outnumbering bonus.

NAWAAVZIT

previous edition. Now Slann have a
selection of disciplines to choose from. As
you'd expect these disciplines are different
abilities ranging from causing Terror, to

‘ ‘It was tempting to make the
Engine of the Gods work like a

giant Aztec super-laser. § 9

Magic Resistance and all kinds of other
cool stuff. Now when you buy the Slann,
the amount of points you spend will define
how many disciplines you can choose.
However, even the lowest pointed Slann
Mage-Priest has at least one discipline.

WD: Cool - customisable Slann! So you
said Lord Kroak has returned?

Andy: Oh yes! The trick, though, was to
reduce his points value to make him more
useful without diluting his background. So |
thought, because Kroak’s spirit is only
tenuously tethered to his mortal remains,
he now only knows one spell; it just so
happens that the spell is the Deliverance of
Itza, one of the most powerful spells ever
conjured. When he cast it to save ltza

Skink Priests are amongst the most
intelligent of their kind, in batile
they act as the eyes and ears of the
Slann. They are also powerful
magic users in their own right.
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TERRADONS
Terradons are large, flying reptiles that
have haunted the skies above Lustria
since the prehistory of the world, and
are ridden into battle by the Skinks.
Terradon riders goad their flying
mounts to swoop down on the enemy
from on high, or pound the foe with
rocks dropped from their mighty talons

Cold Blooded

All Lizardmen are cold-
blooded; they have an
alien, almost impassive
nature, which makes
them slow and stubborn
to respond to panic and
flight like the younger
races are wont to do.
This is represented by
the Cold Blooded rule,
meaning that all
Leadership tests are
rolled on three dice,
using the two lowest
scores for the result.

as they fly overhead.

ﬁ

it was so devastating that it scoured his
mind of all other spells! In game terms this
means that, because he can only do one
thing — even if he does that one thing very,
very well — then we could adjust his points
value accordingly.

Robin: There are nine special characters in
all, some new and some old. I'm really
pleased with Chakax, as he was the first
special character I've written; it's like a
Games Development rite of passage. Aly
[Morrison] has also designed a truly
awesome model to represent him.

WD: Pulling back from the details and
taking the Lizardmen army as a whole, to
sum up, what is it that makes Lizardmen so

cool and why should | collect them?
Andy: They've got a great history, and the
background is no longer patchy — we've
given them a continuous narrative. They

are a truly unique force, and | think it's

important to point out that they're not a
‘wacky’ or fringe army, they are a core
choice — just as important as Orcs, High
Elves and the Empire. | think that's
reflected in the miniatures range, with so
many strong plastic kits that allow you to
build your collection quickly with great-
looking models.

Robin: At the end of the day it's an army of
dinosaurs, that even has dinosaurs riding
other, bigger dinosaurs. How can anyone
say that isn't just cool?

TIKTAQ’TO

Tiktaq'to and his sky
patrols are amongst the
most skilled aerial
riders in the world. He
directs his forces from
far above and can
enter the fray from any
direction. Virtually
impossible to hit from
range, he flies into the
heart of the enemy
formation with his
magical blade poised
to strike.




. Turn the page for a deta:led look :
at the plastic Stegadon frames.

STEGADON

The new plastic Stegadon was designed by the dynamic
duo of Martin Footitt and Dave Thomas. And while
Martin was already a veteran at creating big plastic
monsters with his work on the High EIf Dragon, this was
Dave’s first real experience doing a large kit like this. ‘|
wanted to really up the size of the Stegadon,’ says Dave.
‘B e the previous model was in metal, it could only
be a certain mass, so bigger was definitely better this
time around.” It wasn't just the size Dave wanted to
increase, ‘I think the previous Stegadon looked a little
placid, so | have given the new one a bit of an attitude. It
now looks fierce and angry, so you’fl think twice about
going against it on the battlefie

While Dave was busy with the creature, Martin was
waorking on the howdah. ‘I had two main objectives,” he

‘It needed to be more than just a wooden platform

and, because it is a plastic kit, it had to be flexible
enough so it could be assembled in different
configurations.” Readers will already note that Martin
achieved his goals with aplomb; the howdah is
reminiscent of a ziggurat with the stepped levels that
actually follow the line of the Stegadon’s back, and it can
be configured with two different weapons, or as the
Engine of the Gods. But it's even more customisable than
that. For instance, the Engine can be built in several
different ways, or you can leave off the arch and have it
as just a throne, perfect as a mount for your Skink Chief.
‘The whole kit is customisable,” adds Dave. ‘There are
various head plates and horns that change the
appearance of the beast, which, coupled with the various
howdah types, means you can have loads of Stegadons
in your army and no two will look the same.’

= —_—
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Stegadon head

| 1

| 2 Stegadon tongue

| 3 Stegadon tail plate

| 4 Stegadon tail tip

| 5  Stegadon back |

| 6  Stegadon neck |

| 7  Stegadon side

| 8 Pelvic plate ;
9

Stegadon crest
i 10 Stegadon tail |
| 11 Stegadon front leg |
12 Stegadon hind leg i
13 Stegadon large horn |
14 Stegadon small horn
15 Stegadon spike :
| 16 Small howdah spike |
17 Large howdah spike |
18 Skink crew bodies
| 19 Chieftain body
| 20 Priest body
21 Chieftain head
22 Priest head |
| 23 Chieftain’s club
24 Chieftain’s dagger
| 25 Skink clubs
26 Chieftain’s spear
27  Priest’s staff
28 Two handed javelin
29 Skink javelin arm
| 30 Skink javelins |
| 31 Howdah shields |
| 32 Skink dart arms |
33 Bow crank arm
34 Bolt
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36 Quiver

37 Skink bolt arm

38 Priest fail

39 Chieftain tail

40 Banner arms

41 Howdah totems
42 Howdah small base
43 Throne sides

44 Giant bow top

45 Howdah back

46 Howdah rear side
47 Howdah supports
48 Giant blowpipe
49  Engine pylon

50 Engine totem

51 Totem

52 Stene fablet

53 Howdah front side
55 Throne back

56 Engine connectors
57 Throne seat

59 Howdah large base

NAWAAVZIT
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Collecting an Arimy e e s o
With the release of the new multi-part ot et e bl B
plastic Temple Guard and Stegadon kits, a some key metal models.

large part of the Lizardmen range is now

available in plastic. This is great news for
budding Lizardmen generals, as it allows
you to quickly collect large Core
regiments, as well as giving you a versatile
range of weapon and assembly options, so
that no two spawnings need be alike.

The first step in collecting a Lizardmen
army is to form a solid core and expand
the army from there. Big blocks of plastic
Saurus are the secret to building a strong
centre that the rest of your army can hinge
upon. You'll also want both Skink
Skirmishers, to harass the enemy flanks,
and Skink regiments that march in line
with the Saurus. These units can help to

£ € Big blocks of
plastic Saurus
are the secret
to building a
strong centre.§ 9

channel the enemy into the Saurus, freeing
your Skink regiments up for a flank charge.

With your main battleline formed, it's
time to look to the Special choices. Temple
Guard are a must, simply because they are
hard-as-nails and will refuse to run,
allowing you to anchor your whole army
around them. Another great kit are the
Cold One Cavalry. These are the shock
cavalry of the Lizardmen force, ideal for
protecting your flanks or, just as easily,
going on the offensive if your enemy is
proving reluctant to engage your tough and
intimidating battle line.

Once you've built up a sizable army
with the plastic kits, you can enhance the
force with the addition of the metal heroes,

and elite models like Kroxigor. Look at the
models that will best complement your
core force, filling the gaps in your army’s
offensive or defensive capabilities.

For example, Slann Mage-Priests are
incredibly powerful Wizards, and you can
buy additional Disciplines to increase their
effectiveness even further. Furthermore, the
addition of a Slann Mage-Priest ensures
that your Temple Guard unit will stay put
in all but the most extreme situations. You
can even upgrade your Slann Mage-Priest
to be your Battle Standard Bearer, and
equipping him with a magic banner will
give the army a boost on the battlefield.

Finally, Hunting packs of Salamanders
and Barbed Razordons round the army off,
nicely bolstering its offensive capabilities in
the Shooting phase.
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HUNTING PACKS

The life expectancy of a Skink Handler is

not high, as it is their role to goad the

ferocious Lustrian predators into action.
Salamanders shoot deadly, flaming bile
that can sear flesh from bone and have

enemy soldiers clawing at their armour as

the acrid venom eats through the metal
and onto their skin. Barbed Razordons
shoot vicious spikes from their hide with
a powerful muscle spasm. When
threatened they can release a hellish
fusillade of spikes that will slay all in

the immediate area.

Lord Kroak is ancient, his
spirit barely tethered to
his mummified body. Yet
he will still march forth
when the situation is dire
enough, to see that the
Great Plan s enacted.

NAWANVZI
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PAINTING LIZARDMEN

We asked the "Eavy Metal team to share a few simple painting
techniques to get your Saurus Warriors ready for battle.

LIZARDMEN SKIN

22D

Step 1. Start with a basecoal, using Step 2. Begin highlighting the skin Step 3. Continue adding highlights Step 4. Finally, apply pure lce Blue
a 1:1 mixture of Regal Blue and by applying Hawk Turquoise to the with a 1:1 mix of Hawk Turquoise to the most prominent areas for the
Hawk Turquoise. raised areas of the model. and lce Blue. final highlight.

LIZARDMEN SCALES

5%

Step 1. Give the scales a basecoat Step 2. Shade the whole area with Step 3. Highlight the edges of the -Step 4. Use Space Wolf Grey as
of pure Regal Blue, but don’t worry a heavy coat of Badab Black. scales with a 1:1 mix of lce Blue the final highlight, applying it to
about covering the recesses. and Regal Blue. the side of the scales.

SHADES OF BLUE

Just as Orcs are green, Lizardmen are
blue. Of course, limiting your palette
doesn’t mean limiting yvour creativity.
Here are some great examples that

the "Eavy Metal team came up with.

The skin of this Saurus has a The standard bearer has been The Saurus above has had a

This Saurus drummer is painted
in fce Blue and Hawk Turquoise  greenish tinge, while the scales painted with extremely dark maottled effect painted onto its

as detailed above. have a blue-grey tone. blues, with bright highlights. pale skin.
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SHIELD SCALES

Step 1. Basecoat the scales of the
shield with Scab Red and then give
them a Badab Black wash.

GoLDp DETAILS

Step 2. Highlight the scales with
Mechrite Red, covering all of the
area except the depressions.

Step 3. The scales can then be
defined with a fine highlight of
Blazing Orange.

Step 4. Finally, highlight the edges
of the scales with a fine line of
Vomit Brown.

Step 1. Paint the trim with a 1.1
mix of Shining Gold and Scorched
Brown, followed by a shading
wash of Devian Mud.

EXTRA DETAILS

Step 2. Apply a highlight of
Shining Gold all around the

shield’s trim.

The bony protrusions
are first painted with
Khemri Brown, then
highlighted with
Bleached Bone. To
finish, they are given a
highlight of Skull
White on the edges.

Step 3. Paint a further highlight of
Burnished Gold onto the edges of

Step 4. Use a 1:1 mix of Burnished
Gold and Mithril Silver for the final
highlight on the shield trim.

Paint the eyes with

a mix of lyanden
Darksun and Skull
White. The teeth can
be painted Bleached
Bone and highlighted
with Skull White.

NAWAAVZIT
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IN-STORE THIS MONTH

Since Time Immemorial the scions of the Old Ones, the Slann, and their
squamous reptilian minions have followed the prophecies of their forebears
and guided the destiny of the Warhammer World. Harnessing magical powers
undreamt of by even the most adept of the Elven Mages, they smite their foes
with arcane energy; remaking the world around them, allowing their savage,
primitive Saurus Warriors to crush all who would stand before them.

This month sees the return of the Lizardmen
as, amid earthquakes and unnatural storms,
their new Army Book bursts into our stores!

Come down to the stores and get primative!

7th-8th February 2009

All this weekend, and throughout the month
of February your local Games Workshop
store will be running myriad Lizardmen
themed activities. For example:

e Legendary Battles. Pitching the legions of
the Slann against the younger, upstart
races for mastery of a world!

e Behemoth! Painting and modelling the
amazing new plastic Stegadon.

e Spawn! Lizard regiment construction and
painting sessions.

e Stegadon Racing! In this ancient training
ritual, the gargantuan beasts are fed a
volatile mixture of jungle leaves and then
raced around an aeons old circuit through
the tropical vegetation of Lustria.

e Building Lustria. Making jungle terrain
and Lizardmen ruins and cities.

Get down to your local store and find out
about the exciting Warhammer Lizardmen
themed events and activities they are
running.

Ring your local store_for details.

WWW.games-w




THE L1ZARDMEN MINIATURES RANGE

You can now build a Lizardmen army almost entirely out of plastic! That
makes it quicker than ever to build a force ready to enact the Great Plan.

SAURUS
WARRIORS

SAURUS WARRIORS
99120208003 £18+, €30, 225dkr, 270skr/nkr |

This box set contains 16 multi-part plastic models including champion, standard bearer and musician, [ Saurus Warrior with spear and shield

The models can be assembled with either hand weapans and shields, ar spears and shields. e e

SKINKS

Skink with blowgipe

‘SKINKS
99120208004 £18%, €30, 225dkr, 270sks/nkr
This box sef contains 24 multi-part plastic models, including 4 champions and 20 skinks.
The models can be assembled with either hand weapons and blowpipes, or javelins and shields.

COLD ONE 7}
CAVALRY

COLD ONE CAVALRY
99120208006 £18+, €30, 225dkr, 270skg/nkr
This box set contains 8 multi-part plastic models, | Cold One Rider Champion
including champion, standard bearer and musician. el il —

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 cantact us for current availabilig and prices. LK prices marked + do not show the 2.5% VAT reduction implemented on Tst December
2008, The reduction will be applisd to affected products by Games Waorkshop at the point of sale. Prices quoted are for producs sold by Games Wiorkshop throdgh its own stores,
catalogue urwebsite: Independent retailers are responsible for determining their own prices



TEMPLE GUARD
99120208009 £15t, €20, 140dkr, 160skr/nkr

Temple Guard This box set containg 10 multi-part plastic models including

e champion, standard bearer and musician,

The howdah can be fitted
with two powerful
weapons — either the

high Strength giant bow
or the giant blowpipes,
which are capable of
filling the air with deadly,
poisoned darts.

You can also assemble the howdah to
carry the awesome Engine of the Gods,
an ancient weapon feared by all the

other races.

STEGADON
997120208008 £25%, €35, 250dkr, 200skrinkr

Pictures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certaln Citadel products may be dangerous if used incorrectly. Prices
correct attime of going to press, please contact s for current availability and prices. UK prices marked + do nat show the 2 5% VAT reduction implamente on 15t December
2008. The reduction will be applied to affected products by Games Workshop al the point of sale. Prices quated are for products sold by Games Werkshop through its own stares,
catzlogue or website, Independent retailers are responsible for determining their own prices.

TONVY STUNLVINI|N NAWANVZIT JHT
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Ork [}
Those who think there are no
tat?ucs outside of the headlong«charg_e

tless
are doomed to join the coun ‘
armies that have already been stomped.

surging forward to unleash a howling

storm of violence is known and
rightfully feared across the universe. But
how have the greenskins earned such a
fearsome reputation? After all, many see
the low-browed, knuckle-dragging Ork as
having a head full of teeth and muscle and
little else. And they’d be right. But don’t

T he image of a green tide of Ork Boyz

Intrepid games
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developer Jeremy
Vetock has gone to
unimaginable lengths
to pen this article,
interviewing an unruly
mob of the Studio’s
most notorious Ork
players and even
cornering a grizzied
Ork Drillboss.

BOOT KAMP

underestimate what those unthinking
savages can do to an opposing army in a
single blood-spattered moment.

The following tactics have been
compiled from not just the author’s own
Waaagh!-filled experiences, but also from
many of the Studio’s most infamous Qrk
Warlords. You'll find some of their more
coherent commentary scattered throughout
the following pages.

When compiling this article ’rhp Studio’s
most dangerous Ork Warlc :
interviewed and their most deun)us tactics

revealed. Look for a more in-depth profile
of many of the Ork players featured in this
article, as well as photographs of their
armies, on the Games Workshop website.
Of course, you'll probably notice, as | did,
that none of their forces look nea
formidable as my army. And any of those
guys that say they beat me — well, that's
just bombastic b;avado, uny

attF-nUon

Ie, ALL of thpm began w:rh
of the ‘too many targets’

appmach Bawtdllv this means flooding
the tabletop with as many Ork warriors
and war machines as you can fiton it in an
effort to overwhelm an enemy, forcing
oppoqmg players to make difficult
decisions about target priority while
everything advances en masse. Which
leads us nicely to the first and foremost of
all Ork tactics... The Surge.




Listen Up, Laoz!

Jeremy’s Own Approach: ‘If yer want ta
) learn ta be a Stormboy ya gotz to learn
PP about Taktikz. Da first thing to learn is ta
any opposing commanders think ' charge forward and smack sumthin’,
M Orks simply bellow Waaagh! and i Datz just wot a Warlord learns too. I call
charge. This is often true and it's as s & it ‘Plan A", but some just call it ‘Git ’em’
good a place to start as any. Lining up your ' : ; )
Orks as far into your own deployment
zone as you can and racing towards the
enemy is not only a viable greenskin tactic,
but often a game-winning one too. It is a
battle plan Orks themselves highly respect
and it is easily the most common assault
plan adopted by up-and-coming (i.e. new)
; The headlong assault sends
everything hurtling forward towards the
enemy. Pretty much as straightforward as
beating down a rival and taking his teef,
And it is. But remember, to be successful a
surge attack must not only hit the enemy
lines, but must do so with enough impetus
left to smash the foe. There are countless
formulas of troops and deployment to
make this sledgehammer tactic work, but
most Warlords start off with a hard core of
Ork Boyz.

LAAA_%_AéﬁéALAAAAAAA_A_MAAAA‘A_AAA,AAAAAMMQAAAAA:

A A TS e e .

> P _

Ork Stormboyz are suspiciously disciplined. Unlike the new recruitz from Boot Kamp through to fully rokkit-
majority of their anarchic brethren, Stormboyz are keen packed Stormboyz. When not on the battlefield, a

on marching, drilling, and any form of martial exercise. Drillboss likes nothing better than rigorously parading
Perhaps it’s a young Ork’s way of rebelling, but most of young recruits, designing bloody and often lethal

these Orks outgrow boot polishing and leave the training sessions, and drawing up unfeasibly complicated
Stormboyz for more traditional mobs. Some few, war plans using the medium of sticks and mud. When
however, find the organised ranks, saluting, and more battle calls, Drillbosses tend to get overexcited and
trivial details of warfare (such as battle plans) simply forget their tactics, leaping straight into the thick of the
irresistible. These hardcore veterans often end up as fighting. After the battle, however, it will be back to the
Drillbosses — Nobz tasked with training and leading drills, training and battle lektures.
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STACKING YOUR SURGE ATTACK

Over the millennia some opponents have
learned to expect and counteract
straightforward Ork surge attacks. Against
such almost-worthy foes a Warlord will
have to apply a bit more kunnin’. It's true
that Orks aren’t intelligent, but when it
comes to warfare even the most squig-
brained Warlord can flash out a brilliant
moment or two of low cunning.

~ Those unused to fighting the Orks will
find it hard to believe that a race known
for festooning wargear with extra,
meaningless rivets as status symbols or
worshipping mounds of their own dung
can optimize assault bands into near-
perfect blends of killing power. But it's
true. A few fine-tuned adjustments on the
attacking front can turn a headlong rush
assault into something far craftier. The most
successful Ork Warlords instinctively know
what mix of troops to use to crack an
enemy gunline, be it Imperial Guard, the
Emperor’s Finest, or any foolish enough to
stand the charge.

LISTEN
Up, Laoz!

Fil Dunn’s Goff
Hornz Attack:
You've got a fast
flank, a hard
flank, and Boyz in
the centre.

38 WHITE DWARF BOOT KAMP

The best of the best have perfected the
basic ‘git 'em’ type attack, but here are
three other classic variations for you to
think about:

First up is the tactic of hurling Orks at
the enemy. This involves mobs of Boyz and
lots of “em. Bury da foe!

&b .Thc.mo.st successful Ork Warlords
Instinctively know what mix of froops
fo use fo crack an enemy gunline. 99

Secondly, try hurling Orks at the enemy
at speed! A mekanized force of Boyz in
Trukks and Battlewagons gets you there
‘right quick’, which can’t be a bad thing.

Finally, hurl the ‘ard stuff at the foe
instead of Boyz, such as Deff Dreads, Killa
Kanz and Battlewagons. There ain't many
‘of ‘'em, but they're ded ‘ard’.

Listen
Up, Laoz!

Phil Kelly’s Wave

Attack: ‘| like

Trukks; they’re

) fast, fun, and

: ktpda dumb! | lead the attack

| with three Trukks. Why three?

| One will get blown up, one will
-al!nost make it, and the third

| will strike the foe. Regardless,

wave two Iisl'advancing and

running while they’re dealj

| with the first WavZ!’ e




| Jl The DISTRACTION

charge with something even more

devious than stacking a Surge. These
cagey Orks have learned that the best way
to get the bulk of an army into combat is to
distract their foes. This can be simple, like
deploying a shooting-magnet such as a
Looted Wagon with a boomgun on the
frontlines. Such a weapon is sure to attract
attention of the worst kind.

A nolch sneakier is the Kommando
squad. A Kommando unit using its Infiltrate
rule can set up dangerously close to enemy
lines and is sure to be top priority for
enemy firepower. A burna can add some
quick-hitting power to a flanking force
facing infantry, while a Nob with a power
klaw can wreck a tank in a hurry. Including
the infamous Boss Snikrot will allow a
Kommando unit to enter play from any
board edge — perfect for launching assaults
where they can do the most damage.

Likewise, as a distraction Stormboyz
draw an inordinate amount of enemy fire.
After all, the only thing worse than Orks
approaching is Orks approaching even
faster. It is hard to top the kind of
destruction and distraction Boss Zagstruk
and his deep-striking Vulcha Boyz can
deliver to an enemy’s defensive perimeter!

The simple idea is to cause maximum
disruption with your distraction unit(s).
Players must resign themselves to the fact
that their destructive rogue agents will
probably be gunned down. All of these
distractions dish out a lot of killing power,
but none are great at taking it. That's okay,
as they were only a ruse to draw a swathe
of firepower from the main advance. It's a
brutal life being an Ork, even an elite one.

SOme Warlords perfect their frontal

“Now as | was sayin... say, is dat a squis?
The Drillboss looked wide eyed and pm!m:d
at the ground behind the circle of attentive
recruits. Most of the Stormboyz-in-training
dido't flinch or turn. They were learning. But
the slow one, Gurgetz, turned, a Jook of
hungry anticipation on his slack—jawed fai%c,

Drillboss Krubnutz delivered a k]angl{lg
blow to the back of Gurgetz head, denting
the side of his steel helm. The recruit fell to
the ground and without a wt?rfi thr.' entire
group gave him a good kickin' until their legs
were tired. .

Over the din the Drillboss continued the
lesson. "You'll have noticed dat Gurgetz there
was distracted. Distraktion is a good trick and‘
sumfing you could fearn from any Blood Axe.

AAAAAAAAAAAAAAM

Listen Up, Laoz!

}.?remy"s Own Approach: ‘With any one of the two
distractions (in Yellow) you will greatly increase the

chance of your Boyz and Dreads getting in to

combat. The enemy won’t know what to target

while his real demise (30 strong Boyz mobz

supported by Deff Dreads) hurtles towards him.’

Equip all Deff Dreads
with extra close combat

weapons — they’ll be
running, not shooting!
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invariably, a bunch of great Oddboyz.

In a battle the most useful Oddboyz
are the Mekboyz, Painboyz, Weirdboyz,
and Runtherds. The seldom-mentioned
latrine engineers known as Dropboyz don’t
alter the course of many battles, but it can
be imagined they might be appreciated
around an Ork kamp.

Maost Oddboyz make their associated
Ork units even more dangerous. For
example, a Painboy gives his Nobz mob
the Feel No Pain special rule (basically a
4+ chance to ignore wounds from most
weaponry) and the ability to upgrade to
cybork bodies. That can make a tough
Nohz mob infinitely more survivable.

Meks in a mob of Lootas can add their
kustom mega-blasta to the unit’s firepower.
Should they all be loaded up into a
Battlewagon they can shoot out (it's open
topped!) and Meks can attempt to repair
immobilised or weapon destroyed results

B ehind most great Warlords is, almost

inflicted upon the vehicle. Not bad for a
free upgrade. A Big Mek with a shokk
attack gun deserves special mention for not
just sheer entertainment value, but real
hitting power. Your foe may laugh at the
zaniness of such a weapon, but drop that
large blast template on his favourite squad
and you'll wipe that smirk away fast,
Unless it all backfires, of course, in which
case stick with the earlier comment about
being entertaining.

Don't overlook Runtherds, as their
Gretchin charges are ideal at soaking up
enemy firepower, blocking line of sight,
and sitting on objectives. More than one of
the Studio’s Ork players commented that
they want their Boyz going forward and
killing, not sitting around holding
objectives (even if they are game-winning)!
As cheap Troops choices, Gretchin can
hold the fort (well, sort of) without forcing
a Warlord to sacrifice any of the more hitty
choices in his army.

S

-

Pl

Listen Up, Laoz!

with a model within 6"
Just make sure to place E
in a unit so he doesn’t get pic

BOOT KAMP

Matt Holland’s Force Field: Matt favours a
Big Mek with a kustom force field deployed

in the centre of his footsloggers. All units
gain a 5+ cover save.

the Big Mek himself
ked off!

Equip a Big Mek with a
burna and an Attack
Squig. That gives him
five Strength 5 power
weapon attacks on the
charge. Perfect for
slicing through a heavily
armoured enemy squad
such as Space Marines,
Necrons, or Fldar
Aspect Warriors!




LiSTEN
Up, Laoz!

Alex Boyd’s
Shootas:
Alex relies on
a mob of 30
shoota Boyz led by a
Weirdboy Warphead.
That's some serious
firepower plus the chance
of some pyrotechnics from
the Warphead. The ideal
result is the Warphead
teleporting the whole mob
anywhere on the table.
They can't assault in the
same turn, but unleashing
60 Strength 4 shots at
point-blank range can ruin
any foe’s battle plans.

| AR e T e T T N

he finer details of army selection and .
Tweapon upgrades all have their share p————— llSTEN UP I-ADZ!

of supporters. What to one player is a ™ @ Adrian Wood" -
troop type that you would never go to war Ly - Fre i fight da sh 00!; :;ﬁg' 'S:z?‘t‘e‘:"*‘fﬁfgz St:tffp
without, is to another a wholly e " into close combat with their Devaste;tgr

unsatisfactory choice. These eternal
questions will cause any Ork Warlord
worth his wargear to wade in. Do you
prefer big shootas or rokkits in your Boyz
squads? Or should you forgo shooting
altogether and simply run towards the
enemy? For an HQ choice would you go
for Warlords or Big Meks or Weirdboyz?
Are shooty Battlewagons or transporty ones
a better option? And the list goes on.

In perfect greenskin lack of harmony,
the various Ork players scoffed at each
other’s best kunnin’ tactic, denied the
sanity of each other’s game-winning plans,
and disparaged each other’s physical
appearance (note, that last point has
nothing to do with the article but is
generally indicative of the lack of respect
and jealous ire that hangs tangibly in the
air between rival Warlords). All of which
perfectly supports the brutal fact that Orks
are coming to whack your army, but each
Warlord will attempt to do so in a different
way. And indeed, so varied and lethal are
the many troops, weapons, and savagely
kunnin’ kombinations in the Ork Codex,
that even the same Qrk Warlord will not
need to beat you the same way twice. But
he might do it anyway — just 'cos.

Squad, bu't maybe soften up their Assault
Squads with plenty of dakka!
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PREPARE FOR

Grand Tewrnaments

Games Workshop holds
organised tournaments
and campaign weekends
for The Lord of the Rings
strategy battle game
throughout the year,
including the Throne of
Skulls Grand Tournament,
For more information on
when and where these
events are taking place
contact your local Games
Workshop hobby centre
or call Direct on:

0115 91 40000

Alternatively, visit the

Games Workshop website:

WWw.games-
workshop.com

and check the events
section of the website in
your particular country.

This month, White Dwarf’s favourite Antipodean and resident
tournament junkie sets out on a journey into the world of The
Lord of the Rings Grand Tournament. Christian Byrne explains
how this latest adventure began...

first began my tournament journey a
I > over three years ago, starting out
by playing in various Warhammer
40,000 events. After chatting with Adam
Troke and a few of my regular opponents
around the Studio, I've been tempted into
entering the next The Lord of the Rings
Throne of Skulls Grand Tournament. I've
had an Isengard army knocking about for
some years and had played some games
with them, but only with fellow novices, so
I dusted them off and set about getting
some practic i

I started off by playing Adam over the
course of a few lunchtimes. He’s a real
expert so | didn’t expect to do all that well.
What | did recei as instruction on the
finer points of tactics in The Lord of the
Rings and | was taken aback by just how

42 WHITE DWARF PREPARE FOR BATTLE

realisation didn’t stop me losing,
point most of my Uruk-hai wer
running, so the game went to Adam.

My decision to enter a tournament isn't
purely based on enjoyment of the game
— | mainly enter for the challenge of
competing for the Best Painted Army
trophy. I've got a couple adorning my
mantelpiece already, but would like a few
more!l Whenever | paint an army, it's with
that trophy in mind.

My approach to picking an army stems
from the same miotivation as entering a
tournament, and not at all based on
picking an army to beat the hell out of an
opponent. Instead, | see a miniature | like
and paint it, then | see another one | like
and | paint that too, and so on. The




beautiful thing about The Lord of the Rings
is that you can pick different elements to
build into your army or you can theme
your army to one range, which really
supports my method of collecting.
My Isengard army is exactly
ruman, a Troll and plenty
For my Good force | decid
th a stalwart army from Gondor;
from the Tower of Ecthelion led by Boromir
of the White Tower, to be precise. In
addition | have included a small
detachment of Grey Company as well as

Legolas, to menace my opponent from afar.

40 000, so it was fun to take to rhe fIE‘!d
against him in The Lord of the Rings. I’ve
hpen merrily chuntering on about my
escapades with my friend Accountant Ben
at various The Lord of the Rin Ts, and
Christian liked what he heard. Since he
already has quite a few Isengard models
painted, he's focusing on them, which is

cool - there’s no better reason to collect an
army than a fondness for the models.

‘For our first game | unleashed a
particularly effective army against
Christian. The game was v one-sided
and my Dwarves, led by Gandalf the Grey,

engard force out of the
3 eat about the game, far
hetter than the winning, was the discussion
that we had about the rules as we played,
and the moment that Christian “got it”.
That’s not meant patronisingly, and | know
he won't take offence... You see, with The
Lord of the Rings there comes a moment
when the penny drops and you realise just
how intricqtc the game can be. In the last
an's tactic
and though he still
Lhrr stian launched a spirited counter-
in the dying moments.

! ccited to see what he can
do when he turns his wargaming powers to
The Lord of the Rings... he's promised to
make our next battle a real slobber-
knocker, and I'm really looking forward to
it. “May the best Dwarf win!"’

The escalation of the War
of The Ring will see the
armies of many players of
The Lord of the Rings
strategy battle game swell
to epic proportions. The
good news is that most
armies have boxed sets
containing 24 models,
allowing you to divide
them neatly into 3
companies (as Mat
pointed out in his War
Journal, there are 8
infantry models per
company). While
preparing for the Grand
Tournament, Christian
bore this in mind, saving
unused models from his
Uruk-hai, Warriors of
Minas Tirith and Rangers
of Middle-earth box sets.
He plans on adding ranks
of archers and fresh
spearmen to his Good
army, backed up by
Rangers of the Grey
Company, while the
Legions of the White
Hand will soon be a forest
of pikes, just like in The
Two Towers movie.
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Warm tangae

Grima Wormtongue is a
handy addition to an
Isengard force. He's cheap
at only 25 points and the
Good side cannot attack
him until Saruman is
dead. His mere presence
forces the enemy to use
twice as many Might
points within 6" of him,
which depletes a Hero’s
reserves quickly. It allows
the Isengard force a better
chance of making those
all-important Heroic
Moves which can only be
countered by a Hero
spending two points of
Might rather than one.

ISENGARD

LEGIONS OF THE
WHITE HAND
Saruman
170 points

Grima Wormtongue
25 points

Uruk-hai Captain
Heavy armour and shield
60 points

18 Uruk-hai Warriors
6 with shields, 6 with
pikes, 5 with crossbows,
1 with banner
214 points

4 Uruk-hai Berserkers
60 points

1 Isengard Troll
170 points

ISENGARD RAIDERS

Vraskii
60 points

TOTAL 699 points

Battle 1: Against the Dwarves

Saruman leads his Uruk-hai, accompanied by an Isengard
Troll, to destroy a numerically superior Dwarf force.

