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s Marines launch an assault from all sides.




Caver artwork by Paul Dainton

WHITE DWARF 355 - JULY 2009

STUDIO WHITE DWARF TEAM

Mark Chamber
and K

his month, everyone’s getting jolly excited about Planetstrike.
Troops teleport into battle, or make planetfall en masse, while the
beleaguered defenders try desperately to repel the attack behind
their fortifications and Aegis lines.

So, because you're about to read a lot about this new, exciting way to
play 40K, I'm going to let the people in the know whet your appetite for
it, and I'm going to talk about something different. You see, something
else is getting released this month that might otherwise slip under the
radar — paintbrushes! — and you can read all about these new-and-improved vehicles of
pigment application on page 92. Painting is the one part of the hobby that we pretty much
all partake of. Some people just paint, others paint purely to play, but we all have a go as ARTWORK
best we can. Lately I've been giving a lot of thought as to how we present the painting ' '
hobby, and how to reflect all of the many ways there are to paint one’s models. Most of
you will be familiar with our Painting Workshop series, which looks at common techniques
and specific army tips. Then we have the 'Eavy Metal Masterclasses, which take single
models and illustrate the methods employed by the very best figure painters in the world.
Finally we have Painting Masters, the ever-popular series where we look at the personal
collections of said best figure painters in the world.

This month we go one better, and we've staged a painting contest for eight of the
Studio’s elite miniatures painters (see page 84). Just this morning | was sitting in on the
judging process, and it was amazing to listen to veteran Golden Demon judge Alan Merrett
as he tackled the almost impossible mission of choosing a winner from amongst the very
best-of-the-best. But the real point of the article isn’t to highlight the super-display-
standard-skills of ‘Eavy Metal, but rather to serve as inspiration to us all. | know I'll never
be that good, but | really enjoy trying, and | hope you do too!

and Made

Mark Latham, Editor
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WAR ON ALL FRONTS

A brand new Warhammer 40,000 Expansion is here.
Phil Kelly is our guide to the fast and frenetic battles that
ensue amidst a planetary invasion.

THE GALADHRIM HOST

The Elves of Middle-earth return this month as Mat Ward
provides rules for using them in The Lord of The Rings
Strategy Battle Game.

NEW RELEASES

The latest releases from the Citadel forges.

NEWS

Games Workshop news and previews.

WARHAMMER TACTICA: THE EMPIRE

Adam Troke talks tactics and strategies for the glorious
armies of the Empire.

OLD WAR STORIES

The hobby shamans are back with another eclectic mix
of gaming wisdom and crazy schemes.

STANDARD BEARER
For this month’s dose of Standard Bearer,
Jervis tells tales of camaraderie in the hobby.

BITZBOX
Tips on how to put the new Ore shields to good use!

102 FRONTLINE

The latest events and activities near you,

92

84

92

FIRE IN THE SKY

It's the inaugural Planetstrike battle report. Can the Eldar
wrest control of a heavily defended installation from the
clutches of the Imperial Guard?

MODELLING WORKSHOP: STRONGHOLDS
We look at the new Warhammer 40,000 terrain, and the
ways it can be used in games of Planetstrike.

PRINTING CHALLENGE: WIZARDS
The Studio’s expert painters were challenged to paint the
best-looking Battle Wizard; here are the results.

CITADEL ESSENTIALS: PAINTBRUSHES
Our paintbrush range has had an update this month,
and there’s more to it than the new-style handles.

MODELLING WORKSHOP: SPACE MARINE VEHICLES
The second Modelling Workshop this month focuses
on Space Marine vehicles — get ready to kit-bash!




PLANETSTRIKE

Planetstrike is a game of glorious invasions and
desperate last stands set in the battle-ravaged
universe of the 41st Millennium. This is truly a
war on all fronts in which the enemy can
appear at any time, from anywhere —
especially from above!

Planetstrike is a brand new 80-page Expansion for Warhammer
40,000. The rules and information inside allow you to fight
battles based on the fierce and deadly planetary strikes that take
place across the war-torn galaxy of the 41st Millennium. As
well as rules for configuring your forces for planetary invasion,
there are profiles for different types of terrain, a full-colour
hobby section on preparing your defences and a massive
section detailing famous planetary assaults, including the
legendary Ork invasion of the Crimson Fists” home world,
Rynn’s World.

PLANETSTRIKE

Product code; 60040129024

Written by Fhil Kelly

UK £15 Denmark 175dkr
Eurp €22.50 Swe/Nor  205skr/nkr

ON SALE JULY ATH

PLANETARY |uvh3|dus"-|u_'me_;4131 MlLLENmui_w_

WARHAMMER.

. S 5 = | GAMES .
EXPANSION ! - WORNSHGP

FIELDS OF BATTLE [ SOUNTER-INVASION:

Pictires for ilustrative purposes only, Product cantents may vary, Producls sold unpainted and inassembled. Certain Citadel products may be dangerous if used incorrsctly, Prices correct at time of going to press, please confact us for current
availability and pricas. UK pricas marked { do not show the 2.5% VAT reduction implemented on 1st December 2008, The reduction will be appiied to affected products by Gamas Workshop at the point of sale, Prices quoled are for products
sold by Games Workshop through fis avwn stores, ealalogue or website. independent retailers are respansible for determining their own prices.

www.games-workshop.com



SPACE MARINE LAND SPEEDER STORM

The Land Speeder Storm is designed to transport Space Marine Scouts
U i e deep into a battlezone, using speed and stealth to drop a small Scout
P squad behind enemy lines. The new plastic kit features a heavily

ol
LANNSPEESER STOAM DER SPACE MAHDES

altered Land Speeder chassis, a crew of six Space Marine Scouts, and a
variety of weapon options.

Aside from the dynamic crewmen, Dale Stringer and Dave Thomas
have added several innovations to the classic Land Speeder design. For
example, the stretched chassis required the addition of a third thruster
at the rear, compensating for the skimmer’s greater mass while
suggesting the need to be even faster than a regular Land Speeder.
Underneath is the cerberus launcher, a unique piece of kit that stuns
the enemy as the Scouts charge in.

The Land Speeder Storm comes with six Scouts, including the
pilot, the gunner and four passengers, all of whom are poised
to leap into the thick of the action.

SPACE MARINE LAND SPEEDER STORM
Product code: 99120101075

Sculpted by Dale Stringer and Dave Thomas
UK £18% Denmark 205dkr
Euro €25 SweMor  250ski/nkr

= il ON SALE JULY 18th

Pictures for ilustralive purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel producls may b dangerous if used incorrectly. Prices correct at time of going (o prass, please confact us for current
avalizhility and prices. UK prices markad do not shaw the 2.5% VAT reduction i on Tst December 2008, Tha reduction will be applied fo alfected products by Games Workshap at the paint of sale. Prices qualed ara for products
sl by Gartes Workshop through its own stores, catalogue or website. indt refaiars are responsible for ining thelr own prices.
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SPACE MARINE IRONCLAD DREADNOUGHT

The seismic hammer causes catastrophic,
reverberating shockwaves to tear through the
target, literally causing it to shake itself apart,

SPACE MARINE
IRONCLAD DREADNOUGHT
Product code: 99120101076
Sculpted by Colin Grayson
UK £25¢  Denmark
Eurn £35 Swe/Mor

290dke
340skr/nkr

ON SALE JULY 18th

A Hurricane bolter counts as three twin-linked
bolters fired as a single weapon. At close range

this proves extremely deadly to lightly armoured

troops caught out in the open.

Designed to be a mobile siege engine, the eagerly awaited Ironclad
Dreadnought is encased in extra armour and armed with all manner of
bunker-breaching and anti-infantry weaponry. This multi-part plastic kit
allows you to assemble the Ironclad Dreadnought with any of the
weapon configurations from the army list, including a new
Dreadnought close combat weapon, the seismic hammer and a rack of
deadly hurricane bolters. The chainfist is another option and, like the
hammer, can make short work of defences, making this war machine
an ideal choice for attacking forces in Planetstrike.

As well as arm options, the kit provides plenty of other
components and accessories; everything from searchlights, smoke
launchers, two hunter-killer missiles and Ironclad assault launchers.

The lronclad’s Dreadnought close combat
weapon is as impressive as the other weapon
options, complete with articulated fingers and
underslung stormbaolter,

Ficturas for ilustrative purposes only. Produt contents may vary. Products seld unpainted and unassembled, Certain Citade! products may be dangerous if used incorreclly. Prices correct at time of going to press, plaase contact us for current
availability and prices. UK prices marked | do not show the 2.5% VAT reduction implemented on 1sf Decambear 2008, The raduction will be applisd to atfecled products By Games Warkshop al the point of safe. Prices quoted are for products

sold by Games Warkshap through ifs own stores,

or website,

refallars ara

for

thalr awi prices.

www.games-workshop.com 5



FORGEFATHER
VULKAN HE'STAN

The Forgefather of the Salamanders has the holy duty of
finding the nine lost artefacts that the Primarch Vulkan has
scattered across the galaxy. Martin’s metal model of Vulkan
He'stan has already recovered three of these sacred
artefacts: Kesare’s Mantle, made of adamantium-hard drake
scales, the Spear of Vulkan and the Gauntlet of the Forge.

VULKAN HE'STAN
FProduet code: 990601071427
Sculpted by Martin Footitt

With Kor'sarro Khan, Juan Diaz has designed another
characterful Space Marine hero to add to his considerable
portfolio. This metal model carries all of Juan’s hallmarks,
providing a dynamic and iconic character befitting his role
as a hunter who tracks his prey across the galaxy, only
returning home once the kill is made,

KOR'SARRO KHAN
Product code: 99060101428
Sculpted by Juan Diaz

LIK £10+ DRenmark 11 5dke
Eura €15 Swe/Nor  140skr/nkr

ON SALE JULY 18th

UK £121 Denmark 140dkr
Euro €17.50 SweMor  160skr/nkr

ON SALE JULY 18TH

The Aegis Defence Line is the
perfect kit for any defender to
start building their perimeter
defences. The kit comes with
four double blast shield
sections and four single blast
shield sections that can be set
up in a limitless array of
configurations. Joined together
they provide the defender with
28" of defence lines. Also
included in the kit is a
quad-gun emplacement, an
interceptor weapon made up of
four linked autocannons. The
gun can be placed onto one of
two different mounts supplied.

AEGIS DEFENCE LINE

Praduct code: 99120199015

Sculpted by Colin Grayson

UK E£12¢ Denmark 140dkr
Euro €15.50 Swe/Nor  160skr/nkr

ON SALE JULY 4TH

The interceptor quad-gun is shown here
on one of the two mounts provided in
the kit.

Fictures for Wusirative purposes only. Product confents may vary. Products seld unpainted and unassembled, Carfain Cifade! products may be dangerous if used incorrectly, Prices correct af time of going fo press, plezse contact us for current
availability and prices. UK prices marked 1 do nof show the 2.5% VAT reduction implemanted on 1st Dacember 2008, The reduclion will be applied fo affecled products by Gamas Workshop al the point of sale. Prices quoted are for products

or website, refailers are e far

sold by Games Workshop through its own sfores,
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IMPERIAL BASTION

WARHAMMER '
: 40,000 i

A comms relay is a very useful bit
of kit in the game, allowing re-rolls

for reserves.

This.component can be used as an
escape hatch, a roof hatch or an
interceptor gun mount.

Imperial Bastions are the mighty bulwarks of the Wﬁﬁm;\;dﬂ»\?;;??mgm
Imperium’s planetary defences, brimming with heavy Sculpted by Colin Grayson
weapons and guarded by thick walls to shelter the troops e Erardnennak. LZosdks
within. The Imperial Bastion is a modular plastic kit by Euro €23.50 Swe/Nor  2a5skr/nke

Colin Grayson, a sculptor with a great deal of experience
when it comes to designing scenery products. The box set
contains all the components needed to create a complete
bastion, including an Icarus-pattern lascannon.

ON SALE JULY ATH

The bastions are fully modular, so by joining two or
more kits together you can vary the height of your bastions, SEE PAGE 11 Tn

leading to more impressive set-ups. From a gaming
perspective this has the advantage of providing more
automated weapons and fire ports for squads sheltering anl"n“
inside.

The bastion has been designed to fit in with the rest of
the Planetstrike terrain, but can easily be used as a basis for
Chaos and xenos fortifications with a little imagination.

Pictures for ilustrative purposss anly. Product contents may vary. Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Prices correct af time of going to press, pléase cantact us for current
availability and prices. UK prices marked | do not show the 2.5% VAT reduction implemented on 1st Decamber 2008, The roduction will be applied to affected products by Games Workshop af the point of safe. Prices quoted are for products

sold by Games Workshap through its own stores, gise or website, refailers dré rosy far inirtg fheir 0w prices.

www.games-workshop.com 7



SKYSHIELD LANDING PAD

. The Skyshield Landing Pad is not
WARHMQMER only an excellent addition to any
scenery collection, but also plays a
very active role in games of
Planetstrike. The kit, designed by
Dave Andrews and Oliver Norman,
can be assembled so that the
crenellated battlements can be raised
or lowered. A landing pad with
unfurled crenellations is great for
quickly disembarking troops from
skimmers onto, whilst raised b=
battlements provide extra protection. L andise s | == il
The fanding pad with unfurled crenellations. Valkyrie shown
for scale purposes only and is not included.

SKYSHIELD LANDING PAD

Product code: 99120199016

Seulpted by Dave Andrews

and Oliver Norman

UK £241  Denmark 275dkr
Furo €31.25 SwefNor  325skr/nkr

 WHILE STOCKS LAST

MINES, BOMBS,

This set of ten resin pieces is

perfect for representing all manner e
of stratagems for games of Sculpted by Dave Anidrews

UK £12¢ Denmark 140dke
Euro €17.50 Swe/Nor  16lskr/nkr

Planetstrike or Cities of Death, or
as objective markers for standard
missions and Apocalypse battles.
Alternatively, use them as
characterful bits of scenery to litter
around your battlefield.

Dave Andrews has created a
| set full of useful components such
| as shells to represent ammo
caches, warning signs for
minefields and hatches that can be
used as secret entrances.

Pictures for ilustrative purposes only, Product conlents may vary. Products sold unpainted and unassembied. Certain Citade! products may be dangerous if used incorrsctly, Prices correct at time of going fo press, piease corfael us for current
availability and prices. UK prices marked  do not shaw the 2.5% VAT reduction implemented on Tst December 2008. The reduction will ba applisd to affected products by Games Workshop at the poimt of sale, Prices quoted are for products
sold by Ganres Wovkshap iheough its own stores, ! ar websiie, retailers are ible far detsrmining their awn prices,
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BLASTSCAPE WHILE STOCKS LAST

In Planetstrike the terrain of the battlefield can change
from turn-to-turn, as almighty firestorms carve up the
ground, or meteors pound into the midst of your troops!
The craters in this new set represent some great new
footprints, perfect for specific stratagem effects, or simply
as exciting pieces of cover for regular games of 40K.

BLASTSCAPE

Product code: 99220199042

Sculpted by Chad Mierzwa

UK £12t Denmark 140dkr M e
Euro €15.50 ‘SwefNar  160ske/nkr e snte

ON SALE JULY

Crashed Spaceship 1 Laserburn

Crashed Spaceship 2 Firestorm
The Imperial Strongpoint is the ultimate set for creating Just the contents of this box alone can easily deal
a nigh-impenetrable defence set-up. This massive kit with medium to large battles of Planetstrike. However,
includes two Bastions, two lcarus lascannons, three because of the modular nature of the terrain sets this kit
Quad-guns, two comms relays, 12 double blast shield can be combined with others to create truly immense
sections and 12 single blast shield sections. That's an fortifications or give you the option to spread your .
incredible 84" (over 6') of defence lines! defensive lines across a larger area. |

T E——— e

3 . _

WARHAMMER
4anas

IMPERIAL STRONGPOINT

Product code; 99120799019

Sculpted by Colin Grayson

UK £561 Denmark 625dkr
Euro €70 Swe/Nor  730skr/nkr

ON SALE JULY 18TH

Pictures for llustrative purposes only. Product contents may vary, Products sold unpaitad and unassembled, Cerfain Gitade! products may be dangerous if used incorractly. Prices correct al fime of going to press, plaase contact us for current
availability and prices. UK prices marked T do nol show the 2.5% VAT reduction implemented on 151 Dacember 2008, The reduction will be applied to alfected products by Games Warkshop at the point of sale. Prices quoted ara for products
soid by Games Workshop through its own stores, cat or wabisits, retailers are ible for ing their own pices,

www.games-workshop.com 9



SHRINE OF THE AQUILA

WARHAMMER

The Shrine of the Aquila was once a
bastion of faith, but now only the
ruined edifice still stands. This mighty
piece of plastic terrain makes a
fantastic centrepiece for any
Warhammer 40,000 battlefield.

The Shrine of the Aquila stands
over 10 inches tall, contains three
levels and is completely compatible
with the existing Warhammer 40,000
city building sets. The kit contains 18
floor panels, giving your models plenty
of elevation to get the best arcs of fire.

SHRINE OF THE AQUILA

Fraduct code! 99120199014

Sculpted by Dave Andrews

UK £20+ Denmark 230dkr
Eure €26 Swe/Mor  270ske/nkr

ON SALE JULY 18TH

This month we present a brand-
new range of ten Citadel
Paintbrushes, expertly made with
the specific task of painting Citadel

AL T

CYTAIIEL  FNE DETAL BRUSH « w9t

CITNDEL  vevacoausy miesssczr IV 00000000 (0IR

miniatures in mind. See page 92 Detail Brush

for more information. CITADFL,  evanoarn aausn- wssonces WIS 0110 00050 JUEVRRTIA

Standard Brust

CYTADEL  sasecoxr naust s JIITEBIEI 001 TE0RE 0

FINE DETAIL BRUSH 99199995026

£2.75+%, €3.55, 32dkr, 37skr/nkr Basecoat Brush

DETAIL BRUSH 29139399027
£3+, €3.90, 35dkr, 41skr/nkr = CIYTADEL  Lance eruen - oosooscso NI DB IR0 000SH BANNEIOE
STANDARD BRUSH 991999938

£3.25%, €4.20, 37dkr, 44skr/nkr Large Brush

BASECOAT BRUSH 99199335029

- - OB T
£3.504, €4.55, 40dkr, 47skr/nkr CTITINDEL " wasranism st WIIIRI00 00000 (0810 00

LARGE BRUSH 949199999030 Wash Brush

| E3.75%, €4.85, 43dkn, 51skrfnkr |
| WASH BRUSH 99199999031 ———z CITADEL
| E4t, €5.20, 46dkr, 54skr/nkr
SMALL DRYBRUSH 99199999032
£2.75t, €3.55, 32dkr, 37skr/nkr — :
| MEDIUM DRYBRUSH 949799999033 . CYTNDEL  weniow vavanusa - seiwsonss  INIINWINI0EDENMW

awaLL ovenusa - semsessar  IBIOOTDOEAVRR D106 DI

LARGE DRYBRUSH 99199999034
£5+, €6.50, 55dkr, b5skr/nkr
STIPPLING BRUSH 99199999035
£2.75+, €3.55, 32dkr, 37skr/nkr

|

CYTAIIER  vanar oayenusi - s IIEIIN000B REILDSROD O

sold by Gamas Workshap through its own stores, gue or websifs, 0 retaiters are ibie for datarmining thefr awn prices.
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Fine Detail Brush

Small Drybrush

£3+, €3.90, 35dke, 41skr/nkr Medium Drybrush

Large Drybrush
CITINDEL  smwevuse maush - ssressces 5010000001000 0010 004 08 _—

Stippling Brush

Pictures for iustrative purposes only. Produet contants may vary, Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Pricss correct at time of going fo press, please contael us for current
availability and prices. UK prices marked 1 do not show the 2.5% VAT reduction implemented on Tst December 2008, The reduction will be applied to affectsd products by Garmes Workshop at the point of sala. Prices quoted are for products
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COLLECTORS

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.

B e VA £ S o I T T TR e 0 e B T b S P L R AT
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THE CHASE

This new vignette consists of three characterful
models. The small Squig is being chased by the
hungry Night Goblin who in turn is being pursued
by an even hungrier, and larger, Cave Squig.

THE CHASE

Product code: 99060209204

Sculpted by Thais Mariblanca Lopez
UK £7+ Denmark 80clkr
Euro  €9.10 Swe/Nor  95skrinkr

The Collectors Range provides us with a great opportunity to explore
facets of our worlds that we don’t normally get to cover. Here’s another
great Orc & Goblin vignette from our expanding Collectors Range.

ANIMOSITY ORCS

This characterful Warhammer diorama
illustrates what Orcs get up to when
there are no enemies around — they
have a good old punch-up! Alex
Hedstrém has done a great job setting
this scene, as one Orc uses a nearby
Night Goblin as a convenient weapon,

ANIMOSITY ORCS

Product code: 99060203201

Sculpted by Alex Hedstrdnm

UK £10¢+ Denmark 115dkr
Euro. €15 Swe/Nor  140ski/nkr

Pictires for ilustrative purposes anly. Product contents may vary. Products sold unpainfed and unassembled, Carfain Citade! products may be dangerous if used Incorrectly. Prices correct af time of going fo press, plaase contact us for current
availability and prices. UK prices marked 1 do not show the 2.5% VAT reduction implementer on 1st December 2008, The reduction will be applisd fo affectad products by Games Workshap al the polnt of sale. Prices quated are for products
sold by Games Warkshop through its own stores, caial or websits, Indh retailars are responsible for ining thalr own prices.

www.games-workshop.com 11
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FALLEN ANGELS

As news of Horus' treachery spreads, the Great Crusade grinds to a halt as
the Primarchs and their Legions decide where their loyalty lies — with the
Emperor, or the rebel Warmaster Horus. In this sequel to Descent of Angels,
the Dark Angels face a time of testing, both in the stars, and on their home
world, Caliban. Civil war erupts as the planet strives to break from Imperial
rule, and the Dark Angels are thrown into a deadly internecine conflict.

FALLEN ANGELS

by Mike Lee

ISBN: 978-1-84416-728-9

UK £6:99 Denmark 70dkr
Euro £9 Swe/Nor  80skr/nkr

Black Library publishes a range of novels and sourcebooks that delve
deep into the worlds of Warhammer and Warhammer 40,000. These
are available in many of our stores worldwide, as well as in bookshops
in certain countries. However, if you are finding it difficult to get hold
of any of these publications then go to the Black Library website,

wWww.blacklibrary.com

i SRS DS e s

sre—wrrer

GOTREK & FELIK OMNIBUS

Would-be poet Felix Jaeger accidentally signs up for a lifetime of adventure
after swearing a drunken oath to the Dwarf, Gotrek Gurnisson. The
Trollslayer is wandering through the Old World, seeking an honourable
death in combat to redeem his honour, As the pair survive one adventure
after another, will Felix ever be able to fulfil his vow? This omnibus collects
the three thrilling adventures of Giantslayer, Orcslayer and Manslayer.

GOTREK & FELIX: THE THIRD OMNIBUS
by William King & Nathan Long

ISBN: 978-1-84416-732-6

UK £9.99 Denmark 115dkr
Euro €15 Swe/Nor  140skr/nkr

XA M RAARE]
IANIMER

A T

i s il
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12 WHITE DWARF

Pleluras for lustrative purposes anly, Product contenls may vary. Products soid unpainted and unassembied. Certain Citads! products may be dangerous if vsad ngorrectiy. Prices correct at time of going fo press, please cortact us for current
availability and prices. UK prices marked { do not show the 2.5% VAT reduction implemented on st December 2008. The reduetion will be apphiad to affected products by Games Workshop at the paint of sale. Prices quoted are for products
sold by Games Workshap iirough its own stores, calalogue or wabsira, | retailers are 1 fig: far i their aw prices.
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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.

MAMON, DAEMON
PRINCE OF NURGLE

This ancient and vile Daemon Prince is feared beyond
measure. His bloated body and elephantine legs literally
shake the ground as he approaches his prey. Wherever
Mamon goes, corrupting everything in close proximity, he
is accompanied by his slug-like Herald.

This is a complete resin kit that includes both models,
designed by Mark Bedford. The details and rules for this
model can be found in Imperial Armour Volume 7 - The
Siege of Vraks.

Plague Marines shown for
scale purposes only and
* are nat included,

THE BLIGHT DRONE

The Blight Drone is a Daemon Engine of Nuigle.
Foul turbines keep the drone in the air, all the time
refeasing toxic emissions into the atmosphere. It is
armed with a variety of putrid weapons, those
unlucky enough to be hit will pray for an instant
death rather than being maimed, fated to die in
agonising pain.

This is a complete resin kit designed by
Daren Parrwood.

The details and rules for this model can be found in
Imperial Armour Volume 7 — The Siege of Viaks.

PPy e

Pictures for ilustrative purposes only. Product contents may van: Products sold unpainted and unasssmbled. Garain Gitade! products may be dangerous if used incorrectly, Pricas correct at time of going fo press, please contact us for currant
avaitability and prices. UK prices marked 1 do nof show the 2.5% VAT reduction implementad en 1st December 2008, The reduction vill be applied to affected products by Games Workshop at the point of saie. Prices quoted are far producis
sold by Games Workshop through its own stores, I o website. Ind dent retailers are res big for determining thair awn prices.
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The coolest ‘secret gig’ in the world was held at
Warhammer World on Sunday the 15th of February. The
Design Studio opened its gem-encrusted doors and
relocated to Warhammer World for the day.

Not only did lucky visitors get to meet the Studio’s
games developers, artists, sculptors and the White
Dwarf team, but they also joined in some crazy games
especially developed just for the day. One of the biggest
hits was Dave Andrews and Mark Jones’ Kanyon of
Katastrophe, a massive game in which a squadron of six
Valkyries flew down an Ork-infested canyon to destroy
the greenskins’ stronghold. The other game was White
Dwarf’s own Stompa Shoot Out, where the player fired
the Stompa'’s supa-gatler at an obliging army of

Lords of the Jungle

If you think the wave of recent Imperial Guard
releases has passed, then you're wrong! Coming
soon are some of the fiercest, toughest and most
cunning heroes to come from the death world of
Catachan. Gunnery Sergeant Harker has led his
squad of Catachan Devils into battle many times
and has yet to find an enemy that won't fall to
the bark of his heavy bolter, ‘Payback’.

Also coming is the latest incarnation of
Colonel Straken, a man adorned with so many
implants that he is stronger than the monstrous
creatures he meets on the battlefield. Here's a
sneak peek of Straken — check out White Dwarf
in a couple of month’s time to see Harker.

NEWS

Salamanders. Players competed all day to see how
many Space Marines they could slay before the supa-
gatler ran out of ammo, and see whether they could
beat the White Dwarf team’s totals on our scoreboard.
Christian Blanche (John Blanche’s son) won the day
with an impressive 52 Salamanders killed!

As well as the many games on offer and a chance to
chat with everybody from the Studio, there was also the
chance to see some sneak peaks and attend the many
seminars taking place throughout the day. If you didn’t
make it to this one, then don't worry — plans are already
afoot for another in the near future. Keep your ear to the
ground and an eye on the website, particularly the
Warhammer World blog, for details.

Colonel ‘Iron Hand’ Straken




STUDIO JOB OPPORTUNITY

The Games Workshop Design Studio is a
creative, passionate place at the very core
of our business, producing the best
fantasy miniatures in the world. These are
supported within our books by evocative
and exciting photography.

We are now looking for a professional
and talented photographer to join the
Book Production Team, which will launch
you into the unique world of creativity
within Games Workshop.

This role will be based within the
Design Studio in Lenton, Nottingham and
will commence in September 2009.

Chaos in the 0ld World

As well as a glut of recent role playing

game supplements, Fantasy Flight has been
busy designing a brand new board game

set in the Warhammer world, the first in

many years. Chaos in the Old World is a

game where the Ruinous Powers vie for
dominance in the Old World, leaving

corruption and destruction in their wake.

Players become one of the four Chaos
Gods, each with their own powers and
play style. Khorne dominates in battle;
Nurgle spreads corrupting filth far and

wide; Tzeentch acts with magic, speed, and

flexibility; and Slaanesh subtly manipulates
all. With two different routes to victory and
four ways the game can end, ‘Chaos in the
Old World’ is the most aptly named game

in years. We can’t wait to try it out.

You will need to display an
enthusiasm for, and knowledge of,
Warhammer, Warhammer 40,000 and
The Lord of The Rings, as well as
displaying the talent to be a Games
Workshop photographer.

If you feel you have the necessary skills and talent
1o take on this challenge, then we would love to
hear from you before Monday 24th August 2009.
Please send copies of your work (which will not be
returned to you) with your CV and covering letter to
Anne Clarke at Games Workshop, Willow Road,
Lenton, Nottingham, NG7 2WS or email
fhr.recruitment@games-workshop.co.uk.

You can find more details at: ¢ '
www.FantasyFlightGames.com

e R

Listen While
You Paint

Heart of Rage by James Swallow
is a brand new story available
exclusively as an audiobook CD.
Aboard the Imperial Navy
frigate Emathia, Brother-Librarian
Nord and Brother-Sergeant Kale
of the Blood Angels make a
startling discovery — a Tyranid
Hive Ship, half-destroyed and
drifting through space. The Blood
Angels board the ship to locate a
lost Scout team, but their fate is
% far from straightforward. Little do
1]
|

Nord and Kale realise the horrors
awaiting them, for they not only
fl risk their bodies, but their very

| |
§ sanity as well.
i
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You can find more details at:
www.blacklibrary.com
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HEART OF RAGE"

Ever since the article on
the Perry twins in
WD348, people have
been on the lookout for
the mythical Citadel
Giant of old. Roland
Meredith recently sent
us pictures of his chief
suspect — a giant
miniature from the
early 80s. Sorry Roland,
nice try, but that
particular giant was
designed by Tom Meier.
The hunt continues!

The normally (very)
affable Jeremy Vetock
seems to have had a
drastic change of
character of late. He's
been seen skulking
around the Studio
keeping to the shadows,
constantly nibbling a
packet of green sweets
and cursing anyone
who gets in his way as
‘man-thing’. We think
he’s been working a bit
too hard.

In the sculpting area
plans are afoot as
Martin Footitt, Seb
Perbet and Mike
Anderson have already
declared they’ll be
entering projects into
this year’s Golden
Demon Open
Competition,

Meanwhile, across the
well-trodden carpet to
'Eavy Metal, Joe
Tomaszewski is
undecided if he'll be
defending his title as
the 2008 Open winner.
Of course, this could
just be Joe trying to
psyche out his rivals...

www.games-workshop.com
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Adam Troke: With Planetstrike in full-swing here in the
Studio, this month’s web support definitely has an orbital
invasion theme! Jim Sowter and |, supported ably by our
legion of mono-tasked Servitors, have gathered together
enough goodies to sate even the most avid invader!

As well as essential articles, showing you how to build
and paint your brand-new Bastion, Ironclad Dreadnought,
Skyshield Landing Pad and more, there’s also a stonking
guide to the new Citadel Paintbrushes in all their lovely

matt-black glory, an essential tactics article for Planetstrike,

and a detailed examination of all the new Warhammer
40,000 terrain released this month. Oh, and what could
quite possibly be the most beautiful gallery of ‘Eavy Metal
Empire Wizards ever!

Prepare for Planetstrike

Every army is covered in this in-depth analysis of how
your force can be made ready to become a Planetstrike
attacker or defender. What does a good defence set-up
for the Tau look like, how can the Eldar capitalise on
their speed when attacking? All the answers, and more!