When Adam looked at my army and said,
‘That's not all that many Uruk-hai, you
know’ my immediate reaction was ‘well |
plan on bashing Dwarves with this here
Isengard Troll that | spent ages painting.’
Ten minutes into the game, when my Troll
had been peppered full of arrows and
finished off by Drar, | suddenly realised
that | needed more models — | would lose
the scenario if my force was reduced to a
quarter of its starting strength, and Adam’s
army already outnumbered mine.

But that wasn't to be the end for the
White Wizard and his band of barbaric
minions. After a couple of bad turns of
rolling, | started to knock Dwarves down
and, with Adam’s sagely advice guiding the
movement of models, | realised the full
power of Saruman’s Sorcerous Blast. With
the Dwarves temporarily down, the Uruks
pounced on the ones still standing and
successfully whittled down their numbers.

Grima Wormtongue also proved his
value, trailing behind the Dwarf battleline
and hampering the enemy’s use of Might. |
gleefully watched as Adam tried to
manoeuvre his Heroes away from him to
make those much-dreaded Heroic Moves.

JL/'Y

—

Lucky breaks were not going to be enough
as the Uruk-hai gradually lost ground to
the superior numbers of Dwarves; Saruman
was mobbed and cut down, which allowed
Gimli to beat up Grima. Eventually victory
was his, but | had started to learn the ways
of the White Wizard and another big
lesson: bring more men!

Adam Scz):f. -

‘This game was a complete contrast to our
first battle — Christian came out of the
blocks swinging hard and definitely had a
plan in mind. He cheerfully accepted my
advice to trail Gimli and Murin with Grima
and once | explained the finer points of
Sorcerous Blast, he was soon bowling
Dwarves over left and right.

"This time the army | had taken had no
“tricks” to it. Just a lot of Dwarves led by a
few mid-level Heroes. That, unfortunately
for Christian, was his undoing — he
exposed his Troll (beautifully painted
though it is) too early and | shot it down
with a couple of decent volleys. | think
he'll agree that his tactics have come on a
long way since our first game — | can‘t wait
to see what he comes up with next.’




Battle 2: Ratders from the East

PREPARE FOR BATTLE!

Troops from Minas Tirith allied with the Grey Company go
forth to intercept the forces of Khamiil the Easterling.

In my next game | was using my Good
army, which used the Tower of Ecthelion
list as its basis, along with Grey Company
allies. Learning my lesson from the last
game, | decided to borrow some extra Men
of Minas Tirith to bolster the size of my
army, although this came at the expense of
Prince Imrahil and four Knights of Dol
Amroth. Starting with more men was a
good idea as my opponent, the Studio’s
hobby guru Chris Peach, had a large
phalanx of Easterling Warriors backed up
by Kataphracts, Haradrim Archers and
Khaml the Easterling riding a Fell-beast.
Legolas, Halbarad and the Rangers
concentrated their fire on the Fell-beast,
bringing the monster down early.

| then had Boromir lead a force of
warriors forward while another group
banked left to attack the Easterling
formation from the side. At this point | was
relying on Boromir to press the advantage
in the centre with the aid of Legolas and
Halbarad. | also broke off six Warriors of
Minas Tirith, swinging them to the right to
engage the now dismounted Khaml and
keep him from ensorcelling any of my
Heroes. The combats proved to be slow
as both the Men of Gondor and the
Easterlings are heavily armoured. With a
few well-placed Might points | gradually
whittled them down and the Warriors on
the left collapsed the enemy flank, which
allowed a large number of my guys to

support the embattled Heroes in the centre.
Towards the end of the game Chris had
wounded a few of my Heroes, and Adam
was dishing out handy tactical advice to
help Chris trap and slay Boromir. But in the
end victory was mine.

Adam Sayi. ..
‘I turned up to watch this game after eating
my lunch and saw a very bloody battle in
full flow. Christian certainly had the
advantage when | arrived and so |, in the
spirit of mischief, began offering advice to
Chris Peach. Funnily enough, despite the
objective of the scenario (kill the enemy
leader) neither player was making
particular inroads in that direction. | subtly
suggested to Peachy that he might like to
use Khaml a little more aggressively and
Compel Boromir, to better isolate him.
‘Peachy pulled off one of the best
magical muggings I've ever seen, drawing
Boromir right out of his lines and
surrounding him with several heavy hitters,
and to be honest it looked like the game
was in the bag, but Christian wasn’t done
yet. Using a string of well-placed Heroic
Combats, Halbarad helped Legolas win his
fight, who went on to drag Khamdl out of
the fight against Boromir and kill him.
‘Each game, Christian is refining his
army a little more, and his tactics are
constantly improving. I'll not be as
confident of victory the next time we play.’

THE TOWER OF
ECTHELION
Boromir, Captain of the
White Tower
Shield

180 points

25 Warriors of Minas Tirith
24 with shields, 14 with
spears, 1 with banner

238 points

THE GREY COMPANY
Halbarad

65 points
1 Rangers of the North

25 points
1 Dinedain

24 points

8 Rangers of Arnor
3 with spears
67 points

THE FELLOWSHIP

Legolas
Elven cloak

100 points
TOTAL 699 points

Might Makes R{g}tf

A character like Boromir
is capable of brutalising
the enemy in combat, by
upping his attack and
wound rolls with Might
(and he has six points,
which is nothing to sniff
at). Having another Hero
close by to spend Might
on Heroic actions leaves
Boromir free to use his
Might to kill off enemy
warriors and characters,
that is if the Horn of
Gondor doesn’t paralyse
them with fear and
prevent them from hitting
him at all.
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Aiming for Victory
Tournaments attract some of the best painters in the land,

which means winning the Best Painted Army prize requires
something a bit special — Christian offers some tips.

| have a couple of awards for Best Painted will see the standard of painting.
Warhammer 40,000 Army (Oh, do stop Contrasting bright colours on an
going on about them — Ed) and have otherwise dark army also works.
learned that winning the coveted prize For Uruk-hai, for example, I've
means that your army heeds to excel in painted the armour with sharp
many different areas to successfully capture  silver highlights and white
the hearts and minds of the hundred or handprints, which are then set off
more players who vote at every event. Of by the dark armour and skin.
course, your painting needs to be up to Some players go the whole
scratch, but [ have found that even if you way and mount their armies on
have a well-painted army it needs to be scenic bases, which can, if
presented well. Unifying colours are done properly, make the army
essential so the army is tied together and stand out more than most. But
bright, clean colour schemes stand out well  placing a dark army on a dark
in your average gaming hall much more so base on a green table will only
than darkly painted armies. look like a dark patch to the

Of course, don't let this put you off passing spectator. My advice is
from painting a darker army; just remember  simple: assume that no one is
that a darker colour palette requires a little going to take a closer look at your
bit more thought. Good conversions and army, so make sure that you go out
freehand painting will capture the interest of your way to get people's
of judges and players, drawing them in to attention, never forgetting to paint

look at the army closely. It is then that they your army tastefully.

PAINTING ARMOUR

In my two armies most of the warriors are wearing plate mail of some description. Here are my techniques for
painting the armour of my Uruk-hai and Warriors of Minas Tirith.

Urub-hai

Paint the armour with a slightly Apply three or four coats of Badab Paint watered-down Vermin Brown Carefully paint the edges of the
watered-down, even coat of Black to darken the armour as in the recesses to create a rusted, armour Mithril Silver to represent
Boltgun Metal. much as possible. aged look. recent battle damage. Additional

washes of Badab Black can be
used fo tone these down a bit.

Waitiors cf Minar Tirith

‘Apply a coat of Mithril Silver to Apply a liberal wash of Badab Paint all the panels of the armour ‘Apply Badab Black in the
the armoured areas, watering it Black over the metal areas. Mithril Silver, leaving the wash recesses to creale extra contrast
down to make sure its even, showing in the recesses. on the armour,
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PREPARE FOR BATTLE!

Christians Gallery

Both armies will be finished by the time you read this, but here is a glimpse at
some of the models that Christian hopes will do him proud on the day.

r 4

Legolas Halbarad

Warrior of Minas Tirith Diénedain Saruman Grima Wormtongue Uruk-hai Berserker

As one of the centre-
pieces for the army,
extra attention was paid
to detailing the face of
the (sengard Troll, in
particular the eyes.

Uruk-hai Isengard Troll
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Last month, Mat Ward
lifted the lid on the
forthcoming War of
The Ring game. This
month he returns to
take a closer look at
the mechanics of the
new game.

s | recall, last time (before | ran out of space) |
started explaining what a War of The Ring army

looks like, and promised to give a few details (or at
least hints of details) about the rules. Well, first things first -
before | start wittering away on details of how the game
works, what's the game all about?

Remember the first time you read The Lord of the Rings
{or, | guess, watched the films — pfah! Go and read the
book too — it's more than worth the effort) and were swept
away by glorious battles at the Pelennor Fields, Helm’s
Deep, Isengard, the Black Gate, Pelargir and many more?

Iy

'\

Van Sorurnzr

Well, that's what we’re going for he

skirmishes, but battles of an epi cavalry charges
that crush all before them, splintering clashes of
shieldwalls, rampaging monsters battering through stalwart
defenders, mighty heroes hacking their way to victory. In
short, we're going to recreate the great battles that the story
of The Lord of the Rings always promised, and we're

to do it in cataclysmic style!

Scaling Up

As you'll no doubt remember from last month, War of The
Ring organises your cavalry and infantry into companies of
two and eight identically-armed models respectively. It

‘doesn’t end there, as companies are then organised into

formations — the basic units of battle in War of The Ring.
A formation’s overall size can range from a single company
(of two or eight models) to three, four or even beyond.

So, that's all well and good, but what’s the right size for
a formation? Or even an army, come to that? Well, all
formations st the size of a single company — meaning
you need just eight models (or two for cavalry) to get your
formation started off. This, of course, is not to say that your
formations shouldn’t be larger. Single-company formations
are very vulnerable, as they are removed once they get fo
half strength, so you definitely want to add that second




company. Beyond that, it's really up to you — although |
should say that the bigger the formation the better, as will
become apparent later. | should also mention that, at the
time of scribbling (so if you're reading this on the internet
sometime in 2011, don't hold me to it) the cheaper a troop
type is in the skirmish game the likelier you are to want to
field it in a large formation (you’ll need more Warriors of
Rohan than Rohan Royal Guard, for example).

Army size is a bit more difficult to pronounce upon
because, to be honest, War of The Ring gets better the
bigger the game gets. While it's designed to allow play at
the smaller end of the scale — you can get going from a
single box if you so wish — to get the most from the game
you'll want at least a hundred and fifty models to push
around the table. If you're anything like me, though, you'll
never have enough and you’ll want to keep adding, and
adding, and adding... Let’s face it — you'll never quite have
enough models to properly recreate the Last Alliance or the
Battle of the Pelennor Fields, but that doesn't mean we
won't all keep going, getting ever closer to that perfect
gaming recreation with each addition to our armies.
Perhaps the best way | can guide you on this is to point
you to our website where our web team have been kind
enough to put up photos of example armies, giving you a
good idea of what your army might look like.

ypical Gondor
just a few pl. k

and led by a metal
Boromir miniature,

Above: War of The Ring allov
to start small, but is real

this Pelennor Fields game.

Two’s Company (or Maybe Eight)

‘So’, he said, realising he was probably rambling, ‘Why are
models grouped together into companies?’ Well, i

a group of models much the same way as an individual,
the game instantly speeds up. A faster game means you can
have more soldiers, and more soldiers means that you can
have bigger and more impressive battles. As formations
generally have a maximum size of between four and nine
companies, this means that each infantry formation can
potentially have up to 70 models in it. That's a lot of
models to move, shoot and fight with individually — and
that’s just one formation! You‘re going to have more than
one formation, trust me on this.

None of this is to say that individual models are no
longer important — every warrior counts! You see, the
number of models in a company reflects how much
damage that company can take before it's removed — each
time the company takes a casualty, you remove one of the
warriors. Furthermore, the number of attacks a company
can make is directly tied into the number of models left
alive. Not only is this a handy way of tracking damage
without counters, scraps of paper and other such nonsense,
it also means that, just like the skirmish game, every model
gets to fight — you'll just end up rolling the dice in batches
— and there are going to be plenty of dice to roll!
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Of course, there’s no limit o the
size of your army — this Isengard
force is a great example.

Rattle Dem Bones

If there’s one thing every wargamer knows, it's that rolling
dice is fun, and that rolling more dice is more fun, There
is, of course, an upper limit to this, but I've found it doesn't
tend to kick in until there are more dice to be rolled than
can be conveniently cupped in both hands (at which point
you can always go and find some smaller dice). I've never
quite figured out why this is. Perhaps it's the sense of glee
that comes from sifting through and finding yet another 6
with which to inflict woe upon your opponent. In truth, |
suspect that it's as simple as this: the number of dice you’re
rolling emphasises the scale of the battle you're fighting.
Accordingly, War of The Ring does not scrimp on the
quantities of dice being thrown around.

Take, for example, a melee match-up between two
opposing infantry formations, each of them three
companies strong. That means that with twenty-four
models each, both sides are going to be rolling a minimum
of twenty-four dice — but it doesn't stop there. You see,
there’s another truism about rolling dice — it's more fun
than comparing automatic bonuses. Therefore, there are
few automatic bonuses to be had in War of The Ring —
almost everything translates into yet more dice to roll.
Charging, flank attacks, higher Fight values, and so on, all
add extra dice — set up your attack properly, and that
twenty-four dice could double. This means that whilst you
can stack the odds of a combat in your favour (sometimes
immensely) there’s no such thing as a foregone conclusion
— the dice can be your salvation or executioner. |
personally wouldn’t have it any other way. Desperate last
stands and victories snatched from defeat are at the heart
of The Lord of the Rings. ‘Oft hope is born, when all is
forlorn” and all that.

) WHITE DWARF  WAR JOURNAL

Freedom of Movement

Naturally though, the dice ain’t everything.
Outmanoeuvring your foe is an important part of any
wargame, and War of The Ring is no different. Right from
the start, | decided that the game needed to allow
sweeping and dramatic moves. Let’s face it, a game in
which the Rohirrim can't barrel down the enemy’s flank in
short order really wouldn't be doing justice, not by a long
chalk. Similarly, Elves should be able to gain an advantage
for occupying forests, Orcs for lurking amongst ruins and,
overall, a canny player should have the opportunity to take
full advantage of the battlefield. Obvious perhaps, but no
less important for all that.

With all the aforementioned things in mind, the
movement system is designed to be as flexible as possible,
allowing players to focus on the overall shape of a
formation’s manoeuvres, rather than the minutiae of how
individual companies move. Essentially, providing that a)
the formation ends its move in a legal configuration and
b) none of the companies exceed their move, a player can
move his troops however he wishes, changing direction,
formation and frontage on the fly. Not only does this
freedom keep the game cantering along at a swift pace, it
allows large formations almost as much flexibility as
smaller ones — which is good, because we all want large
formations, right? Sounds easy, doesn't it? Well, as a
gaming mechanic it is. Writing up the actual rules was
rather more of a challenge.

Alas, I've once more run out of space (curse these small
pages) so I'm going to have to stop there. Pop back next
month when I'll try and stay on topic long enough to give
you the inside scoop on command companies, Heroes,
magic and Might.



The Lord of the Rings strategy battle game lets you relive the excitement of J.R.R.
Tolkien’s trilogy, and our plastic box sets are the ideal way to muster a force for war!

THE FREE PEOPLES

Warriors of Rohan Riders 0 Rohan Warriors of Minas Tirith

This box set contains 24 plastic This box contains 6 multi-part plastic This set contains 24 heavily
Warriars of Rohan. horse-lords of Rohan. armoured plastic men of Gondor.
£15+, €22.50, 175dkr, 200skr/nkr £12+, €£22.50, 175dkr, 200skr/nkr £151, €22.50, 175dkr, 200skr/nkr

Dwarf Rangers Dwarf Warriors Wood Elf Warriors

Bolster your Dwarf army with this set  This set contains 24 plastic Dwarves, This box set contains 24 plastic Elves
of 24 plastic Rangers. with a variety of weapons. of the woodland realms.
£15+, €22,50,175dkr, 200skr/nkr £15+, €22.50, 175dkr, 200skr/nkr £15t, €22.50, 175dkr, 200skr/nkr

THE FORCES OF DARKNESS

Mordor Orcs Morannon Orcs The Fighting Uruk-hai

Build an army worthy of Mordor This plastic set contains 24 of the This set contains 10 plastic Uruk-hai

with this box of 24 plastic Ores, elite Morannon Ocs. with swords, and 10 with pikes.
£15+, €22.50, 175dkr, 200skr/nkr £15%, €22.50, 175dkr, 200skr/nkr £15%, €22.50, 175dkr, 200skr/nkr

Mordor/lsengard Troll Easterlings Warg Riders

This multi-part plastic Troll makes a  Wage war on Gondor with this set of This box set contains 6 deadly
centrepiece for any evil army. 20 plastic men of the East. plastic Warg Riders.
£15t, €22.50, 175dkr, 200skr/nkr £15+, €22.50, 175dkr, 200skr/nkr £12+, €22.50, 175dkr, 200skr/nkr

Knights of Minas Tirith

These & plastic knights provide

potent shock cavalry for your army.
E£12%, €22.50, 175dkr, 200skr/nkr

Rangers of Middle-earth
This set contains 24 deadly archers
and scouts in plastic.

£15+, €22.50, 175dkr, 200skr/nkr

Uruk-hai Scouts

This box set contains 24 of
Saruman'’s elite warriors.
£15+, €22.50, 175dkr, 200skr/nkr

There are
even more box sets for

The Lord of the Rings
Strategy battie game

available online:
WWW.GAMES-
WORKSHOPCOM

FPlctras for Wustrative purposes only. Product contents may vary. Froducts sold unpainted and unassembled Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please confact us for clerant
avallabifity and prices. UK pme&.mrked 1 oo not show the 2.5% VAT on 1st December 2008, The reguiction will be applid fo aifocted proa’ucfs liy Games Workshap at the point of sale. Prices quated are for products

sold by Games Workshop through its own stores, g o website. (i relailirs are their own prices.
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Death expansion, along W.lth !10 y A%
advice, missions and cityfighting
stratagems for the Boyz.
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his article is all about playing around on, from the background presented in the
with Warhammer 40,000 - in Codex to the cut scenes in the Dawn of
particular it’s about taking the rules -
and ideas presented in the Cities of Death you'll absorb all of this great stuff and just
expansion, grabbing a passing Codex: Orks  want to make it happen on the
and grafting the two together like some Warhammer 40,000 tabletop. Here's how
deranged Bad Dok. There has been a I'd go about it.
frenzy of gaming activity centred around
the Orks recently, and as the author of the
Cities of Death expansion I've been
Tk thinking for a while about writing some
vt iy e A1t e missions and Cityﬁghﬁﬂg stratagems
i i specifically for our green-skinned friends.
In my opinion, the coolest thing about
Cities of Death expansions such as Cit ath is that
ek . they allow players to really 5 in on one
:-2:‘5 t:!;}lj:l?: Itc;]:,_ z:lvl;);\ t?: aspect of the Warhammer 40,000 universe.
the cities of the future, allows us to imagine exactly how our
with comprehensive favourite army might fight in the given

rules for urban combat. setting. What dirty tricks would Orks
employ in a cityfight for example? There's
a plethora of inspiration out there to draw
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So, you’re an Ork player and you want .
to play a Cities of Death game. Obviously,
the first thing you'll need is a city!

The various Warhammer 40,000 building
sets provide all the terrain you'll need for a
Cities of Death game. The city ruin on the
right has been modelled to represent a
building held by Orks. It's been decorated
in typically Orky fashion using spare

plastic components and cocktail sticks. In
addition, the ruin has been painted as if the
Orks have been enthusiastically applying
all manner of graffiti.

This sort of project is great for peaple
who want to make their army fit into their
terrain, so it looks right at home. If you're
an Ork player you’ve no doubt amassed a
sizable Bitz Box of the sort of components
used here, so putting together enough
‘Orkified’ city ruins for a Cities of Death
game should be great fun.

L

N

0sK Town

This is an example of terrain made entirely
from scratch, and was built by our own
Jeremy Vetock. The buildings are
undeniably ‘Orky” and a great amount of
time and attention has been invested in
creating them.
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Cities of Death work equally well for

all of the Warhammer 40,000 armies,
offering a different tactical challenge to
each. But if you're thinking about a
specific army, such as the Orks, then why
not invent your own missions based
around its character, history and tactics?
Here are a couple of example missions to

T he Cityfighting missions presented in

get you thinking.

You may like to discuss which

definition of Scoring Units to use — the one
given in the Cityfighting Missions section of

Cities of Death, or the one given in the
Standard Missions section of the

Warhammer 40,000 rule book. Both sets of

missions and their accompanying special

rules are intended to be self-contained, but
I would understand if people wanted to use

one over the other.

Moun’ In

The Orks are laying waste to an Imperial city, burning anything
combustible, looting anything portable, eating anything edible (to
an Ork) and generally lowering the tone of the whole place.

SCENARIO SET-UP
The table is divided lengthways into

line through the middle of the short
table edges.

The players roll-off, and the winner
chooses to go first or second. The
player that goes first chooses one of
the long table edges to be his own
table edge. He then deploys his
force in his half of the table, with all
models more than 12" away from
the table’s middle line (this is his
‘deployment zone'). His opponent
then deploys in the opposite half.

Declare the use of stratagems,
as detailed in the Cityfighting
Stratagems chapter of the Cities
of Death books.

Deploy Infiltrators and make
any Scout moves.

Start the game! Once
deployment has finished, the
player that chose his
deployment zone starts
game turn 1 with his
player turn, unless his
opponent can seize the
initiative by rolling a

6 on a D6.

two halves, by drawing an imaginary

Imperial Guard
Deployment

OBJECTIVE

At the end of the game, each player
receives 1 kill point for each enemy unit
that has been completely destroyed. If a
character has a retinue, the character and
his unit are worth 1 kill point each.

The Ork player receives 1 kill point
for each city ruin outside of his own
deployment zone occupied at the end of
the game.

The opposing player receives 1 kill
point for each Ork unit still in the Ork
deployment zone at the end of the game,

MISSION SPECIAL RULES
3 cityfighting stratagems each, random
game length.

Centre Point

Ork Deployment
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CLeANSE AND BURN

The Orks are facing burnination at the hands of a vengeful enemy determined
to scour them out of a humie city taken fair an’ square. Orks don’t stand for

that sort of thing, oh no...

SCENARIO SET-UP
The table is divided lengthways into
two halves. The players roll-off, and
the winner chooses to go first or
second. The player that goes first
chooses one of the long table edges
to be his own table edge. He can
then deploy up to two units from his
Elites selections and up to one unit
from his HQ selections in his half of
the table. His opponent then does
the same in the opposite half, but
must position his three units more
than 18" from any enemy units.

Declare the use of stratagems, as
detailed in the Cityfighting
Stratagems chapter of the Cities of
Death book.

Elites and HQ units that can Infiltrate
can do so, as long as at the end of
deployment the player still has a
maximum of one HQ and two Elites
units on the table. Lastly, players
make any Scout moves.

Start the game! Once deployment

has finished, the player that chose
his deployment zone starts game

Centre Point

Turn 1 with his first player turn,
unless his opponent can seize the
initiative by rolling a 6 on a D6.

All units that were not deployed,
and were not declared to be in
reserve during deployment, must
enter the game in the Movement
phase of their first player turn by
moving in from reserve from their
own table edge, just like units
moving in from reserve.

OBJECTIVE

At the end of the game, each player
receives 1 kill point for each enemy unit
that has been completely destroyed. If a
character has a retinue, the character and
his unit are worth 1 kill point each.

The opposing player receives 1 kill
point for each city ruin destroyed during
the game.

The Ork player receives 1 kill point
for each city ruin not destroyed during
the game.

MISSION SPECIAL RULES

3 cityfighting stratagems for the Ork
player, 4 for the opposing player (one
must be Demolition, Siege Shells or
Wreckers); random game length.
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the system of choosing and using cityfighting

P erhaps my favourite part of Cities of Death is
stratagems. I've always wanted to write some

0gK CITYFIGHTING

STRATEGEMS

more, in particular stratagems that are specific to a
given race. Here are some I've written for the Orks to

use. I'm sure you can think of plenty more.

Guaro Souics

infiltrators sneaking into the city.

enemy deployment zone.

D6 Result

Raaargh! below.

AP- hits and the Squig counter is
immediately removed.

Ravenous Guard Squigs roam the area, acting both as a deterrent
against Grots breaking into the Fungus Brew store, and against enemy

e Place six Squig models anywhere on the table other than in the

e Any time a unit ends its move within 6" of a Guard Squig, the
opposing player rolls a D6 and consults the table below, adding +1 if
the unit is a Gretchin Mob, and +2 if the unit is an enemy (or,
indeed, +3 if the unit is an enemy Gretchin Mab!),

1-3  Wah?: The Squig wasn’t paying attention.
4-5  Wazzat?: Move the Squig D6" towards the enemy unit. If it
makes contact with any models from the unit, proceed as for

6 Raaargh!: The unit takes D6 Strength 4

Stassy BiTz

Orks are far from subtle when it
comes to erecting defences. In most
cases a large iron spike does the job
Just fine, though especially precocious
individuals may creatively adorn these
with skulls and the like.

¢ The Spiky Bits stratagem may be
played upon a single city ruin in the
player’s deployment zone. This may
be a key building.

* Any unit assaulting into the building
from outside it must make a
dangerous terrain test, re-rolling
successful results.

Tellyporta

Tellyportas are highly dangerous devices
built only by the most utterly insane of
Big Meks. Usually they struggle to find

often having to resort to herding large
numbers of Snotlings into the tellyporta
just to see what comes out of the other
end. In the heat of battle, however, it's
not hard to convince the Boyz to try the
tellyporta out if it means they close on
the enemy that bit sooner.

* When declaring the use of this
stratagem, indicate two buildings to
apply it to rather than one.

s Any friendly unit entering either
nominated city ruin during the

(willing) test subjects to try them out on,

Movement phase may choose to be
teleported to the other tellyporta, so
long as the other building is not
occupied by the enemy. The unit is
immediately moved to the other
building, taking a dangerous terrain test
and a Pinning test once there. So long
as the Pinning test is passed, the unit
may run, assault and shoot as normal,
though it may not move any further in
the Movement phase.

e If both sides are Orks, then any
tellyporta may be used by any unit to
relocate to any other tellyporta,

Only the brave or very stupid
would use this Orky contraption
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Runnin’ Trae

When it comes to the setting up of
booby traps, Orks believe themselves
terribly cunning. They are quite
wrong, but the effects can be
devastating nonetheless.

e At the start of the game, place a
counter representing the Kunnin’ Trap
anywhere on the table outside of the
enemy deployment zone.

e At the beginning of the owning
player’s Shooting phase, declare
whether you want the trap to go off
or keep ticking for another turn. Roll
a D6: on a roll of 1 the opposite of
what you declared happens.

» When the trap goes off, every unit
(friend or foe) within 2D6 inches
takes 2D6 Str 4 AP- hits. In addition,
if the trap was placed in a city ruin
this will be destroyed as —
per the rules in Cities
of Death.

A not-so-kunning,
Orky Kunnin” Trap

THe Drops

Every Ork settlement contains an area
known as the Drops. This vile place
serves the dual role of cesspit and
nursery, and within it grows all
manner of unlikely fungi tended by
the smallest (and most stupid) of
Gretchin. Most Orks avoid the place
except when nature calls — other races
would do well to take heed.

« Any unit entering the Drops _
immediately takes D6 Str 4 AP- hits.
In addition, if the unit is from any
Codex other than Codex: Orks it
must immediately make a Morale
test. Vehicles that fail a dangerous
terrain test in The Drops and are
immobilised as a result are
automatically wrecked (the crew had
better batten down the hatches or

things are gonna get messy...).

- -
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Mer’s WonksHop

A Mek’s Workshop is a hive of activity, the sounds of construction,
small explosions and occasional cursing audible all around.

e The Mek’s Workshop is dangerous terrain to all units (friend or foe),
except Meks and Big Meks (friend or foe). This does not apply to the
owning side if there is a friendly Mek or Big Mek in the ruin,

® So long as the Mek's Workshop is occupied (See the Cityfighting
Missions section in Cities of Death for this rule) by a friendly Mek or
Big Mek, any tank (friend or foe) wrecked within 6" of the ruin is
removed from the table at the beginning of the Ork Movement
phase. At the beginning of your next Movement phase the model
may be returned to play under the control of the Ork player, moving
on from within the Mek’s Workshop.

Just what the Mek might make of the wreck is never predictable,
so roll a dice and consult the following chart to see what the model
is treated as. All such vehicles have the basic profile for their type as
given in Codex: Orks.

D6  Vehicle

1-3  Sorry mate, can't fix it: Nothing

4 This goes there: A Trukk

5 Pass me that shoota: A Warbuggy

6 Job’s a good ‘un: A Looted Wagon with a boomgun

Players will obviously have to agree exactly whereabouts the weapons
are mounted on these vehicles, and use them in the spirit in which
they're presented.

That’s All, Folks

So there we have it, that's how I'd go about designing some Cities of
Death rules for the Orks. Hopefully I've provided a few ideas, not just
for Ork players but for everyone — there’s absolutely no reason not to
do the same thing for Eldar, Tyranids, Necrons or any other army. And
maybe the White Dwarf crew will let me have a go at more articles
like this one. Let us know if you'd like to see more!




Chaos Daemons are flowing into Lustria from a portal in the cursed City of
Echoes. Lord Kroak has been exhumed to lead a mighty Lizardmen host into the
temple-city to destroy the daemonic portal. Andy Hall chronicles the tale.

he most obvious way to play
T Warhammer is for both opponents
to pick an army to a set points limit
and then fight using the Pitched Battle
scenario presented in the rulebook, but

that’s far from the only way to play.

£ € warhammer has always
been about letting your
imagination run riot. § ¢

Warhammer has always been about
letting your imagination run riot, and
enacting exciting stories on the tabletop.
You'll find many such tales in your regular
games, but to really have a story that the
bards will sing for years to come or be
recotded in the annals of history then your
best het is to create your own scenario.
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And that's just what we've decided to
do with this battle report. Taking our cue
from Apocalypse we asked Andy Hoare to
procure as many Lizardmen as he could
find in the Studio collection and ignore the
traditional army list restrictions. We asked
Robin to do the same with the Daemons of
Chaos. As the two collections are different
sizes — the Daemons are slightly
outnumbered — we asked Andy to come up
with a suitable scenario that'll even things
up a bit and even if it's not finely balanced,
then so what? It's all about having a great
time playing the game and creating one of
those epic stories | mentioned above.

So, with word reaching the Skink
Priests of Itza that the Daemons have set
foot on Lustrian soil once more, it was time
to rouse Lord Kroak from his endless
slumber and lead a Lizardmen army deep
into the cursed temple-city of Xahutec and
destroy the portal.



With but a thought, Tiktaq'to, the Master of Skies, bade
his Terradon fo dive into the ocean of cloud churning
below. For gn instant, he was enveloped by stark
whiteness, before bursting out into clear air,

The jungle spmwiedﬁtﬁm horizon to horizon, tkﬁ:‘k
tendrils of mist coiling upw;;nis Imndfm gf Ffeet into
the moist air. Here and there ole

megalithic statue pierced the
| structure seething with mult
" Bringing his mount abou
| eyed. Skink Chief found whas
 temple-ci Xahutec, the
' The massive, stepped struct
city rose above the jungle in silen
to the inscrutable power of the 0&_{
himself by the ci{y’s toweri -

Skies, the treetops speeding by ib)pa's's b
And then ?‘lktaq’to was over a w. ring a sl :
distance beyond the city. He rose and c L’ied‘ the space.
As he slowed, he peered through the eyes of the golden
Mask of Heavens. There, in the centre of the clearing the
very ground itself was swelling and heaving, the '

e or .n, ]

bedrock showing through as bone picrces the flesh of
a broken limb. :

His eyes narrowed. The Priests had spoken wisely —
something was very much amiss and it was his duty to
report all he saw so thar the Mage-Priests might be
awoken and appraised. But before he could bring his
mount around for the homeward journey, a terrible %
rending, groaning sound spiit the air. From his high ‘
vantage point he saw concentric circles of unknowable
pressure ripple outwards from the clearing, stirring the -

Jungle for miles all around. The swelling of the ground

had mcm‘md such a point that @ massive wound had

rmed at its apex, out of which a cascade of

now flooded. As the eneigies faded, the

Skies spied an impossible thing hanging over

und. Three oval forms, one within the arhev; iy
2 a point that could only have formed some A

manner of portal into that place which should not exist. u

And from that portal now spewed the age-old
enemies of order and life — Daemonic creatures, from the

 Realm of Chaos.

The Master g‘ .S’itie.s‘ wheeled his Terradon around,
would be stirred anéf the hosts gatkered JSor war with b
the Daemons of C?:aa.s' ‘had come once more to Lustria.
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SCENARIO: SEAL THE PORTAL

Andy: Here's the scenario we played, along with some
notes on how we went about things. Feel free to try it out
for yourself with your own armies. Don'’t forget that the ‘We
are Legion!’ rule about recycling Chaos Daemon units is
there because we had a lot more Lizardmen than Daemons,
so be sure to adjust the forces you field appropriately.