Wizards!

Later on in this very issue you'll be seeing some
fantastically painted Empire Battle Wizards. For a full
360-degree video view of these beautifully painted
miniatures, come and take a look at this article.

i e

Bastion Assembly Guide
The definitive guide to building your Bastion kit from
frame to finished building, and every stage in between.
Our hobby experts detail every phase with clear,
concise instructions and photos.

Also on the Web...

That's just the tip of our online coverage for this month.
Several Servitors have burned out their primary cogitatory

arrays producing more great content. If you visit the Games

Workshop website you'll also find:

@ Planetstrike — getting started

@ A close look at the new 40K scenery kits
® Weapon effect markers and their uses

® Dreadnought assembly and painting

® The new paintbrushes in action

16 WHITE DWARF NEWS

Bid you Know?

Signing up to the Games Workshop website gives you

many benefits. It’s free and quick, and provides you
with your own page where you can save your
favourite online articles.

Finding any of the articles featured here is easy.
The latest online articles published are linked directly
from the Games Workshop homepage. Alternatively,
you can visit White Dwarf’s very own webpage (just
look for the White Dwarf link on the top bar from any
page of our website).
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Recruitment at Games Day

We are always on the lookout for great people to
come and manage one of our stores in our ever
expanding chain.

Are you UK mobile? Do you have people
management or supervisory experience? Have you
ever considered a career working for Games
Woarkshop?

If the answer to these questions is ‘yes’ our expert
recruitment team are touring the countryside talking
to people like YOU about joining our exceptional
store manager training programme. You can meet
them at one of our Become Legendary road shows;
Check the website for mare details

If you can’t make it to a road show, fear not, for
our recruitment team will also be available for a chat
at the Recruitment Stand in the Pavilion hall at this
year's Games Day, so there’s no need to miss out!

If you want to find out more about a career with
Games Workshop you should also check out our
website below.

Do you have what it takes to Become Legendary?

www.hecome-legendary.com

And the winner is...

Last Christmas we held a competition to find the best
Citadel Realm of Battle Gameboard. The winner would

not only win a signed print but also take home a piece of
custom-made scenery, designed specifically for any army

of their choice. With entries coming from all over the
world, the task of selecting a winner fell to hobby
masters Dave Andrews and Mark Jones.
Congratulations to Carl Woodrow for his highly
detailed Epic Armageddon/Aeronautica Imperialis
Gameboard. You can read our interview with Carl and
see more pictures of his winning entry on the Games
Workshop website.

The Summer of War continues!

Through July and August Games Workshop stores are
continuing to run a massive programme of games,
tutorials and hobby activities as part of the Summer of
War. Designed by the staff of your local Hobby Centre,
these activities are keyed to the times of your local
school holidays.

Check with your local store and their huge
calendar of activities NOW to find out what they have
planed and how you can become a Lord of War!

GAMES WORKSHOPN 1H |

Warhammer World will be closed to the public on
the 18th September when we will be holding Games
Workshop’s Annual General Meeting there at
10.00am. All company shareholders are welcome.
If you are a shareholder and would like to attend,
please confirm your attendance by email to
sue.ladbrooke@games-workshop.co.uk

www.games-workshop.com 17



Planetstrike is here! Send your armies forth into the maelstrom of battle against the
backdrop of a devastating planetary assault. Whether you would tear the planet
asunder or annihilate the invaders, your actions will determine the fate of a world.
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The Studio has been gripped by exciting battles of planetary assaults, which can

mean only one thing: Planetstrike is here. Andy Hall cornered the evil genius
behind this latest assault, the infamous Phil Kelly, to find out more.

PLANETARY INVASH

o i
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Planetstrike is an 80-page
Warhammer 40,000
Expansion that enables
you to play out a
planetary assault. Inside
you'll find:

Organising a battle —
how to set up and play
a Planetstrike mission.

Stratagems - events
that can help you or
hinder your foe.

Campaigns — play
through an entire
planetary invasion.

Glorious assaults — be
inspired by some of
the most famous
planetary invasions.

Infamous invasions - a
hobby showcase.

1
.
&l 1
1
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Andy Hall: Let’s start with an overview.
Planetstrike is obviously about invading
and defending a planet, something that
happens all the time in the war-torn 41st
Millennium, but how did you transfer such
an event to the tabletop?

Phil Kelly: Planetstrike is different from a
normal game of Warhammer 40,000 in
several ways. The first is that in a standard
mission of 40K you kind of make up the
narrative as you go along, reacting to the
events on the battlefield as they unfold. But
in Planetstrike, roles are assigned before
you begin — as attacker and defender - so
there’s already a narrative in place. This
means that games of Planetstrike have a
strong in-built story; you need to decide
the framing events and reasons why, for
instance, the Space Marines are attacking
or the Chaos Space Marines defending.
Because of that I think this will appeal to
a lot of players.

AH: It really does encourage that train of
thought. I've found it’s especially the case
when you're playing with races you don't
necessarily expect to see in the role of
attacker or defender. For example, when |
fought against a horde of Tyranids, who
were defending Imperial bastions, we
came up with the scenario that this was a
counter-attack trying to retake a base days
after the Tyranids had wiped out the
original occupants,

PK: Yeah, exactly. So the second difference
is that the battlefield itself is a major player
in Planetstrike. I've termed it ‘active’ terrain
— by that | mean scenery that you place or
remove during the battle, and terrain with

guns that you can shoot the enemy to
pieces with. In Planetstrike the terrain does
far more than just block line of sight and
occasionally slow things down; it's as
important an element to the battle as your
finest troops. For the defenders, who are
mostly the beneficiaries, | would even say
it's more critical. That's because they get to
set up the terrain, inhabit it, and use the in-
built weapon systems.

AH: Obviously the emphasis is on the
defender to set up the terrain to gain the
maximum advantage, which leads me to a
bit of a loaded question: doesn’t that make
it unfair on the attacker?

PK: The attacker gets his own set of
advantages, some of which we’ll touch on
shortly, and illustrate in the battle report.
But, as I've already mentioned, terrain can
change during the game, and one of those
situations is that the attacker gets to fire on
the defender’s position before the battle
even starts. This is called a firestorm and
represents in-orbit ordnance raining down
on the defenders shortly before the arrival
of troops. After all, you don’t just drop into
the teeth of the enemy’s guns without
getting them to dive for cover first! So the
attacker gets a number of Strength 9 large
blast templates to place anywhere on the
battlefield, typically equal to the number
of objectives plus a D6. They scatter as
normal but an attacker can use them in
two ways: either to make craters on open
ground and create cover for when his
troops arrive, or to thin out the defenders
with his AP3 ordnance. Unsurprisingly,
most players tend to do a little bit of both!

™



SIEGE BREAKERS

The job of an attacker in
Planetstrike is to breach
bastions and drive the enemy
from their redoubts. No weapon
or unit is more suited to this
than the Ironclad Dreadnought.
An Ironclad is normally armed
with a power fist and a seismic
hammer. The hammer not only
includes a built-in meltagun,
but also causes catastrophic
shockwaves to tear through
buildings and defence lines.

Such a formidable unit will
inevitably attract a lot of enemy
firepower, so the Ironclad is
bulked out with extra armour,
making it a particularly tough
nut to crack. Some Chapters
prefer to use their Ironclad
Dreadnoughts not just for
destroying enemy defences, but
for flushing infantry out of them
as well. To this end the Ironclad
can be fitted with multiple
heavy flamers and racks of
hurricane bolters.

AH: Having been on the receiving end of a
firestorm, | can tell you it’s frightening, as
you start taking casualties before the
enemy has appeared; but it’s not enough
to counteract the defender’s advantage of
controlling the battlefield.

PK: This is another major deviation from
the norm. Planetstrike differs from straight-
up 40K in the two respects we’ve already
discussed, but most significantly in the fact
that this literally is a war on all fronts.
What | mean by that is that there’s no
definitive board edge - troops enter the
fray from all sides of the table, from above
and occasionally even below. And as a
result you will be walking around the table
looking at it from different angles, moving
troops into place ready to assault at
opposite ends of the battlefield and really
getting immersed into the story of it.
There's a real vertical element to
Planetstrike, which gives the game a whole
new visual signature. We're into movie
territory here, a movie with loads of special
effects, where you shouldn’t expect your
hero to survive!

AH: The vertical feel to Planetstrike
certainly comes through; playing as an
attacker you really notice it.

PK: Absolutely, and that takes us back to
the point of being an attacker and how the
game balances the two roles. While the
defender gets to set up the terrain and sit
inside his defences, an attacker can
potentially Deep Strike his entire force on
to the battlefield. All infantry, jump infantry
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and monstrous creatures can appear
anywhere on the battlefield, right from the
start of the first turn. This enables the
aggressor to plummet directly into the
action and get on with the business of
blowing away the foe and wresting
control of the objectives away from
the defenders. However, if — and it's

a big if — you have a troop type that
already has the Deep Strike special rule,
then in games of Planetstrike they can
assault on the same turn they arrive. This
really is a key facet to how the Expansion
works and is the attacker’s biggest
advantage over the defenders. I've seen the
consternation on the defender’s face when
an Avatar or Carnifex has appeared onto
the battlefield a few strides away.

AH: When designing Planetstrike were you
worried that most people would be
attracted to what seems to be the more
dynamic role of the aggressor?

PK: No, that never concerned me because
both roles offer tactical challenges. Playing
the attacker is, as you say, very dynamic;
it's about committing your forces in do or
die gambits to clear the enemy and claim
the objectives. Defending, on the other
hand, pushes a different button. | think
there’s a shared memory all of us males
have as young boys making a fort out of
building blocks or sand and then saying,
‘right, come and take it off me then’. That's
the appeal of the defender, spending time
building an infallible castle and daring the
enemy to try and conquer it.

"y PLANETSTRIKE
DESIGN NOTES

Vulkan He'stan is pretty
tough in any game of
Warhammer 40,000, but
in games of Planetstrike
he is downright lethal.
He'stan makes all of the
army’s flamers, heavy
flamers, meltaguns and
multi-meltas twin-linked,
which comes in handy
especially when busting
bunkers. Those melta
weapons come into their
own when cracking open
a bastion, while poking a
flamer through one of the
fire points of a bunker
lets you cook the
occupants and take the
stronghold intact!

& www.games-workshop.com




AH: As a wargamer it’s very liberating to
come to an empty table and know you
have carte blanche to populate it with
terrain that will be hostile to the enemy.
Because you have this freedom with not a
single points value in sight, what’s to stop
you cramming the entire table with
fortifications and bastions full of
automated weaponry, making it next to
impossible for the attacker to even get a
small foothold?

€ € If you've always wanted an army
made entirely from Terminators -
now’s your chance. 99

PK: Well, that is theoretically possible. But
there are a couple of factors a defender
needs to bear in mind. The first is the
practical point of you actually needing the
terrain pieces to use them. It's all well and
good wanting to make a fortress-city out of
30 bastions, multiple landing pads with

Bastions are the predominant objective in

0 Planetstrike. An attacker needs to end the battle
with more objectives under his control than the
defender to win a game. This is no easy task as
bastions have armour 14 all round and need to
be breached before the attacker can assault the
enemy inside.

e Imperial bastions are armed with automated

weapons, usually one per facing, per level. The
standard armament is either a lascannon or a
heavy bolter. Automated weapons have a BS of
2 and will shoot at the closest visible enemy
unit in the defender’s Shooting phase.

e Defence lines provide a 4+ cover save. Units

that go to ground behind a defence line get an
impressive 2+ cover save. The defence lines
also count as difficult terrain to cross.

Interceptor guns are immobile artillery. They
count as automated weapons but can be fired
manually if there is an unengaged infantry
model within 2" of the gun, in which case they
use that model’s BS. Interceptors can sacrifice
shooting in their normal phase to target and fire
at a single deep striking unit at the end of the
enemy’s Movement phase. This type of
interceptor is a quad-gun, mounting four
autocannons that count as Heavy 4 twin-linked.

6 Imperial Skyshield landing pads can be found
on planets across the Imperium. A landing pad
has an armour value of 13 all around. When the
crenellations are raised the landing pad is
considered to be shielded and gives all models
on the structure a 4+ invulnerable save during
the Shooting phase. When the crenellations are
down the shielding is inactive but any model
with a transport capacity can set down upon
the pad and that vehicle’s passengers may
disembark freely, no matter how fast the
transport has moved that turn.

interlinking Aegis lines — and that’s a game
I'd love to play, by the way — but if you've
only got three bastions, you obviously can't
do it, although it's a great thing to aspire
to. The other point is that unmanned
fortifications tend to fall a lot quicker than
inhabited ones. Even with automated
weapons, you're not going to keep the
attackers away without your troops
manning the lines and occupying your
bastions. So the more fortifications you
have, the thinner your troops will be
spread. Finally, there’s a couple of game
balance measures. The firestorm barrage
that happens at the beginning of every
Planetstrike mission grows in line with the
number of objectives on the table, The
number of stratagems also has a direct
correlation to the number of objectives on
the table.

AH: ‘Stratagem’ will be a familiar term to
players of previous Expansions.

PK: That's right, and they work in a similar
way to Cities of Death stratagems. In the
movie analogy I've already mentioned,

bt
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stratagems are the special effects, adding
further depth to your games.

AH: Throughout we've talked about the
importance of the two different roles. My
favourite aspect of this is how Planetstrike
actually allows you to tailor your force to
being either the attacker or the defender.
PK: Planetstrike is the place to field all
those armies you've thought about but
never dared mention. If you've always
wanted to use an army made entirely from
Terminators, now’s your chance. Tau
players can field forces composed of
nothing but Battlesuits; Tyranids can take
nine Carnifexes in one force; Space
Marines can bolster their defences with six
Devastator Squads, while Eldar players can
protect their strongholds with half a dozen
Wraithlords. And it doesn’t bear thinking
about just how many tanks the Imperial
Guard can bring to bear against an

~king enemy. The reason

combinations is because Planets
tinkers with the force organisation chart.

“WARHAMMER
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The actual details vary depending on
whether you're attacking or defending.
Attackers get more Elites and Fast Attack
choices, while defenders can bholster their
fortifications with additional Heavy
Support, as well as more Troops.

AH: I'm guessing it’s because of the
increased presence of these units that
Planetstrike games rack up the body count
even faster than a normal game of 40K?
PK: It's total war. You have to get used to it
— your beloved models are going to get
hurt! There will be times when a burning
spacecraft careens into your fortress and
alien monstrosities ravage through defence
lines and troops alike. But it won't all go
the attacker’s .. Deadly crossfires,
massed batteries of heavy weapons and
nigh on impregnable bunkers can often
halt the attacker in his tracks before he can
even unfurl his tape measure. Planetary
invasions are not for the squeamish, and
destruction will reign from the very
beginning. But we know you wouldn't
have it any other way. B

" PLANETSTRIKE
DESIGN NOTES

STRATAGEMS

Unlike Cities of Death,
Planetstrike stratagems
range in power and each
one has a cost attached.
They vary from simple
things such as
Ammunition Stores, to
Las-mazes, Stasis Bombs
and even grander effects,
such as crashing
spaceships. The most
powerful types of
stratagem, such as a
Planetquake Bomb or
redirected Meteor Strike,
cost 3 or even 4 points.

i www.games-workshop.com 23
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fa Space Marmp

ATTACKER'S | i HLIr-ql[El] strike, designed to Deep
FORCES _: trike on target and do the m

Calgar leads
Librarian with his bunker-busting
Doom joins one of the Terminator Squads,
and the Chaplain joins the other
Terminators, each character considerably
boosting the fighting strength of these units.
With all the deep-striking units being
assault on the turn they land, this
= reckoned with.
COMPULSORY OPTIONAL 6 Elites or, its suce hinges on you getting
1 HQ 2 HO 6 Fast Attack i L order.
6 Troops 3 Heavy Support ou want Marneus (ai gar and his
Terminator Squad to arrive first as they are
capable of flattening anything they assault,

.
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be it man, monster or bastion, and
shrugging off a great deal of punishment in
return. If your Dreadnoughts or Assault
Marines show up instead, you may take a
hit of a mauling from the enemy, but grit
your teeth until the Terminators arrive.
Calgar’s armour contains a teleport
homer, so any Terminators entering on
subsequent turns can lock on and land on
target. Due to its Drop Pod Assault rule,
the Drop Pod is guaranteed to land on
Turn 1, bringing down the Dreadnought
with multi-melta. The Drop Pod contains a
locator beacon, which functions just like
the teleport homer except the jump infantry
can home in on it too, not just the
Terminators. This helps the rest of the deep
striking units to arrive safely. Combine all
this with the Ground Observer stratagem,

which allows you to re-roll your scatter
dice for Deep Strike, and you can
potentially land everything safely and on
target... and then assault. Add in Supply
Drop, which gives melta bombs to D3
units, and the Assault Squad has some
nasty toys to play with.

You'll need to play boldly with this
force. Sure, you can Deep Strike in a nice
safe place, but to get the most out of your
melta weapons, grenades and first-turn
assaults, you're going to need to take a few
risks and get up close and personal. Don’t
be discouraged if a few of your units don't
arrive on the first turn, scatter or even
suffer a mishap — it'll be well worth it for
the squads that land on target and cripple
the enemy’s defences in one decisive and
deadly swoop.

HQ

@ Marneus Calgar
Armour of Antilochus.

265 points

@ Chaplain
Terminator armaur,
storm bolter.

130 points

e Librarian
Terminator armour, Might
of the Ancients, Vortex of
Doom.
125 points

ELITES

€ Terminator Assault Squad
2 Terminators with
lightning claws,
3 Terminators with
thunder hammers and
storm shields.
200 points

® Terminator Squad
5 Terminators, includes
2 Terminators with
chainfists,
210 points

@ Terminator Squad
5 Terminators, includes
1 Terminator with
chainfist.
205 points

€ Ironclad Dreadnought
2 hunter-killer missiles.

155 points
@ 1ronclad Dreadnought
Assault launchers.
150 points

€) Dreadnought

Multi-melta.
105 points
(@ Drop Pod
Locator beacon.
45 points

FAST ATTACK

@) Assault Squad
5 Marines, includes
Sergeant with thunder
hammer, melta bombs.

135 points

(B Vanguard Veteran Squad
5 Marines with jump
packs and melta bombs,
includes Sergeant with
relic blade, 2 Veterans
with plasma pistols, 2
Veterans with power
swords,

275 points

Total: 2000 points
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DEFENDERS
FORCES

COMPUILSORY
1 HQ 2 HQ
2 Troops 3 Elites

OPTIONAL 6 Troops
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3 Fast Attack
6 Heavy Support

more Heavy Support, so | mainly
use this opportunity to bring along more
Deff Dreads and Kans. They add a great
layer of defence around the Ork bastions,
really giving the enemy something to think
about in the early turns of the game. |
round off the Heavy Support with a
Battlewagon to give me something that will
both put a dent in the enemy and allow me
to rapidly redeploy my Boyz.

Warboss Nekbrekka himself joins
Shinki Ladz. These Boyz are a unit |
rarely leave home without these days. They
have served me well in every game | have
played. The Waaagh! banner increases
their Weapon Skill, and the Painboy helps
to keep the unit in the game for as long as
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possible. It's a truly hard-hitting unit
capable of taking on any opponent, they’re
perfect for counter-attacking the attacker’s
own crack units.

The Tankbustas are not an obvious
choice for defending, but they are there to
deal with the inevitable heavy hitters that
the attacker will bring to try and bust my
bunkers — extra tanks and artillery pieces. |
send out the Tankbustas to roam amongst
the attacker’s forces, hunting down the
vehicles that could do my defences the
most damage.

My own vehicles have been fantastic in
games of Planetstrike so far, especially the
Deffkoptas. | hold them in reserve and no
matter which table edge they arrive on
(due to the random table edge the
defender’s reserves arrive from), they have

the speed to get to the required target and
pound them with those lovely twin-linked
rokkit launchas.

Defending Orks in Planetstrike are very
good, but there’s the temptation to leave
them in the open, ready to countercharge
at the earliest opportunity. That's asking for
trouble — the attacker’s firestorm will
quickly put them in their place. Try leaving
some of your troops in reserve to attack the
attackers; reserves turn up nice and quickly
in games of Planetstrike, and they can help
you steal control of the game from the
enemy’s grasp.

| tend to field three bastions, mounting
one of the Boyz mobs in each, giving me a
solid firebase at the centre of my defences.
| then grab as many interceptor guns as |
can find, to really punish the foe.

-
- -

HQ

o Warboss Nekbrekka
‘Eavy armour, power klaw,
twin-linked shoota, boss pole.

100 points

@ Big Mek Gutwrench
'Eavy armour and shokk
attack gun.
100 points

ELITES

€ shinkikka's Ladz
6 Nobz with ‘eavy armour,
includes Painboy, 1 Nob
with Waaagh! banner,
2 Nobz with big choppas,
2 Mobz with power klaws.

255 points

€@ skrapfilcher’s Ladz
10 Tankbustas, includes
1 with tankhammer and
2 Bomb Squigs.
160 points

TROOPS

9 'Eadcrakka’s Boyz
30 Boys with sluggas, includes
Nob with power klaw.
215 points

Gutpuncha's Boyz
30 Boyz with sluggas, includes
Nob with power klaw.

215 points

Grimdakka's Boyz

30 Boyz with sluggas,
includes Nob with power
klaw, 2 Boyz with big

shootas.
225 points
FAST ATTACK
9 Da Flyboyz

3 Deffkoptas with twin-
linked rokkit launchers.
135 points

HEAVY SUPPORT

€ Deif Dread
Big shoota, skorcha,
armour plates.
95 points

@ Deff Dread
Big shoota, skorcha,
armour plates.
95 points

£ 3 Killa Kans
1 with rokkit launcha,
2 with big shootas.
130 points

‘B 3 Zzap Guns
90 points

@ Battlewagon
Killkannon, 4 big shootas,
‘ard case.

185 points

Total: 2000 points
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VISIONS OF INVASION

The beauty of Planetstrike is in its depth, which will provide invasion-based action
for years to come. Phil Kelly examines the versatility of the Planetstrike missions.

terrain you can alter the dynamic of the game -

adding a couple more objectives can make a massive
difference to the gameplay, even if you and your opponent
stick to playing the main Planetfall mission (see page 52
for a Planetfall game in progress). Then there are new
terrain rules, nearly fifty new stratagems, and guidelines
for including your own unique terrain pieces, ranging
from alien bastions to full-scale futuristic fortresses.

As players hone their invasion skills, they will
inevitably want to play through some of the cinematic and
unusual missions detailed in the Planetstrike book. These
allow you to defend or tear down an enemy emplacement,
caplure a vital bridge, repel an enemy strike at your
headquarters, disable a force field generator, plant your
sacred banner in the ruins of your enemy'’s fortifications, or
even wage war during a planetquake as the world tears
itself apart. Each has its own challenges, some are
deliberately more dangerous to undertake than others, but
all of them enable you to take a different slant on the
concept of planetary invasion. The best thing about them is
that you can play through them in order to enact a
campaign of invasion from the first landings to the final,

P urely by the expedience of the defender altering the

The Daemons of Phagus set in
motion a planet-wide quake that
will destroy all in fire.

WHITE DWARF
R A, e

cataclysmic conclusion! Though the missions are left open-
ended to allow you to put your own spin on the storylines,
we've given a few examples to fire your imagination.

Planetfall

The archetypal Planetstrike mission, Planetfall centres
around the first invaders to touch down upon the target
world, their struggle to take a vital emplacement, and the
grim troopers stationed there who are determined not to
give an inch of ground. Taking objectives is of paramount
importance, no matter how ruined they get in the process!

| The grim and war-shattered fortress world of Cadia, target
| of a thousand Chaos invasions, primes its defence networks
| and interceptor batteries against a new foe — the Tyranids of
| Hive Fleet Hydra. Every man, woman and child makes
ready to repel the Tyranid invasion and soldiers are sealed
within their bastions and bunkers with orders not to rest
until the invasion is repelled. The sky turns black as Hive |
| Fleet Hydra disgorges millions of mycetic spores, wave upon !
| wave of killer-beasts down onto Cadia’s fortified surface. .




Desperate Assault

Desperate Assault is the attacker’s battle to clear a
beachhead for the rest of his invading forces, and the
defender's tenacious fight to repel the invaders thus far. To
claim victory all the defender needs to do is ensure that he
still controls a single objective at the end of the game; but
this is more difficult than it sounds, because the attacker
has several bonuses, including a bastion of his own...

| A Dark Eldar raiding fleet intends to invade the Imperial

| planet of Quixotia and kill every being in its capital city as a |
| warning to the rest of the planet, but the Quixotic Elite and

| their famous Valkyrie brigades have other ideas. The Dark ‘
Eldar have capitalised on their initial lightning strike and |
are attempting to wipe out all human life in a certain sector, |
but if even a single handful of warriors can deny them, |
Imperial morale will soar and the Imperial forces will once
again believe that faith and fury can overcome fear.

Seize and Destroy

A vital location deep behind enemy lines must be brought
low and captured by the invader’s troops if he is to break
the back of the enemy armies. The defender must hold
onto this crucial emplacement no matter what the attacker
throws at him. This is a tough one for the attacking player.

Blackeye Orles, gets a nasty surprise when the Raven Guard
drop from the clouds to attack his pride and joy, the half-
built Gargant Mekkagork. The incomplete war engine is
being torn apart by the melta bombs of massed Assault
Marines when Morglug's pet Warphead, Bugtoof, suffers a
psychic seizure and possesses the burning Gargant. The

| Gargant jerks into a terrible approximation of life and opens
| fire upon the Raven Guard, jubilant Orks flocking from all

Warlord Morglug the Krushinator, self-styled Emperor of the
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| around as black-hulled Drop Pods thunder from the skies.

Stranglehold

The attacker must break the back of the enemy’s defence
network by taking down a stronghold that the defenders
believe impregnable. And not without good reason — the
defender has been stockpiling ammunition for weeks, and
is not afraid to detonate it if the situation gets desperate! In
this mission the attacker must ensure every one of the
defender’s strongholds are destroyed — so build that castle
nice and high!

stone into dust with but a single touch. He wastes little time
in leading his Thousand Sons against their old enemies the
Space Wolves, intending to tear down the mighty fortress

| known as the Fang. First he must conquer the Fang's gate,

| but surely such a feat will prove no challenge to a Sorcerer of
| Ahriman’s stature...

The Chaos Sorcerer Ahriman has learnt the secret of turning |

PLANETSTRIKE
DESIGN NOTES

Forlorn Hope

All around is mayhem and chaos as the attackers pound

the planet with everything they've got, but still the ;
stubborn defenders hold out in their fortifications. The g
attacking general has granted his personal banner to the
invading armies, instructing them to prove his might by
flying his flag high from the ramparts of the enemy’s paltry
stronghold. Should the banner be cast down or destroyed,
none will fear the invading general’s wrath, but if the
banner flies, all will consider the invasion a success — this
is more than just a fancy flag we're talking about...

| Colonel Chenkov of Valhalla is a proud, stubborn and
1 callous general who cares nothing for the lives of his men — |
after all, he’s sent thousands of Imperial Guard troops (o '
certain death to reclaim the legendary Forgeheart complex
from the Tau. The defence lines are choked with the dead
‘ from both sides, but only now does Chenkov play his trump
| card - a full fleet of Valkyrie gunships containing not only
Valhalla's best troops, but also his personal banner. Will they |
make it through the Tau's defences and live to plant the flag
amongst their enemy's dead? |

Planetquake

The planet has taken so much punishment that its crust is
breaking apart and buildings tumble to rubble upon the
heads of the warring forces. Notions of claiming territory or
defending bastions are put aside in a desperate struggle to
survive as the world itself literally starts to break apart all
around the combatants.

| A massed Space Marine invasion of the Daemon world i
| Phagus is on the cusp of victory when vengeful Daemon-
sorcerers work a great ritual to bring the planet’s wrath

boiling to the surface. Volcanoes erupt all over the lands,
ripping continents apart. Can the Space Marines deal the
death blow to the defenders in the midst of a full-scale
planetquake, before Phagus' molten core boils them all alive? |

ik
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Long, lazy days and evenings of hobby fun await you in all of our stores this month. Take a trip
: to your local Hobby Centre, take part in all aspects of the hobby, and complete a programme
. of activities to become a Lord of War!

All this month, as the Summer of War continues, your local Games Workshop store will be running all manner of
activities for all our games settings and for all skill levels and needs, such as;

Planetstrike Gaming Worlds of Warhammer

Heretical leaders, lured by the promises of the Ruinous Building themed terrain for every corner of the

Powers, have led entire worlds to claim independence Warhammer World, from the steaming jungles of Lustria
from the Imperium, Join Imperial forces as they seek to to the desert sands of Khemri.

crush these rebellions and restore order to Mankind.
Our stores are all running sessions like these and many

War of The Ring Army Building more! Don't miss out; Get down to your local store and
Advice on painting and collecting an army worthy of the find out about the amazing Summer of War events and
Dark Lord or the Free People of Middle-earth. activities they're running.

RING YOUR LOCAL STORE FOR DETAILS!

%
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WARHAMMER TACTICA
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The army of the Empire is one of the most varied and versatile forces in Warhammer.
We turned to seasoned Empire General Adam Troke to dispense his wisdom on how

to use this army effectively.

he grandeur of the Empire army is hard to match -
Tintricate banners flutter in the breeze above serried

ranks of brightly uniformed soldiers. Cannon crews
bellow orders to one another, lining up their massive war
machines while the muscular chargers of the Knightly
Orders paw the turf eagerly, their stoic riders clad in
brightly burnished armour plates. Yep, when | think of the
Empire that’s the army | imagine.

I've played with the Empire as my primary Warhammer
army for a fair-old time now (probably eight or nine years)
and I've got a lot of games under my belt. One of the
things that I've learned is how to get the best out of the
humble soldiers of the Empire. You see, the individual men
of the Empire fall short of the brutal strength of the
Warriors of Chaos, the savage resilience of the Orcs or the
preternatural agility of the Elves, but none of that stops
them from being a highly effective fighting force.

=

We Are But Men!

‘How's that then?’ | hear you cry, ‘If Empire men aren’t
any good, how can | win?’ Ah, well, you've hit on the real
point there: individually the men of the Empire will
struggle against the myriad horrors of the Warhammer
world — but together they can overcome any odds! Sounds
a little hyperbolic, | know, but it’s true (the last thing | want
is for this to sound like the scene in any number of action
movies where the hero stands up and stirs the hearts of the
downtrodden, a la Independence Day). So, when | was
asked to put some Empire tactics onto paper for White
Dwarf | knew just what my focus would be: By utilising the
unparalleled versatility of the Empire army and taking a
variety of units in your army you can be ready to take on
any foe and acquit yourself well.

So, the first thing to do is to look at the tools that we'll
be working with, our proud, courageous and dependable
men of the Empire!

It's warriors like these little guys here that will win the many
battles that your Empire army will be fighting. Sure, you'll
have heroes and lords to do some of the ‘precision’ tasks for
you, but it's the rank and file that you need to rely on. Don’t
let the meagre profile fool you either, that’s not where they’re
strength is — no, the strength of the Empire is found in their
variety of wargear and the tactics they can use.

Consider, if you will, the humble handgun: Strength 4, with
Armour Piercing, this bad boy is more than equal to the task of
blowing an Orc’s head off, punching holes in a Bretonnian
breastplate or stopping a charge in its tracks. With tools like
this, we Empire commanders can’t go too far wrong.

32 WHITE DWARF THE SOLDIERS OF SIGMAR



Detachments

The first thing I'd like to wax lyrical about is the Empire
detachment. In a recent conversation here in the office, |
remarked that if you're not using the detachment system,
you're not using the Empire right, and while it does sound
a little arrogant, it's still true! Detachments are the
strongest tactical edge an Empire army has; they can offer
support fire or a countercharge on behalf of their parent
unit, and even join their parent unit in attack by launching
a support charge. These benefits do a lot to make up for
the weakness of men and have given me the edge time
and again.

Consider Diagram 1, shown below. The Handgunners
will stand and fire on behalf of the parent unit, which
should thin the charging unit down a little, after which the
detachment armed with hand weapons and shields will
launch their countercharge - robbing the attackers of any
rank bonus. They'll also attack first, which gives them a
chance to do a little damage. The input of these two
detachments has suddenly changed the ‘static’ combat
resolution in the fight from 4 each to 6-1 in favour of the

Diagram 1

L3S T
; £ F?‘PF!

the enemy.

When charged, the parent unit holds its ground. Support detachment B, the Handgunners, offer
support fire. Meanwhile, support detachment A (the Swordsmen) then countercharge into the flanks of

When the parent unit declares a charge, the detachment declares a supporting charge. Once all normal
charges have been resolved, the detachment moves in against the same foe as the parent unit. Note that it
can engage the flank of the enemy, even if it would normally have to charge the front.

Empire (+3 rank bonus, +1 standard, +1 flank and +1 for
outnumbering — and that's without having rolled any dice.

Diagram 2 proves that Empire detachments are good
on the attack as well, they allow you to deprive the enemy
of its ranks even on the offensive — you can't ask for better!

My own personal favourite deployment using
detachments (it's unapologetically vicious to play against)
is my ‘shooting block’ — 20 Handgunners supported by two
further detachments of 10 Handgunners, who stand slightly
back from the parent unit. This little formation hammers
out a monstrous 40 handgun shots in each Shooting phase,
and in the event that the parent unit is charged, the whole
formation can stand and shoot with a staggering 40 shots
too (bear in mind that detachments don’t get the -1 to hit
that units actually being charged suffer, so they're even
more accurate). Odds are that the whole lot should inflict
eight or nine wounds on a Toughness 4 foe in the turn that
they charge. Deadly stuff!




m

The hill is an Empire player’s best friend — not
only does it look nice, but it enables a canny
Empire commander to halve his unit frontage
without sacrificing firepower.

Crossbowmen

There’s no denying that crossbows
are good! Like handguns,
crossbows also have Strength 4 and
though they lack the Armour
Piercing special rule, they do have
a 30" range, which means they can
be firing into the ranks of the
enemy from the first turn of the
game! Awesome stuff.

Open Fire!

If there's a phase that the Empire really flourish in, in my
opinion, it's the Shooting phase. This is where you can
unleash furious volleys, causing carnage without having to
risk the lives of your men! I've already spoken about my
preferred tactic, using missile troops as detachments to
even larger units of missile troops, but there are more
options available than that.

The traditional shooting contingent of an Empire army
is often termed the ‘gunline’, a massive and scary
assortment of Handgunners, Crossbowmen and very often Handgunners
war machines (on which, more later). Along with the

Handgunners are great for use against all

Archers, who make up the third element of this holy kinds of foe. Their high Strength,
triumvirate of missile troops, these three missile units can coupled with their Armour Piercing rule
pump out a withering hail of fire. makes them simply tremendous. Of

| always include some of each of the missile-armed course, they can’t move and fire, which
state troops in my army. Typically | take something in the is a shame, and the crossbow can shoot
region of 40 Handgunners, 20 Crossbowmen and a group further, but for raw stopping power it's
of 10 Huntsmen. got to be the handgun.
Don’t forget

Don't overlook the phenomenally shooty Outriders and the
devious Pistoliers either — both of these units are
staggeringly good, although at slightly different roles.
Qutriders (who can each throw out a knee-knocking 3
handgun shots per turn) are best used as a ‘fire-fighting
unit’ that you relocate to where you can best use their
staggering firepower to obliterate the enemy. Pistoliers, by
contrast, combine modest firepower (although, two pistols
is really nothing to be sniffed at) with a fast, effective
flanking force, capable of harrying the foe and blocking
marches along the way. While | prefer the unsubtle
firepower of the Outriders, both of these are frequent
inclusions in my own armies.

Archers

Archers at first glance lose out a fittle to
their crossbow and handgun cousins. Their
weapons are only Strength 3 so they inflict
———a= 0o saving throw modifier at all, and their
range is a modest 24", That said, they can
move and fire, they skirmish (making them
harder to target) and for a mere 2 points per
model, they can be upgraded to Huntsmen,
who have the Scout special rule.
Huntsmen, in my opinion, are immensely
valuable on the tabletop.
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Stand and Fight

I'm happy to go on record as saying that the Empire army
often struggles to hold it's own in the Close Combat phase,
mainly because it's true — but don't let that frighten you out
of taking combat troops in your force. Without a core of
combat-oriented regiments in your army, you will lose if
your shooting doesn’t get the job done. As | said earlier,
balance and variety is the Empire’s greatest strength, and
that means including some sturdy combat troops too.
Whichever regiments you opt for, always include full
command groups in your units! Empire troops need every
advantage they can get. Also, make sure that you include
detachments of combat troops to accompany any of your
units that are going to end up in a fight — if you're going to
get into a scrap, you might as well bring the right tools, eh?

State Troops

| know they're different, but Spearmen,
Halberdiers and Swordsmen can be placed in
the same category with no issues. In a
nutshell, these three fine regiments are your
mainstays, and should form the heart of your
counter-attack, You simply can't do without
them in your army.

| select Halberdiers as detachments
against tough, well-armoured armies (Dwarfs,
Chaos Warriors); Spearmen to hold the
battleline; and Swordsmen to take the fight to
the enemy. Take State Troops in large units of
20+ models and kit them out with full
command and detachments too!

Knightly Orders

I love Empire Knights, so you're
unlikely to get a balanced and
reasoned opinion from me on this
subject — | think they’re the
perfect counter-attacking unit. |
normally sit mine within

my gunline and wait for my
opponent’s advance to get
snarled up by my shooting.
Then, once he’s been filled
full of shot, bolts and arrows,
and he’s come within charge
range, my Knightly Orders put
spurs to horses and ride at them. |
never, never go to war without at
least one unit of these beauties.
Never [ say!

K The Empire

Greatswords

It doesn't get better than these in the %y
Empire army. Greatswords wear the
best armour, wield the best weapons
and are even Stubborn for good
measure. Work hard to ensure that you
get to charge with them, so that their
two-handed swords don’t have to strike
last. Greatswords make an ideal centre
to your battleline, and with the
addition of a detachment or two can
hold their own against the very best
the enemy can offer.

Flagellants

Crazy, doomsaying lunatics with flails?
Great! An uncommon commodity in an
Empire army, the Flagellants are
Unbreakable, so the enemy will need to
completely slaughter them to get rid of
them. Use them to stop the enemy’s
best unit in its tracks while you prepare
a decisive flank charge with your
knights. Add the potency of their flails,
the fact they never lose their Frenzy and
the unpredictable (but always handy)
The End is Nigh! special rule and you
have a unit that's always worth a
second look.

Warrior Priests

If you're looking to bolster your army’s fighting strength, consider
adding a Warrior Priest into your primary combat unit (in my
army, this is either a unit of Swordsmen or Greatswords). The
Warrior Priest will make the unit he has joined Hate the enemy,
which is invaluable. If you're feeling particularly adventurous you
can, of course, join your Warrior Priest with a unit of Empire
Knights instead — a very effective union.

Free Company Militia

Free Company are probably the best
unit to take as detachments, as their
extra attacks are great against all but
heavily armoured foes. Personally, |
wouldn't take them as a large rank-
and-file unit due to their lack of
armour, although our esteemed editor
swears by them, taking at least one
unit of 25 with full command in most
of his games.

The Rule of Detachments

I've almost laboured the point enough by now, but in case I haven't I'll
say it once again: use the Detachment system! Every single State Troop
unit you include simply must include a detachment to rob the enemy of
their static combat resolution. You simply must, must do it!
_ That said, don’t be afraid to flee with your delachment if it’s charged.
* There’s simply no point facing the brunt of an enemy offensive with a
lowly detachment, which may well have the chance to rally and return to
the fray at a later point.

b ¥ ooy |
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Bring out the Guns!

For many Empire players, the artillery available
to the army is simply irresistible, and | for one
feel its pull whenever I'm writing an Empire
army list. With four excellent (and unique)
artillery pieces, plus the Steam Tank, to choose
from, there are plenty of options to go around.

Steam Tank

This huge, clanking behemoth is the answer to
many an Empire general’s prayers. It's big, it's
tough and it dleals out enough punishment (in
both shooting and ramming) to make a seasoned
Warhammer player’s eyes water. Use it to
intimidate the enemy, look amazing, blow stuff
up and ram the leftovers. In that order.

Helblaster

The original and best in ‘area denial’, the Helblaster puts out so
much firepower that most foes won't go near it for fear of getting
shot to ribbons — which is exactly what we want. Use it to anchor
a flank, or protect the centre of your battleline.

Morttar

Never leave home without one (unless you're taking a Helstorm)!
The Mortar makes light work of lightly armoured foes, especially
tightly packed ones. Use it to blow up Skaven, Orcs, Goblins,
Undead, Marauders, Elves and the like.
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Helstorm

Madder than a bag of Snotlings and packing a bigger boom than a
match in a powder locker, the Helstorm is the last word in highly
inaccurate, incredibly potent area-effect weapons. Hitting with it
is hard to do, being hit by it is hard to survive. | love this war
machine for its Strength 5, -3 saving throw modifying goodness.

Great Cannon

Probably the most commonly seen artillery piece in the Empire
army, the Great Cannon can mash up monsters, heavy cavalry and
infantry with ease. It’s best used against high-value, high-
Toughness, multiple-Wound targets, where its awesome stopping
power comes into its own.
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Guessing Range
Some people struggle to guess range effectively. I know 1

did when | was but a journeyman Empire player. Now
though, 1 have a system. Here it is:

» When you place your war machines on the table,
make a mental (or physical) note as to exactly how far
they are onto the board. When your opponent deploys
his own troops, do the same. For example, my
cannon’s muzzle is 10" on to the board. My
opponent’s Giant is deployed 12" on. On a 48"-wide
table that means that our units are only 26" apart.
Whenever your enemy moves, watch hawkishly and
remember what takes place - pay special attention to
how far the unit moves.

¢ When you're firing with a Great Cannon, guess 5"
short of the target.

« When you're firing with a Mortar, guess into the
target's centre (normally a couple of inches further
than the closest edge).

* When you're firing with a Helstorm, the best you can
do is to guess 5" short. Just be accurate!

But, But... He’s Diagonal!

Don’t worry, my fellow artillery captains! By the
cunning application of Pythagorean theory, we can
effectively determine how far to guess. Pythagoras works
by calculating the diagonal of a triangle, having
determined the two straight elements.

Look at the diagram here. Because we're smart, and
we measure where we’re deploying our units, we know
that our Great Cannon is roughly 18" away from the
Handgunners. We also know that the Handgunners are

about 26" away from the Giant. So, we multiply 18 by
itself, 26 by itself, add the two totals together and
determine the square root of the sum. In this instance
about 31" (I can’t decide if this is just cheating or not...
— Ed). Now, doubtless I’ve lost some of you (you're
either howling about how beardy using maths to solve
my guess ranges is, or you're bored), but if you're still
with me not only have we finally found a ‘real’ use for
my GCSE maths, but we've also got a pretty convincing
method of working out how to guess ranges. Just keep a
calculator handy when you’re playing until you've got
the hang of it.

Diagram 3

C*=A’* + B? or 324+676=1000;
the square root of 1000 is
roughly 31.
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Put Your Gold Crowns
Where Your Mouth Is...

Well, I've talked about the ins and outs of the various Looking at the force, it's what | would call a fairly
Empire units, and what | think should be done with them ‘typical’ Empire army. It's got lots of firepower between the
all — so | thought it was about time to put down some hard various missile troops (45 Handgunners, 10 Crosshowmen
recommendations. On this page you can see a and 20 Archers) as well as a solid core of combat troops.
recommended Empire army deployed in, what | consider The basic plan of action with this force is to hold ground
to be the ‘ideal layout’ that it should adopt on the for the first four turns of the game, with combat-oriented
battlefield. I've also included some tips and ideas on how units advancing to secure board quarters from the enemy
each element should act for best effect. in the closing stages of the game.

Qutriders Handgunner Block

Perfect for protecting the Intended to shoot the enemy

flank with a wall of lead, into submission, 40

the Outriders can also Handgunners should dominate

rapidly redeploy if they’re the battlefield. Having a hill for

needed elsewhere! these is very important! Note:
You will often have to surrender
a few shots from your
Handgunners simply because
you can’t pack enough men
onto the hill, c’est la vie!
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Artillery Knights

6" onto the board, the artillery will concentrate on

Five Empire knights should
be more than enough to
hold the flank, potentially

key enemy units. The Great Cannon will mash heavily
armoured units and monsters, while the Helstorm

pummels large formations.

Spearmen

Perhaps the Empire’s

best defensive unit, the
Spearmen secure the other
end of the gunline. They also
offer the Wizard Lord a pretty
durable place to hide.

Huntsmen

Ideally these roving Archers
will deploy ahead of the
main force where they can
slow down the enemy and
sow disruption in his midst!

sweeping round to
threaten the enemy flanks.

Greatswords &
Detachments

The Greatswords and their
detachments hold position
with the main battleline,
preparing to launch the
counter offensive.

Adam’% Devious Army List

Lords

° Wizard Lord
Level 4 and
Shroud of Magnus.
260 points

Heroes

o Warrior Priest
Armour of Meteoric Iron
and great weapon.
119 points
@ Empire Captain
Battle Standard Bearer,
Standard of Arcane
Warding and full plate
armour.
113 points

Cote

@ 20 Spearmen
Shields, musician,

standard bearer and
Sergeant.
-Detachment 1
5 Swordsmen.
-Detachment 2
5 Handgunners.

240 points
20 Handgunners
Musician, standard
bearer and Marksman
with repeater handgun.
-Detachment 1
10 Handgunners.
-Detachment 2
10 Handgunners.

355 points

@ 10 Huntsmen

100 points
o 5 Knights

Musician, standard
bearer and Preceptor.
155 points

i
Special
20 Greatswords
Musician, standard
bearer and Count's
Champion.
-Detachment 1
10 Archers.
-Detachment 2
10 Swordsmen.
320 points
5 Qutriders
Qutrider Champion
121 points
(@ Great Cannon
100 points

Rare
(D Helstorm Rocket Battery
115 points

TOTAL 1998 points
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THE FEW AGAINST THE MANY. MAD SCENARIOS, AND MAKING STUFF UP..

The battered remnants of several Catachan

things right before falling back to a defensive peri - The «
but honour demands they seek glory, or die trying...

against them,

midst of our Warhammer

campaign, both Dave and | found
ourselves inspired by the new
Imperial Guard models, terrain, and
rules. Other gamers will instantly
recognise the dangerous word
‘inspired’. It is often used in lieu of
‘distracted’. Dave and | have been in

ning hobby for ages and
no (or at least little) need for

self-delusion. So there it is — we were
both guilty of being distracted. There
is always another hobby project
calling you away from your current
focus. Some might think that old
gaming vets could steel their resolve
against such temptations, but | think
it's the opposite. The longer you've
been gaming the more old favourites
you have (man, | could go for a Blood

]eremy: Although we are in the

The advance force of Black’s Hellhounds.
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armies have one last chance to put
meter. The odds are stacked

Bowl league!) and the more you're

ready to try something new.

en

heard Dave waxing nostalgic for Dark

Future and talk about making up

scenarios for the latest Codex in the
same lunch hour, Both Dave and |

have a soft spot for the Imperial

Guard, and we agreed to take a break
from Warhammer and have a great

game with some of those new

models. Here is how we organised

our distractic

BRAINSTORMING

Dave and | started off listing what
d do if we could play Imp

Veteran game ¢ recreate their
famous ‘Stumble in the Jungle’.

erial

ard game. We scratched off the

massive tank battle
enough time to |
models we €

A camp

ned duking it o

we didn’t have
int or borrow the

ut.
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the Eastern Fringe had exciting scope,
but we were looking for a distraction
from our current campaign, not an
excuse to start another one. Although
intrigued by the idea, | put off Dave's
‘rolling road’ retreat-in-good-order
battle as, frankly, | don’t have my Ork
Warbikes painted yet, or the time to
do it properly. So that left us with our
heroic last stand idea or, as Dave
dramatically put it — ‘the few against
the many’. This meant that both Dave
and | could paint a few Imperial
Guardsmen and then, after a few
weeks, we could pit them against the
green horde of my Orks. That was
what we agreed, but like the majority
of the plans Dave and | agree, it'll
change a bit as we go along...

TELLING A STORY

As we looked over the Imperial
Guard fantastically painted by the
‘Eavy Metal team, both Dave and |
gravitated towards the same idea. |
like the Voystroyan range the best and
Dave favoured the Cadian models,
but for a last stand we both thought of
the Catachans. The Catachan figures
all seem to tell their own stories —
tough heroes and independent and
rugged troops that were well used to
working behind enemy lines and
going up against superior numbers,
And that was it — our ‘last stand” had
morphed into a stealth raid by a small
elite force against an overwhelming

horde. Next we pored over the new
Imperial Guard Codex to see what
new troops and weapons we wanted
to add to our strike force.

This is typically how Dave and |
come up with our gaming scenarios,
whether they are for our Warhammer
campaign, a one-off game of 40K, or
anything in between. First a strong
idea leads us to the models and
terrain, which in turn informs the kind
of army lists and special rules we'll
use. For us, all the elements seem to
feed off each other.

Of course it is usually a bit more
back and forth than this, as both Dave
and | are happy to come up with new
ideas all the way through the terrain
set-up, model deployment, and even
the game itself.

So, next on our list was choosing
which models and terrain we wanted
to use. As we talked back and forth
the storyline began to emerge. A few
heroic individuals and a few
supporting squads and heavy
weapons would converge to take on
an Ork camp packed full of sentries,
patrols and, should they be alerted,
an ahsolute and overwhelming green
tide of Ork reinforcements.

You can see in the sidebar how
we wrote up the Imperial Guard army
list: we dispensed with points and full
units, but added special rules and a
bit of background to each of the
squads to add to the story.

K'S HELLHOUNDS

Captain Black

Commanding Officer

A hard-nosed, foul-mouthed, nail-
eating tough guy!

He-who-has-no-name

His name has been lost somewhere
in the jungle, but during game play
we referred to him as ‘sneaky knife
guy’, which summed him up nicely.

Blaster Thompson

Demolition Expert

This guy first appeared on the list as
‘ultimate blow-up demo guy’. He can
set colossal bombs, throw demo
charges, and more.

Bromhead

Master of Ordnance

After reading the new rules we both

agreed we needed one of these great
new characters. Those big templates
will wreak havoc against the Orks.

Anti-Tank Support

2 missile launcher teams. As the only
surviving remnants of their company,
these Veterans count as always being
under the effects of the Bring It
Down! order.

2 Mortar Teams

Two mortar teams, which were once
part of a heavy weapons company.
Squad ‘Revenge’

(7 Guardsmen inc. Sergeant)

A shattered Veteran Squad that was
preparing for a final suicide mission
before Captain Black found them
deep in a jungle grove and enlisted
them to his cause. They bear two
flamers and a heavy flamer.

Sureshot Murphy
Lone Sniper.

Grubbo McDuff
Lone Sniper.

Jungle Stalkers

(5 Veterans, including Sergeant)
Squad with special rules for being
spotted and hiding in cover.

Doc Halliwell
Medic assigned to Squad ‘Revenge’.

‘Mad’ Bomber Payne
Lone Guardsman with demo charges,
who has clearly lost his mind!

Chimera

The Guardsmen have disguised this
Imperial vehicle to look like a
ramshackle and rusty Ork vehicle to
fool the greenskins.

Sentinel

Battle-worn and camouflaged, Dave's
Sentinel will be held in reserve until
it's needed.

AN

)
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SCENARIO

BACKGROUND

The ground war for the shadow world
of Kato was going poorly and the
MXIV and MXXVI Catachan armies
were pulling back from the barren
dark plains, hoping to regroup in the
fertile jungle forests near the equator.
At least, that was the plan before the
Ork Warlord Grok Skullstompa
unleashed his latest offensive. The
Catachans were mauled in battle after
battle, as Grok himself led the
spearhead that swept away the
Imperial Guard armies. Entire
formations simply ceased to exist.
Grok knew that ‘da humies’ were
beaten for now and ordered his Mekz
to build a kamp, refit the wagons, and
gear up for a push off planet. He had
big plans. The Death Skull Warlord
knew there were still small bands of
stragglers hiding in the jungles, but
aside from providing sport, what
could they do? He reckoned without
the pride of the battered remnants of
the Catachan MXIV.

Blaster Thompson

Loaded with high
explosives, this
demolition man was
Dave’s best chance to
blow up a bunker or the
pulsa rokkit.
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MISSION

To regain honour, Captain Black
assembled the shattered remnants of
his disparate squads and companies
to form a desperate assault force. He
hoped to infiltrate deep into the
enemy kamp and strike at any targets
of opportunity to rip away the green
heart of the alien invaders!

OBJECTIVES

As the Ork player | got to set the
terrain up and therefore provide Dave
with his ‘targets of opportunity’. We
had discussed a range of different
objectives, but in the end | set up:

0 An enormous Ork pulsa rokkit

(expertly built by Citadel
sculptor Colin ‘Mad Mek'’
Grayson).

9 Three Imperial banners — only
one of which belonged to the
forces of the Catachan MXIV!

0 And, secured away in one of the
Ork bunkers, was Death Skull
Warlord Grok.

SPECIAL RULES

Spotting Rules: The early turns of the
game were all about stealth, so we
used a modified version of the Night
Fighting rules. Greenskins can see
D6x2", but if at over half range they
still need a 4+ to spot the foe. Squigs
can see further, up to 3D6"

Sounding the Alarm: Anyone spotting
the foe could sound the alarm. This
alerted all models or bunkers within
2D6", This distance was automatically
doubled if the spotters survived to
next round. This was fun as it gave
the Catachans a chance to ‘break the
chain’ and silence the spotters.




Patrols: One patrol of Orks and one
Grotz follows a predrawn route
ross the board. Dave suggested that

y came within 12" of each other

ake a Leadership test or shoot

ach other — an excellent idea, but
sadly never came into play!

Sentry Duty: All of the sentries were
lone Grots (what Ork wants to stand
] ). Line of sight for sentries was
restricted to 180 degrees — basically,
the model’s front arc. At the start of

enskin turn a scatter dice was
rolled termine the direction the
easily distracted Grot was looking in
at the time! This was good fun, and
the (seemingly) willfully ignorant
Grotz continued to turn around at
every inopportune moment, ignoring
the knife-wielding jungle fighters
creeping closer all the while!

Captain Black

So long as th dread

on the job.

This deadly knif
Stealth and

spe

al u

ng him down,
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ORK REINFORCEMENTS

Once alerted, each bunker rolls once
per turn on the reinforcements table:

2

Nothing but the chirping of
jungle crickets!

10 Grotz without a Runtherd
10 Grotz with a Runtherd

10 Ork Boyz (either slugga or
shoota equipped)

20 Ork Boyz with two Big
Shootas and Nob armed with a
power klaw

30 Ork Boyz with three Big
Shootas and Nob armed with a
power klaw

Stompa — will come in from a
random table edge in D3 turns.
Place a marker on the spot the
mechanical monster is to arrive
from (as it can be heard
smashing trees aside as it
crashes through the forest!).



CREEPING THROUGH THE JUNGLE

Jeremy: Dave started the game with
two ‘units’ up to 6" into his
deployment zone. He wisely chose
the lone snipers, who immediately
went to work silencing my Squigs.
This cleared some space that he
began moving his advance force into.
He-who-has-no-name, with his
special rule (could only be spotted on
a roll of 6) brazenly worked his way
towards the highest tower. Captain
Black headed to sabotage the Ork
Mekshop while the Jungle Stalkers
took up a position to blast any Orks
that emerged from the nearby bunker.
Blaster Thompson hauled his arsenal
towards my pulsa rokkit, obviously
hoping the Deff Dread standing silent
in the rokkit’s shadow would not be
roused. Amusingly, my clueless Grot
sentries seemed determined to look
the opposite way to anything useful.

Dave continued to winkle out my
butt-scratching, nose-picking guards,
until he uttered the fateful words ‘I'll
just wait until the patrol passes by to
move these guys’. This foreshadowed
the patrol and the tower guards
spotting the Jungle Fighters. Clearly a
bayonet reflected the pale moonlight!

The alarm went up, failing to alert
the nearest Ork-filled bunker by an
inch. Still, they would automatically
raise full klaxon next turn, unless
Dave could destroy two Grotz in the
tower and my Grot patrol. Calling in
his precious reserves, Dave rushed his
camouflaged Chimera into the fray.
His Sentinel came wading through the
stream as well, unleashing its heavy
flamer at the Grotz. Two perfect shots
from the snipers dropped my tower
sentries to the ground. And like that,
silence fell over the camp.

Readers may bemusedly ask, why
did the alarm fail to go off? Surely the
Chimera’s multi-laser or the horrid
sounds of shrieking and burning
Grotz would clue the rest of the Ork
kamp? But no — we decided, it being
an Ork camp after all, that such
violence was not just accepted, but
positively commonplace: What night
at an Ork camp wouldn’t have Grotz
lit on fire and screaming? No, the
alarm had to specifically be sounded
and no amount of small arms or even
ordnance fire could rouse the Orks!

Over several turns, He-who-has-
no-name knifed a Grot sentry,
climbed over the yet-to-be-alerted
bunker, spiked the flakka-dakka gun,
and worked his way towards the
captured standard in the centre.
Risking the certainty of being spotted
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by my obtuse Grotz, Captain Black
grabbed the first banner. On the roll
of 5+ it would be his company's
standard, but on a low roll it was a
useless rival company’s banner.

THE ALARM GOES UP

Two sentries and my Ork patrol
caught sight of the foe and alerted
two bunkers and the motor pool.
Suddenly 30 Ork Boyz emerged at
three different locations, along with a
fully crewed Trukk. We decided that
the turn troops emerged from a
bunker they could not assault, so |
had to rely on Ork shooting. So not
much happened. In response, Squad
‘Revenge’ piled out of their Chimera
and unleashed two flamers and a
heavy flamer into my tightly packed
squads. The Trukk as it turned out,
had been booby-trapped. It erupted
into a fireball, slaying all the Orks
with a whoosh! Thus began several
turns that | can best equate to the
amusement park game, Whac-A-
Mole. Basically | would bring a squad
of battle-hardened Orks out of my
bunker, they would shoot and miss, in
return being subjected to incredibly
accurate missile fire, sniper shots,
massed flamers, blasts from the
Master of Ordnance or the best rapid-
firing lasguns | have ever witnessed.

Captain Black grabs his company
standard and pelts hell for
leather across the stream, with
mast of the greenskin horde hot
on his heels behind!

By the time | slew my first model,
Dave had already killed over 50
Orks. But then my luck began to shift.
Sort of. The great Ork Warboss Grok
Skullstompa automatically arrived on
Turn 7. On a roll of 4+ he'd have had
time to put on his mega-armour, but
sadly | rolled a 2. Still, what could a
squad of Guardsmen do against my
Warboss, scourge of the entire planet?
Over two rounds of disappointing
dice rolls (for me, anyway) Squad
‘Revenge’ took the Warboss out!

Things weren't going my way. But,
as always happens in the best games,
the momentum shifted again. | rolled
low for reinforcements, getting
nothing but Grotz, but then | got my

DAVE'S TAKE

Dave: What was fun was that the
odds were so stacked against me,
it seemed hopeless. The game
was very cinematic — we couldn’t
have made up the results, There
was sneaking, chasing, and
plenty of gunned down Orks!
That was probably the most
enjoyable 40K mission | have
ever played. The whole game
teetered on a knife edge.




lucky roll of a double-6. A Stompa
was coming!

In the ensuing commotion, Blaster
Thompson placed his charges on the
pulsa rokkit. His protégé, ‘Mad’
Bomber Payne, hurled his demo
charge at my Deff Dread, blasting off
the big shoota. The Grotz fired at the
Guardsmen who had offed my,
Warlord, dropping four of the ‘umies,
but the cursed Doc patched them all
back up! At least my Dread had its
revenge, killing Payne in combat.

The first roll, needing a 6, failed
to explode the ticking time bomb on
the pulsa rokkit. Knowing the Stompa
was getting near, Captain Black raced
from behind a Trukk, splashed across
the stream (curse Dave's difficult
terrain rolls!), and made the roll to
find the correct flag. Deciding that the
onrushing Grotz and Boyz would
overwhelm him, the Captain ran back
across the stream. It was a fantastic
scene — the Captain pelting through
the water with a horde in hot pursuit.
With perfect timing the supporting
mortars and Master of Ordnance
dropped template after template onto
the greenskins, blasting many to bits.

| ran a unit of Gretchin towards
the bomb on the pulsa rokkit, hoping
to disarm it, but | was many turns
away. My Warlord was slain and the
last objective, the company banner,

was in the hands of Captain Black on
the other side of the stream. But all
was not yet lost, as my Stompa
arrived! The supa-gatler was
unleashed, stitching shell after shell
into the jungle, blasting apart trees,
leaves, and Guardsmen. | slew both
mortar teams, a sniper, and put three
hits on the cursed Master of
Ordnance, who made all his cover
saves. Unfortunately, as | couldn't
draw a bead on the Captain (who was
out of line of sight), he was safe. With
no small degree of satisfaction |
unleashed the deth kannon with its
mighty 7" template onto my only
target — the Master of Ordnance.
Grot-guided rokkits immobilised the
Chimera. The Grotz on the edge of
the stream opened up with their
weedy blastas, wounding the Captain,
but once again Dave made all but
two of his saves!

Bleeding and on his last legs, the
Captain ran for the cover of the jungle
aware that the deth kannon was
tracking him for a final shot! Blaster
Thompson ran towards the rear of the
Stompa, hoping to plant an explosive.
It seemed likely that, despite Dave's
heroics, the Stompa would assure that
no human lived to tell the tale.

And then Dave remembered to
roll for the charge under the pulsa
rokkit. Boom! We decided that the

For two turns Dave knew where on the table
the Stompa would arrive. Presumably the
Catachans could see the distant toppling trees
and feel the menacing ground-shaking tread
of such a mekanikal monstrosity.

satchel charge was Strength 10 with
the large round template, we hadn't
accounted for the pulsa rokkit. We
agreed it should have a 4D6" blast,
inflicting D6 Strength 10 hits on
anyone hit. The resulting blast
destroyed Grotz, Thompson, and put
6 hits on the Stompa! Dave managed
to do two structure points of damage
and an unbelievable 6 driver stunned
results. That was 5 of my guns out of
action next turn, assuring that Dave’s
wounded Captain could escape to
join the Jungle Stalkers, who had
‘looted’ my Battlewagon last turn!