Set up terrain

Use a 4' by 8' table. A piece of terrain representing the
portal should be placed on a hill in the centre of the table.
As we were using eight tiles from two of the Realm of
Battle sets, we arranged four corner-hill sections to create
a large raised area in the centre,

Place as many jungle trees and other terrain around the
edge of the table as you can muster. Extra trees packed
around the edges create the impression of dense jungle
beyond the clearing, without interfering with gameplay.

Select Spells

We decided that the Skink Priests would all be Level 1, and
default to the Portent of Far spell. However, the Engine of
the Gods boosted the magic level of the Skink Priest
attending it to Level 2. Lord Kroak only has one spell,
which left the other Mage-Priest. As one of his Disciplines
of the Ancients he had Focus of Mystery, which grants him
knowledge of all the spells in one of the rulebook Lores. As
he was fighting Daemons, he took the Lore of Light.

Deploy for battle

The Lizardmen deploy first within 24" of either short table
edge, splitting the forces between both deployment zones if
they wish. The Daemons of Chaos then deploy within 12"
of the portal, leaving any units they wish inside the portal
to deploy later. Robin chose to leave his Screamers of
Tzeentch in reserve in this way.

Lastly, Scouts are deployed. We decided that the dense
jungle at the table edges would allow Scouts deploying in
them to count as being out of sight for the purposes of the
Scouts special rule.

Who goes first?

The Daemons get the first turn.

Length of game

The game lasts a maximum of six game turns.

Victory!
The Lizardmen win if they can get'a Lord or Hero, or a
unit containing one, into base contact with the portal,
thus closing it and dissipating the energies
sustaining the Daemons of Chaos. Once this is
achieved, the Daemons have their next player
turn to kill or drive off the character or unit
containing him, or the Lizardmen win.
Any other result is a victory for the
dread daemonic legions.
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Special Rules

We Are Legion! When any Daemon models apart from
characters are removed, place them to the side of the table.
When the entire unit is removed, it may come back into
play. To determine if it does, at the beginning of the player
turn roll a D6 and compare the result to the game turn. If
the result is equal to or less than the turn, the unit re-enters
play as described below. If the number is greater it remains
in the Realm of Chaos for now, but may roll again next
turn. For example, if a unit of Nurglings was destroyed in
Turn 3, it would enter play again in Turn 4 on a roll of 1-4.

When the unit becomes available to re-enter play, roll
an artillery dice and scatter dice to determine where it
manifests, scattering the distance rolled from the centre of
the portal. So long as a misfire is not rolled and the unit
can be placed without touching a friendly unit or coming
within 1" of an enemy unit, everything is fine and you may
choose the unit’s facing. Treat the unit as though it has
returned from pursuing a defeated enemy off table.

If you roll a Misfire, the unit takes 2D6 Strength 4 hits
and is placed in base contact with the portal in the position
indicated by the scatter dice.

If the unit manifests touching a friendly unit, both take
2D6 Strength 4 hits before rolling for scatter again,
deviating from the point at which the unit originally tried
to manifest.

If the unit appears on top of an enemy unit, things are
going to get messy! The enemy unit must make a
Leadership test. If this is failed their flesh distorts into
hideous daemonic forms as they are possessed. Replace
the enemy unit with the Daemons unit. If the enemy unit
passes the Leadership test it resists the possession and the
Daemons must roll to scatter again, from the point at
which they would have manifested.

If-a Misfire is rolled in addition to either of the above,
then the Daemons of Chaos unit takes damage in addition
to the effect described.




DAEMONIC INFESTATION

Robin: Having helped write the
Lizardmen book | had a good idea of
what I'd be up against: the most
powerful Wizards in Warhammer, giant
dinosaurs and ranks of rock-hard Saurus.
By taking really large units of Plague
Bearers, Daemoneltes and Bloodletters,
all backed up with Heralds, even a large
black of these scaly skinned warriors will
find it a hard slog to cut their way
through to the portal. I'll take several
fast-moving units like Screamers, Fiends
and Flesh Hounds to intercept any of
Andy’s units that do break through, and a
Bloodthirster to take on any Stegadons

that come stampeding towards my lines.
A Lord of Change and a Daemon Prince
will help me to counter the sorcery of the
Slann Mage-Priests whilst giving me
access to the very powerful Lore of
Tzeentch. In this scenario I'll be able to
throw my units against the Lizardmen
regularly so, in a war of attrition, I should
win. My main task will be to get at, and
eliminate, Andy's characters, and so I'll
have to pick them off in challenges or
with daemonic sorcery. To help things
along I'll take Karanak to go hunting after

one of Andy’s hardest-hitting heroes —
Chakax, the Eternity Warden.

ILNOdANY T1
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Andy: The Lizardmen have always been
my favourite Warhammer race, and so
getting the chance not only to write the
latest incarnation of their army book, but to
play in the new ho inaugural battle
report is almost too good to be true! Not
only that, but I'll be playing against Robin,
my trusty sidekick in writing the book, and
he’d be taking the Daemons of Chaos. This
is shaping up to be a truly exciting and
memorable game.

So | was doubly pleased when the
Dwarfers told me the sort of game they had
in mind. Firstly, we'll be playing not to a
points limit, but to a collection. In essence,
we would both take the models we had
available, and then assign magic items and
the like as seemed appropriate and

characterful. This is a great way to field

your entire collection, without worrying
about juggling every last point. Of course,
no two armies put together in this way will
be exactly matched, and that’s where the
scenario came in. | was asked to write an

ECHOES OF THE FALL

exciting story-driven rio especially for
this battle report. The first thing that came
to mind was that, as the Daemons have
fewer models in their collection, they
should benefit from some way of recycling
casualties. A couple of chats and a visit to
the hobby team’s scenery shelf and we had
the idea for the scenario. A daemonic
portal has been opened up in Lustria,
through which hordes of Daemons are
issuing forth. Daemonic casualties should
therefore be recycled through the portal,
allowing us to balance the two forces, and
the objective of the Lizardmen will be to
close the portal. Simple!

With that sorted, | set about gathering
the army and issuing orders. The focal
point of the army is the Venerable Lord
Kroak, accompanied by a unit of Temple
Guard and led by Chakax the Eternity
Warden. Kroak knows just one spell — the
last spell he ever incanted, which burned
all the others from his mind. The spell,
called the Deliverance of ltza, banished the




Daemons attacking the First City during the
Great Catastrophe back to the Realm of
Chaos. This spell has a variable casting
value going all the way up to 20, and
inflicts a huge amount of damage,
particularly on nearby Daemon units.
Kroak is accompanied by his trusty Eternity
Guardians, Temple Guard who have served
him for millennia (perhaps even beyond
death). These are normal Temple Guard,
but because they have been joined by
Kroak they are Unbreakable. Combined
with Chakax’s abilities to take down enemy
characters in challenges, that's a rock-hard
unit right there, and it'll form the
spearhead of the attack towards the portal.
A centre point of the collection are the
various Stegadons. Two of these are
Ancient Stegadons, one of which bears a
Skink Priest and an Engine of the Gods.
The Engine has three abilities — one
manipulates the Winds of Magic, one
provides protection for nearby units and
one can potentially unleash massive pain

on nearby Daemons. Guess which one I'll
be using the most?

My overall tactics will be to send in the
Stegadons and Cold Ones, led by Krog-Gar
charging in on one side, while the massive
blocks of Saurus, led by Kroak’s Temple
Guard, advance implacably towards the
portal from the opposite side. Add to that a
second Slann Mage-Priest defended against
daemonic flyers by three Barbed Razordon
Hunting Packs. I'm almost looking forward
to Robin charging his Daemons at these
because of the sheer devastation they
cause! | have a number of characters on
back-up portal-closing duty, including
Krog-Gar, the Skink Priest on the Ancient
Stegadon, a Skink Chief with the Cloak of
Feathers (which allows him to fly) and
Tiktag'to, who will enter play later on in
the game. But hopefully these won’t be
needed and Lord Kroak and his Temple
Guard will get the job done, dispelling the
Daemons just like he did thousands of
years ago during the Defence of ltza.

LORDS AND HEROES
@ Lord Kroak

@ Slann Mage-Priest
Divine Plaque of
Protection, Focused
Rumination,
Becalming Cogitation,
Transcendent Healing
and Lore of Light.

® Krog-Gar and Grymlog

@ Chakax

@ Tiktaq'to

@ Saurus Scar Veteran
Blessed Totem.

@ Saurus Scar Veteran
Hand weapon and
shield.

€ Saurus Scar Veteran
Cold One and Shield
of the Mirrored Pool.

© Skink Priest
Ancient Stegadon and
Engine of the Gods.

(I Skink Priest
Lore of Heavens.

@ Skink Priest
Lore of Heavens.

{® Skink Chief
Staff of the Lost Sun
and Cloak of Feathers.

(B Skink Chief
Sacred Stegadon
Helm.

(® Skink Chief
Curse Charm of Tepok.

CORE

& 20 Saurus Warriors
@ 20 Saurus Warriors
@® 19 saurus Warriors
@ 25 Saurus Warriors
® 10 skink Skirmishers
€0 28 Skinks

@ 3 Jungle Swarm bases

SPECIAL

& 20 Temple Guard

€ 10 Chameleon Skinks
@ 4 Terradon Riders

€ 8 Cold One Cavalry
€ 10 Cold One Cavalry
@ 3 Kroxigor

& Stegadon

RARE

@ Ancient Stegadon

& 3 Salamander
Hunting Packs

@ 3 Razordon Hunting
Packs

i

INOdTY ALLIVE

-
&
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Move

Charge

TURN 1

s the floating iron rings of the portal rotated,
A hideous, leering warp creatures emerged into the
jungle clearing. Robin lined them up into

battlelines on both the east and west sides of the portal.
They then advanced, expanding outwards from the centre
of the board, towards the Lizardmen lines.

The Magic phase began with the Lord of Change
raising its avian head and, spying Krog-Gar, he blasted the
ancient Scar-Leader with a Bolt of Change that was cast
with irresistible force. The Lizardman Hero tried to resist
but failed his ward save and so was brought low by the
spell. This sent Grymlog, his loyal Carnosaur mount, into a
slavering Frenzy.

The Daemons tried to cast other spells but without the
power of irresistible force the Slann and Skink Priests
managed to contain the magical forces.

The Lizardmen reacted to the incursion with surprising
speed. The Frenzied Grymloq charged straight forward into
the Daemonettes. In a case of charge or be charged, the
Cold One Cavalry sprang forward into combat with the
Bloodethirster. On the north flank the second unit of Cold
Ones charged the Bloodcrushers. In the east the Lizardmen
were directly under Kroak’s undead glare and they
advanced as one towards the Daemons. The Skinks and
Kroxigor swooped southwards in a long arc before
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The Daemons spill from the pulsing gateway into the Lustrian
jungle, and are immediately engaged by the reptilian forces.

wheeling back towards the portal, using their extensive
movement to full effect.

As the Lizardmen Magic phase started, the Engine of
the Gods powered up. Andy chose the Burning Alignment
effect but only rolled 4" for the range and so no Daemon
units were affected — the Engine was obviously still
warming up! )

Lord Kroak then cast Deliverance of ltza, a spell
particularly suited to ridding the world of Daemons as
every daemonic unit within range takes 2D6 Strength 5
hits. At first Andy tried to cast itona 5 to get a 6" range.
When that failed he tried again, this time with a casting
value of 10 to get a 12" range. This was initially cast, but
as the Flesh Hounds were now in range their Brass Collars
halted the potentially devastating spell.

While the Lizardmen Magic phase was weak, their
shooting was spot on. The giant bow on the Stegadon
speared the Lord of Change for two wounds. The Barbed
Razordons hit the Nurglings 18 times, yet only wounded a
handful of times, while the Chameleon Skinks killed three
of the Furies with their deadly blowpipes.

The fighting was intense for the units locked in combat.
The Bloodcrushers lost their combat by three, which killed
two more due to Daemonic Instability, although the
Carnosaur struggled against the Daemonettes.
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: Annotations
Rcad e The Jungle Swarms charge the |
: _,J Bloodletters, doing well just to hold |
5 them up for a turn. !

@ The Mage-Priest, barely moving or ‘
showing any kind of exertion to

manipulate the Winds of Magic, first
casts Burning Gaze and then Healing |
Energy, but the Daemons manage to ;
dispel them.

o The Stegadons lumber forward as fast
as their trunk-like legs can carry them.

0 The Skink Skirmishers fire their

blowpipes at the Flesh Hounds and
manage to banish ene back to the
Realm of Chaos.

G The Carnosaur charges the fey

Daemonettes but fails to wound
them due to their ward saves. The |
Daemonettes don’t fair any better, |
although their Herald does manage to |
wound the riderless monster. Grymloq |
flees and the Daemonettes pursue. |
While the Carnosaur makes good its
escape, the Daemonettes overrun into |
the Engine of the Gods. |

JHOdIY ATLIVE NAWAQNVZIT

THIRSTING FOR CoLD BLOOD

Charging a Bloodthirster with all of its wounds intact is not |
always the best move, but when faced with it charging you next |
turn it’s still probably the best option - the Cold One Riders

even managed to wound it. The Bloodthirster repaid the dept by |
slaying four Lizardmen. Even so, the combat ended in a draw, an
impressive performance from the cavalry when you consider

they were going up against a Greater Daemon of Khorne!
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Flamers

Daemons don’t have

| much shooting in their
army, with the notable
exception of the Flamers

| of Tzeentch. These

repulsive creatures spout
magical flames from their
peculiar arms. The
Flamers targeted the
nearby Skinks, causing
eleven Strength 4 hits,
killing 5 Skinks and

wounding a Kroxigor.
B

-

The armies clash in a devastating show
of magic and brute force. Both sides
take heavy casualities as Lord Kroak
moves ever nearer to the portal.

obin started the Daemons’ second
turn with what he hoped would be

some decisive charges. For the

Furies it was not to be, for as they swooped
down on to the Chameleon Skinks they
were wiped out by a stand and shoot
reaction. The Flesh Hounds sprinted
forward into the Temple Guard, supported
by the Masque. Epidemius and his
accompanying Plaguebearers shuffled

forward into the | >aurus regiment to
the north-east. The Daemon Prince moved
behind the Bloodletters.

The portal rippled and the Screamers
soared through. They immediately headed
toward the Slann floating on top of the
temple. The Daemon magic was largely
disrupted again by the Lizardmen’s mastery
of the Winds, although the Lord of Change
managed to get a Bolt of Change through
the defences to wound the Stegadon.
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Across the battlefield there was mass
carnage as the units engaged or continued
to fight. In the south the Bloodletters wiped
out the last of the jungle swarms and
prepared for the inevitz from the
Saurus in the following phase. The
Bloodthirster killed two Cold One Riders
with one mighty sweep of its flaming axe.
The remaining mounted Saurus failed to hit
back, but even though they lost the combat
they refused to yield. The Daemonettes
managed to wound the Stegadon bearing
the Engine but three of them were trampled
in kind. Further north the Cold One
Cavalry continued their fight against the
Bloodcrushers. Khorne's riders killed two
Saurus but they were wiped out when the
Lizardmen struck back.

The Daemon Close Combat phase
continued with the Tallyman of Nurgle
trying to infect the Saurus Warriors. Both




| BN Lord Kroak and 20 Temple Guard
B siann Mage-priest

B Krog-Gar and Grymiog

3 chakax

| Bl Saurus Battle Standard Bearer
| A skink Chief

K skink Chief

Bl skink Priest

B skink Priest

[ skink Priest

K8 Saurus Scar Veteran

EE Saurus Scar Veteran on Cold One

EEl 28 Skinks and 3 Kroxigor
Jungle Swarm

B 10 Skink Skirmishers

3 20 Saurus Warriors

Bl 20 Saurus Warriors

£ 19 Saurus Warriors

m 25 Saurus Warriors
m 10 Chameleon Skinks
B 8 Cold One Cavalry
10 Cold One Cavalry
EE Stegadon
FX} Engine of the Gods
EH Ancient Stegadon
Ef] Salamander Hunting Pack
¥l Razordon Hunting Fack

[~ Jojel ~fo Buf -

Bloodthirster

Lord of Change

Daemon Prince

Epidimius

Karanak and Flesh Hounds
The Masgue

25 Bloodletters of Khorne
B} 10 Horrors of Tzeentch

B Plaguebearers of Nurgle
M 25 Daemonettes of Slaanesh
11183 Nurgling Bases

¥l 5 Chaos Furies

B 2 geasts of MNurgle

[ 3 Fiends of Slaanesh

I8 5 Screamers of Tzeentch
[ 5 Flamers of Tzeentch

5] 3 Bloodcrushers of Khorne

EE Tiktag'to
0 4 Terradons
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Turn 2 continued...

sides tried to hit but failed miserably to
score even a single wound and so the
combat ended in a draw.

Meanwhile, Kroak’s Temple Guard had
been charged by the Flesh Hounds and the
Masque. Chakax stepped forward to fight
Karanak, leaving the remaining Daemons
to strike the Temple Guard. Despite her 5
Attacks, the Masque couldn’t breach the
Lizardmen'’s tough scales. The Flesh
Hounds fared much better, causing seven
wounds although only two of Kroak's
sworn companions fell. In return the
Temple Guard killed another Flesh Hound.
With the combat finished it was clear that
the Temple Guard had won the round,
causing both the Masque and the surviving
Flesh Hounds to vanish from reality.

At the beginning of the Lizardmen's
turn Grymloq rallied. The Carnosaur turned
back towards the portal, still subject to
Frenzy even though he'd previously fled
from combat. The Stegadons charged into
the Daemonette unit that was already
engaged with the Engine of the Gods.
Across the table in the south-east, the
Saurus, Skinks and Kroxigor piled into the
Bloodletters. The unengaged Saurus in the
north charged the carpet of Nurglings.

There was very little other movement,
although the triumphant Cold One Cavalry
sped across the north side of the table past
the ebbing portal towards the Screamers.
The Salamanders also moved, as the Beasts
of Nurgle slimed towards them the reptiles
retreated up the temple steps, if only to get
a better field of fire. Lord Kroak’s unit, now
free of the Flesh Hounds, advanced
towards the portal.

The Engine of the Gods fired up once
more and Andy, unsurprisingly, chose the
Burning Alignment again. This time the
effect spread out 10" catching the
Daemonettes, which lost two of their
number, the Lord of Change, which took
another wound, and the Bloodthirster
which lost two of its Wounds.

The magical attacks didn’t stop there;
the Slann Mage-Priest healed the Ancient
Stegadon carrying the Engine of the Gods
and also reduced the WS of the
Plaguebearers to 1. Kroak tried to cast his
one and only spell again, this time with a
casting value of 20! Andy rolled the much-
feared double-1 but, fortunately, Lord
Kroak doesn't roll on the Miscast table.

The Lizardmen had another powerful
Shooting phase. The Salamanders wounded
the Nurgle Beasts, although one decided it
would be better to eat all of its Skink
Handlers instead. The Razordon Hunting
Packs fared much better; showering the
Screamers with a spiked fusillade, they
killed five of the six flying Daemons. The
Skink Chief picked off the final Screamer
with his Staff of the Lost Sun.
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The fighting was as brutal as ever. The
Stegadons trampled down the Daemonettes
with ease, although the Daemans did
manage to take a Wound off the Ancient
Stegadon but they lost 12 of their own
when the combat had finished. However,
Robin rolled a double-1 so the last few
remained corporeal, at least for now. Close
by, the Bloodthirster got bored of toying
with the Cold Ones and slew the last four. *

€ € ne Stegadons trampled
down the Daemonettes
with ease. , ’

Across the clearing in the north the
Saurus destroyed the Nurgling swarms,
Epidemius didn't fair any better and was
brought low by the resolute Saurus,
although his Plaguebearers continued to
fight on.

Finally, the players resolved the
massive combat involving the Bloodletters.,
The Lizardmen hit hard, killing nine warp-
spawn, with even the Skinks contributing |
one to the total. The Bloodletters failed to
hit back, so they lost and ten more
Daemons were banished.

| CHAKAX VERSUS KARANAK

Khorne’s Hound of Vengeance howled out a challenge that the
‘ Eternity Warden was only too happy to accept. The Flesh Hound
sprang forward but time immediately began to slow as the key to the
Eternity Chamber that hung around Chakax’s neck began to glow.
And so Chakax struck first, he swung his Star-Stone Mace in a deadly
| arc that struck Karanak across all three heads. With a faint whimper,
the Daemonic Hound blinked out of existence and time returned to
its normal pace.

—
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out the rules for the Engine of the Gods |
ng Alignment, Robin reluctantly starts 1
s, painfully aware that B 1

Chameleon Skinks

Flush from the victory against the Furies,
the Chameleon Skinks stalked forward after
another winged aggressor, this time with
the Lord of Change in their independently-
roving sights. The Skinks peppered the
Greater Daemon with their blowpipes;
Andy wasn’t expecting much from the
attack, maybe a wound or two if he was
fortunate. But then, in a rare show of luck,
he managed to roll six 6s! As Chameleon
Skink blowpipes are poisoned attacks, all
six hits automatically wounded. Robin still
had his ward save but only

managed to save one! The

Lord of Change had

already been

wounded so

the five wounds

caused was more

than enough to cast

the Greater Daemon

of Tzeentch back to

the Realm of Chaos.
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: URN 3

The Master of Skies
circled high, his
inscrutable gaze
taking in the carnage
unfolding below. The
portal radiated :
unnatural power, and
every. few moments, or
so it seemed, would

‘Daemons. The ritual
‘words that would close
the portal were upon
his tongue, but he =
knew he would have to
time the moment to

imperative stabbed

into his thoughts. He

Jfelt the awesome power

of a Mage-Priest
touching his mind and
Temple Guard closing
on the portal.

to his fellow Riders,
the Master of Skies
prepared to descend.

| TEMPLE GUARD VS BLOODCRUSHERS

two more Bloodcrushers, however, the Lizardmen lost
two of their own for their trouble. Chakax then stepped
forward and slew the final few Daemon cavalry,
allowing the Temple Guard to overrun into the Horrors
— the only Daemons that now stood between Lord Kroak
and the yawning portal.

Kroak forced the Temple Guard into the Bloodcrushers
that had just appeared in front of them. As if the ancient
Relic-Priest had willed it, the Cold Ones, fresh from

| wiping out the Screamers, ploughed into the

| Juggernauts’ rear. The Cold One Cavalry killed one of

| the warp-spawn while the Temple Guard brought down

After taking heavy losses from the Lizardmen the Daemons hit
back as more of their ilk pour forth from the portal.

he portal rippled and Furies,
I Bloodcrushers, Screamers and Flesh
Hounds emerged from the spinning
iron rings. The Bloodcrushers coalesced in
front of Lord Kroak, the Furies and
Screamers popped out in the north while
the Flesh Hounds landed close to the
Bloodthirster in the south-west,
immediately losing one of their number as
Robin rolled a misfire on the artillery dice.
There were lots of charges again as the
Bloodthirster barrelled into the Stegadon,
supported by the Fiends in its flank. The
Flamers bounded into the side of the Skink
and Kroxigor unit and the Daemon Prince
also joined the same melee by charging
into the spear-armed Saurus. The Beasts of
Nurgle finally closed in on the
Salamanders positioned on the temple.
There was no magic and shooting so it
was straight into the many combats. The
Plaguebearers held the Saurus to a draw
again, as did the Salamanders fighting the
Beasts of Nurgle. The Stegadons were not
so lucky, the Bloodthirster ripping apart the
youngest creature before flying forward in
an overrun move. The Fiends also overran
into the Engine of the Gods and caused a
further three wounds on the ancient
monster. In the east the arrival of the
Flamers and the Daemon Prince helped
keep the Bloodletters in the combat
although the Saurus won the round.

Andy started his third turn by seeing if
Tiktaq'to would descend on the battlefield
but the Skink master tactician refused and
stayed circling up high. Undaunted, Andy
charged the recently emerged Screamers
with the Cold Ones. The Skink Chief
armed with the Lost Sun Staff was also
wearing the Cloak of Feathers so he flew
close to the portal, although he didn’t
come into contact with it just yet and was
forced to hide behind some nearby terrain.
In the Magic phase the Engine of the Gods
unleashed a dazzling Burning Alignment
that burned away the Bloodthirster’s
penultimate Wound and wiped out the
flailing Daemonettes.

The Close Combat phase was the
messiest yet. At first it went well for the
Lizardmen, the Cold One Cavalry wiped
out the Screamers and smashed into the
rear of the Bloodcrushers, while the Saurus
reduced the Plaguebearers to just four,
However, there was evidence that Andy's
army was beginning to succumb to the
constant daemonic assault. The Engine of
the Gods was toppled by the Fiends, and
the Salamanders fled from the Beasts of
Nurgle. The Bloodletters, with the aid of
the Daemon Prince, finally managed to
overwhelm the Saurus and both Lizardmen
units broke and fled. The Skinks and
Kroxigor remained in combat with the
Flamers of Tzeentch.
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TURN 4

enough time to seal it?

‘ Annotations

(D)

The Skinks continue
to fight with the
Flamers, although it's

“the Kroxigor that do

the definitive damage
and wipe out
Tzeentch’s creations.

In the epic conflict
between the
Plaguebearers and
Saurus, the Herald of
Nurgle issues a
challenge to the Scar
Veteran. The Daemon
and Saurus enter a
vicious duel that lasts
through both Close
Combat phases. The
Herald finally gets the
upper hand and slays
the Saurus hero.
However, the
Plaguebearers
continue to collapse
due to instability and,
by the end of the
turn, there is only
one left beside the
victorious Herald.

More Screamers fly
through the portal
and into range of the
Ancient Stegadon’s
giant blowpipes. The
screeching Daemons
are hit with 18 shots
and are obliterated in
a shower of
poisonous darts.

Having despatched
the Horrors, Lord
Kroak and his Temple
Guard move on to
the portal. The
revered Slann’s
carcass remains
immobile but the vast
mental energies of
Kroak’s spirit are
focused on sealing
the portal.
Meanwhile, the
Temple Guard are
stoic but ready to
protect their undying
master at all costs.

The Beasts of Nurgle
set about the
Salamanders with
their pustulous
tentacles, killing them
and scattering the
Skink Handlers.

fresh unit of Daemonettes emerged
A from the portal and the Screamers

entered play for the third time. As
ever there were numerous charges,
including the Furies into the Cold Ones
and the Flesh Hounds into Grymlog. The
Daemon Prince sprinted after, and caught
up with, the fleeing
Saurus, wiping them
all out.

There was no
shooting or magic so
it was straight into
combat once again.
The Furies took on
more than they could cope with against the
Saurus Cavalry and were sent packing back
into the Realm of Chaos once again. The
Ancient Stegadon fought off the Fiends,
using its superior strength to destroy them.
In the centre of the field, Chakax slew
three of the Horrors while the other Temple
Guard saw off the rest. The Carnosaur was
not intimidated by the Flesh Hounds and
made short work of them, before it spied
larger prey in the form of the Bloodthirster.

As it was the Lizardmen turn next the
Carnosaur was the first to move and it
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Lord Kroak makes contact with the portal but as the
Lizardmen army collapses around him, will he have

lunged forwards into the Greater Daemon
who was only too pleased to take it on in
combat. It was a titanic match, Lustria’s
apex predator versus a Greater Daemon of
Khorne. Had the Bloodthirster been on a
full wound count you'd have backed it to
win, but as it was clinging onto its final

é €1t was a titanic match —
Lustria’s apex predator
versus a Greater Daemon. § §

Wound, and the Carnosaur struck first, the
battle swung heavily in Grymlog’s favour.
The Lustrian monster snapped its heavy
jaws and the Bloodthirster was destroyed.
The battle had intensified but the
Lizardmen were doing a good job of
clearing the way to the portal. However,
Andy knew that the time was near, they
had to make contact with the portal on the
next turn or else the battlefield — and then
the whole of the surrounding area — would
become flooded with Daemons and
leagues of Lustria would be lost to Chaos.



Deliverance of Itza

Lord Kroak summoned the full
power of his magical might
and cast the Deliverance of

£
]
N
>
Itza with a casting value of 20. | w
=
=
M
Z

Move Charge

Fully a third of the
regenerated Daemonette unit
was destroyed.

FrRoOM THE HEAVENS

Tiktaq'to and his cohorts swooped down from upon high. Flying in a V-formation they flew low over the Daemon
Prince and pelted the fell creature with rocks. The Daemon Prince suffered 13 Strength 4 hits and was sent i
screaming back whence he came.
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TURN 5

Robin knew that he only had this turn to
prise Kroak off the portal or lose the game.
With so much carnage in the last turn a
whole horde of Daemons entered the fray:
Flamers, Horrors, Fiends and Bloodcrushers
to name but a few. These units couldn’t
charge yet but if he could somehow shift
Kroak with the other Daemons this turn
then the amount of Chaos on the table
would all but guarantee Robin victory.
With this in mind the Daemonettes charged
the Temple Guard.

The Horrors reappeared on the
battlefield by possessing the Skink
Skirmishers. As the Skinks advanced
towards the portal, their maws were forced
open and the Horrors climbed out, leaving
their Skink hosts as discarded, withered
‘skins. They immediately targeted the flying
Skink Chief in the Magic phase and
destroyed him. In the Shooting phase the
newly-arrived Flamers burnt four
Chameleon Skinks to death. All this activity
was just a prelude to the climactic combat.
The Daemonettes struck the venerable

Tiktaq'to’s Terradon released its grip on its load of rocks, the other Terradons doing

likewise at exactly the same moment. Relieved of the heavy burden the beasts lurched

into tke m‘r and the Master r_)f Skzes turned to observe the gﬁ%crs qf the a:tack Tkeir
?z'e"

dimczing his. sp:ﬁt ;

Daemons were crushed undﬁg%t the tkme cancentﬁc circ!ew qf tf:e pomrl aligned in
2 thenwdves !n an z‘nstanr all was sifent. Not.

a single plane, before collapsi)
the silence that comes with

time frozen. And then the portal bflnkéd our of exts'tence and the Daemons were gone
— the battlefield belonged to the Lizardmen.

The portal was closed. The City of Echoes was returned to its sacred state and the
mists would qwck{y retum, tkoagk the Master of Skies knew all too well that Chaos

Skink Back-up ;
In concert with Lord Kroak the Skink Chief |

| flew onto the portal. He was Andy’s back-

| up plan should the Slann Relic-Priest
succumb to the daemonic forces. However,

| Robin was onto this ploy, and so used the
Horrors, who had >
possessed the Skinks

| upon their return to

| the tabletop, by
targeting him

| with the Flickering

| Fire of Tzeentch
and instantly

| killing the valiant
Skink Hero.
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The Daemons flood the jungle clearing, surrounding Lord
Kroak and stand poised to strike. The Lizardmen have to act
now or see Lustria covered in gibbering Daemon-kin,

Saurus Guardians hard, hitting with a
ferocity more characterful of a Khorne unit
than Slaanesh, but still only a single
Temple Guard fell to their claws. The
Temple Guard hit back, killing two of the
Slaanesh witches. Chakax was at the heart
of the action, swinging his Star-Stone Mace
in ferocious arcs he wounded three of
them but the Chaos Gods were angry with
this Lizardman legend and so Robin made
all of his ward saves. Nevertheless, once
all the results were totted up, the Temple
Guard had won the combat by one.

The Lizardmen started their fifth turn
but as Lord Kroak had now been in contact
with the portal for a whole turn the
Daemon-gate was sealed. Power crackled
across the entire battlefield and the
Daemons squealed in silent agony as they
were dragged out of existence. Lord Kroak &
failed to react to his victory in any way,
neither jubilant nor vengeful — he remained:
immobile atop his palanquin. Nevertheless
he had saved Lustria once again from the
clutches of Chaos.



Bloodthirster

Lord of C

Daemon P

Epidimius

Karanak and Flesh Hounds
| The Masque

Bloodletters of K
10 Horrors of Tzeenich
s of Nurgle
f Slaanesh
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Saurus Battle Standard Bearer
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Andy: Well that went pretty much to plan,
but there were absolutely loads of tense
moments along the way where things
could have gone one way or the other.

The game started off well, with the
Saurus Cavalry riding down the
Bloadcrushers — that was a bit of a gamble
as those Juggernauts are hard as nails. It
was really only the presence of the Scar-
Veteran in the unit that tipped it, but it was
worth his sacrifice.

The charge of the Stegadons was
spectacular, with all three smashing into
the Daemonettes as one. The Engine of the
Gods accounted for a number of Daemons
too, which was great to see.

Over on the other side, the implacable
Saurus and Temple Guard ground
inexorably through the Daemons. Things
looked shaky on the left as that massive
unit of Bloodletters saw off two units of
Saurus, but the bold warriors had done
their job by that point, buying time for
Kroak and his Temple Guard to lead the
attack down the centre line. The same is
true of the fight between the Saurus and
the Plaguebearers on the right — although
the Saurus never quite killed off the
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' THE ETERNAL GUARDIANS

The Temple Guard are just an awesome
unit, and they’re made even greater by the
addition of Chakax the Eternity Warden.
Accompanying Lord Kroak the combined
unit is nigh on unstoppable, and
particularly effective against Daemons as
the Temple Guard protect Kroak while he
unleashes the Deliverance of Itza spell.