What a game! | loved rolling for
the direction of each Grot sentry —
they always looked the wrong way,
but it had us laughing the whole
game! The Stompa was so about to
blast Dave’s hopes away that | was
gearing up for a major gloat, but that
explosion allowed him to escape.
Frustrating, but perfect!

WHAT'S NEXT?

Dirty, grizzled, and unshaven!
And no, we aren’t talking about
the Catachans. Dave and Jerm
will be back in a few months
with more on their ongoing
Warhammer campaign.
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Mat Ward returns with a slew of new Galadhrim profiles for The Lord of The Rings
Strategy Battle Game. It’s time to don your pointy ears and string your bow...

W 7 ell, hopefully by now most of you have had the
Wchance to put the brand new Galadhrim
through their War of The Ring paces. They’ve
certainly seen their fair share of battles in the Design
Studio, and are well on their way to being my personal
favourite amongst the Good armies of Middle-earth.

But that's not what I’'m here to talk to you about this
month. This time, we're going to take a bit of a look at the
Galadhrim in the Strategy Battle Game. Not only have | got
some shiny new profiles for you, but there’s an entirely
updated Lothlérien army list for those who want to get
stuck in right away, too. Some of you, | know, have a
whole bunch of Galadhrim warriors squirrelled away in
figures cases or on display shelves. Well, now's the time to
dig them out and treat them to some reinforcements!

Mustering the Host

The arrival of the Galadhrim plashcq means three
important things for Lothlérien armies. First of all, it's now
quicker to collect those deadly Galadhrim Warriors that
form the core of your force. A Galadhrim Warrior isn't a
great deal more expensive than a Man - a shield and
spear-armed EIf is just two points more than his Mannish
equivalent — but his Fight 5 is enough to claim the
advantage when fighting against Orcs, Uruk-hai and even
Black Numendreans.

Important thing number two is the arrival of Galadhrim
cavalry. Fear not, I'm not about to repeat last month’s rant
involving hedgehogs and other such nonsense. Suffice it to
say that having a good chunk of cavalry in your army can
be a very useful thing indeed, and Elf players have been
crying out for this niche to be filled for a long time. If
you're still not convinced, skip on a couple of pages and
look at the profile. Specifically, look at the Fleetfoot special
rule; you know, the one that lets the Galadhrim Knights
keep their charge bonuses in certain types of difficult
terrain. Oh, and they move 12"/28cm as well. Stop
drooling, it's unseemly.

GALADHRIM é}

Lock Shields!

Lastly, but not leastly, your Galadhrim can now have
shields. Up until now, one of the few weaknesses of a |
Lothlérien army is that it's had a tendency to, for wantofa =~ =
less colourful term, get splattered very quickly against B
certain opponents. Don't get me wrong, having a high (7
Fight and Courage is great, but when you're limited to
Defence 4, and Uruk-hai therefore wound you on a 4
(whilst you get to try and wound them on a 6, eek!) then
you'll trade any magical rings you might happen to have
lying about for a shield (even if the trader is clad in a black
cloak and hisses Baggginnnnsss a lot).

Being able to form a proper shieldwall makes all the
difference in the world, not only against Uruk-hai and
other Strength 4 critters, but also against pretty much any
Evil archery. It's always struck me as being rather unfitting
that Galadhrim could sometimes lose a shooting war to
Orcs, so I'm rather pleased about that.

We Shall Not Go Gently

So, do | have any straightforward but effective tactical
advice for those of you who are tempted by the lure of
Elvenkind? Well, | can certainly manage a couple of
grubby nuggets of wisdom before | run out of space.

Death from Afar: If you're new to the Strategy Battle
Game, you might not yet have realised just how darn scary
it is going up against an Elf force armed to the pearly white
teeth with EIf bows. The thing is, even experienced players
forget that EIf Archers may be scary, but they're nowhere
near as scary as EIf Archers lurking in a farest. Why is that?
Well, Elves move through woodland terrain without
penalty and, with careful positioning, can place plenty of
difficult terrain between them and the foe. If the enemy
wants to persevere then he can, but the Elf is likely to skip
lightly away (probably singing as he goes) whilst the foe
struggles his way through the undergrowth.

Might is Right: | know we always hammer on about how
important Might is in War of The Ring, but nowhere is it
truer than with Elves. You see, you're always going to be
outnumbered, so you need to be as tactically flexible as
you can — that means having plenty of Might to call the
necessary Heroic actions. You're mostly going to want
to call Heroic Moves (to get out of charge range,
or charge the enemy before he charges you)
but don’t overlook the Heroic Fight — the
ability to get two rounds of combat in a turn
can go a long way to bringing the numbers
back on your side. Fortunately for you, as
a budding Galadhrim general, there's
plenty of Might at your disposal.
Ramil and Haldir are both excellent
means of getting a little extra Might
into your army at a reasonable
cost, and are practically obligatory
for any Galadhrim army that
wants to deliver a suitably
thorough beating.
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oessesemmsesesoseseso@) LOTHLORIEN ARMY LIST @eecomsssamansnnn~

The Elves can no longer muster the glittering hordes of yesteryear, yet though their power has faded their glory is still
evident. This army list represents the defenders of Lothlorien in the Second and Third Ages of Middle-earth.

GOOD HEROES GOOD WARRIORS

Galadriel” Points value 130  Galadhrim Warrior Points value 9

Take the Mirror of Galadriel ...........ccovviniiiiiiiiinnin 25 pts Exchange Elven blade for Spear .........oceeiossssenion: free
Exchange Elven blade for EIf bow ... T pt

Galadriel, Lady of the Galadhrim* Points value 125  Exchange Elven blade for banner ........................34 pts
TAKE 2t SIIEIC trarnstaserzissssestesryesssrsnmeesata sl LRI Aot e ians 1 pt

Celeborn™ Points value 130

Take an EIVEN BIAdE ....rvovssvvsvsseimissssiansssissmessinens pts. Galadhrim Knight Points value 18

Take Reavy GITITOUT ivuvissviinesiovisssssmssiansiabsiavsisiinstasss 10 pts Exchange Elven blade for EIf bow ........ccccoovviininnn 1 pt

T T e p B B S S R e 5 pts Exchange Elven blade for banner ... 34 pts
I T e e T e e ST P VS 1 pt

Haldir* Points value 70

Tk, /T E I DO vressisntanes sesensstptsossssssbaess son T ae i ¥ 5pts  Guard of the Galadhrim Court Points value 12

TANEIALMIOUL oo iy viis e ins s s Voo STy e o R R R o 5 pts

T e e i et A A A 10pts  Wood EIf Warrior™ Points value 7
Take tHEOWIE AREEYS, v irwossisscsvoretsrosptsronsuces praonescists 2 pts

Haldir, Defender of Helm's Deep ~ Points value 70 Take an Elf DOW......cvvvviicscnicnveciniiissssssecisiiiisscnnnnene2 PIS
Take 3 Wood EIf SDEAT ;i siisssssnsmimssininimsssissssssssnssss 1 pts

Rumil, Warden of Caras Galadhon Points value 70 Take an Elven cloak ........oo..cooivismmsvveeesiiinssssnenenes 5 PIS
Take an Elven Blade i 1 pts

Elven Stormcaller POINTSWAIUCIO0T  Take i banast v s s ot e sees o reretiessars 35 pts

Galadhrim Captain Points value 60 *The Lord of The Rings Strategy Battle Game, pages 106-107

Exchange Elven blade for EIf BOW.........c.covvovciiniciiinn. free **Fall of the Necromancer, pages 38-41

Wood EIf Captain™ Points value 65

TORC AN EIFBOW s v covens s ey oty viisw by stanssis 5 pts ALLIES

Take an Elven cloak

Lothlérien can ally with the following armies:
Khazad-dam, Eregion, Fangorn, The Fellowship, the
Grey Company, Rivendell, the Grey Havens,
Thranduil’s Halls, the Host of the Hammerhand,
Théoden’s Host, Minas Tirith, the Army of the High
King, Durin’s Folk, the Wanderers in the Wild, the
Wizards, and the Eagles.

Takea Wood Elf SPEAF. .5 iicvisiarinmisisissisissmsisnsbaisy
Take throwing daggers.........cccrevereueerereresersssnssssasseninnd PIS

€( ...but we hear that
Lorien is not yet
~deserted, for there is a
~_ secret power that holds
- evil from the land. 99

The Fellowship of The Ring

e
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GAI
GALADRHIM HEROES

Haldir, Defender of Helm’s Deep (EIf) .......coeeeeeeiiiiniieessss70 points

Haldir is one of Galadriel’s most trusted captains, a noble EIf determined to
make the correct decisions in a dark time. In choosing to lead the Galadhrim
to Helm's Deep, Haldir sets foot on a shadow path — one that ultimately g
claims his life. )

F S D A W C M/ W/ F Al
Haldir 6/3+ 4 5 2 2 6 S LT il

Note: Your force can only include one Haldir.

Wargear

Haldir carries an Elven blade, an Elf bow and wears armour.

Special Rules
Woodland Creature,
Allies till the End. Haldir is counted as being in range of a Banner if he is

within 12%/28cm of Aragorn or Théoden. In addition, Haldir automatically
passes Courage tests if Aragorn or Théoden are within 12"/28cm.

One Final Blow. If Haldir is slain in close combat, he immediately makes a
single Strength 4 hit on every enemy model that was part of the fatal fight.

Galadhon (Elf) ...ccooouee crssnassessines 7O pPOINES

Rumil is brother to Haldir and, like his sibling, is a tireless protector of the
Golden Woaod.

Ramil 6/3+ 4

Wargear

Ramil carries an Elven blade, a shield and wears armour.

Special Rules

Woodland Creature.

Swift Parry. Rimil’s deft swordplay allows him to counter the attacks of his

enemies. If an Evil model in a fight with Ramil rolls a 6, that dice must
immediately be re-rolled (remember that you cannot re-roll a re-roll).

Galadhrim Captain (EIf) .......coeeennieen. tavsvss i cieveeenenssss.60 points

When war calls, the Galadhrim are led to battle by their captains,
experienced fighters with no loyalties save those to Galadriel and the
Golden Wood.

Eaes D A W e M/ W/ F
Galadhrim Captain 6/3+ 4 5 2 2 6 20 Ay
Wargear

A Galadhrim Captain carries an Elven blade and wears armour. He can
exchange his Elven blade for an Elf bow at no additional cost.

Special Rules
Woodland Creature.
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Stormcaller (EIf) ..........

All Elves have an innate connection to the
patterns and rhythms of the natural world,
and use a blend of magic and skill to talk to
beasts or seek tidings from the wind. Some
of the Firstborn have talents that surpass
others of their kind. One such group are
the Stormcallers, Elves who do not merely
harken to the elemental forces of the wind,
but command it to their bidding.

.......... B X L L AR 00 POINTS
F §$S D A W C M/ W/ F
Stormcaller 503 sde 0l 2 5 e/ SRR ]

A Stormcaller is a Hero, and can be included in any Rivendell,
Grey Havens, Eregion, Lothlérien, or Thranduil’s Halls army.

Wargear

A Stormcaller wears armour and carries a staff (hand weapon).

Special Rules
Woodland Creature.

wild Channelling. If, when casting a spell, one or more of the dice rolled
result in a natural 6 (i.e. not another number modified by Might etc.) the
Will points used in casting the spell are not expended but are returned to
the Stormcaller’s pool of Will.

Magical Powers
Nature’s Wrath. Dice score to use 4+.

Call Winds. Range 12"/28cm. Dice score to use 2+. This power can be
used against a single enemy model. If the power is used successfully, the
winds blow the target 2D6"/4D6cm directly away from the caster. If this
brings the target into contact with another model or an area of impassable
terrain, it stops 1" away from the obstacle. In either case, the model is
knocked to the ground and may not move, for any reason, later in the turn.

GALADRHIM WARRIORS

Guards of the Galadhrim Court (EIf) .......cccceeiiiiiiiiniieeee. 12 points

=

€€ You would be
slain before you
saw them 99

- Haldir,
The Fellowship of The Ring
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Wardenship of the most treasured areas of Caras Galadhon is given over to
the Guards of the Galadhrim Court. Each guard is an EIf of noble blood,
whose lineage can be traced back to the earliest days of Middle-earth and
whose glories and deeds are the stuff of song and legend. Though all Guards
of the Galadhrim Court share similar armament, their training and battleskills
are as varied as the leaves upon a tree, ensuring that Lothldrien will always
be defended by warriors suited to the task at hand.

EeS D A “WEG
Galadhrim Guard 6/3+ 3 5 1 1 6

Wargear
A Galadhrim Guard wears heavy armour and carries a pike. He can
exchange his pike for the following items at an additional cost:

L T To7<] LR OO o Feier b S O e T T 34 points

Special Rules
Woodland Creature.

Fighting Style. Guardians of Caras Galadhon are deft and graceful even by
the standards of Elves, and can wield their pikes with a speed that others
cannot match. In addition to the normal rules for pikes, the Guardians of
Caras Galadhon can use the rules for shielding. Note that the usual
restrictions concerning shielding still apply, chiefly that a Guardian of
Caras Galadhon that is shielding cannot be supported by another model
with a spear or pike, even another Guardian of Caras Galadhon.



GALADHRIM @3

The Galadhrim are the foremost defenders of Lothlérien, ageless fighters who
have tested their skill-at-arms in countless wars. Though seldom seen in the
world beyond the Golden Wood, the Galadhrim are no less an important
bulwark against Sauron’s dark plans, for should Lothldrien fall then the rest of
Middle-earth would shortly follow.

F S D A W C
Galadhrim Warrior 5/3+ 3 4 1 15

Wargear &
A Galadhrim Warrior wears armour and carries an Elven blade. He can '
exchange his Elven blade for a spear at no extra cost, he can also be given
the following items at an additional cost:

Exchange Elven blade for an EIf BOW ........c..ocovevcenceciiiiriiiiiniiciins 1 point
T o o s P i s D e VT Y 1 point
Exchange Elven blade for @ BANRET......cccooccinviiiiaismivonsisnmiessis 34 points

Special Rules
Woodland Creature.

EeiladhrimilCRIERE (ELD) .. ciccooiiiiisiininiiiirmmsinamssveisersvns i 18 poIntS

The Knights of the Galadhrim are perhaps the most fearsome cavalry to be
found in Middle-earth. The Elves’ mastery over their steeds is legendary,
although it should more properly be described as a willing partnership
between immortal Elf and mortal beast. They can guide their swift horses
through the densest tangles of wood and stone. When combined with the
peerless Elven skill at arms, this manoeuvrability and speed renders the
Galadhrim Knights an irresistible force upon the battlefield, and one which
cannot be denied by the desperate actions of mortal foes.

F
Galadhrim Knight ~ 5/3+
Galadhrim Steed 0

- =3
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largear
A Galadhrim Knight rides a Galadhrim steed, wears armour and carries an
Elven blade. He can exchange his Elven blade for the cost below and can
also be given the following items at an additional cost:

Exchange Elven blade for an EIf Bow ... 1 point
SHTRI e i i e e R T e e e e e e e L 1 point
Exchange Elven blade for @ BanNer............ccoovecviviiniircnrioronsirnenns 34 points

Special Rules
Expert Rider, Woodland Creature.

Fleetfoot. Galadhrim steeds are amongst the swiftest and wisest horses still
to be found in Middle-earth. In addition to the increased profile given
above, Galadhrim steeds move 12"/28cm rather than the 10"/24cm that
horses normally move. Note that the Galadhrim Knight's Woodland
Creature special rule also applies to the Galadhrim steed, so the whole
model treats woodland terrain as clear terrain for the purposes of
movement — particularly important if the Galadhrim Knight charges!
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CAME BRIEFING
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Defender - Robin
Cruddace, using
Imperial Guard.

Attacker — Phil Kelly,
using Eldar.

Mission — Planetfall.
2000pts a side.

This is Robin and Phil’s
fifth battle report
against one another
(including the multi-
player Apocalypse
game in March).

Robin has only beaten
Phil once in print! No
doubt he’ll be looking
to even the score.

,40,000"

L

'WARHAMMER

As the Imperial Guard stand ever-ready, the Eldar prepare to
strike. This month we bring you our first ever Planetstrike
battle report. Andrew Kenrick introduces the carnage.

his month’s title fight — the world’s
I first Planetstrike battle report - sees

the xenocidal Eldar of Biel-tan
launch their invasion onto the Imperial
world of Rubicon, and is set to be full of
explosions, mounting death tolls and gory
surprises. We tasked two of our friendly
neighbourhood games developers with
showing off what could be the most
challenging and cinematic Warhammer
40,000 Expansion yet.

In the blue corner, we have Robin
‘Doc’ Cruddace, author of Codex: Imperial
Guard and all-round Imperial commander.
In a game of Planetstrike, players take a
specific role, and today Robin will be

F BATTLE REPORT
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playing the role of the defender. This
means that he gets to set up the terrain in
any way he wants and bolster his already
formidable Imperial Guard army with as
many gun-toting bastions, interceptor
cannons, and Aegis defence lines as he can
get his hands on, all without paying a
single point from his army list. And, on the
subject of Robin’s army list, the defende
can take up to six Heavy Support cho
that's quite a lot of tanks that he can take
in his defence force, if he decides to! Of
se, he might just opt for packing as

any Guardsmen into his armoured

astions as he can, and hope to kill the
Eldar with massed las-volleys.




In the red corner, taking the fight to the
indomitable fortress lovingly set up by
Robin, is Phil Kelly — author of Planetstrike
and all-round xenos-sympathiser. Phil
assures us that the attacker really has his
work cut out for him because he is fighting
the terrain as well as the enemy army, but
we've known Phil for a while now and not
only is he a jammy git, but he usually has a
few surprises up his sleeve. Not least of
which is the ability to take six Elite and
Fast Attack choices, which is sure to make
for a unique-looking Eldar army.

Despite the fact that Robin gets to set
up an indomitable redoubt bristling with
guns and other defences, Phil gets to
unleash a terrifying orbital bombardment —
amongst other things — upon the
unsuspecting defenders. In Planetstrike
only one thing is certain — the battlefield
will quite literally change from turn to turn.
We'll be surprised if all the scenery isn’t
reduced to smoking ruins by the end of the
first couple of turns. Speaking of scenery,
we couldn’t resist using all of the new
terrain, so we rustled up as many bastions,
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defence lines and interceptor guns as we
could find. We also dug out the new set of
Blastscape craters, confident that Phil will
take the opportunity to use them over the
course of the game.

Finally, unable to wait until next
month'’s release, Robin managed to blag a
couple of the new Imperial Guard tanks
from the ‘Eavy Metal cabinets, hoping that

€ € One thing is certain - the
battlefield will quite literally
change from turn to turn. 99

the addition of a Hellhound and a Leman
Russ Punisher to the defending garrison
will tax those invaders dearly.

So, can Phil’s specially constructed
Aspect Warrior warhost drop into the jaws
of Robin’s Imperial Guard complex and
capture enough objectives to pull off a
win, or will Robin’s big guns carry the day?
We sat back to watch the sparks fly...

PLANETFALL MISSION

There are six missions in the Planetstrike book (and you Shock Tactics: The attacker may always choose to deploy
can read more about them on pg 26 of the feature), his infantry, jump infantry, jetbikes, monstrous creatures
which allow you to play through an entire planetary and vehicles with the Deep Strike special rule by Deep
invasion from bloody start to brutal finish. Strike. Attacking units with the Deep Strike special rule

: may assault on the turn they enter play.
For the battle report, we used the standard Planetstrike
mission, Planetfall. A Planetfall mission is Planetstrike at Scramble!: In a planetary invasion, speed is of the

its most straightforward and is a great way to get used essence. All attacking units must start the game in

to the rules of the game. The Planetfall mission reserve. Both attacking and defending units starting in

represents the opening strike of a planetary invasion, as reserve roll as follows to determine when they enter play:

the attacker scrambles to overcome the foe’s defences. | :

Attacker’s Overview: You have been given the Turn 1 Turn2  Turn 3 :

coordinates of the most vital part of the enemy defences Reserves .

— slaughter the foe and take the fortifications for yourself. arrive on: 3+ 2+  Automatically .

Defender’s Overview: Your defence line is under attack!
Protect your fortifications and punish the invaders for

their insolence, regardless of the cost in lives. The attacker’s reserves either enter play by Deep Strike
or from the attacker’s drop zone. The defender's reserves
Ending the Game: A Planetfall mission lasts between five enter play from a randomly determined table edge:

and seven turns. Roll a dice at the end of turns five and
six as normal to see if the game continues.

Victory Conditions: The attacker must take as much .

terrain as he can from the defender. The defender must D6 Roll Defending unit enters play:

hold his ground at all costs. The winner of the game is

the side that holds the most objectives at the end of the 1-2 From the table edge opposite the

game. A defending unit holds an objective if it is in base ; attacker’s drop zone.

contact with an objective and no attacking units are in !

base contact. An attacking unit holds an objective if it is 3-4 From any table edge touching the |
in base contact with an objective, regardless of the , attacker’s drop zone (defender’s choice).

presence of other units.

5-6 From the attacker’s drop zone.
Scoring Units: Unlike in a standard game of Warhammer
40,000, all units count as scoring units, regardless of the
unit type.
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Robin: I've been waiting
to get even with Phil
ever since his Tyranids
defeated my Imperial
Guard a couple of
months back. This time,
revenge will be mine.

As the defender, |
have the advantage of several bastions,
massive armour 14 bulwarks packed full of
heavy weapons and lascannons — who
needs power armour when your troops are
safely inside one of these? | also get to set
up the board, one of the coolest aspects of
Planetstrike. From the games |'ve played it
seems that there are two schools of
thought. The defender can either place his
bastions close together, creating a single
fortress-like complex, or separate them
across the board. Both have pros and cons
— placing the bastions close together allows
the defender to concentrate his forces, but
it runs the risk of putting all your eggs in
one basket. On the other hand, spreading
the bastions out makes the defenders job of
covering them all more problematic, but
the attacker will also need to split his
forces to contest them. I'm going for
something in the middle. Two bastions and
a Skyshield landing platform will be placed
together where | can concentrate the bulk
of my force, and a couple more bastions
will be positioned on top of the two hills.
The advantage of this set-up is that all four
of my bastions will be in line of sight of
each other, meaning that they, and the
Guardsmen within, can create a lethal
crossfire for any enemy troops caught in
the middle. In addition, if the main
complex or one of the two hills should fall,
the others will not be immediately
threatened. I'll craft a series of Aegis lines,
interceptor gun emplacements, and tank
traps to complete my defence.

WARHA

/40,000

I’'m taking two Infantry Platoons to man
both the bastions and the interceptor gun
emplacements. A Heavy Weapons Team
and a Ratling squad will deploy on the
Skyshield to cover the main complex and a
Company Commander will enhance these
units with his orders. The only advisor |
chose was an Officer of the Fleet, whose
ability to delay Phil’s reserves made him
worth his weight in gold. As the fighting
was bound to get up close and personal |
took a unit of Ogryns and a Lord
Commissar to form a powerful counter-
attack unit. | can take three HQ choices
in Planetstrike, so bolstered one of the
Infantry Squads in the main complex with
a Primaris Psyker. Finally, no Imperial
Guard army would be complete without
armoured support. A Hellhound, a
Valkyrie, two Leman Russ Battle tanks and
a Leman Russ Punisher later and my army
was complete. All of these vehicles have a
template weapon of one description or
another, ideal for dealing with those
closely packed, deep striking units. Ill
deploy all but the Hellhound on the table
in order to maximise the amount of
firepower I'll be able to kick out after Phil’s
forces landed in my killing fields.

With my defences set up and my forces
deployed, | gave some thought to my
choice of stratagems. | set up five
objectives, so had five stratagem points to
spend — | chose the Void Shield and
Ammunition Store for the Skyshield to
provide some additional protection and
honus to those deployed on this firebase.
| then selected the Escape Hatch for the
Ogryn's bastion, and Krak Attack to give
the Eldar’s deep striking units a nasty
surprise before they could even touched
the ground.

Right then Phil, the Imperial Guard
stand ready; bring it on.

ey PLANETSTRIKE
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DEFENCE STRATAGEMS

In Planetstrike, each side gets a number
of stratagem points equal to the number
of objectives. The more objectives the
defender sets up, the more stratagems
both players can take! For this game,
Robin set-up five objectives, so both
players had five stratagem points to
spend. Robin spent his as follows:

Void Shield (2): A void shield has an AV
of 12 and must be destroyed before the
building can be damaged. A void shield
cannot be affected by the firestorm, and
protects the building it's deployed on
from any firestorm damage. Robin
deployed his void shield on the Skyshield
landing pad, to ensure that it weathered
the firestorm — and possibly lasted a bit
longer into the game too.

Escape Hatch (1): One of the bastions
secretly has an escape hatch, which can
be placed within 18" in the defender’s
Movement phase. The escape hatch is
another access point, so can be used by
either side to enter or leave the bastion.

Krak Attack (1): A combination of
teleport homers strewn through a
minefield of krak grenades makes for a
potent trap. The krak attack is sprung
when an opponent’s squad Deep Strikes,
hitting the unit with D6 S6 AP4 hits.
Subsequent deep striking units trigger the
cunning traps on the roll of a 1.

Ammunition Store (1): One unit
occupying the building with the ammo
store can re-roll to hit rolls each turn.

HQ

o Company
Command Squad
with medi-pack, regimental
standard, vox-caster, flamer,
Officer of the Fleet, and
Chimera with pintle-
mounted heavy stubber.
200 points
@ Lord Commissar
with power sword.

80 points
€ Primaris Psyker
70 points
ELITES
ﬁ 5 Ogryns
210 points
e 5 Ratlings
50 points
TROOPS
(6 Platoon

Command Squad
with standard, vox-caster
and autocannon.

60 points
@ Infantry Squad
with vox-caster
and sniper rifle.
60 points
€ Infantry Squad
with flamer.
55 points
e Platoon

Command Squad
with platoon standard.

45 points
([ Infantry Squad
50 points
@ Infantry Squad
with Commissar.
and flamer
90 points
) Infantry Squad
with vox-caster
and autocannon.
65 points

@ Heavy Weapons Squad
with missile launchers.

90 points

FAST ATTACK

® Hellhound
with heavy flamer.
130 points
(B valkyrie
with multiple rocket
pods, heavy bolters
and lascannon.
155 points

HEAVY SUPPORT

@ Leman Russ
with 2 heavy bolters
and lascannon.
185 points
@ Leman Russ
with 2 heavy bolters
and lascannon.
185 points
3 Leman Russ Punisher
with 2 plasma cannons
and heavy flamer.
220 points

Total: 2000







Phil: [ first got into Eldar
because of the sheer
coolness of the Aspect
Warriors, just like | first
got into the role of the
attacker because of the
lure of raining hellfire
and damnation upon a
planet. This battle report was the perfect
occasion to enjoy both at once and give
my good friend Robin a few explosive
surprises to boot.

Due to all the extra force organisation
choices available, | had a great opportunity
to field an army with a strong concept
behind it. Originally | had toyed with a Tau
army consisting entirely of tooled-up
battlesuits, but my loyalty to the pointy-
eared ones proved strong. | plumped for an
Elite-heavy Aspect Warriors strike force
and, with some great advice from White
Dwarf’s Glenn More, hammered away with
Codex and calculator until my force was
ready for war.

Some of the more unusual Aspects
really come into their own in games of
Planetstrike. The super-mobile Warp
Spiders can Deep Strike into play, shoot
their $6 weapons, launch an assault and
hit-and-run to safety all in a single turn.
Swooping Hawks are fantastic at bounding
around the place, crippling bunkers with
their haywire grenades, performing
multiple Skyleaps and snaffling objectives
in the later game (Do Eldar ‘snaffle’? - Ed).
No Dark Reapers though — they are
excellent defensive troops but ill suited to a
lightning-fast raid. Still, Robin’s defence
lines will prove no protection against my
quicksilver Howling Banshee and
Harlequin assaults, and because the
attacker’s troops don’t have far to go to
close with the defenders, my close combat
units such as the Striking Scorpions and
Shining Spears can get that all-important

'WARHAMMER
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charge without getting themselves
inconveniently killed on the way in.

| was a little worried about what
Imperial Guard supremo Robin had up his
regulation-issue khaki sleeve in return. As
well as having gun-toting bastions, defence
lines and interceptor batteries, Planetstrike
defenders can take up to 6 Heavy Support
choices, which in an Imperial Guard army
translates to a possible 18 battle tanks —
eek! Also, those AV14 bastions laugh off
practically all conventional weaponry, and
are kind of like another (free) set of
stationary tanks unto themselves. |
consoled myself with the thought that with
my six Elite choices | could take lots of
melta-toting Fire Dragons, perfect for
taking out anything with an armour value,
and that my Dire Avengers had the ideal
weapons to decimate the Imperial Guard
squads inside no matter how impressive
their cover save. To give me even more
anti-tank punch | took Fuegan himself, the
daddy of all melta specialists. That's two
firepikes hitting on 2+; and it doesn’t get
much meltier than that. | also fancied
giving Baharroth a try as his amazing speed
(and haywire grenades) could prove
extremely useful. Mobility is of paramount
importance in a Planetstrike, but luckily,
those Eldar can move faster than a cheetah
on roller skates when they need to.

Because we're playing a nice big game
| still had enough points left to take two
monstrous creatures, both capable of deep
striking into play — | like the idea of a
Wraithlord landing with a ground-
shattering thump like a certain armoured
superhero. He will be backed up by an
Avatar of Khaine, who is doubly useful in a
Planetstrike due to his own melta attack
from the Wailing Doom. Hooray for extra
HQ choices — with a front line like that,
what could possibly go wrong? Let's hope
the scatter dice roll hits!

" PLANETSTRIKE
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ATTACK STRATAGEMS

As Robin set-up five objectives, Phil had
five stratagem points to play with. Each
stratagem costs a variable number of
stratagem points to pick, from 1-point
stratagems such as Dawn Assault to a
destructive, but expensive, 4-point
Meteor Strike. Phil spent his as follows:

Crash and Burn (2): Either destroyed in
the fighting high above the surface of the
planet, or downed by a ground-based
defence laser, a burning spacecraft
plummets onto the battlefield below.
Crash and burn is used at the beginning
of any of the attacker’s turns, and hits
with four 6" by 6" templates. The
templates scatter 3D6" and any unit or
building hit takes D6+1 S9 AP4 hits.

Laserburn (3): The attacker’s spacecraft
orbits high above, bombarding the
defenders on the planet below with
devastating barrages and lance strikes.
Perhaps most deadly of these is a
laserburn, a great laserbeam that literally
burns a great scar across the ground. The
laserburn is used at the start of the
attacker’s Shooting phase. The attacker
places two coin-sized markers within 8"
of each other. These markers scatter
3D6" and then an imaginary line is
drawn between the two markers. Any
models hit by the line suffer D3 510 AP2
hits. Vehicles hit by the attack are hit in
the side armour. After the attack a
suitable crater should be placed, such

as a Blastscape crater.

HQ
o Avatar
155 points
© Fuegan
205 points
€ Baharroth
200 points

ELITES

© 5 Harlequins
Includes Troupe Master,
2 fusion pistols and a
Harlequin’s Kiss.
134 points

© o Striking Scorpions
Includes Exarch with
scorpion’s claw.
123 points

@ 6 Howling Banshees
Includes Exarch with
mirrorswords.

118 points

@ 5 Fire Dragons
Includes Exarch with
firepike.