{ THE JUNGLE IS PURGED

incredibly resilient Daemons, they kept
them busy so they couldn’t charge the
Temple Guard in the flank, which would
have held things up no end.

One of my favourite moments in that
advance was when the Temple Guard went
through one unit of Bloodcrushers, only to
have a second appear directly in front of
them as the unit came back from the dead
via the portal. Fortunately, they couldn’t
charge as they counted as returning to play
from off table so the Temple Guard rolled
over them too.

Another great moment was when the
Barbed Razordons shot at the Screamers of
Tzeentch, taking down all but one of the
flying Daemons. The Skink Chief with the
Staff of the Lost Sun downed the remaining
Daemon - | fondly imagine him
nonchalantly blowing the smoke from the
weapon’s business end afterwards!

So, in all a great game all round.
Hopefully we showed what both the
Lizardmen and the Daemons can do, and
perhaps even inspired a few people to
write up their own scenario or try a
different way of fielding their collection; as
long as you have fun that's all that matters,

WHITE DWARF ECHOES OF THE FALL
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ANGUISHED HowLs oF CHAOS

Robin: The game started brilliantly for the
Daemons of Chaos, with the mighty Scar
Leader Krog-Gar falling to the very first
spell of the game. Having just killed one of
the more powerful heroes in Andy’s army |
ignored the Carnosaur Grymlogq in favour
of other threats — a mistake that | paid
dearly for when the rampaging dinosaur
carved its way through my reinforcements
before tearing my Bloodthirster to shreds in
the final turn.

Things started to go badly after a hail of
poisoned darts killed my Lord of Change.
Not only were my most powerful spells out
of the game but | was unable to prevent
Lord Kroak summoning the Winds of
Magic to cast the Deliverance of ltza. |
couldn’t get to any of Andy’s Wizards
throughout the game, protected as they
were by a pack of Barbed Razordons. Then
things went from bad to worse and the
Stegadons charged. The Engine of the Gods
in particular proved to be utterly
devastating against the minions of Chaos.
Thankfully the large size of the units | had
taken meant that they weren’t wiped out in
one turn (although it wasn't that far off) and
I was able to send in both a Greater
Daemon of Khorne and a pack of Fiends.
Whilst the Bloodthirster carved its way

through one of the mighty beasts the
remaining daemonic forces didn’t fare as
well and despite bringing another down a
few turns later they were all crushed to
death by the third Stegadon who then, to
add insult to injury, annihilated another
unit of Daemons with its giant blowpipes.

The large units of Daemons worked
rather well, either killing or halting Andy’s
advance towards the portal. Whilst the
Bloodletters finally broke through, the
Plaguebearers didn't fare as well and, as a
result, | was unable to get that all-important
flank charge on Lord Kroak and his unit of
Temple Guard. It seemed nothing | could
throw at them could slow them down, not
even a unit of Bloodcrushers. Karanak’s
plans to rip Lord Kroak apart were
thwarted by Chakax, who proved beyond
doubt that he is the ultimate bodyguard in
the Warhammer world, smashing the
Hound of Vengeance to a paste.

In the end though, Andy did such a
good job at protecting Lord Kroak that |
was left in the unenviable position of
having to kill him, Chakax and an entire
unit of Temple Guard to prevent Andy from
sealing the portal. Alas, it wasn't to be and
the daemonic forces were banished from
Lustria once again.

' DAEMONS OF THE MATCH

| The big unit of Bloodletters held up Andy’s Lizardmen throughout the game and
without them the cold-blooded warriors would have marched up to the portal
without even breaking stride. This unit of Khorne’s chosen easily absorbed the initial

| casualties before their hellblades found their mark and cleaved through the Saurus
Warriors’ scaly hides, winning the combat and breaking two units.




The legend that is
Jervis Johnson is a
collector of more
than just miniatures;
his desk is literally
overflowing with
curios and oddities,
including a pile of
musty tomes of
arcane knowledge
that grows at a
worrying rate, even
when he’s not there!

hen | talk to people about what
it is that first drew them to the
hobby, there are four things that

they’ll usually mention. In no particular
order, these are the beautiful miniatures,
the painting and modelling side of the
hobby, the gaming side of the hobby, and
last but not least the background for all of
our games.

However, if you ask me there’s a fifth
thing that draws people to our hobby, and
that's collecting. Strangely, this is
something that is rarely mentioned, | think
because it's so intrinsic to the hobby that
we hardly know that we're doing it. None
the less, I'd venture to say that its just as
important as the other four things I've
mentioned. Indeed, for some people I've
met it would appear to be the most
important thing of all — come on, we all
know someone whose greatest passion
appears to be to have one of everything,
and who are overcome with joy when they
track down that extremely rare miniature
they’'ve been looking for.

Anyway, in order to even things up a
bit | thought I'd spend this month’s
Standard Bearer looking at the collecting
hobby and what we plan to do to support
it. But first of all, what exactly do we mean
by collecting? A certain well-known online
dictionary defines it as:

‘...seeking, locating, acquiring,
organising, cataloguing, displaying, storing,
and maintaining whatever items are of
interest to the individual collector. Some
collectors are generalists... others focus on
a sub-topic within their area of interest...’

I think this is a pretty good definition as
far as it goes, though it does focus mainly

“ It’s almost like that one miniature
would get lonely on its own, so we

have to get it some friends.

)

on how we go about collecting, rather than
why we want to collect things in the first
place. Fortunately | am here to help that
online dictionary out, and based upon my
own experience as an obsessive collector
of some five decades standing, | think the
main reason we collect things is that it
gives us a way to try and impose a bit of
structure and shape on an increasingly
chaotic and complicated world. Or to put
it another way, while we may not be able
to control exactly what happens in our day
to day lives, we can control and shape the
things we collect, and this little bit of
control does a lot to help us relax and
enjoy ourselves. | think this is why
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‘structure’ is so important to a collection.
Although we're all prone to picking up'a
new miniature just because we think it
looks wonderful, more often than not this
leads us to collecting a whole new army.
It's almost like that one wonderful
miniature would be lonely an its own, so
we end up getting it some friends to keep it
company. Well, that's the excuse | give my
wife, anyway. But | digress. Returning to
the matter at hand; if you ask me, ‘seeking,
locating, acquiring, organising,
cataloguing, displaying, storing, and
maintaining’ are not really what collecting
is all about. Rather, they are the ways we
give shape to our collection, and the way
we help decide from the myriad options
available what to get next; however, the
desire to have a collection of Citadel
miniatures comes first.

As it happens, we've been talking
about collecting, and how we can support
the collecting hobby, quite a lot in the
Studio recently. It was Apocalypse that
started this off. One of the things that we
decided early on was that Apocalypse
should allow players to use all of the
models in their collection, and one of the
reasons for wanting to do this was
something we'd started to call ‘the tyranny
of the army list’. Now, don‘t get me wrong,
army lists are a wonderful thing, allowing
players to play fair and balanced games
while at the same time giving some of that
important structure to a collection of
miniatures. However, we did have a feeling
that we'd got to a place where the tail was
starting to wag the dog — specifically, we
were worried that the army lists that we'd
created in order to help players collect
Citadel miniatures were too often
constraining what players felt they could
add to their collection.

So, when we started work on
Apocalypse, we decided to dispel the myth
that you were only allowed to collect the
things that appeared in an army list.
Apocalypse does this in two ways. First of
all, it made it clear that we gave
permission (not that permission was really
needed) for players to collect and use
whichever models they liked in a game of
40K. And then, on top of that, it provided a
wide variety of exciting new things to think
about collecting, be it a squadron of
Imperial Guard tanks, a Titan or a Battle
Company of Space Marines. In other
words, it took the lid off things, and
unshackled the handcuffs that some players
felt had constrained their collecting hobby.

The response to Apocalypse was
immediate and profound, and clearly
struck a chord with many, many players,
I’m still receiving letters to this day from
players who love Apocalypse and the




freedom it has given them to explore the
Warhammer 40,000 universe in ways they
couldn’t have done before. This outpouring
of support underlined to us just how
fundamental collecting is to the hobby, and
also taught us some important new lessons.
As an aside, this is why | always urge
readers to write in if they have comments
and feedback about the hobby — there’s no
such thing as bad feedback. But | digress
once more. What we learnt from the
feedback about Apocalypse was that, first
and foremost, players clearly wanted the
chance to use all of the models they

already had in their collection. We also
learned that its the rare hobbyist who
doesn’t yearn for ideas and inspiration that
will help them decide what to collect next,
even if they already have a huge pile of
miniatures still waiting to be assembled
and painted. | think this second point is
why the battle formations found in
Apocalypse have proved so popular — they
gave players a wide variety of inspiring
new ideas about what they can add to their

collection next.
However, probably the most important
thing that Apocalypse taught us was that
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miniatures and many more.
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some players really had started to feel
constrained in what they thought they were
‘allowed’ to collect by the army lists and
rules that we publish. They didn’t want to
collect the ‘wrong thing’. In fact the real
reason we've written all of those army
books and codexes is not to constrain
players, but to help players to collect an
army in a structured and satisfying way.
They are about inspiration, not control, and
wherever possible we try to make sure that
the army books we publish give players as
much freedom as possible in what they can
take, and leave plenty of room for the
imagination. Fortunately, Apocalypse itself
did much to show players that we gave
‘permission’ to collect whatever the hell
they liked, and | think it has done a lot to
dispel a few of the myths about the ‘right’
and the ‘wrong’ way to go about collecting
an army.

Not that we can rest on our laurels,
of course. As | said earlier, we learnt a lot
from Apocalypse, and those learnings are
having an impact on the new miniatures
and books we've been working on since
Apocalypse came out. That's why the latest
sets of Chaos army lists give players much
more freedom to mix and match units from
the different Chaos powers: what you
collect and use should be up to you, not
up to others — be they games designers or
pundits — to dictate. We've also been doing
things like publishing new Apocalypse
datasheets in White Dwarf, along with
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things like the Legendary Battles rules
(which took the lessons of Apocalypse and
applied them to Warhammer), and battle
reports that show a wide variety of games,
including some that don't use the army lists
from our books at all.

We've also put quite a bit of thought
into ways of bringing out new models that
aren’t tied directly into the army lists in our
books, such as the Collectors Range of
models, and the new Shadowsword tank
kit that will be released next month. After
all, there are plenty of collectors out there
who structure their collection around
things other than the army lists we publish,
and we want to make sure they can pursue
their hobby as easily as anyone else. So,
whether your aim is to collect the perfect
2000-point Warhammer army, or a
complete Space Marine Chapter, or one of
every model sculpted by Jes Goodwin, or
anything in between and beyond these
things, then we're going to do our best to
support you in your quest. The bottom line
is that the only person who knows what is
‘right” and ‘wrong’ for your collection of
Citadel miniatures is you.

And on that bombshell | shall end this
month’s Standard Bearer. As ever, please
feel free to write to me with your
comments and feedback about this month’s
column, or about the hobby in general. |
read all of the letters | receive, and as |
mentioned in this article, all feedback is
gratefully taken on board.




Water Effects

You can use Water Effects to add realistic ponds and puddles to the
bases of your models, but it has many other uses, as Mark Jones explains.

The Basics
Citadel Water Effect is a great way to enhance your models and scenery, allowing you to create realistic-
looking water. Water Effect is straightforward to use, but there are some common pitfalls to avoid.
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Carefully pour a small amount of Water Effects into the It’s very important to keep layers completely dry before starting the
area you want to cover. Use a brush — | find an old no thicker than 2-3mm, or else the next. Don't worry about the cloudy
Tank Brush best — to drag and push the viscous fluid fluid will not cure properly. If you consistency as this will clear as it
into the desired location. Do not be too vigorous with want deeper areas then you should dries. Allow plenty of time for it to
the liquid or you may cause tiny air bubbles that will build it up over several layers, dry — about six to eight hours

spoil the effect you're trying to achieve. making sure each coat is should be about right.

Advanced Uses
If you're going for a deeper water feature, such as a large pond, you can add small bits, Drying Time

such as flakes of dried mixed herb, to create pond vegetation. You can also drop in small Water Eifects does take
glass beads to make large air bubbles. like in picture (A), below. To do this, first make sure a long time to cure and

the previous layer is dry, then add a thin film of Water Effects over the top to create a tacky you'll need it
completely dry before

surface that the bits will stick to. This will stop them moving when you add the rest of the o i & Rt
liquid. Then finish off the current layer as normal, making sure you completely cover the {a ir I find it best to
items you've just added. le:ve' a project

overnight so I can be
pretty sure it will be
dry in the morning. It's
also important to leave
it on a flat plain so that
it dries with a nice,
level surface.

And finally, don’t
be tempted to touch it
whilst it’s drying as
you'll end up leaving
an irreversible mark in
it. In fact, I'd keep it
well out of the way of
siblings, friends or any
kind of curious
relatives — even here in
the Studio I've noticed

It's possible to colour the Water Effects by adding small Painting Water Effects onto windows in buildings gives that people have an
amounts of paint. Fill a separate mixing pot with the a fantastic glass effect. This layer needs to be really annoving tendency to
Water Effects and then trickle in the paint of the chosen thin. Start with a small blob in the centre of the ying d RCY
colour in small batches, mixing it until you get the window and then tease it out to the rest of the area try to pro ct:rmg
desired shade. Again, use an old brush and mix the with an old paintbrush. When it's dry you'll have a Water Effects!

solution very carefully. Fold the paint into the mix in a miniature sheet of glass!

similar way to adding egg whites to a meringue.
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JUNGLE TERRAIN

WARHAMM

Many Lizardmen
players like to create
scenery themed
around the jungles of
Lustria. Chad Mierzwa
shows you how to
make your own corner
of the New Waorld.

fight all over the Warhammer world

— wherever the Great Plan has
dictated their presence. However, it's in
the jungles of Lustria that the hosts of
Saurus and cohorts of Skink Skirmishers
will see most of the action.

With that in mind creating a sc

of jungle pieces is surp
especially since the release of the Citadel
Trees. These, along with the Jungle Plants
set and the Warhammer 40,000 Tr
be combined to create some i
and evocative tropical flora.

The Lizardmen have been known to

“ You Will Need

Our resident hobby maestro, Chad
Mierzwa was tasked with showing us how
it could be done, Chad’s never one to do
just as he's asked though, and so he’s also
made a few extra pieces of Lizardmen
terrain that will complement your jungle
scenery even further and turn your table
top into the dense, dangerous tropical
environs of Lustria.

Some of the following projects will
require the use of a sharp knife. As with all
hobby tools be careful when using them,
the blade of a habby knife can be
extremely sharp, so use it with caution.

All of the items that Chad used for these projects can be found in GW Hobby Centres,
DIY stores, and specialist model or art shops. All of the paints are available from the
Citadel Colour and Foundation ranges of paints.

Tools Materials

Hobby Knife Arcane Ruins
Plastic Glue
Super Glue

PVA Glue Foam card

Filler Hardboard (optional)

Jungle Plants

Lizardmen Glyph packs
Modelling sand

Static Grass

Warhammer 40,000 Trees
Water Effects (optional)

Bamboo barbecue skewers
Citadel Woods

Paints

Bestial Brown
Camo Green
Chaos Black (paint and spray)
Charadon Granite
Dark Angels Green
Fortress Grey
Goblin Green
Skuli White
Graveyard Earth
Vermin Brown
Vomit Brown




JUNGLE TREES

The trees of Lustria are very diverse —
some are vine-ridden, twisted-trunk

affairs while others are even rumoure
to have a malign nature.

Woods set as normal. He then placed the
fronds from the Warhammer 40,000 Trees
onto the branches. The fit between the two
components works really well and they were
easily attached with a bit of plastic glue.

o Chad assembled the trunks from the Citadel

Chad then started painting the trees by
undercoating them with Chags Black. The
base was painted Bestial Brown, with Vomit
Brown drybrushed on top. The rocky spurs
were painted in the same style as the
spawning pool described later (page 85). The
tree trunks were basecoated with Charadon
Granite, then drybrushed Graveyard Earth, A
final drybrush was then applied, using a 1:1
mix of Graveyard Earth and Fortress Grey.
The fronds were simply painted with Dark
Angels Green, then drybrushed first with
Gablin Green and then with Camo Green.

To get an overgrown look, Chad decorated
9 the base with a few of the Jungle Plants,
sticking them down with super glue. He
flocked the majority of the base with Static
Grass. Thinned Camo Green was also
painted onto areas of the trunk and base to
represent moss and lichen.
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LUSTRIAN FOLIAGE

Like in any forest or jungle, the trees of
Lustria come in all sorts of shapes and
sizes. You can use any spare bits from the
Jungle Plants sets to make a variety of tree
types for your jungle.

A Using foam card or hardboard as a base,
vou can create smaller copses of jungle flora
using the Jungle Plants and Warhammer
40,000 Tree sets.

A This set of jungle trees was created using exactly the same method, and
painted with the same paints as described on the previous page. The
obvious difference is that Chad used foliage from the Jungle Plants kit
instead of the Warhammer 40,000 Tree leaves,

A Don't let the foliage from the Citadel
Woods go to waste — with the aid of barbecue
skewers you can create these tall trees,

Jungle Plants

The ever-popular Jungle
Plants kit make a
welcome return this
month, just in time for
the Lizardmen release.
They can be purchased
through the usual Games
Workshop Direct
channels and online. < These tall trees use a spongy
substance call clump foliage to
form the leaves, you can
purchase it from specialist
mode| shops. The monalith is
from the Arcane Ruins set.
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SPAWNING POOL

Spawning pools are immensely important to the Lizardmen,
the sacred places where their race enters the world.

Chad started this project with
o the base from the Arcane Ruins

kit. He set this onto a base of
hardboard, although it doesn’t
necessarily need one. Chad
built up the sides of the pool
with thick foam card (this
material is sometimes called
maount board — you can find it
in many art suppliers and
stationery stores). Foam card is
easy to cut with a sharp knife.
Chad used an all-purpose filler
to cover the gaps once the
foam card had been stuck an.

page 87) and painted. Start with a basecoat of Vermin
Brown, then give it a drybrush layer of Vornit Brown
followed by a further drybrush layer using a 1:1 mix of
Viomnit Brown and Skull White. Finally, Chad applied
watered-down Camo Green in patches to create a mossy
effect and then the base was flocked with Static Grass, small
Jungle Plants were placed around the pool to finish it off.

9 The spawning pool was then fextured (see the box-out on

Foam card is a very versatile
material, but its foam core
means that it can melt if you
use superglue, plastic glue or
aerosols around it. Only use
PVA when gluing foam card,
and always paint it by hand
rather than using spray paint.

He then placed the Lizardmen
glyphs around the model and
made a lip for the sides of the
pool out of foam core. Using a
Hobby Knife, Chad weathered
the foam core to create the
effect of worn stone. Chad
used PVA glue to cover the
hardboard base with sand,
which he then painted with
Bestial Brown.

Lizardmen
Glyph Plates

Our Bitz Packs range is
full of great things that
keen modellers can use
in their projects. The
Lizardmen Glyph Plates
are perfect for all sorts of
jungle-inspired terrain
and scenery pieces.
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ANCIENT PORTAL

Lustria is full of crumbling ziggurats,

disused portals and ruined monuments

— remnants of a fallen empire. | | | /

To make the stepped base, Chad cut a
piece of foam card to the desired shape, |
then built it up by cutting out the same ; ==
shape slightly smaller each time. He then = T
cut out a wide channel down the centre T

and created a set of steps. The circle that

forms the portal was marked out'on a |

sheet of foam card using a pair of .. -
compasses and then cut it out. Chad used e =
hardboard for the base once again. il :

“ Chad took his Hobby Knife to the structure,
= cutting grooves, chips and wearing down the
steps to create a worn surface. He also added

= Lizardmen Glyph Plates to mark the structure
out as once (or still) belonging to the Slann.

The model was then undercoated Chaos
Black. Chad added fine sand when the
undercoat was still tacky to create a rough
texture. The base was also flocked with sand
and Chad added some of the smaller spare
branches from the Citadel Tree set - topped
with the small fronds from the Warhammer
40,000 Trees — to create some undergrowth
around the ruined portal,
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The portal then painted using
the same colours and method :
spawning pool. The sand on the
was coated with Bestial Brown

éhrc:ugh beneath th
fronds from the Jungle
Plants Jed to the bas

Creating Texture

Before Chad painted the
spawning pool and portal
he created a rough stone
effect by sprinkling fine
sand on the undercoat
when the paint was still
wet. When that had
dried he then
undercoated the model
once more to seal the
sand in place.
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PAINTING

LUNE MCFARLANE |

Painting Masters is a
showcase of the
talents of the world’s
greatest miniatures
painters. This month
we turn our attention
to Australia, and the
multi-award-winning
Luke McFarlane.

with a question about how the painting

master started in the hobby, and Luke’s
story is very similar to those who we have
already talked to in this series. In the early
90s he stumbled across his first Citadel
miniature when he noticed an Eldar figure
sporting a Mohawk in a local games store,

‘I was spellbound by this little alien
warrior,” says Luke. ‘I wanted to know more
about him, who he was at war with and
what type of universe he inhabited.’

Soon after, Luke discovered the
MB/Games Workshop Space Crusade
board game, a game, along with
HeroQuest, which attracted many older
gamers and painters into the hobby. “‘While
| do enjoy gaming, | soon found it was the
artistic side of the hobby — the painting and
modelling — where my passion lay.’

Turning to Luke’s models it's easy to see
that all those years in the hobby haven't
been wasted. We think he has a very
distinctive style, an almost cell-shaded
look, as if they've jumped out of an anime
film. Does he agree with that analysis and
was it a conscious decision to paint like
that? ‘I can see why the comparison has
been made,” answers Luke. ‘My crimson-
coloured Terminator has been described as
having a comic-book feel in the past, but
there was never a conscious decision to go
in that direction. Sometimes my miniatures
take on a life of their own. With the Cadian
models, for instance, I've tried to display a
subtle realism.” And while Luke’s style
remains very distinctive, he's keen to point
out that it's not fixed and he’s constantly
adapting his techniques, literally from
project to project. ‘I draw from many
influences, the most prominent being the
Citadel Painting Guides but in the past two
or three years |'ve been exposed to a
number of new techniques, artistic theories
and the work of some amazing European
painters,” he adds.

What makes Luke’s models initially
stand out is the smoothness of the finish
and the richness of each colour upon the
model. Such a finish can only be achieved
with a high level of blending, so how does
he go about this? ‘It's only in the last four
years that | have found a method of
blending that achieves a smoothness that |
am happy with,’ says Luke. ‘My first
Colden Demon entry — a scratch-built
Imperial Lightning — was the turning point

I t's customary to begin these interviews

In an effort to find the best miniatures
painters the world has to offer, we’ve
positioned spies across the globe to track
them down and find out what makes them
tick. Our Australian agent located one such
candidate, 31-year-old Luke McFarlane, who
hails from sunny Victoria.

in how | approach blending and painting in
general. The large, flat panels of my
Lightning forced me to consider a new way
of painting shadows and highlights. | came
into possession of a ceramic tile with ten
paint wells that allowed me to mix multiple
shade and highlight colours. It also gives
me excellent control of the paint’s
consistency. Since then, I've preferred to
complete one section of a model at a time,
such as a kneepad, before moving onto the
next. My early attempts at using this
technique resulted in a subtlety that can be
lost in photos. In response to feedback | am
experimenting with greater contrast on
some of my latest projects.’

Due to Luke’s location he's been
unable to attend some of the major
competitions such as the European and US
Golden Demons. However, in his native
country his excellent models have been
clearing up at the awards. His first major
trophy was a silver plaque at the 2005
Victoria Conflict, a further gold and silver
in the 2005 Australian Golden Demon
followed. His proudest achievement so far
was walking away with the Slayer Sword at
the 2007 Australian Golden Demon for his
Space Marine Commander, opposite.

Luke must have a favourite, but it's one
he's keeping under wraps at this time. ‘My
favourite model is the one I'm currently
waorking on. I'm just putting the finishing
touches to my latest Golden Demon
project and I'm really happy with it, but it's
still top secret, I'm afraid.’

It's hard not to notice that Luke has a
strong 40K bias, specifically an affection
for Space Marines; does he have any plans
to dabble in Warhammer or is it the
Imperium all the way?

‘My penchant for Space Marines
probably stems in part from the nostalgia
associated with playing Space Crusade,
Advanced Space Crusade and Space Hulk
as a teenager. Although I'm not a huge fan
of the fantasy genre, | have painted an Orc
Warboss and a Mordheim character. At the
end of the day it’s the rayguns that keep me
coming back. | have noticed that the
Imperium is slightly over-represented in my
collection of miniatures. Conscious of this,
I've decided to branch out to the other 40K
races for future Golden Demons.’

Luke is tight-lipped on what these
models will be, but we're sure they’ll grace
the pages of White Dwarf in the future.



Space Marine Commander

For this miniature Luke wanted to emulate the de-
saturated visual style of recent, gritty war movies, so he
chose more earthy tones for the decapitated Ork’s skin
and limited himself to shades of grey and brown for the
Space Marine. The chrome power sword was inspired
by the work of Russell Bohme, a favourite figure painter
of Luke’s. The Commander is a member of an original
Chapter with a screaming hawk head as its Chapter

symbol. As with his orange Space Marine, overleaf, Luke
is still searching for a cool Chapter name, although we
bet ‘Hawk’ will be in there somewhere. The freehand
painting on the cloak and shoulder pads was the most
intricate that Luke had attempted up to that point. He
did a number of sketches on paper before settling on
the final design. This fantastic model won Luke his
Australian Slayer Sword in 2007.
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Ordo Malleus Inquisitor

A plastic Assault Terminator provided the basis for this of a Space Hulk corridor and used Dave Andrews’ famous
model. Luke converted a plastic thunder hammer to old Thunderbolt diorama as reference for the colour
resemble Lord Coteaz’s Daemon Hammer and the storm scheme. To achieve the crimson armour Luke used Red
shield was scratch-built from plasticard. Luke rotated the Gore as a basecoat, building it up over many thin layers.
arms outwards to give the Inquisitor a more open, ‘battle-  He then mixed in Chaos Black for the shadows and
ready’ pose. He scratch-built the base to capture the feel Bronzed Flesh for the subtle highlights.
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Space Marine Veteran

This Space Marine evolved from Luke’s desire to create
a unique and dramatic figure. To achieve this he
decided to create an original Chapter with distinctive
heraldry. He went with an orange colour scheme and a
dragon symbol, although he’s still working on a Chapter
name. He cut the left leg at the ankle, knee and hip
joints and repositioned it with the help of a little Green

Stuff. The raised arms, although slightly modified, came
from the Space Marine Bike kit. For the armour, Luke
used Fiery Orange mixed with Sunburst Yellow as a
basecoat. Sunburst Yellow and Skull White were added
to this mix to achieve the highlights. Bestial Brown was
then added to the base colour and carefully applied to
the deepest recesses of the miniature as shading.

Cadian ‘Death Dealer’

This Cadian Guardsman had two sources of inspiration:
the first was the gritty illustration of a Cadian with his
lasgun slung over his shoulder by Karl Kopinski. The other
inspiration came in the form of the Forge World Elysian
Drop Troops. Luke really liked the style of their weapons

so he modified a standard lasgun in a similar vein. The
head came from a plastic Empire cannon crewman. Luke
wanted this veteran to look like he’s on an extended
mission, cut off from the supply lines, so he chose a
particular head and backpack to help tell the story.
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Space Marine with missile launcher

This venerable plastic Space Marine comes from Space
Crusade. It’s a member of the Imperial Fists, the Chapter
Luke played in his very first game. The conversion work
consisted of flipping the missile launcher upside down,

adjusting the arms to match this new configuration and
replacing the backpack with a vent. The glowing eyes with
their ambient lighting effect were inspired by the work of
other figure painters, which Luke saw online.

Cadian Imperial Guard Officer

When Luke built his Imperial Lightning for his first Golden
Demon, the model included a crewman, converted to
climb a ladder. The posing of that model provided
inspiration for this one! Apart from the legs, the only
other modification involved shortening the lasguns and
repositioning the arms. Most of the parts for this
miniature came from the Cadian Heavy Weapons Team
set. The Wild Cards squad badge is a little homage to an
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old TV sci-fi series; it was Luke’s first serious attempt at
freehand, and inspired him to develop his freehand skills
further — as you can see from the other miniatures on
these pages. For the skin, he used Bronzed Flesh (Note
that we don't sell Bronzed Flesh anymore, but if you'd
like to recreate this technique, Vomit Brown is a close fit
— Ed) as a base, adding Bestial Brown to shade and Skull
White for the highlights.
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The Citadel Colour, Wash and Foundation paint ranges contain over 70 different
colours, each specifically designed and formulated to paint Citadel miniatures.
Our paints are available in a range of sets, or can be purchased in individual pots.

HOBBY STARTER SET

This set is great whether you're new to the
hobby or looking to expand your collection
of paints and modelling essentials.

Hohby Starter Set...
..£301, €40, 300dkr 3505ekfnkr

Adnss
worisior |

BATTLE FOR SKULL PASS PAINT SET
A great first hobby starter paint set. This set
contains one paintbrush, six paints and 10

plastic Night Goblins.

Battle for Skull Pass Paint Set ..

..£15%,€22.50, 175dkr 2005ek1'nkr

FOUNDATION PAINT SET

The Foundation Paints have been designed
to provide great coverage, This set contains
all 18 Foundation Paints.

Foundation Paint Set .
..£35%, €50, 350dkr 40052k}nkr

WARMAMMER
40,000

ASSAULT ON BLACK REACH PAINT SET
Inside you will find a selection of six paints,
five plastic Space Marine models and a
starter paintbrush.

Assault on Black Reach Paint Set ..........
«.£151,€22.50, 175dkr 200sek/nkr

CITADEL MEGA PAINT SET

The Mega Paint Set boasts all 73 paints,
Washes and Foundation paints from the
Citadel range. It also includes PVA Glue,
sand, three types of static grass and seven
paintbrushes, all contained in a sturdy
Citadel Figure Case.

Mega Paint Set ..

150%, €200, 2000dkr 2300sek/nkr

CITADEL WASHES

The Citadel Washes are specially formulated
for shading Citadel miniatures. This set
contains all 8 Washes.

Citadel Washes ..
£12%, €20 1 40dkr 1 ?Gsekfnkr

MINES OF MORIA PAINT SET
Designed for new players of The Lord of the
Rings, this set contains 12 plastic Moria
Goblins, six paints and a paintbrush.

Mines of Moria Paint Set
..£151,€22.50, 175dkr 200sek/nkr

Pigtures for illustrative purposes anly. Product conterts may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrecily. Frices correct 21 lime of going to préss, plaase contact us far current
avallability and prices. UK prices marked { do not show the 2.5% VAT reduction implemented on Tst Dscember 2008, The reduction will bo applisd to affected products by Games Workshop at the point of sale. Prices quoted are for products
soid By Games Workshop through its own sfores, catalogue or website, Independent retaiiers are responsible for defermining their own prices,



The pilgrim at the rear holds
the sheathed sword at an
angle to the dead knight’s
waist — just as if the knight
was riding at speed.

CITADEL

HALL OF FAME

o

The Citadel Hall of
Fame is a collection
of the best miniatures
in the world,
nominated by the
Eeople who know
est: the artists,
figure-painters and
designers themselves.

ALY'S FAVOURITE MINIATURE

Aly: | love the Bretonnian Grail Reliquae,
| just think it’s the epitome of Warhammer
lunacy; at first glance a crazy, almost
comical concept but with a dark undertone
— they are carrying a corpse around! The
model was based on a brilliant concept
sketch by Dave Gallagher. The sketch is so
typical of Dave, really capturing the feel of
the Warhammer world, but to take that
sketch and turn it into a three-dimensional
model needs an entirely different set of
skills. That's what | think Colin Grayson
has done so well here; the planning and
ingenuity involved to make these human
shapes form the silhouette of the horse is
worthy of induction alone.

There are so many other little touches,
the model rewards much closer study. For
instance, the lead pilgrim has a horse's bit

All of the pilgrims have
harseshoes dangling from
their belts, symbolic of their
role as the horse.

94 WHITE DWARF CITADEL HALL OF FAME

in his mouth — you just know from that
these guys are absolute nutters. Then
you've got the bell that hangs underneath,
and even the way the pilgrims’ garb falls
evokes the way a horse’s caparison flows.
It's just brilliant!

| could be wrong, and I'm really
surprised if it is the case, but | don't think
I've ever seen a Grail Reliquae rank in a
Golden Demon competition and that's a
shame because, for all the reasons I've
mentioned and more, it's a real painter’s
model. From the dead Grail Knight himself
to all the little props that make up the
‘mount’, it just makes you want to pick up
a brush and apply your own colour
scheme. And I'm sure, as you're painting
it, you'd discover even more of Colin’s
great little details and flourishes.

As the ‘head” of the horse,
the fead pilgrim has a bit
between his teeth!