100 points

© 5 Fire Dragons
80 points

TROOPS
€ 10 Dire Avengers
Includes Exarch.
132 points

@@ 10 Dire Avengers
Includes Exarch.
132 points

FAST ATTACK

@ 5 Shining Spears
Includes Exarch with
star lance.

202 points

@ 5 Warp Spiders
Includes Exarch with
powerblades, Surprise
Assault and Withdraw.

157 points

® 5 swooping Hawks
Includes Exarch with
Skyleap.
132 points

HEAVY SUPPORT

@ Wraithlord
with bright lance.
130 points

Total 2000 points
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DEPLOYMENT

Deployment in games of Planetstrike works
SKYSHIELD radically differently to a standard game of
Warhammer 40,000.

After the players have decided who will
play the role of the attacker and defender,
and forces have been picked, the defender
gets to prepare the battlefield. The defender
sets up the board however he wants. This
bears repeating, as it's a real departure
from normal games where terrain set-up
is by consensus: the defender can set the
board up with as much or as little terrain
as he wants. The defender places any
defensive terrain — bastions, defence lines,
interceptor guns and the like — alongside
regular terrain. This set-up represents the
fact that the planet is the home turf of the
defending army.

After the board is set up, the defender
decides which terrain features are
objectives — in this game the four bastions
and the landing pad were objectives.

Models in a transport
vehicle that lands on a
Skyshield landing pad
can disembark and
move freely, regardless
of how far the vehicle
has moved. The landing
pad can also raise its
crenallations during the
Movement phase,
activating a powerful
refractor field that
gives anyone on it a

4+ invulnerable save.
Robin’s primary use for
the Skyshield landing
pad was as an
armoured firebase for
his Ratlings and heavy
weapons to defend.

ATTACKER'S
DROP ZONE

Ty
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After set-up, but before the defender
deploys, the attacker nominates a board
edge as his drop zone. The attacker’s
vehicles enter play from this board edge,
along with any reserves that aren't
deploying via Deep Strike. Phil picked one
of the long table edges, as it was closest to
the majority of the objectives.

The defender then deploys his forces
wherever he chooses on the board, and
can leave as many in reserve as he wishes.
Robin deployed a squad in each of the
bastions and focused the rest of his forces
around the landing pad. He left a
Hellhound in reserve.

After deployment, the attacker
commences the planetary invasion!

COMMS RELAY

Any player with a model within 2" of a
comms relay may re-roll any of his
reserve rolls he wishes. In combination
with his Officer of the Fleet, the
comms relay will go some way to
ensuring the Imperial Guard reserves
arrived on time, whilst the Eldar
reserves will invariably be delayed.
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BASTIONS

A bastion is a building with AV14,

and follows all the normal rules for
buildings in the main rulebook. One
unit can occupy a bastion, and it has a
single fire point on each side. Models
can stand on the roof so that more of
them can fire their weapons, but this
makes the bastion open topped, giving
attackers +1 to any rolls on the
damage table. Robin kept most of his
Guardsmen hunkered down inside the
bastions, to make it even harder for
Phil to destroy the strongholds. Robin
kept his models on the ramparts,
though, to help him remember which
squad was inside which bastion during
the game,

" PLANETSTRIKE
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AEGIS DEFENCE LINES

Aegis defence lines provide a 4+ cover
save, but this increases to 2+ if you go
to ground behind them. Robin set the
defence lines up to provide his
Guardsmen in the open with a chance
of surviving the firestorm - and the
Eldar’s first turn of shooting. The
defence lines are difficult terrain,
which makes them dangerous if the
Eldar Deep Strike onto them, and also
adds an element of uncertainty to any
attempt to assault across them.

1

INTERCEPTOR GUNS

Interceptor guns come in two flavours:
Icarus-pattern lascannons and quad-
guns. They can be fired in the Shooting
phase as normal, and if the defender
has models within 2" they can use their
own BS instead of the automated
weapon’s BS of 2. Interceptor guns also
have another use — they can be fired at
models arriving by Deep Strike in the
attacker’s Movement phase, instead of
being fired in the defender’s Shooting
phase as normal.
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TURN ONE

AJ

BATTLE INTEL

If a firestorm template
scatters onto a clear
area of the board, it
may be replaced with
a crater — this is a
great way to get some
cover down so that
your deep striking
troops don’t get
walloped in the
defender’s turn.

Deep striking close to
the enemy lines can
mean a seriously
dramatic entrance,
especially as troops
with the Deep Strike
rule can launch an
assault the turn they
come into play.
However, the closer
you deploy to the
enemy the more
chance of a Deep
Strike mishap if the
scatter dice are
against you.

BATTLE REFORT!

P~

ELDAR
MOVEMENT
PHASE

Phil: In a game of Planetstrike reserves can
arrive from the start of Turn 1, but the
interference provided by the Officer of the
Fleet meant that only a third of my reserves
actually turned up. Those reserves that did
make it past the Imperial Navy were shot at
by interceptor guns or caught out by
Robin’s Krak Attack, which accounted for
two of the deep striking Dire Avengers.
Nonetheless, the subsequent volley of
shuriken catapult fire killed all of the
Imperial Guardsman except a lone sergeant
(dubbed Sarge by Robin for his plucky
heroism in standing firm). My Swooping
Hawks also got a nasty surprise —
Baharroth scattered onto enemy troops and
hence was delayed a turn, and one of his
nearby acolytes died on impact after
scattering onto an Aegis line. The Fire
Dragons felt the pinch, too, as Rob’s guns
used their Interceptor ability to fire out of
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sequence — this must have freaked them
out because they failed to do any damage
to the bastion looming up in front of them.
My Warp Spiders had much more luck,
taking out the Chimera nearby with no
fewer than 6 penetrating hits, which
pinned the squad inside and killed the vox-
operator. Shut it, human!

Nearby, my Wraithlord had a great time
flaming eight of the Guardsmen in the
nearest redoubt and squishing another in
close combat. The Swooping Hawks near
my drop zone quickly got over their dodgy
start by assaulting the nearest bastion and
the squad outside it, stunning the
stronghold with their haywire grenades and
killing the vox-caster Guardsman. The
Imperial Guard killed a Swooping Hawk in
return and they won the combat due to
their standard, but the Eldar held fast. Over
to you, Robin...
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WRECKED
BASTIONS

A bastion has an armour

value of 14, and any

KEY

i

1060

Charge  Deep Strike  Firestorm

penetrating and glancing
hits roll on the Vehicle
Damage table as normal.
For convenience, we
replaced any bastion that

Robin: Ouch! One firestorm and a turn of
Eldar hurt later and my pristine battleline
was looking a little worse for wear. | was
half expecting a kitchen sink to plummet
from the skies along with the firestorm
barrages and Aspect Warriors. With much
of my force still reeling from Phil’s brutal
attack, | needed reinforcements. Alas, my
Hellhound didn’t turn up despite a re-roll
from the comms-relay. Phil’s Fire Dragons
had failed to breach the bastion’s armoured
walls and | wasn't about to give them a
second chance. A Platoon Command
Squad and Leman Russ Punisher moved
forwards to eliminate the threat. By pinning
my Company Command Squad, the Warp
Spiders had stalled my ability to issue
orders to my squads this turn. It was clear
that | needed to target them as a high
priority. The problem was that they had
jumped behind the safety of the landing

was destroyed (either
wrecked or explodes!) with
a crater, but you could
easily use a Cities of Death
ruin or convert your own
wrecked bastion. A
wrecked bastion still
counts as an objective

for both sides.

THE FIRESTORM

The first thing the attacker gets to do is
rain hellfire and damnation upon his foe in
a kind of preliminary bombardment known
as a firestorm. With a bit of lucky dice
rolling, Phil had no fewer than 10 highly
explosive missiles to slam into Robin’s
carefully constructed fort before the game
really started. Four of his firestorm
templates resulted in little more than
devastated patches of earth (and some
nice big craters), but the other six
managed to destroy three of Robin’s
interceptor guns, shake a battle tank and a
bastion, kill a handful of Guardsmen, blow
up a Leman Russ and even take out the
remotest bastion in a spectacular
explosion. This was a hell of a good crop,
and Phil intended to compound it with
more punishment in his first turn.

pad, out of sight of almost my entire force.
With a scream of thrusters, my Valkyrie
took off to bring its full arsenal to bear on
them but completely missed the Warp
Spiders. The Primaris Psyker attempted to
blast the Dire Avengers, but promptly
rolled a double-6 and suffered a wound.
His Infantry Squad fared no better, as the
Dire Avengers went to ground — a decision
that saved them from harm.

As bullets and las rounds filled the air,
the Fire Dragons were slaughtered. One of

the bastion’s heavy weapons locked on and

killed two, whilst the Ogryns and Platoon
Command Squad gunned the others down
in an excellent display of shooting. In fact,
they did too well and my Punisher had to
find a different target. Unfortunately the
only other unit the tank could see, the
Warp Spiders, was just out of range —
curses, if only | hadn’t moved!

BATTLE INTEL

@ Baharroth attempts to
Deep Strike next to
the bastion, but
scatters on top of it.
Luckily for him, he
pulls out of his dive
just in time and is
merely delayed.

@ The Dire Avengers
emerge from the
webway and straight
into a Krak Attack -
two are killed by the
cunningly planted

krak grenades.

o Walking on from the
drop zone, the
Weraithlord flames
eight Guardsmen
sheltering in a crater
created by the
firestorm.

e The Warp Spiders

target the weak rear
armour of the
Chimera, scoring six
penetrating hits and
causing it to explode!
Both the vox-operator
and standard bearer
from the Company
Command Squad die
in the blast.

Despite unleashing
five melta shots at the
bastion at point blank
range, the best the
Fire Dragons can
manage is to stun it.

The Swooping Hawks
assault both the
bastion and the
Infantry Squad. They
destroy the bastion’s
interceptor gun with
their haywire
grenades, and kill
two Guardsmen.

OBJECTIVES

ELDAR:

IMPERIAL
GUARD:
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Above. The Eldar ships high above
unleash a ferocious blast from their
lance batteries, scoring a bubbling,
burning scar into the planet's

surface. A bastion is destroyed, and
the Leman Russ Punisher is shaken.
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Phil: My first wave was looking tattered
and sparse but | had plenty more to come.
First | Skyleaped the Swooping Hawks out
of the combat in which they were mired;
they would be much more use re-entering
play with another grenade attack than
stuck in a fist fight with mon-keigh
troopers. Then came my reserves —
Baharroth darted through a lattice of
interceptor fire to wound the Heavy
Weapons Squad with his grenade attack.
My second squad of Fire Dragons weren’t
so lucky, scattering onto Robin’s bastion
and meeting a Deep Strike Mishap as a
result. Rob gleefully deployed them right at
the back of the table, far away from the
action. As for the Avatar, well... I'm sure
Robin would love to be the one to tell you
about what happened to my beloved god
of war.

After all this deep striking mayhem, the
Howling Banshees decided to take the
safer option and ran on from my drop
zone, arriving in a position to assail the

Company Command Squad if | could fluke
a nice fleet roll first. The Warp Spiders,
having teleported out of harm’s way last
turn, warp-jumped back onto the Skyshield
landing pad in a storm of light and sliced
the remaining missile launcher teams into
bloody ruin with their monofilament
weaponry before teleporting to safety
again. My Shining Spears zig-zagged
through the automatic weapons fire before
making a beeline for the nearest Leman
Russ, the Exarch immobilising it with his
star lance and then slaying the mechanical
behemoth in the Assault phase in what |
thought of as the Eldar equivalent of

St George and the Dragon. Fuegan, having
stepped through from the webway into the
shadow of a towering bastion, proved the
old adage about melta gunners always
missing at critical points when he rolled a
1 to hit. Curses, | thought — it must be time
for a bigger gun. | deployed my Laserburn
stratagem, a searing beam of incandescent
fury that totally annihilated the Ogryns’
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bastion and narrowly missed another,
stunning the Leman Russ Punisher in the
process. Perhaps the best thing about the
really flashy stratagems (apart from getting
to blow stuff up) is using the new
Blastscape craters to represent their effects;
these can lead to some great-looking war-
torn battlefields by the end of the game -
the board was already looking substantially
different to how it started!

In the Assault phase the Wraithlord
failed to destroy the Skyshield, but in the
still-smoking rubble behind him the
Banshees fared far better against their

opponents, using their Banshee masks and

power weapon attacks to make short work BAHARROTH

of the Imperial Guard Colonel and his lads. Despite a near-miss as he stun a bastion with their haywire
Woe betide any defending troops who get plummeted earthwards towards grenades, their Phoenix Lord

too close to the table edges — they're liable the Imperial defences in Turn 1, showed them how it was done
to get pounced on by lurking Aspect Baharroth’s arrival heralded the and deftly placed the grenades
Warriors. Elsewhere, Baharroth showed his destruction of yet another on the stresslines of the
Swooping Hawk disciples how it's done by bastion. Where his Swooping stronghold. With an almighty
blowing up the bastion nearest my drop Hawks failed to do more than crack the bastion was wrecked.
zone with his haywire grenades. Result!

DEEP STRIKE MISHAP

Turn 2 wasn’t a great time to be a deep-striking Eldar,
as Phil became acquainted with the Deep Strike
Mishap table awfully quickly. Planetstrike encourages
players to throw caution to the wind and plunge
headlong into the guns of the enemy, but for every
model that performs a daring Deep Strike, there’s
always a chance that some will have an encounter
with the Mishap table. Baharroth was merely delayed
on Turn 1, and Phil’s Fire Dragons came off relatively
lightly, ending up at the wrong end of the board, but
the Avatar met a messy end, getting Lost in the Warp
(or perhaps the webway) after scattering too close to
the Ratlings on the Skyshield landing pad.

ELDAR |
TURN 2 MAP

ELDAR KEY
Fuegan

@ Baharroth

® Howling Banshees
3 o Fire Dragons
7 Dire Avengers
I @ Shining Spears

° Warp Spiders

@ Wraithlord

IMPERIAL GUARD KEY
@ Lord Commissar
o Primaris Psyker
o Ogryns
o Ratlings
o Platoon Command Squad
o Infantry Squad
8§ B valkyrie
n Leman Russ
: ﬂ Leman Russ Punisher




TURN TWO (conr.)

Robin: Hah, is that all you've got? Actually,
that Laserburn was nasty and it cut through
the Ogryns’ bastion like a hot knife through
an all too obvious cliché. Although the
abhuman brutes have an impressive T5 and
3 Wounds, Phil’s Wraithlord could crush
even an Ogryn’s formidable bulk to messy
paste. As such | ‘bravely’ used my Escape
Hatch stratagem to get out of harm’s way.
This not only foiled Phil's plan but it also
had the pleasing effect of putting my
hardest counter-punch unit in a position to
squash one of Phil’s Aspect Warrior units
next turn, hurrah. Phil then announced that
he was about to Deep Strike an Avatar onto
& the board. However, fate once again
v proved it had a sense of humour and, with
i a look of suspended disbelief, Phil rolled
the scatter dice to find his towering Avatar
had landed on top of my lowly Ratlings. A
quick roll on the Deep Strike Mishap table
and the embodiment of the Bloody-handed
God had a terrible accident and was
destroyed. It took Phil and | a good few
minutes before we had recovered from our
fit of laughter at the Avatar’s ignominious
demise. Not quite the David and Goliath
stuff of legends, but | wasn’t about to
argue; extra rations for those abhumans,
that's what | say.

My turn began with my Hellhound
turning up from reserves on the far side of
the main bunker complex. This left it with
only two real targets: the Dire Avengers
who were contesting my ruined bastion,
and the Fire Dragons that had ‘got lost’
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ESCAPE HATCH

Robin originally intended
to use the Escape Hatch
stratagem to launch an
Ogryn assault against the
Eldar. But when the
bastion was destroyed by
Laserburn, the Escape
Hatch provided a useful
way for them to escape the
wreckage and get into the
fight. Robin’s deployment
of the Escape Hatch put
them in the perfect place
to launch a counter-attack.

INTERCEPTION

Robin used his Icarus-
pattern lascannons during
Phil’s Movement phase,
shooting down an
incoming Dire Avenger
and Swooping Hawk. The
Imperial Guard next to the
guns meant they fired with
BS3. Of course, Robin's
interceptor guns would
have been even more
potent, had Phil not
targeted many of the quad-
guns with his firestorm...

IMPERIAL GUARD

TURN 2 MAP

ELDAR KEY
Fuegan

@ Baharroth

o Fire Dragons

@ Shining Spears

o Warp Spiders

© Wraithiord

IMPERIAL GUARD KEY
| @ Lord Commissar

o Primaris Psyker

o Ogryns

o Ratlings

1 o Platoon Command Squac
Al o Infantry Squad

A Valkyrie

| B Leman Russ Punisher

ﬂ Hellhound




when they scattered on top of one of my
bastions. It was enormously tempting to
immolate the Fire Dragons just so | could
use the old ‘fighting fire (dragons) with fire’
cliché, but they weren't really in a position
to contest an objective. However, the Dire
Avengers were. Right then, decision made;
the flamethrower tank quickly reduced the
entire Dire Avenger squad to cinder and
ash, leaving the lone Sergeant who had
survived the carnage so far to hold the
objective — good work Sarge, have a cigar
on me! You can light it on those burning
embers where Phil’s squad use to be.

The Ogryns moved towards the
Howling Banshees, and the Valkyrie circled
around to face the Warp Spiders. The
aircraft fared better than it did last turn and
one of the Aspect Warriors exploded as it
was struck by a burst of heavy bolter fire.
The bastions’ automated fire also targeted
the Warp Spiders, but all the Aspect
Warriors made their saves. The weapons
on the other side of the bastions rattled
high explosive rounds off at the Shining
Spears, who also managed to escape harm.
My Ratlings took aim and opened fire on
the Wraithlord, all five shots hitting thanks
to the Ammunition Stores on the Skyshield.
However, only a single shot wounded and
the towering wraithbone construct passed
its saving throw. A bellow of ‘First rank,
fire! Second rank, fire!’ from the Platoon
Commander saw Baharroth wounded five
times, but the Phoenix Lord’s armour
proved true and not a single las round got
through. Damn but those Aspect Warriors

'WARHAMMER
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The Ogryns started the Assault phase by
charging the Howling Banshees, not that
there were an awful lot of them left
following the shooting, but Ogryns aren’t
known for picking fair fights now, are they?
The few Aspect Warriors that didn't have
the good grace to die to ripper gun fire
were flattened in the ensuing stampede. In
a heroically brave (read: desperate) attempt
to pin the Shining Spears down | charged
both my Platoon Command Squads into
combat, trusting that the two standards
would help to make up for the Imperial
Guard's close combat prowess. As it turned
out, those standards meant | won the
combat once more (hurrah) but Phil passed
his Morale test (boo!).

TARGET IN SIGHT
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arsenal to harry the Eldar
attackers. Although it managed
to miss spectacularly on the first
turn as it scrambled into action,
it fared better on Turn 2, locking
onto the Warp Spiders.

Whilst the Valkyrie could be
used in conjunction with the
Skyshield landing pad to ferry
Imperial Guard back and forth
across the board, Robin instead
chose to use its formidable

are tough. My Primaris Psyker then tried to
conjure his powers to destroy the Aspect
Warriors in an attempt to make up for his
dismal display last turn. He clearly tried
too hard and was dragged kicking and
screaming into the void as he suffered
another Perils of the Warp attack.
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THREE
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@ The Swooping Hawks
Deep Strike back in
after using Skyleap,
clearing the lone
Imperial Guard
sergeant from the
wreckage of a bastion.

e The Wraithlord
charges into the
Ogryn squad, killing 2
in the ensuing assault.

@ The still-smoking

craters mark the
impact of stricken
spacecraft, whose
wreckage cause havoc
on the battlefield.
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Phil: A nice counter-attack from Rob, but |
still had more units to commit left in
reserve. My Striking Scorpions turned up
near the newly destroyed bastion by my
table edge, using their move-through-cover
ability to assault the Guardsmen picking
themselves out of the rubble. The
Wraithlord passed his Wraithsight test and
bore down menacingly upon the fat-
headed Ogryns that had seen off my
Banshees last turn. He was reinforced by
another squad of Dire Avengers, who lost
one of their number deep striking into the
midst of the carnage but made up for it by
taking out an Ogryn with massed shuriken
fire (those big lummoxes take some killing,
especially when in cover). The skyleaping
Swooping Hawks made their presence felt
with another risky Deep Strike, losing one
of their number to dangerous terrain. As
they swooped back onto the battlefield,

they killed two of the primitive humans by
the Skyshield with their grenade packs,
before flitting over to the Sarge and
gunning him down with lasblaster fire. I'll
have that objective, thank you! The Warp
Spiders went from strength to strength,
killing three of the accursed Ratlings with
monofilament mesh and forcing the rest to
flee. Excellent, | got my gory revenge on
those short-legged snipers, even though the
survivors (and Robin himself) would no
doubt be telling the story of how they shot
down an incoming Avatar for years to
come. At the quieter end of the board, the
Fire Dragons turned around in disbelief at
the sound of billowing flames, to see the
rear of a Hellhound exposed to them. They
advanced steadily, before gleefully taking
potshots at the Hellhound with their fusion
guns, which gratifyingly went up in a cloud
of vile-smelling promethium.
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CRASH AND BURN

It was during this Shooting phase that |
decided to play the last of my trump cards
— the Crash and Burn stratagem. This
allowed me to rain four (four!) pieces of
crashed spaceship down on the defenders
as the battle for the planet rages in orbit
above. Each of the pieces of spacecraft
scatters 3D6", with no chance of
correction, so it’s a pretty haphazard
weapon; but | was confident of causing
some damage, because each piece inflicts
D6+1 Strength 9 hits on anything it
touches. In the end, only one of my fiery
comets scattered (I see you're as lucky with
your scatter dice as you are with your
saving throws! — Ed) and although the
Leman Russ Punisher and the largest of the
bastions managed to shrug off a pair of
direct hits, the Valkyrie was not so lucky,
crashing down to earth in a tangle of wings
and scrap metal. Look out below!

managed to take down
the Valkyrie.

The Assault phase saw yet more
carnage, with the Wraithlord ripping an
Ogryn in two, although the bone-headed
brutes remained steadfast against the silent
monstrosity. The Striking Scorpions leapt
upon the Imperial Guardsmen holed down
in the rubble of the bastion on the edge of
my drop zone, carving apart three of the
lumpen humans with graceful slashes of
their whirring chain-blades.

With a decent fleet roll, the newly
arrived Harlequin troupe flipped and
bounded into combat with the two
Company Command Squads engaged with
my Shining Spears. Baharroth soared over
and added his power weapon to the fray,
decapitating four men in a whirl of
glittering blows, and before long the
Shining Spears triumphantly rose above the
bloodied remains of their primitive
assailants once more.

As the battle raged planetside, a similar battle was being
fought high above the planet’s surface and, at the start of
Turn 3, this was brought home with a mighty crash as the
wreckage of a destroyed spacecraft plummeted into the
midst of the battlefield. The Crash and Burn stratagem
allowed Phil to hit Robin with four templates, each of
which dealt D6+1 $9 hits to anything it hit. Luckily for
Robin it scattered wildly, but still

SHADOW
STALKERS

After the mishaps that
plagued the Eldar
deployment last turn,
Phil decided not to
take any more chances
with his reserves. The
Striking Scorpions
walked onto the board
from Phil’s drop zone,
stalking through the
ruins of a wrecked
bastion towards the
nearby Guardsmen.
The Imperial Guard
die in droves, and are
caught as they try to
flee the Scorpions.

BATTLE INTEL

@ After the Deep Strike

Mishap scatters them
far from the action,
the Fire Dragons find
themselves with a
target of opportunity
— the rear armour of a
Hellhound. The flame
tank erupts into a
huge fireball as the
aspect warriors deadly
melta weapons find
their mark.

G The Shining Spears
and Harlequins finish
off the last of the
Guardsmen engaging
them in melee in the
centre of the board.

¥



Above, The Punisher levels its guns
at the Shining Spears ahead of it,
unleashing twenty shots from its
main gun, along with a heavy
flamer and two plasma cannons.
Even with Phil’s luck, there was
fittle chance that the Aspect
Warriors could survive such
firepower and all but one is blown
out of the sky.

IMPERIAL
GUARD:

Robin: As Phil’s turn began, the well-
humoured jibes and gaming banter
resumed. | asked Phil if he had any more
orbital barrages or mega super-lasers to
throw at me. He answered no, but he did
have a great big spaceship to crash on me!
So | felt forced to quip, that it wasn't so
much a spaceship but the broken fragments
of his Avatar! Well, it made me laugh
anyway (So long as someone found it
funny, eh Robin? — Ed).

And so, | guess, | was asking for it. The
smirk on my face was quickly replaced
with a look of dismay as a rather large
piece of falling spaceship smashed clean
through my Valkyrie like a sledgehammer
through a pane of glass. I'm sure | could
hear Phil sniggering under his breath.

My Movement phase was rather short,
the Leman Russ Punisher staying still to
maximise the firepower it could put into
the Shining Spears. My only other mobile
unit, the Infantry Squad at the foot of the
Skyshield, promptly ascended the ladders
to face off against the Warp Spiders.

My bastions blasted away, but to little
effect. The Infantry Squad in the last
remaining bastion opened fire on the
Swooping Hawks that had gunned down
the Sarge! The Aspect Warriors quickly
went to ground as autocannon fire thudded

into the ruins. At last, my Leman Russ
Punisher got a chance to fire, and it didn’t
disappoint, turning the Shining Spears into
Swiss cheese in the time it takes to press
the trigger. The lone survivor decided that
in the face of such overwhelming
firepower, discretion was the better part of
valour and promptly retreated — what a
wise fellow.

The Imperial Guard Infantry Squad on
top of the Skyshield charged the Warp
Spiders in a desperate do-or-die attempt to
repulse the Eldar from the objective. No
wounds were caused by any of the
combatants and the fight ended in a draw.
However, Phil opted to engage the Warp
Spiders’ jump generators and hit and run,
extricating them from the melee and setting
them up for another turn of shooting.

The Wraithlord killed another of the
Ogryns, all of whom failed to wound the
monstrous ghost-machine in reply.
Thankfully the Ogryns passed their Morale
test — it would have been a shame if the
Lord Commissar had had to shoot the Bone
‘ead after all. The Guardsmen that were
holding their own against the Striking
Scorpions suddenly ran out of luck and
were butchered by the Aspect Warriors in
short order. Bah, and there was | thinking
they were made of sterner stuff,
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Phil: One sure-fire way to lose a game of
Warhammer 40,000 is to get carried away
blasting stuff to pieces and forget about
claiming objectives. With that in mind, |
jumped the Warp Spiders back onto the
Skyshield, ran my Dire Avengers into the
ruins of the Ogryn’s bastion, and sent
Baharroth darting over to its opposite
number across the other side of the gate. It
was still possible the Phoenix Lord could
outclass his brother Fuegan even further
with a lucky grenade attack. The Scorpions
already had the objective nearest my drop
zone, picking their chainswords clean of
human remains, and the skyleaping
Swooping Hawks had taken the remotest
bastion from the brave but ultimately
doomed Sarge. | had consolidated my early
lead, but there was fun to be had yet.

In the Shooting phase, Fuegan woke up
and rolled something that wasn’ta 1,
wrecking the Punisher with a pinpoint
melta blast. The Warp Spiders on the
Skyshield, relishing the look of surprise on
the faces of the Guardsmen that had
assaulted them last turn, opened fire and
cut them to shreds. In the Assault phase
Baharroth performed his party trick again
and covered the last bastion in a crackling
field of haywire energy, stunning it.
Looking at the devastated battlefield | had
a feeling that the game was pretty much
sewn up. The only question was whether
Rob could take out Baharroth with his last
intact squad of Guardsmen...

Robin: Hmm, methinks it's all going
(gone?) a bit wrong. Never one to give up,
| set out to try and salvage some face by
holding on to at least one objective.
Fuegan, having finally managed to hit
something, had destroyed my Leman Russ
Punisher, and with the Ogryns still locked
in combat with the monstrous Wraithlord,
| only had a single Infantry Squad left.
Worse, Baharroth was in contact with the
bastion and out of sight of any of its fire
points, so the automated weaponry
couldn’t target him at all.

In Planetstrike, the attacker claims the
objective if any of his units can touch it,
even if the defenders are contesting it, so
| had to somehow remove Baharroth in
order to claim the objective for the
Emperor. There was nothing else for it, the
Infantry Squad would have to get out of the
safety of the bastion and hope they could
hose the Phoenix Lord down in a torrent of
lasfire. Alas, it was not to be, and though |
scored 3 Wounds, the Phoenix Lord saved
them all — curse Phil.

The assault between the Wraithlord and
Ogryns continued to drag on, as both sides
failed to inflict any wounds on one
another. The game could have lasted
another turn or more, but we decided to
call it a day there — the Eldar held all of the
bastions and my own numbers were
dwindling, so we both agreed that carrying
on any longer would be painful for my
poor Guardsmen.

Above. On the final turn of the
game Baharroth leaps across the
board to seize the bastion for the
Eldar. The Imperial Guard only
have one chance to reclaim it —
leave the safety of the stronghold
and gun the Phoenix Lord down!

OBJECTIVES

ELDAR:

IMPERIAL
GUARD:
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FALL BACK!

TANK OF
THE MATCH

I’'m going to have to
nominate a tank as my
man of the match, purely
because the Punisher
shook off so much, well,
punishment. It shrugged
off firestorms, orbital
lasers, and even a piece of
burning spaceship, and it
still managed to puree
Phil’s Shining Spears
afterwards into the
bargain. What a trooper!

Robin: Curse you Kelly, you broke my
bastions. That game was brutal, but great
fun. The stark change of the battlefield pre-
and post-game speaks volumes of the
carnage and destruction wreaked in games
of Planetstrike. Phil played a brilliant game,
perhaps only to be expected from the
author of Codex: Eldar. Whilst you might
have thought | had a similar advantage
having written Codex: Imperial Guard, Phil
also wrote Planetstrike, thus he had an
unfair advantage — don’t you agree? You
don’t? Oh well, | thought it was worth at
least a try.

Throughout the game | was reacting to
Phil’s attacks instead of proactively
directing the flow of battle myself. Easier
said than done, however, when gigantic
firestorms and orbital laserbeams are
gouging apart your battlelines and the

enemy are deep striking in right next to
you. However, with hindsight, | should
have put a few more of my units into
reserve to help me take the initiative. My
decision to keep them on the table and try
to weather the firestorm was, as it turned
out, not all that wise, particularly seeing as
Leman Russ tanks can move on to the table
from reserve and still fire without too much
loss of firepower. As it was, | just presented
more targets to Phil’s unerringly accurate
bombardments, which left the steel beasts
destroyed or stunned and at the mercy of
the Eldar ground troops.

Phil ably proved his tactical acumen by
pouncing on my Company Commander
early on in the game, leaving the rest of my
force without his orders and leadership —
with hindsight [ probably should have
hidden him away in a bastion. He also
slaughtered the Officer of the Fleet, who
had done a rather spiffing job of delaying
many of Phil’s reserves. There were also
plenty of comedy moments, usually at the
expense of a rather expensive unit such as
an Avatar or a Valkyrie.

By using the Escape Hatch stratagem
| was able to launch a counter-offensive
with my Ogryns, flattening another of
Phil’s deadly Aspect Warrior squads, and
I'm fairly sure the Sarge forced Phil to alter
his plans after he survived the Dire
Avengers’ firepower.

You win another one Phil — | guess that
makes our running score 4-1, but I'm
already plotting my revenge. Next time
Kelly, next time...

BEFORE THE INVASION
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BATTLE REPORT

DEATH FROM ABOVE

Phil: That, it has to be said, was immensely
gratifying. Even though I have played loads
of games of Planetstrike, | am always taken
aback by just how bloody they are! It's
almost as if each player is fighting against
two armies; the defending army and his
gun-tastic terrain, and the attacking army
bolstered by his firestorms and devastating
stratagems. Combine that with a whole lot
of deep striking and first-turn assaults and
you have a game that kicks off with a bang
and never lets up. Not a game for the faint
hearted, | assure you!

To be honest | had a bit of an
advantage against Robin in that | knew the
game better than he did, and yet he played
with grace and humour even when the
dice were going against him. Kudos to him
for that. My firestorm was really effective,
and my two stratagems both took a high
toll on Robin’s defences, with the
Laserburn smashing open a bunker and the
Crash and Burn stratagem bringing down
that Valkyrie just as it had the Warp Spiders
in its sights. Though | lost a lot of men (and
a god of war, grumble grumble) to my
devil-may-care Deep Strike manoeuvres,
enough of my risky gambles paid off that |
had troops all over Rob’s defenders, and
hence kept the initiative right the way
through the game. This is unusual in a
game of Planetstrike, as a defender
counter-attack can be brutal and the
attacker has to work hard to claim the
objectives at the end of the game. Luckily
| fluked my way out of a lot of Robin’s
retribution and kept the bastions

themselves suppressed so they couldn’t
carve out chunks of my Aspect Warriors
units with their automated heavy bolters. In
the end though, | was able to pick off
Robin’s bastions one at a time and the
Imperial Guardsmen inside were easy prey
once their ferrocrete walls were torn down.

| think it also helped that | targeted
Robin‘s Commanders, Command Squads
and vox-casters early on, dismantling the
Imperial Guard command structure and
preventing them from supporting the
Infantry Squads on the frontline with their
orders. These might sound quite small
losses in isolation, but combined it meant
that Robin was unable to bring my forces
to counter my attacks, pinned as they were
either defending another bastion or locked
in a desperate melee.

But it wasn’t just a truckload of
successful saving throws, lucky gambles
and potent stratagems that carried the day.
I've never seen the Eldar work quite so
well as they do in games of Planetstrike.
Every Aspect excels at one thing, and if
you can get them in place to do it, you can
expect serious results. With their melta
weaponry, Fire Dragons are perfect for
taking out tanks and bastions alike; Warp
Spiders, Striking Scorpions and Dire
Avengers carve up infantry by the dozen,
whether in melee or at range; and
Swooping Hawks and Shining Spears are
so mobile they can grab objectives in the
blink of an eye. Maybe next time even my
Avatar will do a bit better - it's hard to
imagine him doing much worse, after all....

MAN OF
THE MATCH

While | expected to be
waxing lyrical about the
Avatar at the end of the
battle, the character that
really shined in this game
was Baharroth, who
managed to destroy a
bastion single-handed,
capture another and
dodge enough firepower
to sink a battleship!

AFTER THE INVASION




This month’s
Standard Bearer is
all about the social
side of the hobby,
making friends and
having a good time.
We think Jervis just
wants a big hug. Be
sure to offer him
one if you ever see
him in person.

Jervis natters with fellow
hobbyists around a table in
Bugman'’s Bar, about the highs
and lows of the day.

few weeks ago, as | write this
Acolumn (a few months ago by the

time you read it!), 1 attended one of
the tournaments being held at
Warhammer World. | was meant to be
playing, but unfortunately family
commitments meant | had to drop out at
the last minute.

However, even though | couldn’t play, |
did want to go to the event so that | could
see some of the nicely painted armies and
meet up with friends and colleagues.
Fortunately | was able to get away from
aforesaid family matters for a little while,
and spent a very pleasant two or three
hours meeting up with friends. There we
spent the afternoon chatting about the
hobby, looking at some wonderfully well-
painted armies, aautag-abett... sorry,
discussing which of the armies looked the
best, congratulating friends that were doing
well, commiserating with friends that were
doing badly, talking about the latest
releases, wondering which player and/or
which army would win the tournament,
and all the other myriad things that
hobbyists talk about when they get
together. In a nutshell, I got to hang out
with my friends, set the (hobby) world to
rights, and generally have a great time.

As | drove away | realised that, for me
at least, hanging out with friends and
setting the hobby world to rights was the
main reason that | attended tournaments at
all, and I'm pretty certain that I'm not
alone in this. It is, in fact, the reason that
Games Workshop runs tournaments in the
first place. Although it's fun to give out a
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trophy to the best player, our tournaments
are primarily about giving players an
opportunity to get together, play some
games, and talk about the hobby. That’s
why the following phrase, or something
like it, has appeared in our tournament
packs from the very first Grand Tournament
organised by the Studio back in 1995,
through to the Throne of Skulls
tournaments run by the Warhammer World
team almost 15 years later on:

‘The main reason we're holding the
tournament is not just to find a “champion”
player. Rather it is to get a whole bunch of
players together and allow them to play
their favourite game all weekend long!
Above anything else we hope that you'll
find the tournament an enjoyable and fun
experience, where you get to live, eat and
sleep Warhammer for a couple of days
with an assortment of other Warhammer
hobby fanatics that want to do exactly the
same thing.’

However, tournaments are only of
peripheral interest in this month’s Standard
Bearer. You see, hanging out with my
friends that weekend, or rather the pleasure
| derived from it, got me thinking about
what motivates us to participate in the
hobby — what our ‘psychological hobby
drivers’ are, as it were. This is something of
a hobby-horse of mine, and over the years
I've developed the theory that you could, if
you wanted to, draw a sort of ‘pie chart’ for
every hobbyist, showing the different things
that motivates us to take part in the hobby.
Up until that journey home I'd always
thought that the pie would have four slices,
one for each of the following things:

Gaming

Painting & Modelling
Collecting

Background & Storytelling

So, for example, a player that loves
tournaments will have a large slice of
‘gaming’ pie, while a Golden Demon
winner will have a large slice of ‘painting
& modelling’ pie, the player that wants one
of every model we’ve ever made will have
a large slice of ‘collecting’ pie, and the
player that invents a name and background
for every model in their army and only
plays themed scenarios will have a large
slice of ‘story’ pie. My theory is that all
hobbyists will have at least a sliver of all
four slices of my hobby pie, as all of these
things are important to the hobby. After all,
if a player’s interest was only in gaming
and in none of the other things | mention,
then they’d find a pastime where things
like painting and modelling, collecting an
army, and having an immersive
background story or playing games that tell
a story, were unimportant.




Hobby Pies

Jervis Johnson

As a games developer and writer it's unsurprising that the two largest
slices of Jervis’ hobby pie chart are gaming and background. If Jervis
wasn’t in this line of work these ratios may well have been more
balanced. Next is ‘camaraderie’, if you've ever played against Jervis
vou'll know what a pleasure it is. Perhaps, surprisingly, his collecting
slice is small; a look at his desk will tell you he's a bit of hoarder!

- Painting & . Collecting . Background . Camaraderie

Modelling

Gaming

Mark Latham

Mark’s largest slice is in collecting. He has a strong compulsion to
collect every model for his chosen army. Painting and modelling is the
other big slice, as Mark likes to relax by painting in the evening.
However, the rigors of editing White Dwarf don’t leave him with as
much time as he'd like to game, so this slice is comparatively small,
and was much larger a few years back.

However, my experiences that weekend
made me rethink this theory — or, at least,
expand on it somewhat. What occurred to
me was that there is a fifth slice of hobby
pie, one that | thought I'd call camaraderie.
A quick Google search of the word on the
internet found the following definitions of
the term:

‘Goodwill and light-hearted rapport
between or among friends; comradeship.’

‘The quality of affording easy familiarity
and sociability.’

‘Loyalty and warmth, friendly feeling
among comrades.’

‘A spirit of friendly good-fellowship.’

For me, the last of these, ‘a spirit of
friendly good-fellowship’ is the best
definition, and captures most how | felt
when | attended the tournament, though
‘loyalty and warmth, friendly feeling
among comrades’ is pretty good too.
Anyway, however we define it, | think that
camaraderie is another one of the primary
drivers that draws people to the hobby. In
fact I'd go as far to say that all of us love
the hobby partially because of the friends
we've made, and the chance it gives us to
hang out with a group of people that share
our own interests. As | pondered on this
more | realised that over the years I'd met
many, many people for whom
‘camaraderie’ was the biggest slice on their
hobby pie chart. These are the people who
tirelessly run the local games club or are
always there on games night willing to play
anyone, who can be relied on for a friendly
smile and a chat whenever you meet them,
and who receive the ‘Most Sporting
Opponent’ award at a tournament.

The ways this spirit of camaraderie
expresses itself are many and varied. For
example, my friend Geoff loves Blood
Bowl, and takes part in some of the many
Blood Bowl tournaments held across
Europe. Recently he explained to me that
when he attends a tournament he tries to
learn some of the language of the country
he is going to, so he can converse with his
opponent. After all, what would be the
point of attending if he couldn’t chat to the

“I’ve met many people for whom
‘camaraderie’ was the biggest

slice of their hobby pie. ,,

people he’s playing against? Geoff knows
that just playing Blood Bowl, wonderful
game though it is, isn’t the only reason for
attending a tournament.

The importance of camaraderie to the
hobby can also be found at the many great
games clubs and groups that meet every
week. A fantastic example of this is the
Gobstyks games club in Lincoln, UK,
founded by the redoubtable Gary James.
Gary wanted to make sure that the club
was especially welcoming and friendly,
going so far as to ensure that there was
always a ‘meeter and greeter’ whose job it
was to chat to first time visitors and make
sure they were comfortable and knew what
was going on. Although Gary has now
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We're very lucky in that our
hobby is a sociable one. Long-
lasting friendships are often
macde across the gaming table.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

retired from the active running of the club,
his spirit carries on, and Gobstyks remains
a wonderfully friendly place to visit. Gary
knew that a club needed to be more than
just a space with gaming tables where
people could play games.

On a more personal basis, writing
about camaraderie can’t help but bring to
mind my oldest gaming buddy and friend
Lewis Foti. | first met Lewis when | was 13
— it turned out that he was one of the few
people at my
school who also
liked playing
games with
miniatures. Since
then Lewis and |
have played more
games than | can
count, and in the
interim attended
each other’s
marriages,
celebrated the
birth of each other’s children, and taken
part in the countless others of life’s rituals
that bind friends — or should | say
comrades — together. We both know that
while gaming brought us together in the
first place, it is our friendship that has kept
us together over these last (almost) forty
years, and is likely to until one or the other
of us shuffle off this mortal coil.

And that, | guess, in my usual round-

right now
about the

the hobby.
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‘ ‘ Take some time

you’ve made in

about kind of way, is the real point of this
month’s Standard Bearer. Pie charts and
crazy theories aside, if there’s one thing |
know, it’s that the interests we all share
bring us together, and that this is a really
important and life-affirming part of the
hobby. | get letters from all over the world,
from Croydon to Hong Kong, written by
people who share my interests and want to
talk to me about the hobby and the
subjects | witter on about each month in
this column. Perhaps
it's the hippy-child
upbringing in me, but |
must say that | love the
fact that whatever our
other differences, in a
very real way we all
speak the language of
Warhammer. So, take
some time right now to

friends
think about the friends
and comrades you've

made in the hobby.

And if there's someone you haven't seen
for a while, why not drop them a line and
ask how they are. | can pretty much
guarantee that both of you will feel all the
better for it — and hey, you never know,
you may end up arranging to play a game!

And that's all for this month. As ever,
please feel free to write to me if there is
anything in this month’s Standard Bearer
you want to comment on.

to think




Ork Shields

The new Ork shield packs are out this month (see p118), so we gave some to
Chad Mierzwa, knowing that something suitably cool would appear.

On Your Boyz
Alex Boyd designed the new metal
shields. He took the Orc Boss shield
found in the Orc Warriors kit, sculpted
by Brian Nelson, removed the
dismembered hand dangling from the
original and then worked up several
designs in Green Stuff. These make
excellent alternatives for your army
and are particularly useful for marking
out Big ‘Uns.

This icon is from the
plastic shield frame. The
various icons don’t have
to go on the shield
backs and can be used
as banner tops or
anything else Orcy.

Now even your
Gobbos can have
big wooden shields,
great for impressing
their mates and
cowering behind #
should they actually
get in a fight.

On Your Stuff

You don’t have to use the shield packs
to increase your Boyz’ armour. Sticking
them on buildings or any form of
terrain instantly makes it ‘Orcy’.
Greenskins love to mark out territory as
their own, especially if they’ve nicked
it off others first! A few examples Chad
has come up with include this totem
pole, the barricades and, an old
favourite, his Orc tower (A). Note the

. scarecrow with Orc icon face (B).
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In the first of this
issue’s two Modelling
Workshop articles, we
take a look at the many
fortifications available
to the defender in a
game of Planetstrike.

common to your 40K tabletop are

bolstered by grim strongholds,
interlocking defence lines and corpse-
strewn craters. As the defending player is
allowed to set up the terrain in any way,
this gives him the opportunity to create a
defence network that an attacker will
struggle to assault. Players who regularly
take the role of defender take a certain
pleasure in devising devious traps and
daring the attacker to run the gauntlet of
his fortifications.

I n Planetstrike, the ruins and hills

fantastic
Ze 58 15, Bastions
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Orks are particularly noted for this, finding
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Regardle g
strongholds, they all use the same bastion
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CHAOS BASTION

There are Imperial bastions on many worlds that have fallen
into the clutches of the servants of Chaos. These bastions have
been defiled and now sport dark sigils and spiked crenellations
on walls where once the aquila was proudly displayed.

The Chaos Bastion kit contains all the frames needed to
create your bastion, along with two Chaos Tank Accessory
frames. How you corrupt your own Chaos bastion is left to you.

Chris Peach painted this Chaos Bastion. He basecoated the
building with Charadon Granite and then lightly drybrushed it
Rotting Flesh. The rust was first painted with a basecoat of
Bestial Brown. Chris then used the Stippling Brush to stipple on
some Blazing Orange. This was followed by another stippled
layer, this time using a 1:1 mix of Vomit Brown and Blazing
Orange. Once dry, the rust patches had a light drybrush of
Chainmail, and were then washed with Devlan Mud. The drips
and rust stains around the building were simply painted on
with watered-down Bestial Brown or Kommando Khaki.

The Chaos Bastion is available to order; check out page 116 for more
details. Chris has also added bits taken from the Chaos lcon Bitz pack,
“ ] available from our webstore.

ELDAR BASTION

This Eldar structure makes for a perfect Planetstrike
objective. Chris Peach made it using the top half of an
orange squash bottle with a cheap wooden candleholder
stuck to the top. The struts were fashioned from pieces of
plasticard cut to shape. Jetbike canopies were placed
around the base and weapons from the same kit were
added to act as weapon points. Access to the bastion is via
an entranceway made from the back half of the Wave
Serpent kit. The large oval domes decorating the exterior of
the building are actually wooden eggs cut in half — these
can often be found in hobby and haberdashery stores.

The whole structure was textured, and then painted
with a palette of Khemri Brown, Rotting Flesh, Bleached
Bone and Skull White.
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For more views and
details of Mark’s
awesome Skyshield

conversion, check out
our website.

We asked master terrain maker Mark Jones to create a cool
piece of terrain using some of the new kits and whatever else
came to hand. The result was something a bit special...

For this project Mark used the Skyshield
Landing Pad kit and as many 40K City Ruins
frames as he could get his hands on. The
landing pad itself was built with little
modification. The building and lift

structure were then assembled to get the
basic shape and attached to the end

of the landing pad.

The lift platform was
plasticard, at

each side of the shaft to function
runners for the ift.

- Mark wanted to give the structure a military feel, so he opted for a gre
s components doubles as the lift g ‘ol e ¢ erior. The top of the landing pa
up and down, it can be removed and f i and black. He weathered the installation to look worn and
placed at the top or the bottom of the shaft. well-used, but not dilapidated.
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ORK BASTION

Instead of building their own fortifications, Orks typically
take captured buildings and make them their own in
typical Orky fashion. This gives greenskin players plenty of
opportunity to convert anything from bastions covered in
glyph plates (see the bastion on page 19) to Ork landing
pads littered with corrugated iron and debris.

Studio artist Alex Boyd has taken another approach and
built an entire Ork defence network from scratch. For this
bastion, he used a Stompa as the base! He cut the main
body components into a rough circle, and then filled in the
gaps with plasticard and spare Stompa plates. Extra
sections of plasticard and various bitz from the leftover

Alex used the Stompa chest plate on this
section, feeding the balcony struts through
the nose and eye sockels,

TAU BASTION

This Tau turret was made by Mark Jones, based on a
master model by Ray Dranfield, one of the guys who
builds the great scenery for the gaming tables at the UK's
Warhammer World. The original model was made from
conventional materials, such as a large plant pot stand for

Stompa components were then stuck on until Alex thought
the terrain piece looked finished (you can never quite tell
with Ork structures). Doors and guns were added last of all
— it's easy to get carried away when you’re busy ‘Orkifying’
something, after all.

Alex sprayed the bastion Mechrite Red, and then
applied a wash of Devlan Mud across the surface before
giving it a rough drybrush of Chainmail and Tin Bitz.

the main base of the turret. The upper section was cast
from a mould made from a large plastic dome. The
weapon array — a rather potent twin-linked rail gun - was
a little more straightforward to make; it comprises two
Hammerhead rail guns mounted on top of a Sky Ray turret.
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SHRINE OF THE AQUILA

With all the great Planetstrike terrain out this month, we’re in danger of letting
another brilliant scenery kit be overshadowed. The Shrine of the Aquila is a large,
ruined building that will form the centrepiece of any terrain collection.

The Shrine of the Aquila is a massive building kit designed
by Dave Andrews. It can be assembled in multiple ways
and is completely compatible with the Warhammer 40,000
City Ruins frames, so you can either expand the kit or have
it as part of the battlefield set-up with other city buildings
for a great looking table.

Gold - The gold on the eagle and window frames started with a basecoat
using a 1:1:1 mix of Tin Bitz, Dwarf Bronze and Scorched Brown. This
was highlighted with a 1:1 mix of Dwarf Bronze and Tin Bitz. For the
final highlight, Mithril Silver was added to the previous mix in equal
parts. Finally, Gryphonne Sepia was washed over the whole area to dull
the colours back down.
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A squad holding the shrine has a considerable
advantage, as the building is so high, it affords models on
top a commanding view of the battlefield for those true line
of sight shots. Assaulting squads on the uppermost floor
will prove troublesome, as you’ll need to roll a six when
charging just to reach them!

Black — The areas of black were
simply basecoated Chaos Black
followed by a layer of ‘Ardcoat,
giving the eagle a glossy finish.




For more about our new Warhammer

40,000 scenery range, log on to:
drybrus : ; :
then Fortre cinally, watered-down Gre 1 : recesses, www.games-workshop.com

Painting Walls

The shrine featured here was painted by Nick Bayton. The main walls were painted in four stages:

et ML T

started by using a
arth and drybrushed g
: applied Rotting Fle ge dryb b is time Rotting Flesh, drybrushe

all over the building with the adow Grey. Nick used the large applying pure Rotting Flesh. the building. Chaos Blac

Spray Gun, drybrus 3 ng the paint in ig stippled on using the
circular motions to make sure all st bush around the bullet
the detail was 1 out and no
brush stre

www.games-workshop.com




DEFENSIVE SET-UPS

In Planetstrike, the defender gets to set up all of the terrain. This allows him to
devise a devious firebase to challenge the attacker. Here are two such examples of
formidable defensive formations — the Planetstrike book contains even more.

THE ANVIL |

So called because the attacker becomes mired in
the defensive network, and your heavy weapons
deliver the hammer blow to smash them apart. The
Anvil works bests against close combat and horde
armies, who are forced to close the distance. It's
less effective against shooty forces, however.

{

The bastions make perfect
vantage points for your heavy
weapons, allowing them to
bombard the foe right up until
the defences are breached.

A tank deployed in the middle
provides an excellent distraction for
the enemy, as well as letling you

mount a strong counter-attack.

Fill the inner circle
with troaps,
preventing the
attackers from deep
striking into the area.

e S AR
|| Multiple layers of defence lines and barricades
forces the attacker to make several difficult terrain
tests, bogging him down in front of your many guns.

Equip your units with flamers,
depriving the enemy of cover saves
as he crosses your defensive lines,

Suggested Stratagems

Stratagems such as Mine Fields and Las-mazes work
well alongside this set-up. Place them between the
layers of defence lines, forcing the attacker to take
dangerous terrain tests alongside difficult terrain tests.

Fill the board with difficult and
impassable terrain to restrict
where your opponent can safely
Deep Strike.
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THE GAUNTLET

This is a nasty set-up that forces the attacker to fight on your terms,
funnelling him towards your guns. This set-up fares well against most

forces — it can be very harsh! But beware — attackers with skimmers and 8 The hastion/deployed af
fast vehicles can run the gauntlet quickly enough to negate many of the | the back doesn't need to
defender’s advantages. 1 = be as heavily defended as

the other two, as the
enemy will be busy
trying to take the closest
bastions first.

Surround your bastions with troops,
making the enemy think twice before
deep striking on top of them.

Use impassable terrain
to seal off the long sides
of the table around your
bastions and defences.

Fortify your
defences with
at least two layers
of Aegis lines to
slow the attack.

A

| Scatter the battletield
with tank traps, craters
and buildings, l
anything to slow down
the attacker or kill a
squad that Deep
Strikes onto it.

; __ R
Keep the narrow edge opposite
your defences relatively clear to
make it the safest and most
desirable edge for the attacker
to claim as his drop zone.

Suggested Stratagems

To really make this set-up work you will
need to take the Drop Zone Denial
stratagem. Drop Zone Denial forces the

1 1 = attacker to pick a different drop zone. Use
“ ThlS 1S a naSty set up... that this when ygur opponent picks the edge
closest to your bastions to force him to pick
ﬁlnnels (the attaCker) another ar:;d run the gauntlet.

towards your guns. 99
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PAINTING
CHALLENGE

WARHANIMER

Our very own painting
wizards — the painting
luminaries from
around the Studio -
were challenged to
paint an Empire
Wizard from each of
the Colleges of Magic.

Before we get down to the serious business of the Wizards
painting contest, we take a look at the Colleges of Magic.
Come hither, and be initiated in the arts of sorcery...

the people of the Empire had little

to do with the Winds of Magic,
believing it to be the stuff of Chaos, and
therefore heretical.

Wizardry was constrained to fortune-
tellers and herbalists, and even these crude
Wizards were not safe from the attentions
of zealous witch hunters. Those educated
men who studied magic did so in great
secrecy, and often fell from the path of
righteousness quickly, to be consumed by
evil sorcery and wicked ambition.

However, as the battles against Chaos
wore on, Magnus the Pious came to
realise that in order to triumph he would
need to embrace aid from all manner of
sources. Magnus’ forces grew in number
and power. Magnus requested aid from the
Elves, and with the help of their Mages
and the human Wizards, Chaos was
eventually repulsed, Magnus himself
decapitating the Chaos Gods’ chosen
avatar before the gates of Kislev.

Magnus was rightly declared Emperor
soon after. The Old World had been
saved, and the High Elves had left an
indelible impression upon the history of
the Empire. Magnus convinced the two
surviving Wizards, Finreir and Teclis, to
stay and teach mankind the ways of magic
so that the Empire’s lack of sorcerous
expertise would never again leave the Old
World so vulnerable to attack. The

B efore the Great War against Chaos,

Colleges of Magic were formed soon after,
each a place of learning for one of the
lores that form the Winds of Magic. The
High Elf mentors quickly came to the
conclusion that man lacked the talents
needed to grasp the full gamut of the
magical winds and so recruits found
themselves studying at the College that
best suited their skills, aptitudes and, to a
certain extent, personalities.

Within a few decades the Colleges
were turning out accomplished Wizards,
and men from all over the Old World
flocked to Altdorf to enrol. The High EIf
Mages returned to Ulthuan as other duties
and destinies called, but the Colleges
continued and still function to this day,
training the Empire’s Battle Wizards in one
of the eight Orders of Magic.

The Wheel of Magic

The Wheel of Magic is a commaon sight
within the magical tomes of the Empire. It
shows the relationships between the eight
Orders and the sorcerous winds that feed
them. Each lore shares key words of
command, rituals or abilities with other
lores in close proximity, whilst existing in
opposition to the lore that sits on the
opposite side of the wheel. It is little
wonder that men cannot master all eight
of the magical winds simultaneously, for to
do so would be to hold eight polar
opposites in balance.
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The Gold Order

Gold Wizards are alchemists. They are
experts at smelting ores and the mixing of
strange concoctions, the results ranging
from the creation of unstable liquids to
the enchantment of base metals.

= W

- “’.“.Wf_-‘ ~_€{:rh'ﬂ=ﬁ'

Al l_g,
The Light Order

The Wind of Hysh is wilful and
recalcitrant, so Light Wizards employ
elaborate rituals to direct its power.
Wizards who wield Light Magic are
renawned for healing and protection.

~ The Amber Order
Drawn to the Wind of Ghur, Amber
Wizards are solitary folk who shun cities
‘and the carefully cultivated lands of men.
‘Amber Magic is the force of the wild, the
‘most feral and bestial lore.
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The Jade Order

Jade Magic is intimately tied to nature
and its power waxes and wanes with the
seasons. Jade Wizards are reluctant to
practise their arts in the winter, but are
vibrant and full of energy in the summer.

The Eight
Colleges of Magic

The Bright Order

Bright Wizards specialise in wild and
explosive pyromancy. They are the most
overtly destructive of the eight orders and
are often mistrusted because of their fiery
reputations and quick temper.

-

The Celestial Order

Celestial Wizards are seers and
prognosticators who draw their power
from the Wind of Azyr. They carry
sextants, astrolabes and other mysterious
tools for stargazing and scrying.

)

The Grey Order i

Grey Wizards seldom stay in one place ]
for very long, and as a result have gained

a reputation amongst the common folkcas =

being untrustworthy and deceitful; a

reputation that is not wholly unjustified. o

:.Rv
§ e g b

The Amethyst Order g

The Wind of Shyish is the wind of death,
granting Amethyst Wizards power over

spirits and the dead. No wonder then that

the sombre Amethyst College has a fell

and feared reputation. r%
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The Wizards Ghallenge

S o now you know which College of

Magic is which, it's time for our eight

competitors to wet their brushes,
crack open a few paint pots and start
mixing pigment!

There’s nothing like a bit of friendly
rivalry to get the creative juices flowing
and the ‘Eavy Metal team are always up
for a bit of painting one-upmanship — a
chance to show off their considerable
miniature-painting talents. With this in
mind a painting-competition was touted
and, with the recent Empire coverage in
White Dwarf, the idea of painting Battle
Wizards came about. Mike Anderson and
Martin Footitt, two Citadel designers who
are also past Painting Masters, also threw
their pointy hats into the ring.

The rules were simple: the eight
competitors each had to paint a Battle
Wizard in the colours and style of a
College of Magic randomly allocated to
them. This was decided by drawing the
various Lores of Magic out of a suitably
shaped hat, provided by the editor (Ask
me no questions and I’ll tell you no lies -
Ed). To make their entry, they had to use
the plastic Empire Wizard kit as the basis,
although they were allowed to use
components from across the Citadel range
of plastics for conversion work. While five
of the Orders are easy to represent with
the bits available in the Empire Wizards
kit, three of the Colleges — Amber, Grey
and Jade — will be more challenging to

B et

Fil sticks his hand in the hat,
avoids the mouse trap, and
pulls out the note with “Light’
written on it.

envisage. Typically, these were the three
Orders most sought after by the
competitors, who jumped at the chance to
showcase their modelling talents as well as
their painting skills. As it was, Mike
Anderson got Jade, Keith Robertson drew
Amber and Neil Green pulled Grey from
the hat. The five other Colleges were
allocated as follows: Light to Fil Dunn,
Gold to Joe Tomaszewski, Celestial to
Darren Latham, Amethyst to Martin Footitt
and Bright to Anja Wettergren.

The participants had a tight deadline to
work to, as no sooner were their Wizards
finished then they were whisked away to
be judged by Brian Nelson, the designer of
the Empire Wizards kit, and Alan Merrett,
long-standing chief judge at the UK
Golden Demon. Whoever was declared
the winner could look forward to nothing
more than kudos for having the best-
looking Wizard. Oh, and ten vouchers that
could be exchanged for drinks in
Bugman'’s Bar. The promise of a good pint
always seems to add that extra bit of
motivation. So, in no particular order,
bring on the Wizards!

Joe studies the Wizard frames
and starts making plans on how
to beat his fellow painters.
They're a competitive bunch in
‘Eavy Metal!
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Jade Wizard, by Mike Anderson

Mike’s Jade Wizard
underwent some of the
heaviest conversion work in
the competition, with bits
coming from a vast array of
kits. As expected, the body is made from the
Empire Wizard, with the robes cut at the sides
to open them up at the front. The head comes
from the Marauder Horsemen frame. ‘I chose
this head because | like the plaited beard,
which gives it a very druidic look,” says Mike.
The hood and sickle both added to this look
and they came from the Corpse Cart frame.
The other two notable additions were the owl
and staff, both of which are from the Dryad
frame. ‘Because he's a Jade Wizard, | thought it
was important that he had bare feet where
visible, so | took a foot off a Flagellant and
then carved it to fit under the Wizard's cloak.’
With the conversion work finished, Mike
turned to painting the model. ‘1 used a very
limited palette of greens and creams. All the
greens were worked up from a basecoat of
Orkhide Shade and then highlighted with
either Gretchin Green or Kommando Khaki.
The pale colours and red areas — such as those
on the skin and beard respectively — were used
as spot colours. The redness of the beard is
especially good for drawing the eye in.

Light Wizard, by Fil Dunn

For his Wizard, Fil did a few
small conversions to
emphasise the look of a Light
h Wizard. Fil used the masked
— head, although he removed
the beard, and added the candle from the
Wizards kit to the top of the staff. ‘I
deliberately kept the colours relatively simple
and cool, using white shaded with greys, and
turquoise for the inside of the cloak and for
some of the decorative flourishes on the lining.
Even the skin was kept cool in tone by
applying a wash of Space Wolves Grey and
Liche Purple. This was so the only warmth on
the model came from the lit candle, which
gave me the opportunity to do some minor
directional lighting effects upon the head,
cloak and sleeves.’

The globe held in the Wizard’s hand is
worth a closer look, not only is the milky,
swirling effect a great piece of painting, and
the refelection cast by the hand is actually
painted on. ‘This was done by attaching the
right arm and globe onto the model, and then
temporarily placing the left arm into position. |
then shone a torchlight directly onto it, giving
me an idea where the shadow was cast. As |
painted it, | checked | was right at regular
intervals by re-shining the torch. It's a very
subtle effect but worth the effort.’
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Perhaps it's fitting that Joe
Tomaszewski picked out the
- Gold Wizard; a metallic
Y colour for the master of the
non-metallic metal technique.
‘| resisted the temptation to cover the entire
model in yellows and browns,’ says Joe. ‘I
added more colours in to complement the
model and define his shape. | chose purple
because it contrasts well with yellow and fits in
with the background of Gold Wizards as rich
individuals, giving his cloak an opulent look. |
used blue as a contrast colour on top of the
staff and around his belt. | also applied some
directional lighting around the blue, giving the
crystal and staff top an unearthly quality.’