COLIN GRAYSON SHOWCASE

Space Marine Thunderfire Cannon

DESIGNER'S RESPONSE

Colin: | remember sculpting this model well because it did cause a lot of head
scratching. The key to the figure was obviously getting the profile of the knight on
his horse as taken from Dave’s sketch, that was the difficult bit. I did a lot of work
on the underlying structure before | could even start on the finer details. The
problem was getting the rider mounted and working out how the four pilgrims
interacted with each other - for instance, how the elbows and arms all connected.
It took me at least two or three attempts to get this right.

As well as actually making the model I also had to consider how the hobbyists
assembling it at home would glue it together. Making a one-off, scratch-built model
is a lot more forgiving than a miniature that’s going on sale. So from that point of
view it was quite an achievement even if | do say so myself!

On reflection, my favourite part of the model is how the dog is interacting with
the rest of the miniature: he’s clearly after those musty old bones. I like that
because it’s my own addition to the concept, not just a straight copy of the sketch.
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Painting flesh,
especially faces, can
be tricky. Luckily,
when we asked the
’Eavy Metal team for
advice on this
extensive subject they
were only too happy
to oblige.

Ask any novice painter which part of a model he struggles to
paint most, and there’s a good chance he’ll mention the face
~ from skin tones, shading and highlighting to painting eyes
and hair, faces can be complicated areas to get right.

s the greatest figure painters in the
A world, the 'Eavy Metal team are

some of the best at painting
miniature faces, so it was to them that we
turned for a valuable lesson.

The face and head of a miniature is
very important because, as we've said in
the past, it’s the focal point of the model —
the point where the eye is drawn to.

And when we talk about faces, it's not
just the skin you have to paint either; the
hair, and the point where the hairline
meets the face, eyes, scars, lips, skin tone
and stubble are all things that need to be
considered. This article aims to cover all
these aspects, and even includes tips for
green-skinned creatures, for all you Ork
(and Orc) players out there.

Before we get started it's worth
mentioning a few general points that you
should bear in mind. The first and most

important point is to build up the paint in
several thin layers so as not to obscure any
details. This is especially true on the face,
as this is the most unforgiving area of a
model. In the guides that follow, the ‘Eavy
Metal painters have probably used three or
four thin layers rather than one thick, solid
coat in every stage. If your paint is too thin,
you can always add another layer to
gradually strengthen the coat. However, if
you apply the paint too thickly you can't
take it away and so there’s a good chance
you will compromise your lovingly crafted
paint scheme.

Finally, don't get too obsessed with
getting your faces perfect, especially if
you're early in your painting career.
Practise is a wonderful thing and the more
you do it the better you'll get. It's amazing
how rapidly you’ll improve, even seeing
the difference from one model to the next.




FACES: THE BASICS

The two diagrams of the handsome chap
on the right show generally where to apply
the highlighting and shading on a model.
For the shading, apply the deeper skin
colour on the dark areas as shown on the
diagram (a) — around the edge of the face,
in the eye sockets, around the nose and
under the bottom lip. For the highlighting,
the lighter tones are applied to the white
areas on diagram (b) - the brows, the
bridge of the nose, the cheekbaones, top lip
and the chin.

Remember this is only a guide, but
from this you can see the basic theory,
which can be extrapolated to any kind of
face, even an alien visage like an Ork . e
Warboss, or something subtler such as the Sl Highiighing
smooth, pallid features of a Vampire.

Step 1. Start with an even basecoat Step 2. Now give the face a couple Step 3. Next, add a mid-tone Step 4. Finally, highlight the most
of Tallarn Flesh. of washes of Ogryn Flesh, making highlight using a 1:1 mix of prominent areas of the face with
sure it flows into the depressions. Bleached Bone and Dwarf Flesh. Bleached Bone.

Assuming you’re not reading
this in total isolation, then take
a look around: you'll notice
that the colour and tone of
people’s skin varies greatly. Mid-tone

To get these different tones
in your own miniature
painting, it’s just as important
to vary the amount of paint
you use rather than just
choosing different colours. For
instance, you may use Dwarf
Flesh on both a Dwarf model
and a Space Marine. But to get
the ruddier-looking skin you'd
expect on the Dwarf you need
to use more Dwarf Flesh and
highlight it sparingly.

It’s also important to paint
the face last if possible, so you
have other colours on the

Basecoat

Highlight

model to contrast the tone For a dark tone: For a mid-flesh tone: For a pallid tone: .
x = (A) Scorched Brown/Chaos Black, (A) Vermin Brown, (B} Dwarf Flesh, (A} Tallarn Flesh, (B EIf Flesh,
with, rather than just a Chaos (B) Scorched Brown, (C) Scorched  (C) Bieached Bone {C) Skull White
Black undercoat. Brown/Graveyard Earth
¥
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Step 1. When painting black hair, use a 7:1 mix Step 2. Use Codex Grey as your first highlight, If Step 3. For the final highlight, apply Fortress Grey
of Chaos Black and Cadex Grey as a basecoa, the hair is ridged then run the side of the brush to the extreme edges of the raised areas, before
applying it liberally. along the raised areas to get a fine highlight. applying a wash of Badab Black.

Step 1. For brown or blond hair it's best to start Step 2. Paint on Desert Yellow, applying it in fine Step 3. Highlight with Bleached Bone, again
with a basecoat of Calthan Brown, carefully lines to create the illusion of hair, rather than applying it as lots of thin strands with a steady
applied to the hair on the model. painting it as a smooth surface. hand, reinforcing the hair texture,

HAIRLINES

Around the hairfine where the hair meets the skin on the face, a slightly darker shade than the hair colour is
used to provide natural-looking definition. For example, blond hair could have Snakebite Leather used for the
hairline (a), while brown hair could have a Scorched Brown hairline (b). The important thing is not to use black
around the hairline, as this will look unnatural.

Step 1. Basecoat the hand with Tallarn Flesh and  Step 2. Use a 1:1 mix of Dwarf Flesh and Step 3. Mighlight the raised areas of the hands
shade it with a wash of Ogryn Flesh. When it's Bleached Bone for the mid-tone. with Bleached Bone, picking out the knuckles or
dry, apply a second layer of Tallarn Flesh. the model’s fingers with the paint,
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Step 1. Block out the eyes with Chaos Black — Step 2. Now paint the eyes Skull White, applying Step 3. Dot in the pupils with Chaos Black. It’s
this exercise requires a steady hand so as not to the paint as a horizontal line. Try to keep a black important that the pupil meets the top and bottom

paint over the eyelids. keyline around the eyes.

STUBBLE

The best way ta paint stubble is to mix greys and browns into the last colour
used to highlight the skin, layering it in the desired place, A highlight mix of
Bleached Bone and Tallarn Flesh might have Codex Grey and Scorched
Brown added, for example. Try applying the stubble patchily, and don't
paint it beyond a natural beard or hairline, otherwise it'll look fake.

When painting lips, only paint the The same tips for hair and hairlines
hottom one to avoid getting a apply equally to facial hair.
puckered, exaggerated finish.

eyelids, otherwise you'll get a startled expression.

Generally speaking there are two diflerent types of scars — raised ones,
representing old, healed scars (a) and fresh ones, represented by a deep cut
or gouge (b). Old scars are painted and highlighted in the same way as the
rest of the skin, but are then glazed with watered-down Red Gore and Liche
Purple, Fresh cuts are painted in with Red Gore, before again applying a
glaze of Liche Purple around the damaged area.

By shading the underside of the By painting Hawk Turquoise, or
cheeks, you can really emphasise another cool tone, into the recesses
the high cheekbones of an Elf. of an otherwise warm paleite, extra

depth can be added to the skin.
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Below is a nine-stage face painting method used by many
members of the ‘Eavy Metal team. This is a more involved,
advanced method using more washes and nuances to give
the face life, feeling and expression. This method is saved
for characters and special miniatures. With this process the
layers of paint are kept down to a minimum by using

TECHNIQUE

washes but the highlights are applied more thinly and
blended to achieve a better finish. The most important
stage of painting on this face is the final highlight of Skull
White. This is when the facial expression and character is
determined — you can add lines to change the expression
and suggest emotion.

Step 1. To start with, a basecoat of Tallarn Flesh
was applied all over the face area.

Step 2. A very thin wash of Dark Flesh was then
painted over the whole area, making sure it
flowed into the recesses.

Step 3. A second wash was applied, this time
using a thinned-down mix of Scorched Brown
and Chaos Black.

Step 4. The first mid-tone fayer is a 2:1:1 mix of
Tallarn Flesh, Fortress Grey and Bleached Bone,
applied to all but the recessed areas.

Step 5. The next layer to be applied was a 1:1
mix of Tallarn Flesh and Bleached Bone.

Step 6. The mid-tone was then completed with
a highlight of pure Bleached Bone. This was
‘applied to the raised areas of the face.

Step 7. A wash, mixed from equal parts Bleached
Bone and Regal Blue, was painted around the
eyes. A 1:1 wash of Scab Red and Bleached
Bone was then applied to the bottom lip.

Step 8. Skull White was used as the final
highlight, applied sparingly to the most
prominent areas of the face. How you apply this
hightight will affect the expression of the face.

Step 9. Finish the face by painting the eyes, as
described on the previous page.
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ORCS (& ORKS)

Step 1. Firstly, apply a basecoat of Step 2. For the next step apply a
Orkhide Shade followed by a mid-tone of Knarloc Green to all
generous wash of Badab Black. but the most recessed areas.

GOBLINS (& GRETCHIN)
2

Step 1. Basecoat the Goblin's face Step 2. Goblin Green is used as
with Knarfoc Green and then apply the mid-tone, leaving the base
a liberal wash of Thraka Green. colour showing in the recesses.

(/ Top Tip - Female Faces

Female faces are typically softer, with less depth and fewer wrinkles. The
painting therefore needs to be subtler with less shading needed, giving it a
smooth and more feminine look. Any makeup applied should be used
sparingly, with just a little colour on the bottom lip for lipstick and a

Step 3. The first stage highlight is Step 4. Finally, highlight the face
Goblin Green, painted on all the with a 1:7 mix of Goblin Green
raised areas. and Bleached Bone, then finish the

eyes, teeth and other details.

Step 3. Next, highlight the face Step 4. The final highlight is pure
using a 1:1:1 mix of Goblin Green, Bleached Bone. The eyes and teeth
Golden Yellow and Bleached Bone. can then be finished off.

complementary colour for any eye shadow. For example, if a female
miniature has a pale green robe then a soft violet on the eyes would draw
the eye and work well. For evil females the makeup can be stronger and
darker, using black lipstick and darker eyeshadow;, for example.
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WHAT WILL YOU NEED TO ATTEND? - WHAT DOES THE TICKET COVER?

* Players will enter in teams of two. Each team * Eight games over two days.
will need a painted Good force and a painted e Both players will receive lunch on Saturday
Evil force, each of 700 points selected from the and Sunday and an evening meal on Saturday.

Legions of Middle-earth expansion. Each force The ticket also includes tea and coffee in the
will be made up of two 350 point contingents. motning on both days and doughnuts on
¢ You must be at least 12 years of age to enter. Saturday morning to get you started.
Players between the ages of 12 and 15 years e Access to Warhammer World facilities
must be accompanied by an adult. including the Citadel Miniatures Hall.

* Tournament pack now available to download e« Tickets cost £85 per two player team.
from www.warhammerworld.org

TIGKETS NOW AVAILABLE FROM MAIL ORDER - 0115 31 40000
winiwiie:  WWW.warhammerworld.org woRtsiop"



Event Profile: Warhammer World Art
and Design Exhibitions

Warhammer World’s Art and Design Exhibitions showcase not only
the finest miniatures in the world, but also the conceptual art and
development pieces that help create the universes of Warhammer
and Warhammer 40,000 and their inhabitants.

eteran hobbyists and newcomers
Valike can always be found pressed

up against the glass of cabinets and
display boards in Warhammer World’s
gaming arena, debating which piece of
artwork is more iconic or which classic
miniature most fondly remembered, but
what’s all the noise about?

Warhammer World's frequently
changing programme of Art and Design
Exhibitions combine original artwork,
archive products and beautifully sculpted
and painted miniatures to create displays
that reminisce over old favourites,
celebrate new releases and inspire the next
generation to do even better.

It's not surprising that the Art and
Design Exhibitions get such a great
response, given the insight they provide
into all aspects of the hobby. Did you

know that we are one of the few
companies who still have their own in-
house Art Department? The true effort
which goes into producing the art used in
books and White Dwarf can only be
appreciated when taking time to look at
the brushstrokes and pencil marks on the
original pieces.

Likewise the process we go through to
create miniatures is given some
explanation. Seeing a 35mm scale
miniature or one of the famous ‘three-ups’

sculpted from scratch in Green Stuff and
plasticard, and comparing it to your own
painted equivalents can be a humbling
experience.

However, putting what we do into
context is only part of the Art and Design
Exhibitions; they also celebrate the history
behind the new releases. The forthcoming
Lizardmen release is not just about new
artwork and new miniatures; it's an
opportunity to delve into the hallowed
Archives and see how things have
developed over the years, Similarly, the
War of The Ring has also encouraged us to
look back at The Lord of the Rings —
believe it or not, our beautiful artwork and
designs for these miniatures and games
have never been put on display before, so
we're using this exciting new release to
show off our full range of work.

But the exhibitions aren’t
solely about new releases.
Significant dates are a cause
for celebration, members of
the Design Studio are
recognised for their hard
work and there's the
occasional bright idea that
seems to have a life of its
own. This year includes an
exhibition that combines all
three of these, as we invite
John Blanche to mark his
25th year working full time
for Games Workshop* by
selecting his favourite pieces from the
Archives, ensuring that a great range of
miniatures and images, from the famous to
the under-appreciated, will be on display.

Warhammer World’s Art and Design
Exhibitions are a great chance to see
something familiar in a different light and
get up close to what you care about.
Whether you've visited Warhammer World
before or have never quite gotten around
to it, this is the year we're giving you even
more reasons to keep coming back.

*Before 1984 John was part time and before that he worked freelance, but 25 is a nice number.

FOR MORE INFORMATION

For updates, photographs and other events at Warhammer World check out our
website www.warhammerworld.org. While there download our 2009 wall planner to
make sure you don’t miss out on anything exciting.

7 ESUEA'R
o RIS
WORLD ™S

Art and Design
Exhibitions in
2009

Lizardmen

Oth February — 30th March
Slinking from the
steaming jungle, the
Lizardmen come forth

The Lord of the Rings
6th April - 18th May

As armies mass to take
part in war on a whole
new scale, this a rare
opportunity to see
original The Lord of the
Rings artwork.

TBC ~ Check website
for updates
25th May -13th July

TBC — Check website
for updates
20th July —5th October

25 Years of John Blanche
12th October — 30th November
Our Director of Art
selects some of the
most influential pieces
of art from our
Archives.

Space Marine

Touring Exhibition

7th December — New Year 2010
Having travelled to
every Games Day, the
Space Marine
Exhibitions are reunited
in one massive display.

Please note, between
exhibitions we require
a week to change over,
and that hosting certain
events often means we
have to move displays.
If you're planning a
visit specifically to see
the Art and Design
Exhibition, we advise
you contact us first.

www.warhammerworld.org

Event infarmation correct at lime of going to press, Games Waorkshop is not responsible for evenls nol run by Games Workshop.
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Event Calendar

Battle For The nm llnes )

Date: February 2009

Venue: GW Stores, Nationwide
Details: This month sees the return of the
Lizardmen as, amid earthquakes and
unnatural storms, their new Army Book bursts
into our stores. So, come down to the stores
and get primative!

Throughout February your local Games
Workshop store will be running myriad
Lizardmen themed activities for you to take
part and get involved with including pitched
battles between the ancient reptilians and the
younger upstart races, modelling and painting
clinics for the awesome new plastic Stegadon
and the formidable Temple Guard, scenery
building workshops in which you can learn to
create jungle terrain, and much, much more!
Contact: Contact your lacal store for details.

The Battie for Antoch

Date: February Half-term, 2009 QYT
Venue: Warhammer World, Nottingham
Details: The Staff of Jade has been lost. Now,
the Lizardmen are on the rampage to recover
it from the Crusader City of Antoch at all
costs. The war spans the entire Warhammer
World so bring any of your forces to join the
carnage as the armies of the Old World are
assaulted from all sides by the ferocious
warriors of Lustria,
Now Confirmed! Special guest Robert Earl
will be at the event on the 21st February.
Author of the fantastic Florin and Lorenzo
series and Ancient Blood, Robert will be
available to sign copies of his books, and
answer all your guestions.
Contact: Warhammer World Store on

0115 916 8410

ISt Rt

Date: st February, 2009

Venue: St. Michiel School, Leopoldsburg, Belgium

Details: Full Tilt is an annual tournament for

Warhammer and Warhammer 40,000,

organized by the White Knights gaming club.
You will need a 1850 point army for the

Warhammer 40,000 tournament and a 2000

point army for Warhammer. Both tournaments

are part of the “Ranking der Nederlanden”.

Tickets: Tickets cost €5 per person.

Contact: FullTilt@de-witte-ridder.be

Website: www.de-witte-ridder.be

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

19th Yorkshire Open
Tournament

Date: 15th February, 2009 LAUES WORISHOP,
Venue: Wakefield Hobby Centre

Details: The Yorkshire Open tournaments are
now into their 9th year. With Heats held all
over Yorkshire, have you got what it takes to
be the best? You will need a 2000 point
Warhammer army to take part in this
tournament,

Tickets: Tickets cost £10 per person.

Contact: GW Wakefield — 01924 369431

21st  Winds of War 0

L s
A :

Date: 21st February, 2009

Venue: St. Paul’s United Reformed C_hurch
Bracknell, Berkshire

Age Limit:15+

Details: Battle against all comers with your

friend as your ally in this Warhammer 40,000

doubles tournament. You will need a 500

point Warhammer 40,000 army,

Tickets: Tickets cost £24 per two player team.

Contact: club@bfgclub.org.uk

Website: www.bfgclub.org.uk

21st Grand Fanatic

Date: 21st-22nd February, 2009
Venue: Belfort Brugge, Belgium
Details: The Fair Play presents their second
annual Grand Fanatic at the historic ‘Belfort’
in Brugge. Over the two days there will be
tournaments and participation games, and as
well as introductory games and painting
lessons for those just starting out. Full details
can be found on The Fair Play website.
Contact: Bram Claeys on +32 (050) 38 51 83
bauhausbram@hotmail.com
Website: www.thefairplay.be

21st Warhammer

Throne of Skulls Final

Date: 215t-22nd February, 2009 %4
Venue: Warhammer World, Notting m
Details: This weekend Warhammer World
will be hosting the Warhammer Throne of
Skulls Grand Final. If you are planning a visit,
please contact Warhammer World to check
availability of gaming tables.

Contact: whwaorldevents@games-workshop.ca.uk

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



14th Warhammer 40,000

Date: 14th—15th March, 2009 %

Venue: Warhammer World, Nottmgham
Details: This weekend Warhammer World
will be hosting the Warhammer Throne of
Skulls Grand Final. If you are planning a visit,
please contact Warhammer World to check
availability of gaming tables.

Contact: whworldevents@games-workshop.co.uk

29th The Great Ilmmurer

Date: 29th March, 2009
Venue: Newbury Racecourse, Berkshjre
Details: Games Workshop invites you to our
largest tournament in the country in which
500 hobhyists will battle in games of
Warhammer, Warhammer 40,000 and The
Lord of the Rings to achieve greatness.

To play you will need either a 2000 point
Warhammer army, a 1750 point Warhammer
40,000 army or a 600 point The Lord of the
Rings force following the lists provided in the
Legions of Middle-earth supplement.

Tickets: Tickets cost £25, available from all
Games Workshop stores.
Contact: GW Reading — 0118 959 8693

Throne of Skulls Fmal

21st° The Great War
Rgainst Chaos

Date: 21st-22nd March, 2009 3001
Venue: Warhammer World, Nottingham
Details: It is the year 2302 and the forces of
Chaos are massing under the banner of
Asavar Kul. Far to the West the Dark Elves
have risen against their brethren in Ulthuan
while in Lustria, Skaven and Daemon battle
the ancient Lizardmen. Meanwhile, in the
Old World, a divided Empire must trust a new
leader and rely on old allies or all will be lost
and the Realm of Chaos will rule the world!

The Tempus Fugitives invite you to take
part in this Warhammer Campaign Weekend
that charts a dark time that would come to be
known as The Great War Against Chaos.

This exciting campaign weekend
promotes story-driven gaming in a relaxed
setting. Full details can be found in the
campaign pack, available to download from
the Tempus Fugitives’ website.

Tickets: Tickets cost £50 and include six
games over the weekend as well as lunch on
both days and an evening meal on the
Saturday night.

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

his winter we are once again
running the hugely successful Iron
Halo Hobby Programme, and it
couldn’t be easier to take part!

get down to your local
ad pick up your Iron Halo
ty Flyer.

our helpful staff and fill in

So, visil your local store and find out more, today!

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

School League
Regional Finals

Scotland

12th, 14th,15th March
All Games Workshop
stores in Scotland
Contact: Scott Galloway
01224 649 779

North East

20th March.

GW Newcastle
Contact: Gary Shaw

01642 254 091

Midlands

3rd March

Warhammer World.
Contact: Karl Chamberlain:
0114 256 9836

South England
28th March

GW Bath

GW Newport
Contact: Alan Bruce
01225 334 044

GW Exeter

GW Poole

Contact: Daniel Luke
01392 490 305

North England

5th March

GW Wakefield
Contact: Rob Bastow
01924 369 431

London

29th March

Newbury Racecourse,
Berkshire

Contact: Andy Hatton
0118 959 8693

GW Bromley
Contact: Benjamin Mason
0208 466 0678

South East

18th, 19th March
Warhammer World
Contact: Nathan Roberts
01908 690 477

Contact: Daren McAninch
01322 427 880

Ireland

28th, 29th March

GW Dublin

Contact: Stephen Trueman
00353 1822 3868
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REGISTRATION BEGINS HOW.. JAKUARY-FEBRUARY 2009

Each store will be setting their own wortkshops s0, 1O

Now well into 2009, Christmas is but a fond memory.
pop into your

However, whethet you received some NEW toy soldiers Of find out what's going On near you, simply
not, there's plenty for you to do in Stores this winter. local Games Workshop store and have a chat with our stafl.
Throughout January and February all of our stores will They're a friendly bunch, eager to share their passion for the
he holding a ceries of modelling, painting and gaming hobby, and will soon haye you well on the way O

workshops. Like all in-store activities they are completely collecting, painting and gaming with your very own army.

free, however, when you complete d number of workshops,

you will be rewarded with an awesome lron Halo pin
badge and certificate.

To register for this year's iron Halo,
simply pop into your local Games

Workshop Storé and aska member of staff.
You can find your local store online. -
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STORE FINDER

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

GLMES WORESHOP Hohhy Centres

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
maodelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find

_out something you never knew!

Free gaming & tactics advice

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

Free beginners programme

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

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
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Independent Stockists

Games Workshop products are sold by a large number of
shops in many different countries across the world.

GAMES WORKSHOP

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

IN YOUR LOCAL AREA IN THIS DIRECTORY

108

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

MOST POPULAR STOCK LINES

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

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

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 Fast.

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 BRISTOM.:

B7 The- Horselilr, BS1 3
T=o017 625 1533

GW BRISTOL (CRIBHS CAUSE\-\".\\\‘I'
Uit 129, fhe Mall, 8534 SUE
Telt BT 959 1520
BRISTOL, Area 51:

Tek 0197 9243055
BRISTOL, HobbyCraft:
Tef 0117 450 THou

BEDFORDSHIRE
GW BEDFORD:

18 Greyfeaaes, MR4O THP
Tedt g 427 A

Ted: (1234 75YRT

. MAIDENHEAD

Tel: 012 861}
GW READIN
29 Chitond Hagad, WG TOA

Tel: Q1R 83 3047

GW WINDSOR:

Usrl 5 & Ctmngn ¥ Plase, S04 308
Tel: 1253 BATOAT
BRACKNELL, Walerslones
Teli D344 SER12

NEWELRY, Taycraft“

Tol: 0E61S HA77

READING, HobbyCrait:
Tel: 4178 940 S0

GW BIRMINGHAM:

Unit o te, Bullring Lisk, BS s

Tet; 0124 625 7153

GW DUDLEY:

Lot e, Mwirry HHR Contre, OYS 158

Tl 0130 448 HHiB

GW SOLIHULL:

£ Warnick: Ko
Teli a1 75
* GW SUTTON COLDFIELD:

4547 Binmingham Road, B72 184

Fark: 12 1354 3173

GW WALSALL:

Uit 26, K% Septsare Shippng Centre, W1 102
ek G892 270 5T

GW WOLVERHAMPTON:

& King Sapesl WYT 15T

Taede 191900247 4141560

B!RMINCHAM, Console Games:

1 477 .0
KIIJDEKM[NSTER T) Models:

Teli O15R2 TAT0E
WOLVERHAMPTON, HobbyCrait:
Tols 43 DST 543

GW HIGH WYCOMBE:

Mo 33 Eden Wkl Gallvry, B, HPTL 3HT
Tel: B 45 455 14

N KEYNES:

-] }' Bokiyand, MKY ZAD

-\\"I.EBUR Bear Necessities:

Vel @ il

EUCKINGHAM Abacus Toys:

Tede 200 121015

GFRARDS CROSS, Howard Marshall:
Tel: 43757 G s
MILTON KEYNES, HobbyCraft:
Telz 01900 308 330

NEWPORT PAGNELL, Doodles
ol 7208 010445

= W CAMBRIDGE:

54 Regent Streal, T2 107
Yel: dVEE 331 3450

C.W PETERBDROUGH:
il Strect, PE] HIH

ST NEGTS, Camers:

Tod: B 300 F17 40

ELY, City Cycle Centre:

Tel: 01353 6R3131

HUNTI GDON Sports & Fashions:

Teit O1. 454,

WHITE DWARF

PETERBOROUGH, The Rift:
Tl 7

Te 47 1}
CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tel 41533 732067

GUERNSEY, ST, PETERS PORT, Carousel:

Tak: BT4RT F21721

* GW CHESTER:
14 Fegate Shivel, CHE THE
Vel 0124411
= GW MA‘.CI.FSFIELD

38, Chisdepgate Mall, Groiwenir Centre,

GW STOCKPOR]

12 Mersmy Squaer,
Tel: AT 473 1487

GW WARRINGTON:

Uit 20, Bank Sreet, Lime Square, WAL Z2AP
Tel: DKL 565 1084

ALTRINCH.\\M, The Gaming Crypt:
Tel: 0161 429 591%

CHES ER, HobbyCraﬂ
Tel: 01244 h" iy
CONGLETON, Deans Toys & Cycles;
Tl 1 26 D273277

CREWE
Tel: 127 @

CREWE, Jac in a Box:

el ar27 501 1

CREWE, ]ac ina an

Tel: 51 "0 561178

EI.I.ESMERE PORT, W Homer Cycles:
Tel: D153 3552100

MARPLE, Marauder Games:

Tult 0ret 4273049

N \ITWJCH HnbbyCraft
]

NDRTHW[CH The Model Shop:
el 01606 &
SIALYHRIDGE Hardcastles:

304 36T

» GW MIDDLESBROUGH:
¥ 39 Dvipdas Steeot, TST AHR
Teit i _‘J_ '-_-u.rv\ 3
HARTLEPOOL, Hiusions:

Fol: 07429 233 104
NDRMJ\\IBY PC Tech:

el 43 i wm

REDCAR PC Tech:

Tel: Q14 B it

CORNWALL

452 3
CAL{[NCTON. GMS Games:
ol W1574. 184
CAMBORN cxm_
Tet 10T Mll’2?4

Kernow Toymaster:
7T
Kingstey Village:

Telt GEFINERITT)
HAY!.E, BlEM“j of Hayle:

LiSKEAIlL'} Bn kriclls

FRONTLINE

LISKEARD, Trago Mills:

Tl 01579 345 &

NEWLYN Newlyn Puost Office;

NE\'\-QUA\" Plnm:l Hobbywaod:
Tel, D1637 859

5T .QUS]'ELI.. Mad for Miniatures:
Tel: (1745 T 2259

ST IVES, Dla&un s Hoard!:

Tek I‘?'H- Fa4

WADEBRIDGE, Bricknells:

Tek: V208 813 274

COUNTY DURHAR

* GW DLURHAM:

{rk Noeth Riad, GFHE 850

Tel (181 374 fo62

GW DARLINGTON:

78 Shinmnrgaiie. OLI FEX

Tell 32 334 24k

BARNAR] CASTI.E “Toy Shap:
Ted: 1443
BISHOP: AL?CKMND, Windsock Models;
Teb: 01248 609 7ed

CONSETT, Kwikpart:

Fel: 01207 587024

SEAHAM, Games of War:

Tei RS 817 113

STOCKTON ON TEES, Stockton Modeller:

Tels Q1842 B16 G

= GW CARLISLE:

Unit 2 Fards Lane, CAT 70

Tefi 0132 85T 0216

BARROW- FURNESS, Heaths:
Tel: 012290

EGWNESS-DN WINDERMERE,

Ernest Atkinson & Sons:

Fel: 11535 343 147

CGLKERMOUTH The Toy Shop:

Tebr 01y

KENDAL reys of Kendal:

Tel: 1539 30 7B

PEI\ H Harpers Cycles:

WlGTON ]ackmns Diecast Models;

WORK] .CTUNI ToyTown:

Tel 0194 §7]

BIIIBYSIIIIIE

ASHBGURNE Lumbards Toys:
41335 3

BELPER, fhl]dmﬂ s Choice:

Teli (1774 BITELT

BUXTON, Knowles Toys and Madels

Tl 7400 B4

CHESTERFIELD, Chmtrfeld Department Stare:

Tel: G1246 220 2
GLOSSOF, W’a:n Services:

Tl 01457 B5

Tek ¥773

* GW EXETER:

113 Sichoe] Gtreet, EXA NN
Tl 4230 245 0I5

GW PLYMOUTH:

B Eovmwall Ste=t, PLE 1R
Tl G175 225 31

GW TORQLIAY:

12 Markit Gwﬂ Iqr 1Ay

BH}EFDRD, me Tarka Train Company:

Vel: (1237 424 207
BRIXHAM, Mainly Miniatures:
el 01003 262555

DARTMOLITH, WG Pillar & Co:
Teb GIA0T 32 139

EXETER, Eldritch Games:

Tel AR a TS

EXMOU‘FH, Gamezone Mndels:
Tels 3355 T67 733

HONITON , Honiton Toy Shop:
Tl U 3374

JLFRAFOMBE, KJ Hobbycrafts:
Vel: 01271 2

KTNCEBIHDFE The Trading Fost:
Tel: 5400 852 952
NEWTGN ﬂEBOT Austins:

Thit 333 444
NEWTDN ABBOT, Dragon’s Cave:
Tok: 01426 134994
PAIGNTON, Paibnlnﬂ Maodel Shop:
Tel: (11305 3555
PLYMOUTH, M.Ddel Shop:
Tel: 01752 221
Ol.'.l( Katendompe'
Tel: ATHT 815230
TEIGNMOUTH, jackmans Toyhox:
ols (1620 778 260

5202
TORS .-\Y, At'tmn Model Centre:

TORII!NL.TDN Toyzone:
: 01505 624 790

DORSET

GW BOURNEMOUTH:

24 Post {Hew Banadl, BHT 1hA

Tl G420 431 4257

* GW POOLE:

Unit 12 Towngate Cratre, 3405 108
0 A6 5id

Tel: 01256 dAG%5%.

IIOUR NEMOUTH Hohb?uaﬂ

DOIII:HF_‘.TEII Durchester Tnvs
SH;;':'IE,G)BI\:'R"{ Hardings:
;;ig;;;éURNt The Corner House:
QHERI;OU‘I;I\;E,I The Toy Bamn:
\';'E\"MDUTH, Razzamataz:

1305 7R 60T

GW CHELMSFORD:

Linit4E, Thie Méadaws €enbe, CM WFL
Tel; 0929 535 nnds

(.W ('(JI.(HBTFR

A }
GW SDUTHEND:
12 Soathehurch Road, SE1 anE
TR 10 B T
GW THURROCK:
Lindt 5B, Eeved 3,
Nadnsiddy Shiippsng Cantre) BT 221
Tel: 453 v R 71 A
SAFERON WALDEN, Game On:
RS et Tod) D1 0 G
&‘\SILD()N Hobby(_raﬂ

a1

B ENTWOOD, B&M Cycles:
T 1277 214

Ulf Clacton Art & Craft Centre:
CLACTON om sm This N That:

Tel: 01255 437
COLCrIEb‘IER ITK Gaming:
01204 7303

FIHNTON DN SEA Game On:

HARI.DW Marquee Models:

HOR NCH URCH, Tole Haven:

L GHO sm Caliver Bogks:

MALDDN, (_nlln Bliss Models:
(DVEIT BA1 247

RATLEIG Toys N Tuck:

“Fal: 11766 775 T

GLOUCESTERSHIRE

W CHELTENHAM:

T Fithille Street, G152 28]

Frb 0124 232 80t

GW GLOUCESTER:

35 Clarenie Sheet, GUY TEA

Tel: 01145 350 5033

BOURTON ON THE WATER,
Bourton Model Railway;
Teli il

T
BLANDSFORD FORUM, Inspiral.iuns:

smw ON THE WOLD, Cleaver Models:
1474
Sl ROUD Anfics:

Tek: (1453 78 487
TEWKESBURY, Toy Zone:
Tol: GiGES 295 754

Gw BASINGSTOKE.

Tl G125 tidl 6150
GW PORTSMOUTH:
14 Apuidel W-e’ I‘ﬁt L

fl'I. ‘mn 0!! 1961
GW WINCHESTER:
35 Juwiry Srmed, sm FORY

e 0
Ai.D[RSHDI’ The Game Shop:

AI.TO Allun Mndef Centre:
Ted: 01420 542 204
.-I\JINIDOVER,. I'I'ngnsaumi Toymaster:
Tel: 1t
BOTLEY, Just Add Imagination:
Tel: Deasis 201 177
FARNBORDLFCH. Dark Star:
1 51 )

MILFORD) ON SEA, Mitford Molels and Hobbies:

Tel; D¥590 B42 192

NEW MILTON, Toys of New Milton:

Tel: 01425 61 5

PETERSFIELD, Folly Models:
fOET I 26T 0RE

RINGWOOD Toys of Ringwood:

Todi AT425-479 444

ROMSEY, Roundabout:

Fel: 01794 512 145

SGU'I'HAMPTON Rock Bottam Toystare:

fels D230 £33

SOUTHSEA, Soulhsea Models:

Tel: 02192 733 20

WATERLODVILI.E Forever Toys Ltd:
Tel: (2392

LE Paul’s Hobby Shap:

15 25

GW HEREFORD:

40 By Gtk HRE AT

Feb 01433 355 hag

LEQMINSTER, Martin's Models & Crats:
Tel: 11568 &
ROSS ON WYE, Revolutions:
Tel; 01919 567 634

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Yeidee Mrest, Mt tEF

Tef: 01 124070k

GW 5T ALBANS:

i Heritagn €l

HERTFOIt Marque-e Models:
Teli G942 ST HE

HITCHIN, Mainly Models:

Tl Q1462 422 1M
LETCHWORTH, Model Images:
Tedr V46 % whd 139

STEVEI\AGE HobbyCraEl

Ted: c1E4:
HE\-’ENAGE KS Models:

Trl: 11438 76 6 Ve

WELWYN GARDEN CITY, Toys Toys Tois:
Ted: 371 T,

ISLE OF MAN

DOUGtAS Toymaster:

I8 Gld 754

Y, (realmly and Crafl:

T4 AT



ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: 019B% 252 D13

NEWPORT, Cheap Thrills:

Tol: 01903 530 570

NEWPORT, Toy & Models:

Yel: 11901 525 250

RYDE, The Sports & Model Shop:
Ted: 61087 062 454

GW BLUEWATER:

it L8, Uinger Thavnes Vralk. Bluesyates, (43 7503

Tel: i 32 252 TERD
GW CANTERBURY:

Unit 5. fran far Lane, £T1 24N
Tl G122 745 280

GW MAIDSTONE;

a1 Pudding Eane, METH (R
Tl 002 267
GW TUNB: DCE WELLS:
36 Cromvenar Road. 1t 2ap
Tek: 0139 252 5783

Pttt e
BEXLEY HEATH, Kit Krazy:

Tek: 1203 298 7177

BROADSTAIRS, Time & Space:

Tel: 01843 B64 DG

CHATHAM, Maynes:

Tel: 01634 400 031

CRAYFORD, HobbyCraft:

Tel: 41550 713298

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 11795 51 201

FOLKESTONE, Penkraft:

Tel: 11303 2759292

GRAVESEND, Steve's Collectables and Modets:
Ted: 01474 564 465

GRAVESEND, The Stamp Centre:

Tel: 01474 534 166

ST i i il

HERNE BAY, Spearings:
Tel: 01227 3473 044
HYTHE, Apple Jax

Tel: 01303 2h2 A02
MAIDSTONE, Hubby(ra[t
Tel: 11622 621 7!
ORPINGION. IH Lorimer:
Tel: 01659 023193
SEVENOAKS, JH Lorimer:
Tel: Q1732 452 840}
SEVENCAKS, Manklows;
Tel: 01732 454 952

LANCASHIRE

GW BLACKPODL:

B Birley Stredt, FYT (DU

Ted: HES 375 205G

GW BOLTON:

Linid 14 116 flaar), Crompton Place, ¥LT TDF
Tel: 120 435 2131

GW PRESTON:

15 Miller Arcade, PRI 20¥

Vel 9177 282 TH55

ASHTON LINDER LYNE, Roundabout Toys:

Tel: 01613 432 344

BLACKBURN, Batcave:

Tel: 09254 4467 484

BLACKBURN, Mercer & Sons:
Tel: 0125 458 *00

BOLTON, HobbyCraft:

Ted: 01204 374 300

BURMLEY, Compendium

Tek: 01282 457 060

BURY, Conways Toymaster:
Tel: 1617 616 209

CLITHEROE, Cowgills of Clitheroe Ltd:
Tel: 01200 €23 587

KIRKHAM, RK Boyes:

Fel: 01772 671 4k

LAMNCASTER, Micro Markets:
Tk 11524 B40 404

LEIGH, Toymaster:

Tel: 01442 677 316
MORECAMEE, Micro Markets:
Tol: 01524 4786 300

ORMSKIRK, Taylors:

Tl 01075 573510

ROSSENDALE, Rossendale Models:
Tel: 12708 250 DUT

PRESTON, HobbyCraft:

Tel: 09771 651 200

THORMTON-CLEVELYS, Toy2save Collectables:

Tol: 41253 555 905
WIGAN, Wigan Model Centre:
Tel: 01942 245 Gt

GW LEICESTER:

Linit 2 wwsm« Sireel, LE] SEY
Tel: 0 16 25
oW lOU(‘HBﬁRﬂULH;

22 Siggin Sereet, 111 TLA

Tl 0950 921 H107

LEICESTER, Gifts For Geehs:

Tel: 07743 424063

LOUGHBOROUGH, Wargames Inc:
Tel: 01504 215505

LOUGHBOROUGH, ZX Gamer:

Tel: 074977 503723
ASHEY-DE-LA-ZOUCH, Steve’s Models:
Ted: 01530 416 B27

LINCOLMSHIRE ARER

GW GRIMSEY;

4 WeskSEMar's Clate, VS TEB.
Tolou147 234 7757

GW LINCOLN:

Unit S04, Salturgate,

loside ol Waterside Central AN 1AR
Tedi 942 254 1027

BOSTON, Models and Computers:
Tel: 01205 365 102

GRANTHAM, Portprince Models and
Hobbies Ltd:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 41507 672 149

ETHORPE, Belas Toymaster:
ST 47 $28

SCUNTHORPE, Shermans Model Shop:
Tele 01724 B42 459

SKEGNESS, The Model Shop:

Fol: 01754 763 429

SPALDING, Mason's Models:

Tel: 775 722 456

Teb 17 ﬂ;mq.g
LONDON

LW BRENT CROSS:
Lhigt B4, Losier Malf Ry Criva Shinalag Cumtre, W4 SHE
Tel: 10 2 4500
* GW BROMLEY:
Lint 24, The tall; Bromiry, BRT-1TS
Tek: D08 3t 71
CW COVENT GARDEN:
Einb 33, Tive Markel WEIE 55}
Tel: 0207 240 5106
GW CROYDON:
Lirsit 35, Drumand Centre, Keshey Road, CRE 1TF
Witk N BiE E
GW EPSOM:
B High Strext, K115 §AD
Tel- 01572 T3 18H1
GW KENSINGTON:
Shop 7, Lamer Suuare, Keosington Church
Stveet, W 40H
Tul; 0207 937 Tuil
GW KINGSTON ON THAMES ©
33 Fie Roasl, KT 15F
Tek: 0208 543 5424
GW LONDON (Oxford S1):
Lirlt £ 40, Thie Plaza Shopping Cevtee, sl
Haonr, 11128 Ochord Stieet, WID 14F
Tk 0307 436 0han
GW ROMFORD:
12 Chuadrant Arcade, RMT €D
Tel 01740 742 140
GW STAINES:
& Chirvnce Streel. TW18 45P-
Fel: G178 A w75
GW SUTTON:
Lt 20, Tinwes, Sepuare Shapping Cantre, SMT 1LF
Tel (h20H 770 9454
* GW UXBRIDGE:
Uit 32, Cheipaers ol The Pavdions
Shoppimy Cenfre, LI TLA
Tl (AS 505 2800
GW WATFORD:
Unif 43, 14 Quseen Servat. Harlediin Contre, B 3TH
Tl 01923 G520
GW WODD GREEN:
Uit . The dball Wosd Toran, Hligh sirel, W22 684
Tel: (208 8RuIEIY
BARNET, Clever Toys:
Tel: 200 275 §683
BLACKHEATH, 2Znd Impressions:
Tek 0208 852 6192
BLOOMSBURY, Just Games:
Tul: 0207 313 3060
CLAPHAM, Russ:
Tel: 0207 428 6319
DULWICH, The Art Stationers:
Teks K08 (93 5938
FINCHLEY, Leisure Games:
Tel: 0208 346 2327
GREENFORD, HobbyCraft:
Tel: DZ0R 747 7300
HAMPSTEAD, Happy Returns:
Tol; 07 435 2431
HERNE HILL, Just Williams:
f: 0207 733 Y455
LE\"I‘(}N Ditchfields
Yol: 0208 5\"11“'2]
PUTNEY, Toystop:
Tel: 0208 785 9555
RUISLIP, John Sanders:
Teol: 01895 634 840
WIMBLEDON, Elys:
Tel: 20 945 41491

MANCHESTER AREA

GW ALTRINCHAM:

Uit 1, 14 Srafton Street, WATH 10U
Tek: 0741 929 9496

GW MANCHESTER (Central):
b RS, Mardan Way South, Ardale Coatr, Md 24T
el 0167 B34 6571

GW TRAFFORD CENTRE:

Uit L40c Trafford Centre, M1 7 58N

Teli 00hd 135 0065

ALTRINCHAM, The Gaming Crypt:
Tel: G161 9299910 TR Cnp
EBCCLES, Amazon Miniatures:

Tel: 161 718 7650

NORTHENDEN, Stelorac:

Ted: 0761 946 1759

* GW LIVERPOOL:
3h et Shajping Cenire, Raneleral Stroet 1) 10F
Tel: 57 703 063
GW SOUTHPORT:
Uit 2, The Ege, 3 Haphedn S, 7R T
Tel: 0370450 1155
WALLASEY, Wirral Model Shop
lgl DI-\Y B0 BI55
Thingwall Garden Centre
'[l‘l.-ﬂlsl BARNZRT

MIDDLESEX

EAST SHEEN, Play Inside Qut:
Tel: 02088 765 129

EAST SHEEN, Pandemonium:
Tol: Q200G 780 Bty

ENFIELD, Jennings Stores:

Tel: 28 804 104

ENFIELD, Pearsons:

Tek: 0208 373 4200

HARROW, Toy and Nursery
Tel: 0208 4222610

NORFOLK

GW NORWICH:

1214 Brghiange Stivel, NAZ 1AY

Teb 0780 176 Thi5

CROMER, Cromer Furniture:

Tel: 01263 5315153

EAST DEREHAM, Starlings T: aster:
Fel: 11367 657 769 it
EAST DEREHAM, Youngsters World:
Tel: 1362 698 350

FAKENHAM, Lou Lous Toys and Gifts:
Tel: 01528 853 118

GREAT YARMOUTH, Kerrisons:
Tel: 01493 133891/01493 850039
HOLT, Starlings Toymaster:

Ted: (M263 713 101
HUNSTANTON, The Card Box:

Tebi 01485 B4l

HUNSTANTON, Pavilion Toymaster:
Tel: 014785 532 104

NORWICH, Battlenet:

Tel: (1603 785 595

NORWICH, Langleys:

Tel: B1603 621959

NORWICH, § P Models:

Tel: 01953 #8778

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 160

TAVERHAM, Norvic Models Lid:

Tel: 01603 863013

THETFORD, Berties Crafts:

Tel: (M842 7656297

WROXHAM, Point House Toyshop:
Ted: 01603 706 B4

NORTHAMPTONSHIRE

= GW NORTHAMPTON:

Z4:2h Abboglon Squaee, SNE SAA

Tel 6l 636 687

DAVENTRY, The Games Vaull:

Ted: 01527 Musan

KETTERING, Green Angel Cards & Games:
Tel: Q1536 359 248

NORTHAMPTON, HobbyCraft:

Tek: 11604 551 Yoo

NORTHAMPTON, Project Hydra:

Tel: 1604 BI9%66

RUSHDEN, Osborne Sports & Toys:
Tel: 1935 312 415
WELLINGBOROLUGH, Software Seller:
Tel: 01933 440 861

ASHINGTON, Blue Box Models:
Tel: 01670 521279

CORBRIDGE, The Village Square:
Tel: 11434 634 056

HEXHAM, Robbs:

Tek: 01434 502 151

MORPETH, TG Allan:

Tel: 01670 513 136

HOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Feiar Lane, NGT 600

Ted: A1 15 54 4651

GW WARHAMMER WORLD:

Weiltuoy Had, Eemton, NGT TWS

Feb-ni s yie BTN

MANSFIELD, The Games Emporium:
Tel: 01623 544 122

NEWARK, Access Models;

Tel: 01636 673 116

NOTTINGHAM, HobbyCraft:

Tek: 1545 051 6249
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07814 1571560

WEST BRIDGFORD, Inspirations

Tel: 0115 962 1200

WORKSOP, Model Base:

Tel: (90 507 752

GW OXFORD:

A Dush Hhinaee, Now fon Hall Stres; €451 201
Tol. BLARG k4 1L

ABINGDON, Just Toys:

Tel: 01235 524 333

BAMNBURY, Trinder Bros:

Tek: 1245 262 56

CARTERTON, Giles Sports:
Telr 0199 842 196

OXFORD, Boswells Toymaster:
Tel: 01865 241 244

WAKHNGFD’RD Pettits of Wallingford:
Tel: 17491 835 253

WITNEY, Dentons:

Tel: 01493 704 579

HAVERFORDWEST, Emry's:
Tel: 01437 779 bk

OAKHAM, f.al:k in the Box Toys:
Tek: 01572 755 409
OAKHAM, Rutland County Museum:
Tel: 01372 758436

SHROPSHIRE

* GW SHREWSBURY:
& Mariet Straet, §¥1 1LE
Tek: (174 36 2007 -

, Hobby Horse:
Tel: 0174 6 760 659

OSWESTRY, Funfayre:

Ted: 01691 670 646

* GW BATH:

51 Wistaale Bulldings, Aven Streel, BAT TUN
Tel: (122 32 2024

BRIDGWATER, D Slayers Hobly Centre:
Tel: 11278 42‘;72?“‘ 4

BURNHAM ON SEA, GW Hurley:
Tel 03278 789 241

CLEVEDON, Just For Fun:

Tel: 01275 341 119

FROME, The Ellenbray Press:

Yel: 071373 462 139

FROME, Frome Model Centre:

Tel: D137 465295

GLASTONBURY, Pedalers Toymaster:
Tel: 03458 834 5h2

GLASTONBURY, PC's PC's:

Tel: UT45H 833900

MINEHEAD, Mmzhead Toys & Models:
Fel: 1643 75 5

SHEPTON |
Y. 748 w70,

GAMES WORKSHOP HOBBY CENTRE
i#) Indicatis Gambig Ruden facifitier

NE ELITE STORE
Snchs e complete Games Workshap rangs and offers ¥ FAming and painting

NE PARTNER STORE
St mast of the Gamen Worksho range.

INDEPENDENT STOCKIST
Official scliers 0f Games Workshop products.®

NEW STORE OPENING
{ndicales fiew stites and stackists.

* Tor b sure they have what you want in stock, we recommend calling Ure store first,

TAUNTON, Krackers:

Tol: 11823 335 057

TAUNTON, Hatcher & Sons:

Tel: (1823 272 277

WELLS, Wells Models and Toys:
Tel: 01749 675 262

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

YEOQVIL, Witch Engine:

Tel: 1935 427077

* GW BURTON ON TRENT:

Linit B Union Courd, Unbon Straet, DEjS 184
Tek U128 353 585

GW STOKE:

27 Stafiord S1STE 10

Tel: 074 220 $247

ALSAGER, Alsagw Toys and Models:
Tol: 19270 BEZ 877

BURTON, Blue Grove Racing:

Ted: 01283 512731

LICHFIELD, Digital Dragons:

Tel: 07941 BITTIE

NEWCASTLE UNDER LYME, Sundowner Mudels:
Tel: 01782 610 605

STAFFORD, SLD Models:

Tel: (1785 250 731

STAFFORD, Stafford Games:

Tel: 01785 235577

STAFFORD, Too Fat Goblinz:
Tel: D17R5 244 499
STOKE-ON-TRENT, Battlezone
Games & Collectables:

Tel: 01782 B33 633
TAMWORTH, Hobbycraft:
Tel: 01E27 300 610

SUFFOLK

= GW IPSWICH:

&3 Wastigaty Steoni, (PT 38}

Teh 01473 22 031

BECCLES, Toy Box:

Tel: 11500 712 7435

BURY 5T. EDMUNDS, Model Junction:
Tol: 204 753 456

BURY 5T. EDMUNDS, Starlings Toymaster:
Tel: 01284 7h1 646

FELIXSTOWE, Wizards Workshop:
Tef: 11354 277 243

IPSWICH, Galaxy Models & Hobbies Ltd:
Tel: (1473 729 279

IPSWICH, Toyworld Ipswich:

Tel: 11473 720 535

LOWESTOFT, Annatar:

Tel: Q1502 513477

NEWMARKET, Moons Toyland:

Tob: D163 663 147

STOWMARKET, D ] Collectables:

Tel: 444 771 015

STOWMARKET, Simpson & Sons:

Tel: 11449 612 514

SUDBURY, FT Games:

Ted: 09787 £66 160

SUDBLRY, Tinetty's Toys:

Tel: 1787 372238

WOODEBRIDGE, Toytown:

Tel: D13%4 343 170

GW GUILDFORD:
Unit 1, 912 Tursgake, (L1 30T
Tod 0148 345 1793
GW WOKING:
Ut §, Chears Crrl, 168 Chareh Sirert Fast. GL1 $H]
Tl B8 377 1675
GW WORTHING:
< Rath Place, Worthing, GN11 384
]

Tol: 905 213

k276
C.»\TERHAM. Modelller s llﬁt

Tel: @Ta5d 341 B8

COULSDEN, Taylors Toys and Sports:
Tel: G208 666 10710

CRANLEIGH, David Mann:

Tel: 483 273 777

DORKING, Dorking Models:

Tek: 01306 881 747

PURLEY, JH Lorimer Lid:

Tel: UT41 60 9716

REDHILL, Gamers Guild:

Tel: 21737 789 123

REIGATE, The Toy Shop:

Tel: 737 245 MW

RICHMOND, Toy Station:

Tel: 0200 440 4896

GW BRIGHTON:

Linit 7, Witk Hailars, BRI THW
Fel- G127 324 3334

GW CRAWLEY:

18 rmadway, RHHO 10X

Telt AN 355 207

GW EASTBOURNE:

13 Cnenfieht Read, BNZT 401G
Tel: G132 364 ta1)

BOGNOR REGIS,

Trains Models and Hobbies:

Tel: 01240 Bi4 727

BURGESS HILL, Kid's Stufi:

GTel: 1444 257 724

CHICHESTER, Chichester Toys:
Tel: 01243 788 055

CRAWLEY, HobbyCraft:

Tel: (145 057 532

EASTBOURNE, Phantasia:

Tel; 01323 723 364

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 1342 300 917

HAYWARD'S HEATH, Clarkes;
Tel: 444 457551

HORSHAM, Waterstones:

Tel: 41403 268 080

HOVE, Kids Dreams:

Tel: 01273 420 6

ST LEONARDS ON SEA, Silverhill
Madels and Toys:

Tek: D1424 431 133

STEYNING, The Dollhouse Shop:
Tel: (30 16812

UCKFIELD, Kid's Stuff:

Tel: 6825 74 390

TYHE AND WERAR ARER

= GW NEWCASTLE (Central):

Uinit &, Neagate Shopging Centre, NEY ZPY
Te: 0A%1 233 20K

GW METRO {Metro Centre):

Uinit 2, Firsl Fluor, The Arcade

nar the saditesramean Villape), METT 9L
Tel= 01491 461 0959

GW SUNDERLAND:

2538 High Streel Woest, Sundeeland, SR13IDH
Tedt (1915 100 454

GATESHEAD: HobbyCraft

Ted: 4197 452 7410

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, To;r and Compuler Store:
Tel: 0147 565 5146

WHITLEY BAY, Alan's Model Shop:
Tel: 1191 253 3682

WARWICKSHIRE
GW COVENTRY:
Linit 39, ppar Leved, Cathedra) Lines
g Centre, CF1 JLL
Tl 0247 6322 7311
GW LEAMINGTON SPA:
32 Regeal Street. V3L SEG
Tek G525 435771
BEDWORTH, Raitway & Modellers Junction:
Teh: 02476 316 285
COVENTRY, Hobbycrat:
Tel: 02476 234 520
KENILWORTH, Abacraft Arts & Pictures:
Tel: 11926 511 494
NUNEATON, Heart of England Co-op:
Tel: 02476 382 331
RUGRY, Joto Railways & Models:
Tel: 01788 362 372
STRATFORD-UPON-AVON,
Much ado about toys:
Tel: 01789 295 850
WARWICK, Castle Trains:
Tel: 01926 497 905

WILTSHIRE

GW SALISBURY:

1B Winehester Strset, SE1 1HI

Tel: U172 233 0555

GW SWINDON:

1 Bronel #laz, SNY 1EF

Tel 4174 343 B0E

CHIPPENHAM, Tharntons at Signature:
Tel: 1124% 4631041

DEVIZES, Hopgosaurus Toymaster:
Tel: 01380 723 447

MALMESBURY, 5P5 Malmesbury:
Tel: D16Rb B24440

MARLBOROUGH, H Duck:

Tel: (MB72 512 170

MELKSHAM, The Toyshop:

Tek: 01225 768 415

SALISBURY, Salisbury Model Centre:
Tel: 01722 134757

SHAFTESBURY, Harding's:

Tel: 11747 838295

SWINDON, HobbyCraft:

Tel: 1845 051 6551

SWINDON, 5P§ Swindon:

Tel: 01793 878 170

TROWEBRIDGE, The Toy Shop:

Tel 01225 706 415

WESTBURY, The Gas Cupboard:
Tel: 01373 825 625

WORCESTERSHIRE

* GW WORCESTER:

23 Lachgate Mall, Caihedral Mara, Wi 208
Vel OF SET 6707

DROITWICH, HobhyCraft:

Tel: (445 D51 6548

www.games-workshop.com 109



DROITWICH, Look-rite Ltd T/A Toyworld:

Tel: 105 772 403
REDDITCH, Hobby Hut:

Tel: 01527 540 841

REDDITCH, Hoggosaurus Toymaster:
et 1152 Ti 002 1 ik

YORKSHIRE

GW BRADFORD:

& Picoadilly, Bradford #£197 31wW
Feb: B1EF 473 9431)

GW DONCASTER:

21 Higl Stk Boncaster, oa LW
Tel: 8330 232 9335

GW HARRDGATE:

53 Station Parsdv, HGE FIT

Tel D142 356 4310

GW HULL:

30 Parigun Streel, HL AN
ok 018 258 45Th

GW LEEDS: I

A Lands Lane, L5§ 616

Tel 113 242 UFri4

GW SHEFFIELD (Centrali:
16 Filzwilliem Gate, 571 31H

Tl 014 275 014

GW SHEFEIELD (Miadpwhall Centre):
]

Unie 917, High Sirect, Lipper da
{awat {0 entrance neas Boodsh, 59 15N
Teb: DI 14 236 0036

* GW WAKEFIELD:

N Kirkgate, The Ridings Contre, WE 115
el 075 436 9441

GW YORK:

1534 tendal, YO 848

Tel: 3196 462 0014

BARNSLEY, Janco. Ta)'s.

Tel: 12k msﬁd

BEVERLEY,
Tell L4 ABTIRL
BRIDI.IN(.:TON, iqf TEs lld
Tol: DThEG 403 054

GOOLE, PursuitsdYou:

el (405 760944

GUISBOROUGH, Stokelds Toy Centre:

Teh: 07267 632 335
HALIFAX, Conways Toymaster:

Tel: 01422 353 246

HALIFAX, Halifax Modeliers World:
Tel: 1422 348 157

HUDDERSFIELD, Something Wicked:

Tel: 07484 354 226
HULL, Archeron Games Workshop:
Tel: 01462 231011

KEIGHLEY, Conways Toymaster
Tel: 11535 G04045

LEEDS, Hobbycraft:

Tel: 0773 385 3020

MALTON, World Wide Shopping Mall:
Tol: 01653 HO28HY

NORTHALLERTON, T & FM Grover Ltd:

Tel: M&09 773 334

PICKERING, Puffers of Pickering:
Tel: 01751 472 762 .
POCKLINGTON, Chylds Play:

Tel: 017579 MW 041

SCARBOROQUGH, Games Centre 2:
Tel: Ti723 160444

SCARBOROUGH, Space, Myth and Magic:

Tul: 0B45E 441 113
SELBY, A1 Sports and Toys:
Tol: 01757 745 115

SHEFFIELD, JL Software:

Tel: 01142 510568

SHEFFIELD, Imp Miniatures:
Tol: 07774 09388

SHEFFIELD,
Tk 1 20 155
SHEFFIELD, Wargames Emporlum
Tel: 11142 754 26

N

WAKEFEEI.B Mn:M and Craft Centre:

Tel: 11524 374 0%

WHITBY, John Andelsnn Toymaster:
3

Ted: 47947 602 217

GW CARDIFF:

31 Heglh Steel, TEIDAPLL

Tl 252 (6 8537

GW CWMBRAN:

A0 The Parade, mdmw- Liigend, NI 1T
Tek giu3d al

- W NEWPORT

5 Shimimer Strect NP0 THE
Tel: 0103 325 6385

GwW. sWA'\ISEA

mmam Hel
Tl 17299 611 621

ABERGAVENNY, Richards of Abergavenny:

Tel: (MB73 852 dih
ABERYSTWYTH, Albatross:
Tei: 01970 617 Bl
BANGOR, Acme Games:
Tel: 01248 372 457

BRECON, | Clark Toys & Gifts:
Tol: A 874 632 65

BRIDGEND, Joust for Fun:

Tel: 01636 767 LE0
CARMARTHEN, Good News:
Vel 01267 237 789
CJ\IIMARI'H[N, Hardings:

Tel: 01267237

(‘ERED!GION Yolu.-mon Battles:
Tel: 01239 615336

CHEPSTOW, Artists Corner:

Tel: 01291 627 293

COLWYN BAY, Hippo Toys:

Tel: 17492 514 169

CONWAY, Hippo Toys:

Tel: 07442 534 164

DOLGELLAU, Mars Vs Venus:
Tel: 11341 423 407
LLANDRINDOD WELLS, The Manor:
Ted: 11547 #2117

LLANTWIT MAJOR, Rainbow Pliza;
Teb: 07446 795 118
MACHYNLLETH, The Toy Box:
Tel: 654 703 501

NEWPORT, HobbyCraft:

Tel: 0845 BST 6540

PEMBROKE, Dn'agun Alley:

Tek: W14k 621 456

PONTYPRIDD, Sn and Spice:
Tol:prareaa Ay =
PORTHCAWL, Came Itd:

Tel; 11656 784423
PORTHMADOG, Alma Figures:
Tel: 01766 8101269

RHYL, Lightfoot Models:

Tol: 01745 331 564

WREXHAM, Brite Ideas Toymaster:
Tel: 07976 261 244

* GW ABERDEEN: ;
Lnlf T 1234 Upger Rirkgate A 10 184
Telt 0122 404 9773
GW AYR:
it &, Loiv Areale, 175 High Sfreel, ka7 758
Feb: D120 205 d4y
GW DUNDEE:
i

CW EDINGURGH:
H Hiih Sireet EH3 105
m Wi31 120 HEAD
GW FALKIRK:
V2 Low Wymd, FKT1PL
Tedi G152 dn2 4553
* GW GLASGOW!:
1 Linkon Striet, 67 ATA
Fek: 141 233 1674
GW LIVINGSTON:
26 Almondvalp Cantre, EH54 B
Tad; 01506 40F250

m;?a%:a [
ABERFELDY, Freaders Books:
Vel: 01857 829 513
ARBROATH, Hags:
Tel: 1731 672195
ARGYLL, Alba:
Tel: 01631 363545
AYI{, Toy Tawn:
Tol: 01252 29E045
BANCHORY, Toy and Gift Shop:
Tel: 330 525 5ha
BRECHIN, Gardiners:
Tei: 11356 642 265
CRF[iF, I'Iappy Craft Company:
Tel: 0T7R4 635
DIN(.WAI.I. Spurti and Madel Shop:
Tel; 61339 02 346
DUNFERMLINE, Abbey Models:
Tel 07383 731 118

DUNFERMLINE, Fife Council Libraries;

Tel: OTHET B2 208

DUMFRIES, 'I’aytuwn:

Tel: (47 263048

EDINBURGH, Marnunw“e Models:
Teb: 03313 177 1410

EDINBURGH, Toys Galore:

Tel: 131 443 1006

N, hmner i Toymaster:

FORFAR, rmp
Tek: G1307 463261

FORT WII.I.IAM The Granite House:

INVERCIYDE Arls Crafts & Hobhbies:
Tek: 01475 785

INVERNESS, |||an! Toymaster:
Fel: 01463 213 234

KINROSS, The Hope Chest:

Tek: 01577 62 51k

KIRKCALDY, The Hope Chest:

Tek 03592 261 114

LANARKSHIRE, Figures in Comfort:
Tel: U126 670 740

LARGS, Bus Stop Toy Shop Ltd:

Tel: 1475 (.mus:'p Y S

Do you want to become an

INDEPENBENT STAGKIST?

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:

ORKNEY, Cycle Orkney:
Tek: 01830
PERTH, M lars Muodels:

Tal; @173 856 1835

PERTH AND KINROSE, Freaders Books:
Tel: D1RET B2W 519

PETERHEAD, C.eorge Danald Ltd:

Tel; 779 474 73,

PETERHEAD, Unlque

Tel: 1779 472 705

SHETLAND, Ha: Dept Store:

Tel: 01595 693 UQF"TS H

STIRLING, Abacus:

Ted: 01786 470 Y84

THUIISD Durrans:

Tel: 01847 693 168
TURRIFF, E Rae and Son;
Tel: TBEE 562 610

NORTHERN IRELAND

GW BELFAST:

i Cavtlo Cowrs, BET TOU0 toward the dack
1 conboeiTel: D280 B23I6H4
ARMAGH, Kidzone Toymaster:

Taf: 028 37315166

BALLYMENA, Camerons:

Tel: 028-25648821

BANBRDGE, Toymaster Banbridge:
Tel: 128-50622225

BANGOR, Replay Games:

Tels DZE-9TA542 T

BELFAST, The Basement:

Tek: (528} 9046 0484

ENMISKILLEN, Hannas Toyworld Toymaster:
Fel: 0286322367 yil
ENNISKILLEN, Modellers Corner:

Ted: H2B-631367

NEWRY, Mw?hy's World of Wonder:
Tel: 02830264570

NEWRY, Murphy's World of Wander:
Tel: (2830264378

OMAGH, White's Toymaster:

Teli 0282242427

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM N

GW ANTWERP:

ViEsinekairomt 10, Anfwerp, Assorpen 0
Telt 032 3405 KEI>

BRUGGE, Fair Play:

Tel: 050 3453 42

AAI!SCHEIT Conect'r:

AN'I'-WERPEN Celtic Croms:

Ted: (i 268 1 hﬁ

?FEEPEM:‘DNDE' Tip Top Moens:
e 032 :

DELRNE, The Gamesmre

I.EB?OL‘{WBURQ NV Moestermans:
Teh 0F1 39 38 46

MECHELEN, De Spelfanaat;

Tel: 0i5 34 39:07

GOSTENDE, King Arthur:

Telr (52573756

MLS'I, Hermelijn:

Fel: 057 31 48 B5

AALST, Plays2Be:

Tol: 32 {531 31 93 03
BLANKENBERGE, De Speelhoek:
Tel: 30 41 44 23

BRUSSEL, Intertoys Anderlecht:
Yok 025 23 84 73

SCHELLE, Van de Velde:

Tel: 432 (486) 53 17 50
TOURNAIL Iﬂtertoys Tournai:
Tel: 659 31 42 2

VILVOORD, Hnel:renler BVBA:
Tel: €32 (02) 2.51 2005
WESTKERKE, What Ever:

Tel: +32 (4731 77 1641

BRAZIL
CAMPINAS, Legends do Brasil:

Tel: 19 3234 1343

CURITIBA, Ifiban Comics Shop:

Tel: 47 3232 5367

JULZ DE FORA, Magazine Taberna da Dragdo:
Tel: 32 1534 5757

PORTO ALEGRE, Jambé:

Tel: 51 3326 1426

SAN PAULO, Lududeria Bar Café:
Tel: 11 1253 452 .

SAN PAULD, Moonshadaws:

Tehi 11 3266 1916

SAM PAULO, Tavema do Ogro Encantado:
Teki 11 3061 2642

SAN PAULO, Terramédia:

Tel: 11 127 882

VILA GILDA, Hobby Depot Santo Andre:
Tel 11 438 280

VINHEDO, Hobby Depot Vinhedo:
Yef: 1% 3626 1560

SOFIA, Marslc Worlds:
Tel: 35% 2 986 6858
SOFIA, Black Citadel:
Tol; 4359 BH5539771
SOFIA, Moria:

Tiel: 1) 2 B GHEH

EIJING, Maelstrom:
el a0 fEDREOHTH
SHANGHAL Zark:
Tol: &6 (21) 5TRITRGS

SHANGHAI, Zhanchui Store:
Tel: §6 21 52350900

CROATIA

OSIJEK, Land of Magic:
Tok; 385 31 275 794
OSIJEK, Land of Magic:
Tel: 345 31 758 412
RIJEKA, Game Master:
Tel: 385 51377 300

SPLIT, Land of Magic:
Tel: 385 114052749
VARAZDIN, I.and of Magic:
Tel: 385 4200010

ZAGRERE, Lamd of Magic:
Tel: 385 14876077
ZAGREB, Land of ic:
Tel: 38514021017 Mag

CYPRUS [=]

MICOSIA, ANT Comics:

NICOSIA, Megaland:

Ted: 00 35 7224 JEF-L!

KATO PAPHOS Cypru'i Crusade;
Tel: 4357 971

c:zcumnuc |

BRNO, Cerny Rytir:
Tedi 4420541219860
CESKE BUDEJOVICE, Chaotif:
Tei: 4 420602453150
HARADEC KRALOVE, Knihl Vathal
Tel: +320495522009 'mpe':h‘l Foll:
KOPRIVNICE, Magic:
Tel: +4204%95 522008
LIBEREC, Batlle Gamis-Obchodni Pavilion:
Tek: +ATTISI0154
OSTRA\«'A Matrix (knihki tvi

§: +42077% 404 024 o dltepechl
Plh\Hf\, Dou
Tel: NZIX_’(:B': P
PRRHA, Cl:m'r Ryhr:

=

BRUSSEL, The hers Workshap
Yel: B477532647

BRUISSEL, Intertoys Laken:

Telt 022 68 71 41

GENT, Betty Boop:

Tel: jl'l:;l")rl :??n

GENT, Inher!ovs Gent:

Fel: 82 2 &

HAI.!.E,
Tel: 423 61 54 53
HALLE, Top 1 To

Tel: 023 1&0{3 L e

HAMME, Dagbladhandel Vermeire bvia:
Tel: 052477030

IXELLES, Intertoys Ixelles:

Tel: 2% 14 17 03

KORTRIJK, Albion:

Tef: 56 32 43 47

LEUVEN, The Dicepoal:

Tek 016 2949 94

NEERPELT, ‘t Spellenhuis:

Tel: 011 74 48 7%

OVERISE, Intertoys Overijse:

Ted: 026 67 32 53

's Playground:

Wwww.games-workshop.com

110 WHITE DWARF

FRONTLINE

PRAH.-\ Ccmy R\-’[lr:
Tel: +420222412267
VSETIN, Atlantis:
Tel: +420571417697

DENMARK

GW KEIBENHAVN:

Frederikshargae 4
Yolz 013 33 4202
AALEORG, Dragons Lair:

Vel 9512 1018

AARHUS C, Do

Tz 26 1 rmcia AP Lo

HILLEREID, Hobby & Fritid:

Tok: 4025 26 16

KEBENHAVN K, Farans l.'lga_re(

Pl Ry 320

KOBENHAVN NV, Arena Kabenhavn:
Tel: 48 43 57 04}

NASTVED, Arena Nastved:

Teb: 35 54 7 00

ODENSE C, Dragons Lair:

Tel; 63 57 47 01

REDOVRE, MR Games:

Tl 6 T2 B2 55

ROSKILDE, Fanam Roskilde:

Tek: 40 36 35 4

LYNGBY, Fams (_'ngr

Toli £ 10 21 23

I‘-iszlNﬁﬁll, Hobly eg Frifid:
HERNING, Figes Kalder:

Tl 35 10 1A 97 i 57
VORDINGBORG eden Vordi

Tel-35 5304 5 hi i
AABENRA, Legekieden Aabenrd:

Telz 74 6224 05

MLBOR[-, Aalborg Hobby Service:

4198 323315

.&MBGR(.., Bog & idé Aalborg:

Tek 9 11 56 11

AALBORG SV, B.O. Buger Aalborg:
Tel: 58 7% 15 45

AARHUS €, Goblin Gate:

Telr dle 79 4% '|]

AARS, Ti %

Fele o3 62 4 e

ASNES, Bog & Ide Asnaes:

Tek 5% 65 00 14

ESBJERG, Bunkeren:

Tol: 751511 79

ESBIERG, Adventure Corner;

Tel: 35 11 11 58

ESBJERG, B.0. Bager Eshjerg:

Tel: 75121177

ESPERG/ERDE, B.O. Baper Espergarde:
Tel: 43 1417 46

FREDERICIA, Bog & Ide Fredericia:
Tok: ¥5 24 5964

FREDERIKSBERG, Legekmden Frederiksherg:
Fel: 3419 7025

FREDERIKSSUND, Legekzden Frederikssund:
Tel: 47 34 3% 54

GILLELEJE, Lillys Legetaj:

Teh 4830 30 00

GORLEY, Spareti

Fel 38 55 A0 63

GRENA, Bog & idé Grena:

Tok: 86 32 19 33

‘GREVE, B.O. Bager Hundige:

Tel: 43 40 60 83

HELSINGE, B.O. Buoger Helsinge:
Tek: 48 79 40 01

HERNING, Buddy Legetej:

Tel: 9722 05 52 .
HILLER@D, Legekaeden Hillerad:
Tel- a4l 24 01 61

HI@RRING, Hjurring Hobby:

Ted: 30 604 35

HOLBEK, Storkfull Bog & idé:

Tel: 54 47 00 7

HOLTE, Legl“tzﬂsbnllklsen

Ted: 45 46 17

HORSENS, Legekaeden Horsens:
Tel: 75 61 60 11

HORSENS, MYCLIX Miniatures;
Tel: 3045 T3RLH233

HERSHOLM, GAD Harsholm:

Tak: 45 36 04 04

HUMLEB/EK, Rodes:

Tek: 44197230

KALUNDBORG, Koch's Bager & Papir:
Tel: 59 51 00 54

KIELLERUP, Ide & Hobby:

Tel: 86 80 13 26

KEBENHAVMN K, Fantask:

Tel: 33 43 45 35

KOLDING, B.0). Bager Kolding:

Vel 75 50 38 34

KOLDING, Good Games:

Tek: 75 50 03 U3

KEGE, Sema:

Tel: 56 63 07 04

LYNGEY, B.O. Boger Lynghy:

Tedi 4587 04 43

NYK@BING F, Hundehuset:

Tel: 54 06 95 46

NYK@BING M, Morss Boghandel:
Tek: 97 7207 (0

ODDER, Legekaeden Odder:

Teks 86 54 42 76

DDENSE 56, B.0. Bager Rosengérdscentret:
Tel: 66 15 94 0 tg "
RANDERS, Bog & ide Randers:

Ted: 66 4308 10

RANDERS, Byrge Sorensen Hoblby:
Tel: 6 42 58 14

f.ﬂNDERS, Randers Haobby Import:
Te

KGEING, Buddy Legetaj:
Tk 47 32

RINC.STED Bug & tde Ringsted:
Ted= 57 6100 10

RINGSTED, nnddy Legeta]:

Tel: 37 57 14

RHDDVRF B . Bager Redovre:
Tei: 3o 41 04 85

mNNE Dorthe s Hobbystue:

RO‘K".DE ﬂﬂskdcg

Tek: 45 52 461

ROSKILDE, B.O, Ro's torv:
Tel-45 46 33 12

b KG7
SKANDEREORG Schmidt Bog & idé:
Tel: 54 58 0027

535075
5T HEDD!I\GE Hobbystalden:

Cel: 56 50084 10

SVENDEORG, Farve & Hobby Hjsmet:
Telr 62.21 30 31

SVENDBORG, B.O. Beger Svendborg:
Tek G2 17 2250

TASTRUP, Genbrugsbager:

Tel:d171 61 15

THISTED, Buddy Legetaj:

Tel: 47 42 19 33

VEJLE, B.0. Bager Vejle:

Tel: 75 82 05 44

VIBORC, Battle Bunker:

ol 55 60 17 a0

GW BLANCHARDSTOWN:
inlt 2493, Blanthardsioum Shopie ¢ cativ,

Dibfin, Fel: 13 827 5645
oW !}UBI.IN

QCIRK, Gther Realms

Tek 021 3279508

DUBLIN, Models Inc.:

Tel: i1 570249192 i

GALWAY, Model World:

Telr (9T FeSesE .

ATHLONE, Valhala. Games:

Tol: GR7-02 10030

BALINA, World of Wonder Balina:
el: 091 T6R7E

CAVAN, Apex Games:

Tekh 042 4328504

COBH, Toytown Toymaster:

Tel: 27 4834 5462

CORK, M rphy’s Toymaster:
Teb: 00473 4 93520

CORK, Toytown Toymaster:
Tel: 0371 4214 162




DOUGLAS, Arl and Hobby:
Tol: G20 436
DROGHEDA. Alla.nd Hobby:
Tel: 041 97 327

DUBLIN, Al anﬂ Hobby Jervis Centre:
Telr 018 745 312

DUBLIN, joe Mannions Newsagents:
Tely 01 4342387

DUBLIN, Modcls Inc.:

Tel: 01 874500

DUBI.IN Tavmaster Banba Dublin:

he Toy Store:

Tel: 01 6774420
DUN LACGHAIRE, Toymaster Bankia Dun Langhaine:
Telz (2 604 £

DUN LAOGHAIRE, Art and Hobby:

iy (280501

e
DUNGAR\"}\N Toymaster Murphys:
Tel; 056 41374

EN NiS Warl:l of Wonder Ennis:

KERRY Cabai‘s Tnymas!er
Tel: 00453 66 T121047

LAOIS, Grahams Toymaster:
Tel: 057 582 10101
Art and Hobby:

LIMERICK. l'hc Gathering:
Tel: (41 13
tOUTH K-dznne Toymaslu:

lOUTH The Wﬁrg¢m¢rs

Tel: 4353 86 D362

MACROOM Tnmaster Marys:

Tel: 026 42441

MULLIN(.\.R S!ars & Bows Hobbies and Crafts:

Tel: 04
ML,I.I.INGAR Stafs and Crafts:

Tedi fle 353 B7 94027

NEWBRIDGE, Art and Hobby:

Tel: 145 430250

NAVAN, Game Bandits:

el 046 9073097

NEWRY, Murphy's Toys:

Tels 028 301264975

OFFALY, Kelly's Toymaster:

Tl (41153 57 #5150

SANTRY, Art and Hobby:

141,407 162 4500

STILLOR: .!N 'luyrnas!er Nimble Fingers:
Yed: 01 26

I[PPAI!.!\I!\‘ RB M.udels

Yok 14143 52 24

WATERFORD Tall Tales Bookshop:
Tel: 031 877 96;

WEXFORD Tn)'masler Play and Learn:

Fel: 053 237
WEKFORD WOW New Ross:
WILTON, Art and Hobby Wilton:
Widlon, Tef: 021 434 7207

T4
Tel: 075 15 45 25
HELSINKI, Fantaslapchl Helsinki:
Tel: 03 73 5
ESPOO, Pwlmlsuun Pe!;t Espoo:

thl

Tk (90 5348377
TURKU Fan!ampehl Turku:
JOENSULY, Fa.ﬂtashpeirt Joensuu:
Tk 613 284 414
KUOPI, Fan!asaapellt Kunpm
Tel: G706 1130

WECKEOW 'loymasler Hopkins:
Tel: G40 46722

ST#N!.EY, Fatkland Collectibles:
GW HELSINKI:

Swmaekali 9, B,

Tih T4 65 LB

LAHTI, I’uobenlmun Ppelit:

Tel: ia1 299

PORVOO, Puolenkuun Pelit Porvoo:
ES?OD Fellmesta.

ol 00 BT 2R

]WiSIrW_A, Fantasiapelit Jyvaskyli:
B S e A S S

omu, Fanmpapebi Qulu:
Teli o 7 w6
Tmme, Fan‘laSlapehI Tamper«

HAM[ENI.INNA, Lelushoppi:
el 03 BA2 5

HﬂﬂMi Klr]akauppz Pellame;

HWINK." Ruya] Toys:

Tel: 0145-5
IMATRA, Karia-lah;a Alex Ky:
Tel: 05 4

JAKOBSTAD,
Tedi lith 723 7 II! il

jAMSA, Jaakko Saari:
154 7

157215
IA PM, Askane]ularwlrehllve Taitaville:
Tl

1 47

mm.«,a Lada
K kAV Antukvanaaﬂi- Kersa:

Toys 4 Fun:

2! o
KLAUKKAI.A Karuselli:
Ted: i#9 579 26 ‘
KOTKA, Eagle Card:
Tel i 21 u?rs1l
KOUVOLA, Muuvrzpux
Tel: 113 310 7930
I.APPEENRANTA, Antikvariaatti Suma;

MMKIEHAMN Dillen:

M!KKEI.I, Muppela

OULU, Lelu-tapuli:
Tel: 24t

P(ik! l;nr:n .Askartelu
Ted: 2 6320071
RAAHE, Raahen Astartelu ia Paperi:
Tel: 08 R‘ 6825
RMA TT-Pop:
£ 521 454l
RIIHIM-\IH Royal Toys:
Ted: 150-52:4 5080
RO\-’ANIEMI, I.ngacenler Jissi:
Tek 016 134 6
5ALO, Salcln Harrasle
Fel: 026 356 1
SﬁVUNL[NNﬁ, Savmlmnan Antikvariaattiz

SODANKYL»& Vekkuli:
Tel: 016 61 5456
TAMMISAARI, Kungsboaokhandeln:
Tel: 0ty 246 1020
TAMPERE, Pelimaa:
Tel: 040 7097179
IAMI'ER,E, Inin Koskikeskus:
w1

TER\-AKOSK!, Tervakosken Coconut:
Tali @14 754 72

TORNIO, Peliketut:

Tel: D16 44 6246

VAASA, Pelimies:

Telr +358 6 112 5011

VAIKEAKOSKI, Koskiviide:

Tl 0 504 7H7

1\_l'.vl\'%lT .|\”\"|: Kauppakeus Tikkuri:
& 5 2

VANTAA,
Tel: 09 230 2268
VEHMAA, Vanha Kaarti:

Triz 050 527 4909

ATHENS, Avalon Games:

el 000 200 w1604

ATHENS, Fantasy Shop:

Tel: D30 210 4231072

ATHI:NS Fantasy Slmp Ag, Paraskevi:

=

ATHENS, Fanlasy Shnp Exarcheiaz

antas}' Shop Kallithea:
95% 2923
S, Fantasy Shop: Pagrati:
i 240 7560780
5, Hobby Planet:
Tvi: 0030 21 (HHIA1E
ATHENS, Kaissa Amarousiou:
Tel: GO30:110 51414675
A'I’HENS, Kaissa CJﬂadas:

: 0030 2
ATHE\IS Kalssa Ha[am:lrmu
Tef: 0ud0
.-\T‘HENS I( ssa Kailldmmmu
Tel: D 64
ATHENS Ka:ssa M.unukerus
42 (R0 2 11p Bk 3
ATHE'\IS !(aissa Nt@s Filadelfias:

1 s 7

A HEN K mﬂ Nzas Smimis:

N5, Kalssa Pagraﬂou
+ m 2107218 318

CIIFI'E, Famzsy Shop Herakleion:

Tel: 0G0 2010 W12

HALKIDA, CD Corner;

Tet: 0030 2228 0BF413

LARISA, Kaissa Larisas:

Tel: BUI0 2410 53

LARMIJ\ Kaissa Lamias:

100030 22310 Ma1)

NAFI‘I.IO Miniature Shop:

3 2752

PALI.INIS Habhy Planat:

THEmLGN]K
Tel: 00 40 2310
THESSALON
Tl QWY 2370 2401 9
VOLOS, Fantasy Shop:
o BOAD 24210 24

HONG KONG, Fun Atelier:

Telk {852) 28664670
HUNGARY —

BUDAPEST, Krnslalcsarnuk
% 204 4

SZEKESFEHERVAR, Legendak Csarnoka:
Tol: (036 70 185
SZEGED, Csillagveg:
Tel: 0036 20 3571507

ICELAND B
RE‘J’K].WIIQ Nexus:
TS5 01T

|AxARTA BA\RAT Comics N Games:
Tel: UZ1 56 i

]AKMITA *EFLATAN Fantasy N Games;
Toli 051-600- 30447

SURABAYA, Fantasy N Games:

Fel: 13 1-wiMr-T074%

SURABAYA, Fanraﬂy N Games:
Vel 031-740-2

Tel: 00972 9IFHIATT

RAMAT HASHARON, Tapuah:
Tol: (T2 25464713

TEL AVIV, Freal

a5
RIGA, Sia Prat Speles
Tk +371 57

LITHUANIA

VILINIUS, D& Necona:

Tel; 00 3740 5 2133207 S
xineoom of sangam | 3

154 TOWN, Carousel World of Imagination:

ol D 471 3967 3635

KOTA KiNABALU, Sabah, just Wargame:

Tely &013

KUALA I.U\'\PU!I, Comics Mart:

Telr 03 « 2247 ol

I(UALA I.UMI'UR, M'rSL(FJFan Outpost:
161 015+ 082 4

PENA\IAG Colmts Mart:

Tel:id - 226 hl‘

PETALING ]A\"ﬁ, Waolf's Game Shop:

Tel: 912 2599952

PETALING IM"A Selangos, The Games Circle:

Tri b 016 - 451 4930

NGOR, Dakka Dakka Games:
Tl 6 OF7 -252 0525

MALTA, Forbidden Power:
Ted: DOASE 24 237509

MALTA, K Hobbies Ltd:
Teli 00350 21 RI34.L1

MNAUCALPAN, Quest Hobbies and Games:
Tel: (152 555 596 42 78

PUEBLA, La Fortaleza:

Tel: 4052 22T 409 5030

THE NETHERLANDS [

GW AMSTERDAM:
Rekin 36, 1012 KT,
Tl D0 622 $A63
GW DEN HAAG:
Schilstiasl 125, 1510 AN,
Tel 076, 802 7k
GW ROTTERDAM:
Var Dfelentarneveidplants 432, 5012 AR
Tel: 010 280 U268
ARNHEM, Spelkwartier Arnhem:
Tel: (26370 2020
DEN BOSCH, De Dohbelsteen;
Ted: 71 514 5530
LEEU'WARDEN, SpEIIEIum
TehGsA 2132072
LEIDEN, Vi
Telzod 511 3"’?]
MAASTRICHT, Viieg-er-vit:
Tel: 043 125 ThSY
TILBLRG, D Dohbelsteen:
Teli 3 544 31
ZWOLLE, Games-n-Stuff:
1 (5 21 G S
.-\LKMAAII Boolsm & Strippers:
Tel: 573 512 1217
ALMERE HAVEN, Fantasia:
Tel: 006 5316017
AMERSFOORT, Spellenwinchel:
Ted: 033 470 U2
ASSEN, Plok:
Teldi 055 14§ 3742 A
BERGEN OF ZOOM, Big Boys Toys:
Tol: D164 35 D4R
DEN HAAG, Spellenhuis:
Tl 0765 364 4760
ENSCHEDE, Pijplines:
Tel; 053 4,
INGEN, Krikke's Hobbyshop:
R T
HAARLEM, Spellenhuis:
Tol: 823 55713 156, -

Tal: ) dhatiian

NUMEGEN, Moenen & Mariken.
Tella 2226179

UTRECHT, Wh

i

13
WORMERVEER, Mini-Wonders:
Tel: (175 G0 T8 F -

ZOETERMEER, RC-Pitstop:

Tel! 079 316 D568

wh

N DEN RIN, Top 1 Toys Asie v Panne;

TH4T 2254

AMSTELVEEN, Het Ganzenbord:

Tel: U20 641 2552

APB.DODRN mp 1 To'rs De Kindesdronm:
fi

I!.ﬂRENDRECHT, Peter's Posttrein:

Tel: D1t w1959

BEILEN, Top 1 Toys:

Tel: =91 393 52 17 50

BERGEGK \Mwlm Technohobhy:
502

BREDA _De Dnb&:elsteen

; 'lnys Speldorado:
Knlb.bel Comics:
61 577

DORDRECHT, Hobby Madefbouw Dordrechi:

ok 078 (30 2710

STORE FINDER KEY

A2 Indhcates Caming Raom fcilities.

HOBBY STOCKIST
s 2 bubliy gamiig and painting sereice,

NE ELITE STORE.

NE PARTNER STORE

Stacks mast of the Games Workshop range.
INDEPENDENT STOCKIST

NEW STORE OPENING
Inaficates muw shres amb stockiste

GAMES WORKSHOP HOBBY CENTRE -

Stk the eamiplete Gaones Workshop range and offers introdactnry gaming and painting Jesons.

Oficial seliors of Games Workshop praducts,

* To e sure thiy bave what yau wani in stack, we recommend calling the storp first

EDE, Tinnen Soldaat:

Tol: 0370 63 4296

EINDHOVEN, Gameforce Eindhoven:
Tel: {19 2447430

EMMEN, Spmlhnes

el

UTRECHT I.al:lyrmth
Tel: Q30 281 7157
N-LELR, Van Der Doelen Speelgoed:
Tel: <31 4413) 55 54 g
GOES, Fantus Fantasy Store:
Tel- 011 425 3174

GORINCHEM, Netten Modelbouw:
Teiatd i

R
Tel- 150 314 (1424
HARDERWI|K, pl Tays Volgers Spel & Habby:
Tel: B34 433

4157
HEERLEN, De Hnulen Sleutel:
Tel: £32 l[J;l 5491 4
HOOFDDORP, Modeivpoﬂ:
Tel: +31 (023) 565 44 42

HOOR N De Spe]le-nllnnrn:

LEIDEN, Freet eWamnr
0312

17
LEIDEN, '!nlluenwmloel

I.EL\‘STAD, Mr Bully Inc.:
FTH 335 4hb
I.EI.YS'IAD, RE Mind Creations:
Ted: 437 02320244041 F
MAASTRICHT, Hounjet:
Tuiz 43 363 G774

N N de]ltms Speelgoed:

Tel:
OLl 8IIJEI1LANU Mourits Modek-Hobby:

ROERMOND Biuemhul:lld( Hermien:
RDSMAI.E Tapl Toys Jovi:

Tels w1 (5. 5212480
ROOSENDAAL Top 1 Toys Jadin:
Tel: 1165 55 7963

RO’I'I'ERDAM AVS Gameshop:

Telt Bndd.
ROTI'ERDAM Eternal War:
Tek 0619910057

RDT‘.I'ERDAM Metal Dragon Shop:

S(.HOONHD\«"EN Maodelbrouwers.nl:
Tel: 331 (MEZ) 48 I 3

UTRECHI &:bcullums
Tele 00 2315162
bTRECHT I.a!:lyrlnth

0.281 T
L.’IRFCHT Nmt Nmr Land {Wieder & Kugant):
Tel 030 243 229
VEGHEL, Van Der Dak‘n Speelgoed:
Tel: +41 1412) 54 50
w.!SSENMR, Top l Toys Kouwenhoven:
Tel: 070 511 02

GW O5LO:

Midlergata 7, (0178,

Fofi 22 1420 99

BERGEN, Outland Bergen:

Faliasy 14823

KRIS'FIANSAND Hnbby Huset:

el 30 360 e

TRONDHEIM, Gotham:

Toll T30 403 34

ALESUND, Kremmerhuset:

Tel: 7inl 437 70

ARENDAL, Norli Arendal:

Tel: 220 043 54

@, Underholdningsmagneten:
1

D D P ing
DRAMMEN, Qutland Drammen:

Tel: 028 44 4

FAGERNES, Leksenter Fagernes:

Ted; 6173 G 92

FREDRIKSTAD, Leketorvet:

Tel: 693 156 40

G]@VIK, Ringo Lekeolsen:

Tel: 611 042 10

GOL, Yes

Tel: 320 748 70

HAMAR, LElaehnsel Maxi:

Tel: 125 338 04

HAUGESUND, Norli Haugesund:

1L

HCIRTEN I\otzhenz Sjasiden:
401 6

KO SBERG, Ringo Rolf Liane:
Tl 327 31161
KRk{..Ellﬁ Brla Karis Hobby:

KRO ADEI.\-"A, Brio Helmax:
Tel:
I. NCESUND Notabene:

I.AI!\-'!K Y(-s' Sokratis:

Tel: 321 B34

M.ANDAL llmgo Lekehusel Mandal:
Tels 382 63

MO I I!ANA Ringo Lekehjarnet:
751 517

MOLDE Yes' Lekejmrnet:
Tel: 712 i
MOSIQEN. Hohbysenleret.
Tekt 751 70 7

MYSEN ngo Mysen:

Tol:

OSLO Du[land Paleat:

el ¢2< an4 1

0510, Dutland Vesthanehallen:
Tel: 235 770 0

SANIJ'\IES, Osaeiand Hobby:
Tel: 510 615 0

SANDNESS!QEN, Ringo Sandnessjsen:
Tel: 750 413 i

S»\ND\'IKA, Hubb'r Larsen:

Tal: 675 401 |

SKIEN Soﬂm‘:l:s Hobby Garden:

SOLA It go Sola Gaver Og Leker:

STA \".-\NGER Outland Stavanger:
Tel i

I'IIIllII'IHES l’

QUEZON CITY, Neutral Grounds:
Fols ) 11

POLAND

BIAL\"STGK, Dcparlmznl
Ted; UO4H 55744

BIELSKO BIALA, Gnnm

od; 0044 58
GDANSK,
Fel: 01k 56
GDYNIA, Fulur‘e %
Tl B4R
IAWORZNO la:
fed: 0048 501377 I:';‘%
KATOWICE, Bard:
Tel: 01148 32 2571017
KIELCE, Wargamer:
Tel: D045 31439335
KRAKOW, Bard:
Tel: N4 126320
xmow, Im|
1767
Sklep Smok

b 12 330110

el GG 32 H311161

w.games-workshop.com 111



“lwA NT A

STORE!”

EARN YOURSELF A BATTALION OR BATTLEFORCE

FoHowing the ongoing success of the
‘I want a Store’ promotion, we have
“decided to widen our net, and are now
J in search of potential stockists across
the ENTIRE WORLD.

In particular, we would love to hear from
you if you live in the following countries:

/' Argentina  Brazil

Chile China
Croatia Czech Republic
Greece Hong Kong
Hungary Israel
Mexico Poland
Portugal Romania
Russia Singapore
Slovakia Slovenia

, South Africa South Korea

; Taiwan Turkey
Ukraine United Arab Emirates.

\The Boyz & Men's H

Terms and Conditions

1. The 'I want a Store’ promation is 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 promaotion at any time and in its absolute
discretion, and na part of this promotion by itself shall form any binding contract or
refationship between Games Workshop Limited and any third party.

2. Only Persons aged 12 vears or over are eligible and vou must be resident in the
following countries to take advantage of this promotion: Argentina, Brazil, Chile. China,
Croatia, Czech Republic, Greece, Hong Kong, Hungary, Israel, Mexico, Poland, Portugal,
Romania, Russia, Singapore, Slovakia, Slovenia, South Africa, South Korea, Taiwan,
Turkey, Ukraine, United Arab Emirates.

So, if you know of a store in your country
that you would like to carry our products,
why don’t you let us know about it?

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:
emsales@games-workshop.co.uk

Or write to us at:

I want a Store!
Games Workshop
Willow Road, Lenton
Nottingham, England
NG7 2WS

L i
P mnaren e
¢ e

Ork Battleforce

Lizardmen Battalion

3 Games Warkshop staff may give away products to persons it deems to have
appropriately salisfied the requitements 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 will commence en February 1st 2009 and will terminate on April 30th 2009

6. No empleyees of the Games Workshop group of companies or members of their family
may take advantage of this promotion



LE, HMS umputers i:
Tel: 1048 77 454;
OSTROW WIE Ol’ﬂd_ill' Centrum Gier Arena:
Ted: DIME 63
PILCHOWICE, Imperator FF:
Tel: (03 402250751
POZNAN, Bard:

Tel: DO4E

Tol: (B4 BI5434945
TCIKUI\' Sklep Papiernicry:
2 I 56 (322593
WARSZAWJ\ Faber i Faber:
Tel: G048 22 0471205
WARSZAWA, Graal Blue City:
Ted: D044 2 3117
WARSZAWA Craal CF Skorosze:

Tel: 0048 22 5413

wnnsz,\w,a, Kormkslandia
Tel: (148 22 654

WARSZAWA, Modelarsku Dom
Han:ﬂuwy Chzma tic:

Jel: o 649
WAM“A Modelarski Dom
Handllowy (‘hc aur.

Te: i
WAKSZAWA, Monon

48 22 423

WARSZAWA Panda Zabawhi:
Fel: 0048 23 5204451
“ARSZAWA, Pelta:

w,msnw.a \v\".‘nrgamtr
\‘\fR‘OCLAW Bard
“ROCLAW Ogryn:

871 ATTHITE

W RSZAWA l.'.raal Galeria Mokotow:
fi

WROCLAW, Placuwnla Fantastyczna:

Tel: 48 71 35

ZIEI.ONA GORR, Level:
Tek: 004G AOIZE5 104
J’YW'!EI: M.OdEI-Fan

6 IAHGS

I‘BIITIIGM.

I.iSSO.ﬂ\ Homem .r\zul

LESBOA Lo;.as

Tel: 0352 213

PORTO, Mundn Fantasma:
Tel: 0331 226 03 14 40
SINES, (..aiena BT:

Teli 00351 269 51 25 1)
BUCHAREST, Hobhy Games:
Tl ) 40°20 32

I(IIASMOD:\R Alegris-Jug (South):
Tel: 74479283
MI SI( Va!ahamwch ent:

29 635EN 2

Tl s Fjav

MOSCOW, C

rek- mnw-
Deldd'y Mir:

1-1 3143513 2291,

- +7I4 )
MOSCOW, Detskiy Mir:
Teil -.vmsrm BSTT
Mir:

ol .:qns::m “ﬂ-l'y
MOSCOW, Detskiy Mir:
Tk +.um!1urs' -
MOSCOW, Detekiy Mir:
Tl 831550 0761

[, Detskiy Mir:
Yol 4714851805 s;;-"a’

MOSCOW, Little Genius:
Tel: 4774951297 21947

. Mr Hal
ngerreiih
MOSCOW _Urf'm Juice:

MOSCOW Wanderful World:
Ted: W7a485794 3433 101
NORLISK, Na Styke Mirov:
Tel: DOAIZS LiFmd20
NUVO‘SFEJRSK, Icehummer:
Tel: 70957676664

SARATO\" Detskiy Mir:

Tel: £t 3540

ST PETERSBURG, Art-Miniatures:
33 3345

Hn by and Igrushki:

smnm-nnurmanu e
{ET Habhbystore:

BELGR. DE ANEI' Hobbystore:
Tel: 00 381 '|| JRE2TIN
BELGRADE, EXIT Hobby store:
Tel: 00381 11 62 7827
BEI.('ID\DE Wh!le Dragon:
Now S.MJ Dtagoa:

Tel- 04 381 11630 24034

NOVI SAD, Valhal
Tedr 00 381 293155
PODGORI(A, Ncutrun Podgorica:

Tok: B 351 69

MNGAPGRE, Comics Marl PTE Ltd:

Tel: (135 0
Sl GkPOIIE Cnmlcs Mart PTE Ltd:
P M

SINGAFORE Forgworks Hobbies:

63 BAIE 547
SINGAPDRE Pamdlgm Infinitum Pte Ltd:

Tel: 85 6734-305

SLOVAKIA

KOM.-'\ RNO ]tmaku SRO:

Slll'!llll
L I.J]ANA, l'_ma Lul(nia

Tul:

SIIIIT! M'IIIIH!

BELVILLE, The Bays and Mens Hubh]r Shnp
Tel: G027 21 14 8iis

BLOEMFONTEIN, The Games Dungeon:
Ted: 027 51 434 S0%0

C!\PFTOWN, Paslirnts Retail:

Felt

Tel: O27 X1 ﬁ&‘i 3

DO GJ(L{.)OF, Battle Planct:

Fels 040 27 5243 53937

DURBAN, The Hobby Specialists:

566 $H06

EAST LO) DON Slaters Toy Magic:

Teh:+27 43 7.

EDENVALE, Piast:lcs

Tel: G047 82 703 1409

GAUTENG, The Undergmund:

Tek 427 11 795 3045

IOH.-‘\NINFSBUIIG Esswex Retail:
DT 11 UERSG1S

JOHANN(SBUR.G Ulllnr Limits Johannesburg:

Tel: 0027 11 482 377

JOHANNESBURG, Outer Limits Pretoria:
Tul: 0027 17 342 3360
JOHANNESBLRG, Wizards Book and Games:
Tol: r27 17 40

JGHANNBBUR(.. Warfair:

Tol: 027 82 431 '.'JJZ

JOHANNESBURG SOUTH, Dragons Den:
Ted: 0027 11 432 3996

MENLYN, Top CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Telb: «27 33342 9478

RUSTENBURC Warery:

T
NGA 'Il| Hobby Specialists:
Tel: D7 31 3

SOUTH KORER [2e3]

UL, Ore Town:

26 402 5945

SWEDEN

GW GOTERORG:
Ermittnénggaten 52,411 47,

Tel: 5% 133958

GW STOCKHOLM:
Resrrmaszatan 30, 171153,

Tel 8 2E1 Bay

GAVLE, Hobbyshopen;

Tel- Zp1isia6s

KARLSTAD, Spel och Fantasi:
Telc054 15 1070
NORRKOPING, Lekhuset:
Tick: & T2BE )

UMEA, Fantasia:

Tel, T Eh
KRISTIANSTAD, Spel pd Vallgatan:
ok D38 41091

GOTEBORG, Wizard Games:

Tek 033544150

SKELLEFTEA, Lek & Hobby:
TS0 05T

STOCKHOLM, Dragons Lair:

Fud A b3a 04 0

STOCKHOLM,

Sciénce Fiction Bokhandeln:

Tel: BR2ES052

SLINDSVALL, Orionspel och bocker:
el DGRTASE

UPPSALA, Prisiyndet:
Tl GTBTBLA0T

VASTERAS, Zetterlunds:
!e:._. u.‘_l__l\'l e

VAXJO), Helges Hila:
Teliosr 0 !e%ﬁ
ANGELHOLM Brio:

1890
BROMMA, Boink!:

Tel: 0326 00

DMARO suluhen Svanen:

ENKOPING Nallens Leksaker:
Tel: 0171 32750

ESKILSTUNA, Barnens Hus:
Tuel: MIBAGTT50

ESKILSTUNA, Lasses Leksaker:
Tel: (6]
FkLKENEERG, Brio:
Tel: 34
FALUN, Tv—spelslmmn

Y 2777

FA ]ESTADEN Leksaksmagasinet:

Tal:

GISLAVED, Brio:

Teb: (17110733

HA TAD, Brio:

i 8175

HAPARANDA, Barnens Hus:

Tel: 179 2% 36 60

HELSINGBORG, Spel Pa Kullagatan:
Tel: 042 12109

HUDIKS\-"AI.L Albins Leksaker:

KALM}\R Kal-m.\r Lek & Hobhy:
Tol: Lag0zd

KALMAR, Oftny:

Tel; Q402200

KAIHSHAMN Brio:

]
fli \

TORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
i#) Iadbeatys Gamsdmg Roomn Tl

HOBBY STOCKIST
Oifers by gaming and jiainling service,

NE ELITE STORE

NE PARTNER STORE
Starks most of the Guames Werkshop range,

INDEPENDENT STOQCKIST
Gificial sellers of Games Workshop prouci.=

NEW STORE OPENING
Indicbes e stcaes amd stocking

Stacks the camplete Genves Worksbop range and affers introductory gaming and paating Tusons

* Tio b suvee they faave what you want in stock, we recommend calling e store st

K-’ﬁ RLSKIIONA, Brio:

JU\RLSI(RONA, Fact & Fiction:
Fel: (45316710
KATRINEHOLM, Brio:

Tedi 01350 79720

KIRUNA, Brio:

T 350

KOPING, Game Maniacs:
D705 19025

L 'KDPENG Alltilek:
Tel: 1731019
I.INK(.)PJNG Sagoland:
Tel: G137 122%

LIUNGBY, am:

Ted: Q4721 5401

LULEA, Ilarnuns Hus:

Tek 021K
l.UND Sm_[_pa Clemenstorget:

MM.M(‘} Splbl pa Djaknegatan:
M R i.l:k& Hobby:

410991
omzam, Enn
Tek: 674
Cmssko Mnde!rex AB:
Tel: 119 611 13 34
ORMINGE, Happies:
Tel: 87152501
mmsvrx, Lajhans:

Tl
OSKARSHAMN, Brio:
Telr G251 174

STEIISUI\D. Hobbyboden:

Sa\ui Hlori Leksakei
el __JI!IJI-l

OVDE, Partaj:
1 051075498

L¥]
Ted: 1EIBUZEL
WGCKHOLM Arcane:

ST(](KHO!M Brio:
Tk 0BT 140
STOCKHOLM, Happnes Hammarby Sjista:
Tels 324

STOCKHDLM Fidelur:

www.games-workshop.com

‘I’OMEI.ILLA Alfs Leksaker:

Tel: 52074408
TUMBA, Leksakshungen:
Telz ol

Ul’i‘l..n\NDS \-’A.SBY Barnen Hus:
Tel: b 2hatMen
v,iiLL[Nf.B‘r, Hobby fir Alla:
el 070752377
\-'AIIBERF Non*g.atans Spel:

) T\" Spelsborsen:
130014

VASTERAS, Zetrerlunds Erikslund:
Tel: 027 164 3%

\’AETERVJK 'Erlcl

SOSEIT

FROI.U\ID.'\, Toys:

VETLANDA Brio:

Tel; 0FH319950

VIMMFRB\‘ Brio Vimmerby:
Ted: 049237 145

VISB\", szstugan

YSTAD Tv Speishoman

TIITWIH

TAIWAN 806, Games 'R" Us:
T L4 9489 2750

BANGKOK, Fantasial(T5 Toys):
Teli &6 § 9773 1373

DNINOP[TRO\«

£ 00 340 675 64
DONErsx, 'ﬂaugl :
+38 044 JTETHTT

KHAIIKO\" _Alalklln Toy Store:

=

, Book Shop {Goblin):

Lt Ly
KIE\-’ Budu‘iok igrushd(:
Wi 150
I<IE\tI Budinok Igmﬁllek-.
Tel: D4 180 444 567 671

KJEV C rge

Km.der Land:
144 |n‘,)’|

ODESSA, Mash!ahnrye Madell:
38 (M 45

OD ESSA, Mudtl e

WNITSA Spe]istape
Tel: 04 380 533 4

UNITED ARAB mmmsﬂ

DUBAI, Bishops Trading:
Tel: O097 1555487524

113
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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:

e Promote good communications between Gaming Clubs
and Games Workshop.

e Assist in the running of local gaming events,

*» Support other clubs” activities.

e Assist in the running of games at the national level.

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 CL
If yvou would like to set up a
act Bek Haw
ordinator .on 0115 900 4821, who will give yvou
acl on the basics of setting up and ru
This include i for schools, librarie
independent ¢ tion on the GCN.

e Provide a forum for Gaming Clubs.
e To facilitate club development and growth.

e To create a safe environment for people to play in.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GON membership guaranteos the highest standard of customer service and safety, As pant of our ongoing commitment te vur customers, we do not promote any chily sutside of the Gaming Club Netivork,

GCN BRISTOL,
Parthury ‘nghts

EEDFORDSHIRE

GCN BEDFORDSHIRE,
Bedford Ghd:amrs Association:

Conta

Emgil: gladiatorsdakSyahoo. co.ub

‘GON BRACKNELL,
Smcknell Forest Gamers:

i Dan Currey

l auil: dicureey Stk cum

GCN MATDENHEAD,
MAD Gamers:

Conlect: Franch Jase

E-mialh: [gosedtlimey b i
GCN READING,

The Spiky Club:

Caimtaiet: Thavid Cole

E-mal Ryrlisbihatnnall cu.k

GUN DUDLEY,
Dudley Darklords:

Contaci Sheldan
Ted: (11 304 it Yo

GCN SOLIHULL,
'!oii Road Gamers:

nervidblutyonder.co.uk

GCN SUTTO COLDFIELD,
The Immartals:

Contaets Geesint Cshatn

54903
peraint-tsbormdhotmail. com

GEN WALSALL,
Wallulds of Walsall:

E-mail: mariynfurnivalfibluey ender.co.uk

GCN WOLVERHAMPTON,
Da Boyz Club:

Contacr D
Tal: 07T 5
T-malls daboyahlubiibgooglénall, com

GCN HIGH WYCOMBE,
Armageddon Inc.:
Cotach lisives Schafield

Tel: 1494 H63 505

114 WHITE DWARF

CHANNEL ISLANDS

GCN BRELADES,

Jersey Privateers Gaming Club:
Contact; Faul Noel

Tel (11534 F2p192

Eomail: noedwarlckBanl cim

GCN CHESTER,
Itnyal Guild oi Minted Boards:

et Fry

il chiis. fry@fryopfiles com

GON CHELTENHAM,
Hyde Cla
Cantuct: P
Email: p
GON MACCLESFIELD,
Macowargames:

Contsch Dunean Harrading

GCN STOCKPORT,

Stockport Slayers:

Lanra Keify
rerplimaraudersahatimail com

GEN WAIIRINGTON

oy splers@hifntemid com

GCN WARRINGTOMN,

Warrington Warlords Gaming Club:
Cisndnet: Pard Tennaal

Tol; 01244 (76 449

E-maili paultennant@hetmall oo

CLEVELAND
‘GEN CLEVELAND,

East Cleveland Warsmiths:
“Cuntel: fanies Adamny

GCN N_upmssnc_)ucn,
Middleshrough Gamers Cluh:

B sty

o
E-mzil xiblazelgmait.com

GCN REDCAR,
Redear Ironbeards:
Contacts fan Widdawssa
el BERAZ G107

CORNWALL

GCN BUDE,

Dice and Dagger:
ymtart: Kurf Bakier

E tafkernow ol com

FRONTLINE

don Strategy Games Club:

GON CORNWALL,
West Cornwall Games Club:
! S

Cenlacn
E-maall

CUMBRIA

GCN WINDERMERE,
North West Warriors:

Adairy v Daviris Toroer

Eiall i warrinesFhoémal com

DERBYSHIRE
GON CHESTERFIELD,
COCs:

et Anthony Bagney

Fanddls anldSbitnternet com

GO DERBY,

Derby Wargames Society:
Tontack: lon
Tel: G790
Eatall: B i

GCN PLYMOUTH,
Cross Swords Gaming Club:

erlywarpareigaity

GCN PLYMOUTH,
Plymouth Association of Wargamers:

Wesite: ww plymtlhwargamesr.oo, ik

GEN POOLE,
Battlescar: .
Contart: Paul Clevland

Tol: 01702 385 632

Bl powlibaithesiar ok
GCN BOURNMOUTH,
Wessex Wyverns:

£ m1‘| chrigianiw sy verm i ik

GCN CHELMSFORD,
Chelmsiord Bunker:
Contact: Ll Willkeme
Tel: 0r2ds
Eemail: g2 sy o

Wi wiaw iakerssnliouk

GEN ESSEX,

Essex Warhounds:

Tl jamescubdanlcnm

GON COLCHESTER,

‘Colchester Games Club:
W

Cantaris Co

eeneaciiah. org ak

GEN SOUTHEND,

p Sun!hend Tuy Soldlm Club:

reEhalitiumn.dom

GCN SOUTHEND,
Warzone: Southend:

Contact: Michaed Ryan

LHAH05

Exriails warroncsegihendidy com

GON THURROCK & ROMFORD,

pisugithe ook

GCN B.‘\SINGSTDKE.
Sad Muppels Society:
Cimiback; David Ofien-fanes
E-mail: duvitb@sadmepets ara
GCN PORTSMOUTH,
Hammer N Ales:

Contact: Danktt Few

Eamail: ennalomhalmail ceak
GCN PORTSMOUTH,
Shadowspawn:

Phirkaiibeimn

GCN PORTSMOUTH,

Solent Warriors:
B Lalvert-Lrp

IIEREH]BIISIIIIE

GCN HEREFORD,

Spread Eagle Wargamers Society:
Coatact: Tan Hill

Tel: 477411 18 4925

Eimait stulpsivimowaal. com

NENT

GCN ASHFORD,
Stanhope Gaming Group:
Eantact: Simon Cannun

Teld: 01233 &i i

Email, Scapndniap-st.co.k

GCN TUNBRIDGE WELLS,

Tunbridge Wells Wargame Society:
ct) Calm Stone

450217

Emalls calincastiae fpestrve.couk

LEICESTERSHIRE

GCN ARNESBY, ]
Leicestershire Warriors Wargaming Clih:
Contact; Patrick Fostre

Tel: 05 s F47T

Ermaihy poinntényabeio cn.ul

GCN LEICESTER,
len:eshzr Fat ka!s

E-maff: antony Giyahog. com

GCN I.EICESTEIISHIRE,

GCN LOUGHBOROUGH,
Lang)ﬂmuugh st and Only:
Mt Sully

t.vnu recmastancam

LINCOLKSHIRE

GCN LINCOLN,
Guobstyks:

Conta
Tel: 67744 102 516
Eamadl: hrarecal

GCN CLAPHAM,

Simmnns

il

'clapham Wargames Guild:

tact: Thamras Petil

infaBctaphampargamers argisk

GCN COVENT GARDEN,
Cross Gaming Club:
Contact: Rl McWilton

Tel: (rhG 05
Fomail: madaackads 7 kel com
GCN LONDON,

Brent Cross Imps:

Contaat: Thankel Hompage

Tel: 07B01 FTRHA0
Emailimocie_af_danserhotmad, con
GCN WANSTEAD,

Tanelam Wa;gamcs Club:

E-miai Ilurtu Brneriiheiecom

GCN WATFORD,

Watford Wargames Federation:
Cantact: Bali Long

Telt G20 83106756

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:
Cantict; Leon Lyn

E-mailc clh lennsitotmail.coufe

GEN RUNCORN,
Hallzun Diaemons:
e Fleming
151
#: Janete Aemmnzdhaltongnvuk




The Woodford Green Library gaming club were invited to put on a participation game
at this year’s Games Day in which anyone could drop by and join in.

NORFOLK

GON NORTH WALSHAM,
Blackfish:

ave Micks

GCN NORWICH,
Aftermath:

Camaci: bee Lown
2 1

Akt dor aftermathibiimterned. com

GCN OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Conlact: Paul Girling

Weh: i anhumandthebuchs. ceuk wargemes

GCN WYMONDHAM,
Wymondham Wanderers:
Contiel: Barry MeCarlhy

Lnail; xandatéimpn com

NORTHAMPTONSHIRE

GON NORTHAMPTON,
Northampton Warlords:
[ Mark Peat
10 a8z 57

E-mall; markysparky 20Ehobmail.comn

GCN RUSHDEN,
Phoenix Gaming Club:

Lmail: carlking 1@btimernst.com

GCN BLYTH,
Northumbrian Adventurer’s Guild:

antect NnL Anderson Coudier

IIITTINGIIIHSINIIE

GCN KIRKBY IN ASHFIELD,
KLA:

: David Lathwaite
nqulsitarmedistodtyahion.co.uk
GCN NOTTINGHAM,

Da Wol Nots:

Senit Mikin

El'f| srnit

GCN NOTTINGHAM,

st Company Veterans:
Cantact; Singlen Watusn
Fomail: swato2 0043 hotmail.com

fisitltnponwrld com

GCN SUTTON IN ASHFIELD,
Last Bastion Gaming Club:

GCN OXFORD,

On‘nrd Gaming Club:

ef: Ml Sharp

TR Th4A143

Emid; ik sharpdi bmpemandid com

GCN SHREWSBLIRY,
Gatekeepers Wargames Club:
Cantact: fanies Sherry

E-nail: infodigatekeapors. nie uk

GCN TELFORD,
S.TAGS Teliord:
Coarect: Card Fvans

SBITIIHIIIT

GCN Southport,
Lost Boys Wargaming Club:
Coitact: Paul Hetnn

GCN CANNOCK,

Games Club Cannock:

10 Richard lryrebye

Tel: 01543 459 229

E-mall; Remrichiheiosinge fonot eoiuk

GCN TAMWORTH,

TGC:
Contact: Phil Hanaigan
Tel: OTA2T 287444

E-mall; philharnigan? G2ty ahoo co.idk

SUFFOLK

GCM ASSINGTON,
Suffolk and Essex Gamers:
Cantact: Mark Aldotse

Tel; (11440 TESSAY

GCN BECCLES,
C Keepers:
Comitact: Chrisline Worster

Tel: D713 b0h 54% (after bpm)

GON BECCLES,

Curious Dwarf:

Contact: Giles Robinson

Tek: 079122 36600

E-imall: grartiousiitsealico

GCN IPSWICH,

Swarmm Wargames Club:

: Matt Holden

27 208
Hiholdenhouse. freeenvecaak

GCN NEWMARKET,

Newmarket Dwarf Wargames Society:

Confacd: Mask Haynes
£l mark haynes@icapesenin com

SURREY

GCN GUILDFORD,
Guildford Games Club:

E-mail: benf plasticran, iz

GCN MITCHAM,
Mitcham Marauders:
Contact: lasun Fowlar
Tef: G
E-mailr mitchammaranders e hotimall ook

GON TOLWORTH,
Tolworth First Founding:
mtact; Peter Cnps

TEH 90136

GCN WOKING,

1st Founding:

Contact; Ashley Homewood
Tob: Q141 27

GCN BOGNOR REGIS,
BRGA:

Cantact: Brank HI

Tel: 0789 319 603

E-mail: mrfrankhiiEyahoo. com

GCN BRIGHTON,

Erighton Warlords:

Cantect; feter Coake

Tel: 0797 404 4240

Email: peter. coake4 3Entlwnedd cons

GCN BRIGHTON,
Gambll Games UK:

‘N LANCASHIRE,

Coppull & Chorley Knights:
Comtact: ponathan Yaylar-Yorke

Wehsite: www cack-wargamesclub.ovg.uk

GCN CRAWLEY,

Crawley Magic and Tabletop Games:

Contact: Mark [ane
Ted: 07921 555 129
E-email: mark templ

GCN HASSOCKS,
Clayton Warlords:

Contact: Toger Sinith

Trl: 0771 536 295

Fomiail: oger_ps_smitlvghatmail com

GCN EASTEOURNE,
Easthourne Elemental:

Contact: Luke May

Fol: U787 THLHI2S

E-mait: fuboes, weatherligltdgmall com

Fgnoglemail com

GCN WALBERTON,
\'\"zlbcr!un Wargamers:

E-mail: ua?han rwaniampreiyshoo, oo uk

GON NUNEATON,

Nuneaton Model and Games Club:
Contact: Brian McCormuack

Tol: U786k 707 127

WILTSHIRE

GCN CALNE,
Calne Gaming Club:

Tob: 07907 b4 B65

GCN SWINDON,

1 ﬂ\kn| ffhourEblintemet. com

GCN SWINDON,
Swindon and District Wargamers:
Contact: Paul Netile

ol m7Hs
E-mails e

whednbwindd com

Perfecting army lists and building scenery, gaming clubs are
a great place to share ideas with fellow gamers.

YORKSHIRE

GCN HALIFAX,

Pennine Raiders:
Tel: 61142 236 9834
T-musil: hardpinitiscali co uk

GCN HARROGATE,

Harrogate & Ripon District Gamers:

Cantsct: Patrick Stoddart
Tei: G7B10 317 4

mall com

E-wall: pas_mavins

GCN HUDDERSFIELD,
Cellar Dwellars:

E-mail: whersquack Evahna.on.uk

GCN LEEDS,
Night Owls:
Contact: Steve Nolan
Tel: 0113 225 8441

GCN LEEDS,
Leeds Games Club:
Coatact: Bub MiPhersan
Tel: 0783 144 5
E-iaih: ramcphy

GECN OSSETT,
Ossett Wargames Club:

1ol 0192 426 A6

E-madl; paulnsgracosblintemet, com

GCN SHEFFIELD,
Dysartes:

Contact: Nigk johnsan

1l 07743 18R0ET

E-mails webmasterédysartes,cnm

GCN YORKSHIRE,

York Garrison:

Contait: Rodiey femking

Tel: 0796 727 7994

Eanail: precinetmmegaibinoperird. com

SCOTLAND

GCN CAITHNESS,
MNorthern Knights:

Cantact: Dave Yonmans

Tel: 0754 576 043

E-mail; recocham@hiinfernet.com

GCN DUNFIRMLINE,
Dunfirmline Wargaming and
Roleplay Fellowship:

Contact: Brian Frreter

E-mail: dweariclub@anl com

CCN EDINBURGH,
Eﬁmbnrgh League of Gamers:
Contact: derchan

Ex ganers
e T

abicouk

GOCN FIFE,

The Gaming Kingdom:

Tel: DFAI469497T4

E-mail: the_gaming kingdoméyahioo co.uk

GCN GLASGOW,

St Aidens Warriors Club:
Contact: Alzn Hobbs

Cmail; mas danstl 417 Sitmail.com

GCMN INVERNESS,

Da Klub:

Stephen Milier

76 571222
eveindesitaol.com

GCN KIRRIEMUIR,
Kirriemuir Wargames Club:
Contact: David Tullach

Etriatl: david ntfoch) dtesco net

GCN RENFREW,

WPAS:

Confact: Andy Thonspson

Tel: 0141 888 Xdih

Eepadl: athunpsondiags24 freeserve. o uk

GON STIRLING,

Stirling Wargamers:

Cantact: Paul Brooks

Tel: 4784 436 062

il paulitreeandleal phis com

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Cantact: Hili fvans

Tel: NR5 676 6134

£l bibidragend driecall coak

SAFETY IN TH COMMUNITY

GCN :rn_-ml";

p.arl of our ongoing
our customers and hobbyists, we ¢
promote any gaming clubs outsi

Gaming

1 Club Netwo

highest
ice and safet
ommitment to

www.games-workshop.com




AVAILABLE TO ORDER

) JERJATA
3! T You can buy our products from the following sources

.
llza rd m e “ © Games Workshop stores Page 107
e GW Online store Page 119
www.games-workshop.com

e Games Workshop Direct Page 119
* Independent Stockists Page 107

You'll find many brilliant
metal Lizardmen models in
our direct range. They make
perfect complements to your
ranks of plastic troops for
adding flavour and character.

Gther Lizardmen Miniatures
Available to Order

* VENERABLE LORD KROAK

99110208055 . £251, €35, 250dkr, 300skr/nkr
* SAURUS OLDBLOOD

GO060208058£8+, €12.50, 100dkr, 11 5ske/nkr
= SAURUS OLDBLOOD ON COLD ONE

99060208064 £101, €15, 115dkr, 140ske/nkr
o SKINK PRIEST

‘99060208046, ......... E6t, €9, 70dk, BOskr/nkr
= SKINK PRIEST WITH FEATHERED CLOAK
99060208077 ......... £61, €9, 70dkr, 80ske/nke

2 SKINK CHIEF WITH SWORD AND SHIELD
GU060208074 . £5%, €£7.50, 60dkr, 70skr/nkr
* SKINK CHIEF WITH BLOWPIPE
99060208075.....£51, €750, 60dkr, 70ski/nkr
» SKINK CHIEF WITH SCYTHE AND SHIELD
99060208076..... £5+, €7.50; 60dkr, 70skr/nkr
« JUNGLE SWARMS
99060208063 £8+, £12.50, 100dks, 115skr/nkr
* SALAMANDER HUNTING PARTY
99060208052 . £121, €20, 140dkr, 170ske/nkr

ANCIENT SCAR LEADER KROQ-GAR
; = SLANN MAGE-PRIEST
11 4 4 ;
ARN1R208045: £301.€40; 300dLs; 350skynkr 99110208044 £20+, €30, 225dks, 270skn/nke

. CHAMELEON SKINKS
CHAMELEON STALKER 99060208047 £8+, £12.50, 100dkr, 115skefnkr
99060208078 £5t, €7.50, 60dkr, 70skr/nkr This set contains 2 metal Chameleon Skinks.

Pigtures for Mustrative purposes only. Product contents may vary. Products sold unpalnted and unassembled, Certain Citads! products may be dangeraus If used incorestly, Pricss correct at time of going to pross, please contact us for current
availability and prices. UK prices marked T oo not show the 2.5% VAT reduction implemented on Tst December 2008, The reduction will be applied fo affectzd products by Games Warkshap af fhe POiAt of sale. Prices quoted are for products
sold by Games Workshap through its own stores, gus or website. retaifers dre ibale: for det irig $frair own prices.
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Bitz Packs are for hobbyists who want to
add that extra level of detail to their force
to further define their army. We have a huge
range of Bitz Packs — here’s just a few.

Lizardmen Shields

LIZARDMEN SHIELDS
99080208001 £24, €2.50, 25dkr, 30skr/nkr
This pack contains 2 frames, providing & [izardmen Shields.
Frame not shown at actual size,

These plastic shields are
perfect for adding some extra
variety to your units of Saurus
Warriors and Temple Guard.

This month, we're making the
metal Chaos Chosen heacs
available in a Bitz Pack.
These helmed heads are fully
compatible with the Chaos
Warriors and Chaos Knights
plastic kits, so your units can
now contain more variation
than ever before.

Chaos Chosen Heads

CHAOS CHOSEN HEADS
99060201232 £6t, €9, 70dkr, 80skr/nkr

ausilability and prices. UK prices marked | d nof show the 2.5% VAT o 15t

LIZARDMEN GLYPH PLATES
99060208073 £10t, €15, 115dky, 140skrfnkr

These glyphs are ideal for
embellishing Lustrian scenery
pieces or dioramic bases.

Turn to page 82 for some tips on
their use.

| .‘\

Pictures for Mustrative purposes only. Product contents may vary Products sold unpainted and unassambled. Cartain Cltadel products may be dangerous if used incorrectly. Prices comset at time of going 10 Press, piease comact us for gurrént
i i 2008, The reduction will be appliad fo affa!:‘_.r&d products by Games Workshop at ihe point of sale. Prices quoted are for products

refailers are for ining thelr own pricas.

sl by Games Workshop through its own storss, or website, 1

www.games-workshop.com 117



AURILAE J URUER

(] L] L} . I
Can’t wait to get your hands on
the latest releases? Then our
Advance Order service is for you.

WARHAMMER Ork Stompa
(i AN ! . 1B Product Code: 99120103021
WAR&I&&MER e 4 When a mere Deff Dread just isn’t

e Il 47 el ) 2l stompy enough, a Mek feels the urge to

ORK STOMPA build a Stompa. As big as ¢
KHABNUSLLATOR (K 51A%PIA 004 (XS 2 ; ; 2 ; g 2y, . f‘of‘tr:.‘ ol .SIOIT?,D& IS d Vv ]H{.‘
PDTEATER ORK) KALPEZEA DEG) ) = ok T SR S| (do/ of Gork. It has a

L&A S ¢ R TR ] Wi\ Orks aided by dozens of Grc
- who constantly scamper around the
gigantic, tottering vehicle, banging
things with hammers. Stompas mount
massive guns or giant chainfists that can
carve apart anything from Imperial
Baneblades to the biggest, creatures the
Tyranids can throw at them!

Released: 07/03/09

£601, €95, 750dky, 850skr/nkr

Imperial Guard
Shadowsword/Stermlord

\ WARMAMMER | Product Code: 99120105034
¥ 40000, 7 ; {

IMPERIAL GUARD. | = . . i Shadowsword is one c the longest-
SHADDWSWORD, STORMLORD 5 ; = " > serving super-heavy tanks in the
ctlepatiiagt - : ke ool S Imperium’s service. The Shadowsword's

TN G O (e o o T Vs av
AU (LA I WAL 3 33

e destruction, it'’s the [z
most powerful primary por in the
arsenals of Mankind — they are the
ultimate Titan-hunting vehicles.

The new kit can also make the deadly
vulcan mega-bolter-armed Stormlord, as
well as four vaiant tanks, such as the

ghty shell-spitter known as the
Banehammer.

Released: 07/03/09
£604, €95, 750dke, 850ske/nkr

* Get the latest products delivered to your door on the day of release!
* Postage for Advance Orders is only £2

Warhammer 40,000

Released 7th March

® Ork Stompa

e |mperial Guard Shadowsword/Stormlord




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.

p Hobby Centres

e 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 pravide 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.

On Our website at: 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

By calling the Games Workshop Direct Sales team

e Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out
what's new today.

If you want to place an order, need _ T
some hobby advice or have a question MAIL ORDER

about Games Workshop, just give us a TINE TIRES
call on +44 (0)115 91 40000. OPENING TIMES
Our experienced team will guide you Mq_nday: == 1000 SH0E
: Tuesday:........11am — 6pm
through the ordering process, answer Wed-Satr .1 gt
any queries you may have, and are it 12 2_ P
also on hand for any individual tips S SR
and advice you may require.

Methods of payment
We accept the following credit cards: Visa, MasterCard, Maestro
(formerly Switch).

]
VISA | Masf@ =l @)
N Electron l 5

We anly accept the iollowing cards in Northern Europe: Visa and Mastercard:

Pictures for Mustrative purposss only. Product contents may vary. Products sold unpalnted and unassemblsd. Cartain Citads! products may be dangerous if used Incorrectly. Prices correct at time of going fo press, please contact us for current
avaitatuiity and prices. UK prices marked | do not show the 2.5% VAT reduction i or 15t 2008. The reduction will be applisd to affecied products by Games Workshop af the point of sale. Prices gquoted are for products
sold by Games Workshop through its own stores, catalogue or websits, Independent refailers are responsible for determining their avwn prices.

www.games-workshop.com 119



MANDATE

DETAILS

SUBSCRIPTION

ORDER

o™ B o BA o

SUBSCRIPTION OFFERS

SUBSCRIPTION OFFERS
Get your first 3 issues

for only £3!

Continue your subscription for just £9 a quarter
giving you a FREE magazine every 3 months!

[ | would like to pay by Direct Debit
(I understand that £9.00 will be debited from my-account every 3 manths)

Originator’s Instrm:hnn to your Bank
Identification Number
388464
To the Manéger {'Bahf('N'amei
e T e I S Bl

Eranich sort codle DD DEI DD
.Bank/BuiidIng S‘taciety DBDDDD DD

DBDEJDEFE]E]

Signature(s) ..

Hanks and Building Socisties may not accept Ditect Dehit Instractions for some types of account

Fiease fay Games .
Winkshi Diiescs Debirg
drven thag mising dleaied i
thris cnan Subiect b
th il s by
e Dt el Gliarante.
Lundastand that this
Irstrut i o o b withy
2o, o

1 would like to subscribe to White Dwarf beginning with issue: WD[_ ][]

R o L . e A LT T et
SUFNARTE, Jsesnirerisniieissnsstinisiois
Address . s i e s e

Pﬂstcode ____........(_.ountry ; T
Telephone (inc ‘STD code) .. i
Email address...

The subscription is a gift for the person detailed below

Pl R s B
Surname
Posteode: . unummmmna Luuntrs,

Telephone (inc STD code) ..

RETURN THIS FORM TO

Warners Group Publications ple, The Maltings, West Street, Bourne, Lincolnshire, PE10 9PH

TERMS AND COMDITIONS: The guarsnte is offerod by all Banks and Building Sacieties that take part in the Diect Debilt scheme
The efficiency and seeurity is monitored and probected by yous swn Bank o Building Sociely. I the amounts % be paid or the
paymant date datails change, Games Workshop will natify you 10 working days in advanca of your account being debited or as
otherwise sgreed. |f an sror i made by Games Workshop or yaue Bank o Building Society, you are guaranteed 3 full and immediate
refisnd froem your branch of the amount paid, You can cancef your Disect Diebit at any ime, by writing b your Bank or Building
Sociely, Plaase also send a copy af your letier to us.

ALTERNATWE WAYS TO PAY

[:{ 1 YEAR 12 issues svosugyy  £40, €70, 'iSOdkr, 65053(r/nkr
i 2 YEARS ).‘4 ssues (wWhsUg) £76, ’EIZS 1000dks, 11595kr/nkr

[] t am an existing subscriber  [7] F.am a new subscriber iplesss tek 4 box

CHEQUE AND CREDIT CARD PAYMENTS

of
aard Number OO0 OO0 0000 EEDD
lssue Number: ]:”:] fswitehihsiniio cly) Valid From DD Expues Eﬂ:!

Cardholder’s: Name ..
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SIIBSGIIIBE
10 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.

e Ensure that you never miss
another issue of your
favourite Hobby magazine.

delivery, early and
direct to your door.

with cour new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

0115 9140 000

www.games-workshop.com




| NEXT MONTH
WARHAMMER

40,000
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INCOMINGY
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The Apocalypse continues as we and no less than four variants, while the
introduce two mammoth new super- Orks get a brand new plastic Stompa.
heavy kits. Imperial players get to play We'll be presenting the rules for these
with the Shadowsword, the Stormlord super-heavy kits next month!

T ‘t’

Brcrarecy satn, CAM:

WAR JOURNAL A GAMER'S GUIDE TO lllSTIIIA

Mat Ward continues to A guide to

chronicle the collecting a
development of War of Lizardmen army,
The Ring. In the third from assembling
instalment of his journal your first Saurus to
jo he talks about Heroes gaming on your own
£ and the role they play in Lustria board and
B a game of massed battles.  jungle scenery.