Looking closely at Joe’s Gold Wizard, you
can find lots of great little details that all add
character to the figure. The gold hands of the
model are a great example. ‘'l wanted to get
across the idea he's cast so many spells he is
now turning to gold. That’s why the staff and
book are also gold; everything he touches
starts to change as well. The pages of the book
are also blackened and sooty, as Gold Wizards
are alchemists working with all manner of
alchemical equipment.’

Keith Robertson carried out
some heavy conversion
work on his Amber Wizard.
The extra effort was well
worth it, because the
finished maodel is superb. The head came
from the Chaos Marauder kit as Keith wanted
it to look suitably weather-beaten. The lion
pelt was actually made from two of the lion
furs found on the White Lion Chariot frame.
Keith made the lion’s head fit over the
Wizard’s own noggin and then, with a little
alteration, hung the pelt down the Wizard's
back. He used the two paws from the second
hide to hang over the Wizard’s shoulder. The
staff was made from two branches taken
from the Dryad frame.

When it came to painting the model,
Keith wanted to restrict his palette to earthy
tones to reflect the nature of the Amber
Wizard. ‘You can’t just paint in shades of
brown, as you risk the model looking drab,’
says Keith. ‘So | added red to act as a
contrast and spot colour. | really used a lot of
reference for this. Real world references can
be invaluable, especially when painting
animals at this level; that's when you notice
things you probably wouldn't if painting from
memory. The black pores around the snout
where the whiskers sprout from is a perfect
example; it's things like this you pick up that
add an air of authenticity and realism to your
miniature painting.’
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Bright Wizard, by Anja Wettergren

Anja Wettergren drew the
Bright College. Anja
wanted to create a Bright
Wizard very distinctive
from the Studio model,
and so used the Prophet of Doom’s
flaming head from the Flagellant kit. ‘I had
to turn the brazier headpiece around so
that the flames were fluttering in the same
direction as the burning skull and staff,’
says Anja.

For the painting, Anja stayed true to
the look and feel of the Bright College and
used a vibrant palette of reds, yellows and
oranges. The inner robes were painted a
bright orange to complement the dark red
of the cloak. The flowing scarf and bottom
of the cloak were painted yellow, with the
white beard used as the spot colour.

‘To add further character, | painted red
script directly onto the Wizard’s arm. In
the reference material, the Bright Wizards
seem to draw on themselves. | like the
idea that he's tattooing his spells directly
onto his body.’

Celestial Wizard, by Darren Latham

The Celestial College
wouldn’t have been Darren’s
first choice, but he delivered
a gob-smacking miniature all
the same. ‘I used the
competition as an exercise in painting blue,
which isn’t normally my favourite colour to
work with,” says Darren.

‘| used three blue mixes, with Regal Blue as
the base for each mix. The cloak was given a
very rich, dark, purple tone by mixing in
Warlock Purple. The robes were painted a
light, denim blue by adding Codex Grey. The
flowing ends of the scarf had a turquoise effect
by mixing Hawk Turquoise and Regal Blue. |
added Dark Flesh to each of the mixes for
shading and Kommando Khaki for highlighting,
to give a consistent palette to the whole model.
‘There’s always a danger that when you
highlight with different colours on different
areas of the model, it can give it a patchy,
disparate look,” continues Darren.

One of the neat details are the comets at
the end of the scarf; Darren wanted to give the
illusion that these were ‘pulling’ the scarf ends.
The celestial constellation on the back of the
cloak with the twin-tailed comet outlined is
simply astounding. ‘I did a couple of subtle
conversions as well,” says Darren. ‘For
instance, the staff has been augmented with
the telescopes from the Empire Rocket Battery
to add a bit of extra Warhammer weirdness.’

www.games-workshop.com 89



Conversion duties on the
Grey Wizard went to Neil
Green. Neil decided on a
simple-but-effective
conversion, limiting the
scratch-building to the staff and hood. He
carved up the staff and added small nicks to it
to give it a gnarlier appearance. The head was
made from the bearded Wizard's head, with a
hood that Neil sculpted out of Green Stuff.

‘| used a very limited palette of greys and
blues, with a hint of green on the inside of the
robes,’ says Neil. ‘I worked up the grey areas
with a smooth blend of about six stages from
basecoat to highlight.’

We think Neil’s being extremely modest
here. The photographs don't do justice to how
seamless the grey has been blended. Patience,
skill and experience are required to get this

kind of effect.

As well as the greys and blues, the brown
of the staff and gold on the sword hilt helped
break up the colours on the figure. Blue was
used as a complementary colour, most notably
on the gems imbedded in the sword hilt.

Amethyst Wizard, by Martin Footitt

Martin Footitt was nervous
about entering a painting
competition that would pit
him against the 'Eavy Metal
team, as he hadn’t picked up
a brush in about eight months. As you can see
from his stunning Amethyst Wizard, his doubts
proved groundless.

Purple and red were used as accent colours
throughout the palette of the model. The cloak
is seamlessly blended from black to a rich
purple, while the red is used more subtly, and
is most notably seen in the roses, the book and
pinkish hue of the face. ‘I know the roses
should have been black, but | wanted them to
have a dark red colour to contrast with the rest
of the model,’ says Martin.

Like the palette, the conversion work was
very restrained; the Wizard was given a book,
some dangling bones were added to his belt,
and the long sleeves were hollowed out to
make them sharper and thinner. ‘I gave the
model a lot of height, by placing him on stairs
giving him a scythe and thinning the ends of
the robes and sleeves down. I liked the idea of
him towering over people, much like Death
does when portrayed in movies.’

The book the Wizard is reading from needs
a special mention, just for the freehand work
on the pages. He's even painted on the page
numbers and illuminated lettering! This
intricate detailing was a masterstroke, which
really caught the eye of the judges.
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Judging the Wizards

he task of judging these fine models
T was given to Alan Merrett and Brian

Nelson. Alan is an old hand at
judging miniatures and has done it for
many years all around the world, so he
knows what to look out for. Brian’s Wizard
kit was fundamental to all the entries, so it
would be interesting to hear his take on
the models before him. To us Dwarfers
looking on with interest, distinguishing
between the quality of the entries seemed
an impossible task.

‘It's very hard, and always is," agrees
Alan when we mention that we're glad
he’s judging it and not us. ‘And when
you're dealing with painting at this level
the task is nearly impossible. What you
have to do is become very pedantic,
acclimatise to the sheer brilliance of the
painting on display and then become
hypercritical, looking for the tiniest flaw
that may separate one model from the
next. It takes an iron will to do, because to
rule out a model on what would be
banalities in any other situation can be
heart-wrenching.’

Brian was rightly impressed with all
the entrants and especially enjoyed
studying the three models that received the

most conversion work. ‘I think the painters “ The base iS at the right pitCh, With

who had to do Grey, Jade and Amber had

e tarces Jobs b Go an iRl the circles mirroring the orb; and the

away with what they've come up with.

From the world-class blending on the Grey Cloak iS phenomenal. ,,

Wizard to the inventive use of components
onihe iberandiads e — Alan on the Celestial Wizard

In the case of this competition, what
we're looking for is a model that best
emphasises and represents the college,’
says Alan. ‘The miniature needs to
encapsulate the themes of their Order, be
correct in the background, and maybe
even surprise us in how the painter has
represented them'.

Darren’s Celestial Wizard was chosen
for just those reasons. The star chart on the
back of the cloak, the brilliant base, the
comets on the ends of the scarf are all
great examples as to how he has
incorporated the background; coupled
with a world-class paint job, it marked
him out as the winner.

But it was a close-run thing. The
judges deliberated for well over an hour,
Keith’s Wizard came very close because
Alan thought his representation of the
Amber College was spot on. Martin's
exquisite paint job on the Amethyst neatrly
swung it for him, as Brian was in awe of
the freehand work done on the tome.

However, it was the Celestial College
that won the day; many a telescope will
be waved in celebration!

| THE WINNER!

After much deliberation,
the judges declare
Darren Latham’s
Celestial Wizard the
winner — the second
painting contest he's
won in White Dwarf.
Mark awards Darren
with the certificate, and,
maore importantly, the
drinks vouchers — and
no, it's not because
those Lathams stick
together that he won!

As space is tight in White Dwarf this month, we weren't
able to show every detail of these stunning models as
much as we'd have liked to. But have no fear - the web
team’s Jim Sowter has photographed them in all their
glory, and put them on our website. Go to:
www.games-workshop.com and see for yourself.
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Every few years we review and update our brush range as part of our quest for
continuous improvement. In this extended edition of Hobby Essentials, Andy Hall
went to find out more about the search for paintbrush perfection.
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ere’s a question for you: do you
H own anything that is handmade? |

bet you'll be struggling to think of
anything. That’s because we live in an age
where everything, from your TV to your
toaster, is mass produced. Don’t worry,
this isn’t a veiled rant about modern
production and manufacturing methods
disguised as a White Dwarf article.
However, if you're a hobbyist, then you
can comfortably answer ‘yes’ to my
question. That’s because you probably
own at least one Citadel paintbrush, and
our brushes — every one that we’ve ever
sold — are handcrafted tools made by
highly skilled professionals.

Brush making is a highly skilled
vocation and we entrust no less than the
finest brush manufacturer in the world to
make our paintbrushes. The factory where
the Citadel brushes are made is located in
sunny Lowestoft, England. The finest
materials are used and the brush makers —
who manually tie together every brush
head — are given at least 18 months
training before they are deemed ready to
start crafting the brushes. No matter what
colour paintbrush you have in your
collection, whether it's the blue-handled

WHITE DWARF HOBBY ESSENTIALS

' A
‘Eavy Metal’s Neil Green sets to
work testing the new brushes,

brushes, or the red-handled brushes of
yesteryear, they've always been made in
this bespoke fashion. The handle colour of
our brushes is about to change again, this
time taking on a rather fetching matt black
finish. But the changes are more than just
cosmetic — we've been looking at ways to
improve the individual quality of the
brushes as well as the breadth of the range.

The brush makers, busy at their workstations in the
Lowestoft factory.,



The mainstays of the paintbrush range
are all there, from the Fine Detail Brush to
the Basecoat Brush, only now they sport
stylish matt black handles and dipped
colour ends, making them simple to
identify at a glance. There’s even a new
Wash Brush, making it even easier to apply
Citadel Washes over the surface of the
entire miniature.

The tell-tale sign of a good quality
paintbrush is the use of natural hairs for the
brush head. It's not surprising then that the
bristles on all our brushes, with one
notable exception, contain natural fibres.
That's because natural hair is much better
for storing and carrying paint than man-
made fibres. Man-made fibres are smooth
at the microscopic level, so the paint tends
to ‘run off’. Natural hair, specifically sable
hair, is made from millions of tiny
overlapping scales, which increase the
surface area, trapping far more moisture. In
effect, the ridged surface gives the paint
something to cling to, allowing for a far
better stroke with the brush.

€€ Our brushes
are hand-crafted
tools made by
highly skilled
professionals. 99

This is one of the reasons why the
drybrush range has been redesigned.
We've wanted to provide a natural bristle
drybrush for quite some time, but the
challenge has always been to get a natural
hair that could do the job well while still
providing good value. Mark Jones set about
finding this elusive material. No mammal
was safe from the search; Ptera-Squirrel
hair proved too soft, Skaven fur seemed to
have a will of its own, while those elusive
Siberian Ambulls were too hard to find in
the numbers needed. Bovine bristles were
generally too coarse — the exception being
dark ox hair. Dark ox hair, blended with
nylon for stiffness and spring, gave us a
brush that retained its shape while still
being able to hold the paint under the
robust actions needed for drybrushing.

The other new addition to the range is
the stippling brush. This comprises short,
custom-made, very stiff nylon fibres that
work perfectly when painting on a stippling
effect such as mud on vehicles or rust on
armour and sprays of blood. In this
instance man-made fibres proved the best
material for the job. Will the inclusion of
this brush see a massive increase in the use
of the stippling technique on miniatures?
Well, time (and perhaps a future Painting
Workshop — Ed) will tell.

Anatomy of a Citadel Paintbrush

Kolinsky sable is made up of lots of tiny, overlapping scales.
This characteristic makes it the perfect fibre for holding paint.
When grouped within the brush head, the millions of scales
draw up copious amounts of liquid, resullmg in a large carrying
capacity and a smooth stroke.

Belly - where the majority of
the paint is stored as it

It ey et A0 g for steadily runs to the point.

control and accuracy.

Brush head —
painstakingly hand
tied with linen cord.

Deep double crimp
for security.
Tuft deep inside The ferrule’s

ferrule to ensure
balance and spring.

Seamless nickel ferrule,

position creates
the best shape.

Looking After Your Brushes

Citadel brushes are high-quality implements that will give you many
years of service if you look after them. Following these simple rules
will keep your paintbrushes in tip-top condition.

® Rinse your brush thoroughly between colours and always give it a
good wash at the end of each painting session.

e Wash your brush under cold running water until no more colour
comes out — you can use a mild soap if required, but make sure all
trace of it is rinsed out.

e After washing, repoint your brush.
Draw the damp brush along a line
of your palm, twisting it as you do
so to bring the brush to a point.

Never leave your brushes touching
the bottom of the water pot for
long, as this will cause the bristles
to curl.

o Keep paint away from the base of
the brush head and the top of the
ferrule. If paint is allowed to dry in
this area it will split the point and
ruin the brush.

Store your brushes handle down in
an empty mug or similar upright
container, Never let the weight of
the handle rest upon the brush head
for any length of time.
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The New Citadel Paintbrush Range

Shown here is the entire range of paintbrushes. The colour bands are for easy
identification, great for quickly swapping between brushes whilst painting.

Kl Fine Detail Brush

Bristle type: Kolinsky sable hair. -

Use for painting... Eyes, free-hand designs, veins, blood trickles and extreme highlights.

Detail Brush

Bristle type: Kolinsky sable hair.
Use for painting... Faces, hands, hair and larger items of jewellery.

CITADEL DETAIL BRUSH - 99198099027 [ TORLREE (R TR LR

Standard Brush

Bristle type: Kolinsky sable hair.
Use for painting... Clothing, skin, first-stage highlighting, basecoating animal pelts and fur.

———— CITADEL  STANDARD BRUSH - so1ensscozs — IRIBIE AR EIN BHI0 LABIBMIIR

I} Basecoat Brush
Bristle type: Kolinsky sable hair. =
Use for painting... Areas of flat colour. Great for applying Foundation paints.

CITAIDDEL  BASECOAT BRUSH - so1ooecc20 I I MIMRTHNN ALHLH (RRNE NI

Large Brush
Bristle type: Kolinsky sable hair. —

Use for painting... Power armour, large areas of flat colour, bases and vehicle weaponry.

CITADEL  tArcesRusH - oorsesosoo IR EMUARIRIE 0 E (RRORREI

Here the Fine Detail Brush is being used to add a final, extreme highlight to The Large Brush is great for undercoating expansive areas of flat colour,
the armour of Kor'sarro Khan, When painting intricate details on characler such as this ‘dozer blade. The large belly of the brush head holds plenty of
models, the control allowed by the Fine Detail Brush is often needed!. liquid so you can paint quickly in efficient strokes.
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m Wash Brush

Bristle type: Kolinsky sable hair. -

Use for applying... Citadel Washes — the large belly on the brush head holds plenty of the wash.

CITXNDEL ~ wasxBrusH -oovwsoososr  [IRINEIEMIBERIEROIN 1R IR

Small Drybrush
Bristle type: 60% dark ox hair; 40% nylon fibres. -

Use for drybrushing... Hair, weapons, metal blades, and smaller areas of armour.

N S— 2 CITADEL  SMALL DRYBRuUSH - sorseossccz 818111110 AIIE AR L1004 0

FJ Medium Drybrush

Bristle type: 60% dark ox hair; 40% nylon fibres. _

Use for drybrushing... Armour, weathering on vehicles, and animal fur.

CYTADEL  mepiumoryBRusH - oorosescoss  IINIEIERIRRI R0 IR | TEDIREIM

E] Large Drybrush
Bristle type: 60% dark ox hair; 40% nylon fibres.
Use for drybrushing... Vehicles, bases and scenery.

CITADEL LAraE bRYBRUSH - esrcessecas  [RIRIIHIARIERIHIIE RERUH

Stippling Brush

Bristle type: Custom-cut nylon fibres.
Use for painting... Rust, vehicle weathering and camouflage schemes.

— 330 CITADEL  smepuNG BRUsH - seroseseoss  [IINETRIRLAILAUEIR | 1AM

To pick out the raised areas on a component such as the ‘dozer blade then Adding mud to vehicles is one of the Stippling Brush’s many uses. Load the

the Large Drybrush is the perfect tool for the job. The bristles are stiff but brush with the paint and then apply to the model in gentle ‘stabbing’
still allow paint residue lo cling to the fibres and then transfer to the model. motions, gradually building up the layer to the desired effect.




MODELLING

WORKSHOP

SPAGE MARINES

WAR HAMMER

40 000

For this month’s
second Modelling
Workshop, we take a
look at some of the
new Space Marine
vehicle kits and
upgrade pack.

he Imperium is an empire in which

technological advancement has come

to a resounding halt, and is viewed
with suspicion by the vast majority of the
population. The Space Marine Chapters
are in the honoured position of having
access to the most advanced vehicles and
equipment the Imperium has to offer.

This isn’t just dogmatic tradition; no

other force in the Imperium can break a
siege with a precis se of lronclad
Dreadnoughts, nor overrun a xenos
battleline so

because they are
Ihe most

armoury hdS ben_n panded by the eagerly
awaited Land Speeder Storm and Ironclad
D! Jrinuu“ht But thats not r1|| - ne

Marlne ups
of extra weapons and ve
use on your vehicles




Vehicle Upgrades

One of the many modelling
options on the forthcoming
upgrade frame is a twin-
linked assault cannon - ideal
for kit-bashing a Razorback.

The antenna array from the accessory It's very simple to arm yvour Razorback with twin-
frame was glued onto the back of the linked assault cannons. Take the two assault
tank, suggesting that it is the personal cannons from the Accesory frame and fit them
transport of an Iron Hands hero. under the Razorback hood, betore attaching it to

the assault cannon mount. This plugs into the
normal weapons mount on the Razorback roof.

There are plenty of purity
seals and scrolls on the frame
that you can use to
decorate the hulls
of your tanks.

You can personalise your vehicle with
the addition of a Crux Terminatus and
other characterful iconography.

This Ultramarines Razorback is adormed with all manner of
livery and extra bits of equipment. Forge World doors have
been added, along with details from the Vehicle Command
frame as well as the new Land Raider Accessory frame.

New Bitz Pack

Next month, we're
releasing the Land Raider
Crusader Upgrade Pack,
a frame familiar to those
who already own a Land
Raider Redeemer or
Crusader. It's packed full
of options that you can
use on any of your Space
Marine vehicles.

www.games-workshop.com 97



Ironclad Dreadnought

No bunker or bastion is safe from the Ironclad,

the bane of any defence network.

We recommend not
permanently gluing your
arms and weapons to
the body of the Ironclad.
That way you can tailor
the armament to any
battlefield situation. In a
Planetstrike game you
might want a seismic
hammer, whilst for a
standard mission a
hurricane bolter might
be preferred.

This Salamanders Ironclad is armed with a Dreadnought
close combat weapon and seismic hammer. It is also kitted
out with Ironclad assault launchers and a searchlight, all of
which are available on the Ironclad frame.

98 WHITE DWARF
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The kit includes options
for all the weapons and
wargear available to the
Ironclad in the army list.
For the right arm you
can choose the
Dreadnought close
combat weapon (A) or
the hurricane bolter (B).
The left arm options
include the seismic
hammer (C) and the
chainfist (D).

This Crimson Fist fronclad is armed with a hurricane
haolter and chainfist combo. Note the crimson
colouring on the casing of the chainfist, following
the Chapter’s famous livery.




Ironclad Dreadnought Frame

Hurricane
Bolter

Seismic Hammer

o4 O o1 o}

21

22-23
24
25
26-30

31-33
34-37

38-44

Q%}GWGW

Hunter-killer
launch tubes

Hunter-killer
missiles

Power plant

Ironclad assault
launchers

Internal carapace
Banner
Searchlight mount
Searchlight

Purity seals

Crux Terminatus
Smoke launcher
Arm mounts
Sarcophagi
Exterior carapace

Underslung
storm bolter

Waist

Underslung
meltagun

Underslung
heavy flamer

Legs

Greaves

Feet

Hurricane bolter
assembly

Chainfist assembly
Dreadnought close

combat weapon
assembly

Seismic hammer
assembly
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Land Speeder Storm

Trading heavy armaments for transport capacity, the
Land Speeder Storm is the ultimate in speed and stealth.

This side elevation shows the Scouts arrayed in
the passenger compartment of the craft, ready
to disembark with weapons locked and loaded.

The rear view of the vehicle highlights a different profile to
that of the existing Land Speeder. This craft has three
thrusters configured in a Y-formation, designed to
compensate for the additional load and farger chassis.

Land Speeder Storm of the Salamanders Chapter.
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Land Speeder
Storm Frame

Optional Parts

® O
PN

@ iy 52)
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11

12-13
14
15

16
17
18
19
20
21
22
23-24
25

26
27-29
30
31
32
33
34
35
36
37
38
39
40
41
42-44
45
46
47-50
51-54

55-59

60-63
64-68
69-73
74

Sensor array
Headlights
Armoured bumper
Front canopy
Cerberus launcher
Wind shield
Dashboard

Compartment
partition

Heavy bolter
rail mount

Heavy bolter
Crew seats
Rappelling rig
support plate
Rappel wire control
Rappel handles
Rappelling rig
Fins

Chassis
Treadplates
Rear seating
Step edging
Passenger

compartment
rear wall

Thrusters
Stabilising stem
Rear canopy
Air intake grille
Antenna

Air intake housing
Spoiler

Targeter

Spare targeter
Belt pouches
Belt accessories
Pouches
Holster
Sheathed knife
Ammo boxes
Grenades
Camo cloaks
Sitting Scout

Rappelling
Scout

Scout loading
weapon

Scout Sergeant
Pilot

Gunner

Scout heads
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WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?
* A 2000 point fully painted army if you are * Six games over two days.

entering the Warhammer Heats. ¢ Lunch on Saturday and Sunday and an evening
e A 1500 point fully painted army if you are meal on Saturday.

entering the Warhammer 40,000 Heats. e The ticket also includes tea and coffee in the
e A good level of understanding of the rule set morning on both days and doughnuts on

you will be using. Saturday morning to get you started.
¢ Somewhere to stay on the Saturday evening. * Access to Warhammer World facilities
 Tournament pack available to download from including the Citadel Miniatures Hall.

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

III:I(E'IS NOW AVAILABLE FROM MAIL ORDER - 0115 91 40000
wiredez  WWW.Warhammerworidorg |




We thought we’d take this opportunity to reveal some of the
incredible displays, activities and products which will be
available on the day.

gearing up for the enormous event that
is Games Day. Tickets are available,
gaming boards are being built and Golden
Demon entries are being feverishly
converted and painted. So that you all

I t's that time of year when we are all

know what is going to be on offer this year,

we’ve gone round Head Office, poking and
prodding all manner of reticent souls, to
extract from them their fiendish plans for
Games Day!

EXHIBITIONS

Games Workshop’s Citadel miniatures are
stagge the very best fantasy miniatures
in the world, in fact — and the universes
they inhabit are equally as grand in scale
and intricate in detail, having been lovingly
shaped and crafted across thre

Part of what brings those
imagery used in the books a

text and the es themad\ es. ()me
again UK Games Day will be hosting the
Archive Exhibition, giving you the chance
to see the original art which is used in so
many wa
This " the ever-impressive Space
Marines Exhibition will be returning to the
shores of the UK having travelled to the
Paris, Baltimore, Toronto and Chicago
Games Day
merely a
xhibition we've ever held. With
riginal art, classic miniatures and
able boxed products than ever
the Exhibition has grown
~antly. You'll be drooling r1t lhr- glass
.md grabbing for your camera :
something printed in a book is one thm;,
seeing the or iginal pi in the flesh is an
experience not to be missed.

Games Day is Games
Workshop’s premier
event, showcasing the
many aspects of our
Hobby, and tickets are
already on sale! :



This year's Forge World event
miniature is a Commissar from the
Death Korps of Krieg.

THUNDER FROM FENRIS

NICK KYMF

Black Library are pulling out all the
stops this year, releasing a mighty
six books as well as the exclusive
Thunder From Fenris audiobook.

Black Library authors James
Swallow and Graham McNeill
sign copies of their latest works
at last year’s Games Day. Make
sure you calch up with the
authors again this year.

FORGE WORLD

The boyz at Forge World have already
unveiled their events-only model for the
2009 show season; the Death Rider
Commissar for the Death Korps of Krieg.
Designed by Mark Bedford, this fantastic
model, which comes with alternate arms,
will only be available from Games Days
and other shows attended by Forge World
this year.

Forge World will of couse be bringing
all their very latest miniatures, creatures and
Super-heavy vehicles straight from the blast
furnaces, together with one or two
exclusive miniatures while stocks last. We
hope to bring more on these new releases
in a future issue.

ART COMPETITION

Once again we will be running our ever
popular Art Competition, the theme for
which is “Champions of Chaos”. Entries can
be Warhammer or Warhammer 40,000
themed and you will need to bring your
entry with you as there are no facilities or
materials to enable people to draw their
entry on the day. Bring your entry to the
stand, before 1pm, to register and you will
be given a ticket to match your entry. You
will be able to collect your artwork
between 3:00pm and 3:30pm.

Please note artwork should be no larger
than A4, (we always get some people with
huge canvases, frescoes, replicas of the
Sistine Chapel roof etc.) and there can only
be one entry per competitor.

WAR I_lni\n_!\l MER -

BOND AT

WILLIAM KING & LEE L]CHTNE&,

- wul__rnl.aﬁf.- SONS OF FENRIS « WOLFS HONOUR

BLACK LIBRARY

Games Day sees Black Library launch into
action alongside Colonel-Commissar Gaunt
and Imperial Commissar Cain!

Dan Abnett's Blood Pact - the next
instalment in the best-selling Gaunt's
Ghosts series — will be released on the day.
We will also be selling a Games Day
exclusive chapbook with a brand new tale
starring Ciaphas Cain, and both Dan Abnett
and Sandy Mitchell will be signing these
new titles on the day!

Space Wolf fans, watch out: Black
Library is very excited to be pre-releasing
Thunder From Fenris — an exclusive Space
Wolves audio CD, featuring a brand new
adventure that you can listen to while you
paint! Alongside this, we are launching the
second Space Wolf Omnibus and will have
plenty of copies of the first volume as well.

Other exciting releases on the day
include Innocence Proves Nothing,
Shamanslayer, and the next instalment in
the thrilling Empire Army series, lron
Company. We will also be launching the
new Imperial Guard novel, Cadian Blood,
written by our new star author Aaron
Debmski-Bowden and there will be a brand
new edition of Liber Chaotica, and a free
sampler of exciting forthcoming releases.

As well as Dan and Sandy, guest authors
will include Graham McNeill, James
Swallow, Chris Wraight, Richard Williams,
Gav Thorpe and Nick Kyme. Also in
attendance will be the talented cover artists
Neil Roberts and Jon Sullivan.

Wi

SHAMANSLAVER

BY HATHAHN LONG

h#h

TRON COMPANY
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advance. Admit One. To i Once again, this year's ticket

Qooo0l 00001 s kshop.com for more information about the S oW, includes the exclusive Games Day
o Miniature — a mighty Exalted Hero
of Chaos.

] Sundﬁ y 27th September 2009. Birmingham
ntre (NEC). Tickets cost £30 and include
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vorkshop.com

r

: Entry For official use only I
: NUmDEr o i :
1 [
i OFFICIAL ENTRY FORM :
| IMPORTANT! Please fill in a 1
| separate entry form for each entry! [
[ [
[ |
U SNBHIE. fovsht o S b o s s A T i .
g I
e L [ T e o e T e e L T T e e e 1
[ 1
A e e o s ot e s el I WY T, 115

: MElephONe NURIBBE s o SR A v i S S DGR i et

: Category Name & Number

: DO IO O B oL . .\ e simmminmin st st s o0 8 At gt e b, SREIS

e e T T

1

1

1 L:}Jl‘:lggl‘ha rad In the UK nﬁo‘

I

| FOR OFFICIAL USE ONLY

1 Category Number

I

1|1 2 3 4 5

1

e e o omn ome mn mn me S B B B W B N I B B B M BN S B BN N N S S S O e .

www.games-workshop.com 105



Il‘n

WARI-[AMMER
THH’NEBPSKULLE"

+17th-18th October 2009

»14th-15th November 2009

»28th-29th November 2009
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Date: 18th—19th July, 2009 <+ 3

‘11th) The Lord of The Rings

Doubles Tlllll'llalllﬂl_ll

Date: 11th—12th July, 2009 AR
Venue: Warhammer World, Nottinghan
Age Limit: 12+ Players between the ages of
12 and 15 must be accompanied by an adult.
Details: Compete in this relaxed tournament
with a friend as your ally. Designed to
challenge players’ abilities to work together to
defeat all comers, who will emerge as this
year’s The Lord of The Rings Doubles
Champions?

Each team will need two fully painted
forces: one Good, one Evil, selected from the
Legions of Middle-earth supplement. Each
force must be made of two 350 point
contingents.

Tickets: Tickets cost £85 per two-player team
and includes lunch on both days, an evening
meal on the Saturday night, tea and coffee at
the start of both days and doughnuts to get
you started on Saturday morning.

Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

8th) Tactica 2009

Venue: Warhammer World, Nottingham
Details: The fortress world of Lenton has been
besieged by aliens and heretics for as long as
anyone can remember. While the enemies of
the Imperium still march on this cursed rock,
there can be only warl!

Fight for your own glory, and that of your
club in the face of the most complete tactical
challenge. Compete in all nine scenario
variations from the Warhammer 40,000
rulebook over two days of fanatical fun! Each
player will need a fully painted 1000 point
Warhammer 40,000 army.

Tickets: Tickets cost £40 per player and
includes lunch on both days, and tea and
coffee at the start of both days.

Contact: events@gamingclubnetwork.org
Website: hitp://tactica.gamingclubnetwork.org

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

[ e e RS e ]
1st Huddersfield Illlncawnse

Date: 1st-2nd August, 2009

Venue: Laser Zone, 29 St Johns Road,
Huddersfield, HD1 5DX

Details: The Cellar Dwellers gaming club
invites you to join them in the Huddersfield
Apocalypse Tournament. With prizes to be
won for friendly and competitive play, battle
your way through four games over two days
with armies of 3000 and 5000 points.
Tickets: Tickets cost £30 per player.
Contact: sales@huddersfieldgames.co.uk

15th Warhammer
Battlefields

Date: 15th—16th August, 2009 WS
Venue: Warhammer World, Nottingham'
Age Limit: 16+

Details: Battlefields Events represent a fantastic
opportunity to play the sort of games you
wouldn't be able to play under normal
circumstances. Making use of different sized
armies, challenging scenarios and unusual
deployments, the event is geared towards
empahsising the wider possibilities of the rules
in a relaxed, social environment.

Tickets: Tickets cost £55 per player and
includes lunch on both days, an evening meal
on the Saturday night, tea and coffee at the start
of both days and doughnuts to get you started
on Saturday morning.

Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

23rd The Lord of The Rings

Doubles Tournament

G AWES WORKSHOP)

Date: 23rd August, 2009
Venue: GW Wakefield
Details: Pair up with a friend to battle against
others in this competition of deadly duos. To play
vou will need two warbands of 300 points using
the armies from the Legions of Middle-earth
supplement, and a friend to play with. Full details
of the rules will be sent with the event pack.
Tickets: Tickets cost £15 per two player team.
Contact: GW Wakefield — 01924 369431

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

7TH SEPTEMBER R

Art and Design

AT THE BIRMINGHAM NEC B

25th May-13th July
An exhibition | ;
Humanity's defenders
They are
paturing iconic
and new art
the Archives and

2009 will be situated in the cavernous expanses of Halls 1 and 2, allowing us to
hold, literally, the largest Games Day in history! Read a sneak preview of some of
what we have in store for this year’s event on page 103.
Visitors to this year’s event are advised that seating in Halls 1 and 2 will be extremely limited.

ﬁ s part of the Birmingham NEC's ongoing programme of improvements, Games Day

Dpen daily;
display may be limited
ing large events.

; e
el

CALL 0115 91 40000 FOR DE

Dates Game Systems Ages
27th-31st Warhammer & 12-16*
July Warhammer 40,000
3rd-7th Warhammer & 164
August Warhammer 40,000
s“mmer “nnb' eamns 10th=14th Warhammer & >
Want to try something different during the School August Warhammer 40,000 Fa=he
Holidays? Fancy assembling, painting and gaming with
a brand new Warhammer or Warhammer 40,000 army? 17th-21st Warhammer & 13-16*
Then the Warhammer World Hobby Camps might just August Warhammer 40,000
be the thing for you!

At each camp a group of gamers get together with 24th-28th Warhammer & 12-16%
like-minded hobbyists and spend the week assembling, August Warhammer 40,000
painting and gaming with a brand new Warhammer or *Parents may attend with their chifdren
Warhammer 40,000 army.

Our goal is for hobbyists to learn a variety of skills Battalion or Battleforce of your choice and a cooked
and techniques that they can apply to their future lunch with a dessert and a drink each day. We'll also
modelling, gaming or painting projects. To help learn provide the tools, paints, brushes and materials you
these skills we provide Hobby Camp Coaches, who need to create a battle-ready army.
advise and coach on all these areas. For more details and to make a booking, contact

The Warhammer World Hobby Camps currently cost Matt Lincoln on:
£186.00, and includes a Large Army Carry Case, a whworldevents@games-workshop.co.uk

To find more exciting events and activities near you, go to:

www.games-workshop.com

Event information correct at time of going to press. Games Workshop is not responsible for events nol run by Games Waorkshop. www.games-workshop.com 107
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STORE FINDER

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

GAuES WORESHOP Hohby Centres

OPENING TIMES

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

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

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

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

www.games-workshop.com

FRONTLINE

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

the store listings.

Range of products
Our Hobby 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.
However, if ever you're looking for
something not on the shelves, all our stores
also have a webstore order point through
which you can choose from our entire
range of Citadel miniatures, including the
Specialist Games and Collectors ranges
and the ever-expanding range of Bitz Packs
which allow you to customise your armies.
What's more, have your order sent to
the store, and we’ll send it POST FREE!

Gaming Rooms

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

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

Free gaming & tactics advice

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

Free beginners programme

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



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

GAMES WORKSHOP

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

MOST POPULAR STOCK LINES

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

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

Independent Stockists

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

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

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

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

Store Directory

GW BRISTOL:

B7 The Horsefair, B51 31

Teli D117 925 1533

GW BRISTOL (CRIBB'B CAU&EWA\‘P
Unit 129, The Mall, B534

Tel: 0117 954 2520

BRISTOL, Area 51:

Ted: 0117 9244655

BRISTOL, HobbyCrafi:

Tel: 1117 955 7100

GW BEDFORD:

T Greviriars, MK THP

Tel: 127 427 3663

LUTON, Fantasy Games:

Tel: 01582 729 007

LUTON, Ottakers:

Tel: 11562 486999

CRANFIELD, Wargames Workshop:
Tel: 01234 756923

= GW MAIDENHEAD:

Unit 2, 17 Market Streef, 516 AN
Tel: 0162 163 1747

GW READING:

24 Onfard Road, RG1 TOA
Tl 141 114 959 B6YL

GW WINDSOR:

Unit 3, & Gearge ¥ Place, S04 10OF
Tol: 011753 161087
BRACKNELL, Waterstones:
Tek 01344 408124

NEWBURY, Toycrait:

Tel: 01635 H077

READING, HobbyCraft:
Ted: 0118 902 Bo0H
WINDSOR, W| Daniels:
Tel: 01753 862106

GW BIRMINGHAM:

Uinit 116, Bulleing Link, B5 485

Tel: D121 633 7143

GW’ DUDLEY:

Medry HIII Centro, DYS 159

T | A8 448 1818

GW SOLIHULL:

690 Warwick Road, 191 30%

Tel: DF2Y 706 7987

+ GW SUTTON COLDFIELD:
4547 Birmingham Road, B72 1RH

Tedi 0127 354 1174

GW WALSALL:

Unit 26, ©ld Square Shopping Centre, W51 10F
Tel: 0742 272 5207

GW WOLVERHAMPTON!

1 King Street, W1 15T

Tel: 010 231 D466

BIRMINGHAM, Console Games:
Tel: 0121 477 0022
KIDDERMINSTER, T] Models:
Tel: 1562 747002
WOLVERHAMPTON, HobhyCraft:
Tel: D045 051 6343

GW HIGH WYCOMBE:

No 55 Fiden Walk Gallery, Eden, HP11 2HT
Tel: 0149 453 1494

GW MILTON KEYNES:

Linit 2, 502 Silbury Boulevaed, M9 ZAD
Tel: 150 D&% D477

AYLESBURY, Bear Necessities:
Tel: 01296 421098

BUCKINGHAM, Abacus Toys:
Tel: 01280 821815

MILTON KEYNES, HobbyCraft:
Tel: 01904 308 330

MILTON KEYNES, Jayz Crafts:
Tel: 01908 565578

* GW CAMBRIDGE:
54 Regent Streel, CH2 1DP
Ted: 0142 331 3350
GW PETERBOROUGH:
A Wentworth Streel, PEF 10H
Tel: 01733 820 052

: Gamers:
TR

Tehn E
ELY, City Cycle Centre:

Ted: 01351 663131

HUNTINGDON, Sports & Fashions:

Tek: 01480 454541

PE'IERBORDUL’.H, The Rift:
i 01733 141007

306
WISBECH, I’rams& Toys:
Tel: 01945 564142

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tal: 01534 FA2187

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

CHESHIRE

* GW CHESTER:

112 Furegate Streed, CH1 1HE

Tel 0124 431 1967

» GW MACCLESFIELD:

Unit 3#, Chestorgate Mall, Grosvenar Centre,
SK11 AR

Tel: 0162 561 B020

GW STOCKPORT:

42 Mersey Square, SK1 THA

Tel: (BT 474 1427

GW WARRINGTON:

Unbt 20, Bank Street, Time Square, WAL 2AF
Tel: (6192 565 1984

ALTRINCHAM, The Gaming Crypl:
Tol: 0161 929 9919

BIRKENHEAD, Kit Shop

Teli 1151 647 9067

CHESTER, HobbyCraft:

Tel: (H244 630 110

CONGLETON, Deans Toys & Cycles:
Tel: 0426 0273277

CREWE, ABC Model Sport:

Tel: 11270 505 (48

CREWE, Jac in a o

r\DRTHWICH, Level 1:
Ted: (1606 45053

STAL\'BRID(.E, Hardcastles:

Tel: (61 303 3402

STOCKPORT, HoblbyCraft:

Tel: 0161 429 5400

STOCKPORT, Marauder Games:
Tel: 161 4772111

HYDE, Goslings Toymaster:
Tek: 01T 427 2059

wmc Rl (_.TON HobbyCrat:
305

= GW MIDDLESBROUGH:
Unit 33, 39 Dundas Strect, T51 1HR
Tel: 0164 225 4091
HARTLEPOOL, Illusions:

Tol: 11429 233 199
NORMANBY, PC Tech:

Tol: 01642 461010

REDCAR, PC Tech:

Tol: 01642 481086

CORNWALL

GW TRURO:
Unit 1, lm(geﬂm.nmuridnnsm TRI AN
Td mn? 232 W47

INGTH

A ot
b
BODMIN, Bricknells;

Tel: 01208 77088
BUDE, More Value:

Tel: 01288 352 362
FALMOUTH, Kernow Toymaster:
Tel: 01326 312 571
FRADDON, Kmbslﬂy Village:
Tel: 01726 B61
HAYLE, Biewetls of Hayle:
Tel: 01776 751 072

LISKEAR D, Tragu Mills:

Tel: (1579 340 077

NEWLYN, Newlyn Post Office:
Tel: 01736 64592

NEWQUAY, Planet Hobbywood:
Tel: 01637 059 941

ST AUSTELL, Mad for Miniatures:
Teki 01746 72259

WADEBIIID(..[ Bricknells:
Tel: 09208 813 274

COUNTY DURHAM

= GW DURHAM:

b4 North Ruad, DHI 450

Tel: 0191 474 1062

GW DARLINGTON:

Il Shinnergate, 013 7L

Tol: (132 538 2403

BARNARD CASTLE, Toy Shop:

Tol: 01833 637 396

BISHOP AUCKLAND, Windsock Models:
Tel: 01388 609 7k

COMNSETT, Kwikpart:

Ted: 01207 581024

SEAHAM, Games of War:

Tek: 01915 B17 110

STOCKTON ON TEES, HobbyCraft:
Tel: 0845 051 6559

STOCKTON 0N TEES, Stockton Modeller:
Tel: 1642 616 650

* GW CARLISLE:

Wit 2, Farly Lane, CAT 10P

Tl 0122 859 HT16
BARROW-IN-FURNESS, Heaths:
Tel: 01229 820 435
BOWNESS-OMN-WINDERMERE,
Ernest Atkinson & Sons:

Telt 01539 447 047
COCKERMOUTH, The Toy Shop:
Tel: 11900 B25855

KENDAL, Aireys of Kendal:

Tel: 1539 720 781

PENRITH, Harpzls Cycles:

Tel: 01768 864 47!

WIGTON, ]ackwm Driecast Models:
Tel: 01697 342 557

WORKINGTON, ToyTown:

Tel: 01904 A73 122

DERBYSHIRE

GW DERBY:

42 Sadller Gale, DES INTU

Telt 0133 237 1657
ASHBOUR\IT—_ Lumllalds Tays:
Ted: 01335 3
BELPER, Chi ren ‘s Choice:

Tel: 01773 B25BGS

BUXTON, Knowles Toys and Models
Tel: 1298 Fa3n3

CHESTERFIELD, Chesterfield Department Store:

Folt 012146 220 200
GLOSSOP, Wain Services:
Tel: 01457 054 548
ILKESTON, llkeston Co-op:
Tel: 01159 327 777
MATLOCK, Shawes:

Tek 01629 542 462

RIPLEY, Chimera Leisure:
Tel: 01 TATE4S

= GW EXETER:

31 Sidiwell Streel, EX4 6NN
Tel: 139 229 0305

GW PLYMOUTH:

4 Carmwall Street, L1 1LR
Tel: 0175 215 4121

GW TORQUAY:

12 Market Streel, TQ1 IAQ
Tel: 0181} 320 1036
BARMNSTAPLE, The Battlezone:
Tel: 01271 321 344

BIDEFORD, The Tarka Train Company:

Tel: 01237 424 807

BRIXHAM, The Brivham Model Centre:

Tel: 011103 BA2555

DAI!TMOUTH WG Pillar & Co:
Tel: (11803 #32 136

EXETER, Eldritch Games:

Tel: (R45E385055

EXMOUTH, Gamezone Models:

Tal: Q1395 267 737

HONITON , Honiton Toy Shop:

Tel; (11404 43741

ILFRACOMBE, KJ Hobbycrafts:

Tel: 01271 879502

GAMES WORKSHOP HOBBY CENTRE
(=} Indicates Gamlng Room facilities.

HOBBY STOCKIST
Offers 2 hoblsy gaming and palating service.

NE ELITE STORE

NE PARTNER STORE
Stocks mast of e Games Workshop range.

INDEPENDENT STOCKIST
Official seliers of Garmes Workshop products.®

ORE FINDER

Stucks the complele Games Worksho range and offers introductory gaming and painting lesssns.

* T b siave thoy have what you want it stock, we recommend calling e stove firss,

KINGSBRIDGE, The Trading Post:
Tul: D340 052 923

NEWTON ABBOT, Austins:

Tol: 01626 333 444

NEWTON ABBOT, Dragon's Cave:
Tol: 01626 33499%

PAIGNTON, Paignton Model Shop:
Tel: 01103 555607

PLYMOUTH, Model Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01E22 615 236

TEIGNMOUTH, Jackmans Toyhox:
Tel: 01626 771 260

TIVERTON, Banbury's:

Tol: 01884252627

TORQUAY, Action Model Centre:
Tel: 01258 480099

TORRINGTON, Toyzone:

Tel 01805 624 790

TOTNES, Finishing Touches:

Tedi 01001 862244

DORSET

GW BOLRNEMOUTH:

24 sl Office Road, BHY 18A

Tel- 1120 231 7292

= GW POOLE:

Unif 12 Tewngate Contre, BH1S 1ER

Tel: 01200268 5633

BLANDFORD FORUM, Inspirations:
Tel: 01258 480499

BOURNEVIOUTH, Boscombe Preint Post Office:
Tk N1202 290706

EOLJRNEMOUTH. Hobbycraft:

Tel: 01202 582 4

BRIDPORT, Fr‘OﬂS Toymaster:

Tel, 01305 422 296

(_HRIST(‘HURCH Christchurch Post Office:
Telt 1202
DORCHFSTER Dorchester Toys:
Tel: (105 261 152

SHAFTESBURY, Hardings:

Tel: 01747 50255

SHERBOURNE, The Corner House:
Tel: 01935 015 615

SHERBOURNE, The Toy Barn:

Tel: 01935 615 040

WEYMOUTH, Howley’s Toymaster:
Tel: 01305 779255

GW CHELMSFORD:

Linit AL, The Mradows Centre, CM2 GFD
Tel: 0124 540 0046

GW COLCHESTER:

2 Shost Wre Streal, COL LN

Tel: D12 TG 717D

GW SOUTHEND:

14 Soathchurch Road, 551 EINE

Tel: 0170 246 1259

GW THURROCK:

Unit 2150, Level 3,

Lakeside Shapping Centre, HMI0 27)
I 33

SAFFR LDEN, Gamy
30 Frigh Sireet, Tol: 61759 508 870
BASILDON, HobbyCrait:

Tel: 01264 240 100
BRENTWOOD, BEM Cycles:
Tel: 01277 214 342

CLACTON OM SEA, Clacton Art & Craft Centre:
Tel: 11255 436 346

COLCHESTER, 4TK Gaming:

Fel: 01206 75670

HARLOW, Marquee Models:

Tel: 01279 423 334

HORNCHURCH, Tole Haven:

Fal: 01708 47505
MALDON, Colin Bliss Models:
Tol: B1621 051 427

RAYLEIGH, Toys N Tuck:

Teki 01260 775 S0

SOUTH WOODHAM FERRERS, Candy Stix:
Teki 01245 625 Tib

GLOUCESTERSHIRE

GW CHELTENHAM:

1 Piltville Street, GLS2 20)

Tel 0124 222 B4

GW GLOUCESTER:

45 Clarence Sfroet, GL1 1EA

Tel: 1145 250 5053

BOURTON ON THE WATER,
Bourton Model Railway:

Tul: 01451 820 686
GLOUCESTER, HobbyCraft:
Toli 01452 424 959

STOW ON THE WOLD, Cleaver Models:
Tek: 0145R30424

STROUD, Antics:

Tel: 01453 764 487
TEWKESBURY, Toy Zone:

Tel: 01604 295 776

HAMPSHIRE

GW BASINGSTOKE:

3 Potters Walk, RG2E 760

Tiel: 4125 (46 G50

GW PORTSMOUTH:

34 Anundel Steeel, 1O 1ML

Tel: 0439 20T h2bh

GW SOUTHAMPTON:

23 Eust Street, ST THG

Telk: 0238 0431962

GW WINCHESTER:

AN Juwey Stroel, SOEE ARY.

Tel 0196 2860190

ALDERSHOT, The Game Shop:

Telt 19252 371 443

ALTON, Alton Model Centre:

Tel: 014200 542 144

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 263

BOTLEY, just Add Imagination:

Yol: 01484 781 177

FARNBOROUGH, Dark Star:

Tol: 01252 545011

SOSPORT, TN Books and Wargames:
Tel: 02392 580 931

HAVANT, HobbyCraft:

Tek: 0845 051 6554

LYMINGTON, HE Figgures:

Tel: 01590 67200

MILFORD ON SEA, Miliord Models and Hobhies:
Tel: (1590 642 112

NEW MILTON, Toys of New Milton:
Tel: 1425 617 105

PETERSFIELD, Folly Models:

Tel: 11730 267 532

RINGWOOD, Toys of Ringwood:
Tel: 01425 479 444

www.games-workshop.com

109



110 WHITE DWARF

SOUTHAMPTON, HobbyCrait:

Tel: D845 D51 4521

SOUTHSEA, Southsea Models:

Tel: 02392 733 208

WATERLOOVILLE, Forever Toys Lid:

Tek: 02392 266 253

WATERLOOVILLE, Paul’s Hobby Shop:
T

Tel: 01705 259

GW HEREFORD:;

40 Eign Gate, HRS AR

Tef: (1442 455 00

LEOMINSTER, Martin's Models & Crafts:
Tel: 01564 613 782

ROSS ON WYE, Revolutions:

Tel: 01489 562 (34

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

1 Driclge Stret, HP1TEF

Tul: 0144 224 4752

GW 5T ALBANS:

18 Herflage Cloe, ALY 4ER

Telr 0172 786 1190

ABBOTS LANGLEY, The Battle Shop:
Fel: 07003 DO 259

BARNET, Trvys Toys Toys:

Tol: (200 449 0964

EERKHAMSTEAD Hamlins:

Tel: 01442 Bb4 642

BISHOP'S STORTFORD, Boardmans:
Tek 01279 634 033

HITCHIN, Mainly Models:

Tok 01442 ui 104

STEVENAGE, HobbyCrafi:

Tel: 0045 051 6553

STEVENAGE, K5 Models:

Tel: 01438 746 61h

WELWYN GARDEN CITY, Fun House Toy Slore:
Tel: 01707 347 319

WARE, King George Stores:

Tel: OT920 462 774

WATFORD, HobbyCraft:

Tel: 0845 051 A538

ISLE OF MAN

DOUGLAS, Toymaster:

Tol: 01624 22 154

RAMSEY, Creativity and Craft:
Tol: 07624 430345

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Yol: 1903 292 013

NEWPORT, Cheap Thrills:

Tel: 01983 530 570

NEWPORT, Toy & Models:

Tol: 01983 528 238

RYDE, The Sports & Model Shap:
Tel: 01143 862 454

KENT

GW BLUEWATER:

Ut 0520, Upper Thames Walk, Blupmirter, DAS 950,
Tol: 0132 342 ?sw

GW CANTERBU

Linit &, Iran Dar um-,t 2N

Tel: 0122 743 2060

GW MAIDSTONE:

T Pudiding Lane, MET4 1PA

Teli 163 267 7435

GW TUNBRIDGE WELLS:

H Cramvenar Riad, TN 241

Tels 0180 252 5783
ASHFORD, GZ Compuleml!i
Teli 01233 563996

BEXLEY HEATH, K
Tel: 0208 200 7177
BROADSTAIRS, Time & Space:

Tel: 1543 66 (M

CHATHAM, Maynes:

Tel: 01634 400 031

CRAYFORD, HobbyCraft:

Tol; 01580 713298

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 017495 501 203

FOLKESTONE, Penkraft;

Tel: 01303 279292

GRAVESEND, Steve's Callectables and Models:
Tel: 01474 564 465

GRAVESEND, The Stamp Centre:

Tel; 01474 534 164

HASTINGS, Hastings Hobbies:

Tel: 01424 2040021

HERNE li.l\\" Speanng_r.

razy

MAIDSTONE HnbhyCrafl
Tel: D1A22 G2
'ION ]H Lorimer:
Tul: 01684 B23 14T
SEVENOAKS, |H Lorimer:
Tel: 01732 452 H40
SEVENOAKS, Manklows;
Tel: 11742 454 952

GW BLACKPOOL:

0 Wirley Street, FY1 DL

Tok: 0125 475 256

GW BOLTON:

Unft 14 (st floor), Croniton Place, BLT 1R
Ted 0120 436 2131

GW PRESTON:

15 Miller Arcarde, PRI 20Y

Bl 0177402 1855

ASHTON UNDER LYNE, Rouncksbout Toys:
Tel: 01413 432 344

BLACKBURN, Batcave:

Telt 01254 607 480

BLACKBURN, Mercer & Sons:

Ted: 0125 438 TIHI

BOLTON, HobbyCraft:

Tel: (41204 374 300

BURMLEY, Compendium

Tel: 01262 457 OhY)

BURY, Conways Toymaster:

Tel: 01617 616 204

CLITHEROE, Cowgills of Clitheroe Lid:
Teki 03200 429 587

KIRKHAM, RK Boyes:

Tel 01772 671 91H)
LANCASTER, Micro Markets:
Tel: 01524 B0 480
LEIGH, Toymaster:

Tel: 442 671 116
MORECAMBE, Micro Markets:
Tel: 01524 416 306
owsmx, Taylors:

Tel: 01645 5734516

ROSS| DME Rossendale Models:
Tek: 01706 250 007

PRESTON, HobbyCraft:

Tel: 01772 b1 200

morwrow:LEVEL\s Toysave Collectables:
Tel: (1253 A5

Model Centre:
Telk 01942 145 603

LEICESTERSHIRE

GW LEICESTER:
Unlt 2,16/20 Silver 3teeet, LEL GET
Tel: 0116 253 U510
GW LOUGHBOROUGH:
22 Bigwin Streed, LELT 1UA
Tols 1130 %23 8107
LEICESTER, Gifts For Geeks:
Tel: 01162 533454
LOUGHBOROUGH, Wargames Inc:
Ted: 01508 233505
OUGHBOROUGH, ZX Gamer:
Tel: 07977 3037213
MELTON MOWBRAY, Cobwebs:
Tel: D664 500700
ASHBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01530 416 827

LINGOLNSHIRE ARER

GW GRIMSBY:

 Wosd SE Mary's Gate, 831108
Tel:0147 2434 7757

GW LINCOLN:

Linit SUIA, Saltongate,

(putside of Walersie Contre), LNZ TAF
Tl 1152 454 B027

BOSTON, Models and Computers:
Tubi 01205 Fh3 102

GRANTHAM, Access Models:

Ted: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 149

MAELETHGRPE Belas Toymaster:
Tol: 015 3

SCUN HORPF Shermans Maodel Shop:
Telr 01724 B42 430

SKEGNESS, The Maodel Shop:

Tel:tin b3

SPALDING, Mascm s Models:

Tel: 01775 722 438

STAMFORD, Stamiford Models and Hobbies:

Tel: (N 700 767934

GW BRENT CROSS:

Ll %, Lo Mal, Bront Crovs Shopping Cerire, NWS IFE
Tel: 00 20 4474

* GW BROMLEY:

Unlt 24, The Mall, Bromnliy, BR1ITS

Tel: D206 466 6078

GW COVENT GARDEN:

Uinlt 33, The Marker, WCZE T

Tl (205 240 5106

GW CROYDON:

Ui 45, Drumimaed Centee, Kechey Eaid, CRIl TR
ol 01208 60 1600

GW EPSOM:

Ik High! Streel, KT19 BAD

Tel: 11472 ?513!1

GW KENSINGTON:

Shug 7, Lancer Square, Kensingiun Church
Street, Wi 4EH

Tel 0207 937 7011

GW KINGSTON ON THAMES :
33 Fife Roard, K11 15F

Tel: Q2061 549 5224

GW LONDON (Oxford St):

Linit 16, Th Plaza Shapping Centre, T3t
Floor, 116126 Oaford Strest, W1D 1LT
Tel: 0207 436 G839

IMFORD:
12 Quadrant Arcads, RM1 35D
Teli 01700 74 140
GW STAINES:
H Clarence Strect, TW1H 459
Tel: 0178 446 DGT5
GW SUTTON:
Ui 26, Thmes Square Shegping Contre, SM1 ILE
Tel: 0200 770 9434
* GW UXBRIDGE:
Unit 32, Chequers Mall, The Pavilins
Shiopping Centrr, URH LN
Tedi 0189 525 JA0
GW WATFORD:
Linlt 2 14 Cusen Streel. Hatheqaln Cenire, WOE 2T
Teli 14923 245201
GW WOOD GREEN:
Lt U3, The Mall Wood Gresn, High Strent, M22 ABA
Veli D20 BAA107S
BLACKHEATH, 2nd Impressions:
Tel: 0208 852 (192
CAMDEN, Goodwoods:
Telk: 024 340 4441
CLAPHAM, Russ:
Telt 0207 226 6319
DULWICH, The Art Stationers:
Tel: 208 693 5938
FINCHLEY, Leisure Games:
Tel: 0208 346
GREENFORD, HobbyCraft:
Tek; 0208 7 500
HAMPSTEAD, Happy Returns:
Telt 0207 435 2431
HERNE HILL Ius! Williams:

PUTNEY, Toystop:

Tels 020K 7105 9555
ROMFORD, HobbyCraft:
Tel: 0845 051 (545

RUISLIP, John Sanders:
Tel: 01045 634 848

MANCHESTER ARER
GW ALTRINCHAM:

Kpit 1, 19 Grafion Street, WATS {DL
Telt 0161 423 9696

FRONTLINE

GW MANCHESTER (Central):

Unit i35, Mareden Wiy Soiath, Arndale Contse M 3AT
Tel: H1E1 B34 BITY

GW TRAFFORD CENTRE:

Unit Lade Trafford Cenire, MIT 388

Tal: H161 755 00G5

ALTRINCHAM, The Gaming Crypt:
Tek: 0161 929 9919

ECCLES, Amazon Miniatures:

Tel: (61 785 7650

NORTHENDEN, Stelorac:

Tel: 0161 1461739

MERSEYSIDE AREA

* GW LIVERPOOL:

Tils Cuniral Shopping Centne, Ramveluigh Sireet, 11108
Teb: 0151 703 0963

GW SOUTHPORT:

Undt 2, The Edge, 7 Hoghlon St PRI OTE

Tel: 0170 4501255
WALLASEY, Wirral Model Shop
Tel: 0151 200 A155
WIRRAL, Thingwall Garden Centre
Tol: 0151 B4g02it

EAST SHEEN, Pandemonium:
Ted: (K208 7150 866

ENFIELD, Pearsons:

Vel: 200 377 4200

GW NORWICH:

1244 Exchange Stroet. RRZIAT
Tel: 0980 376 7650

CROMER, Cromer Furniture:
Tel: (1264 515153

EAST DEREHAM, Starlings Toymaster:
Tel: D1362 697 769

EAST DEREHAM, Youngsters World:
Tol: 01362 (95 350

GREAT YARMOUTH, Kerrisons:

Tel: 01493 BI3H31,/01493 850039

HOLT, Starlings Toymaster:

Tel: 111263 713 101

HUNSTANTON, The Card Box:

Tel: 01405 834466

HUNSTANTON, Pavilion Toymaster:
Tel: 01465 531 108

NORWICH, Battlenet:

Tol: 01601 765 595

NORWICH, Langleys:

Tel: 11603 621959

NORWICH, Kerrisons:

Tel: 01643 494004

NORWICH, § P Models:

Tul: 01553 887870

SHERINGHAM, Starlings Toymaster:
Tek 01263 822 368

TAVERHAM, Norvic Models Ltd:
Tel: 01603 865213

THETFORD, Berties Crafts:

Tels 11842 7H6297

WROXHAM, Point House Toyshop:
Tel: 01603 706 50,

* GW NORTHAMPTON:

2426 Ahingtnn Squed, NNTAAA

Tal 01604 636 657

DAVENTRY, The Games Vaull:

Tel: 11327 210341

KETTERING, Green Angel Cards & Games:
Tel: 01546 350 245

NORTHAMPTON, HobbyCraft:

Tol: 01604 597 800

NORTHAMPTON, Project Hydra:

Telb: 01604 639965

RUSHDEN, Oshorne Sports & Toys:
Tel: 49933 112 415
WELLINGBOROUGH, Software Seller:
Tel: 111933 440 fia 1

ASHINGTON, Blue Box Models:
Tel: 01670 521274

CORBRIDGE, The Village Square:
Teli 01434 634 156

HEXHAM, Robhbs:

Tel: 11434 B2 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Cenlral):
3da Friar Lann, NG1 60O

Tek: 0113 948 4051

GW WARHAMMER WORLD:
Withiw Raad, Lentan, NGT 25

Tel: 0715 916 8410

MANSFIELD, The Games Emporium:
Tel: 011623 61} 122

NEWARK, Access Models:

Tel: 01636 673 114

NOTTINGHAM, HobbyCraft:
Tek: 0845 051 6249

WEST BRIDGFORD, Inspirations
Ted: 115 982 1200

WORKSOF, Model Base:

Tel: 01909 501 752

GW OXFORD:

1A Hush Henrse, New brin Hall Stropt, OX1 200
Toki D1865 242 142

ABING CIN, }ust Toys:

Tel: 01235 524

BANBURY, Tnnder FRros:

Tel: 01295 262 546

BICESTER, HobbyCraft:

Tol: 145 051 6557

CARTERTON, Giles Sports:

Teli 01953 142 3%

OXFORD, Boswells Toymaster:

Tel: 0185 241 244

THAME, Pied Pedaller:

Tel: 01144 260 022

WALLINGFORD, Pettits of Wallingford:
Toel: 14491 735 253

WITNEY, Dentans:

Fol: 011945 04 579

HAVERFORDWEST, Emry's:
Ted: 01437 779 646

RUTLAND

OAKHAM, Rutland County Museum:
Tel: 01572 758436

SHROPSHIRE

« GW SHREWSBURY:
Ik Market Street, 8Y1 1LE

Tel: 0174 “6 W7
esting Knight Games:
‘Gamest

TELFORD, Qu
Tl 01952 4‘? 743

, Sani
Tl 01952 676 120
BRIDGENORTH, Hobby Horse:
Tel: 11174 6 76h 659
OSWESTRY, Funfayre:
Tel: D161 674 646

SOMERSET

* GW BATH:

510 Westyale Boidings, Avon Sireet, BAT 1UN
Teby 0122 513 4044

BURNHAM ON SEA, GW Hurley:
Tel: 1270 769 281

CLEVEDON, Just For Fun:

Tel: 01275 341 819

FROME, The Ellenbray Press:

Tel: 01373 462 139

FROME, Frome Model Centre:

Tek: 01373 465295
GLASTONBURY, Pedalers Toymaster:
Tel: 01458 814 562

GLASTONBURY, PC's PC'st

Tel: (11458 843300

MINEHEAD, Mlnellead Toys & Models:
Tel; 1643 7

SHEFTON M.I\LLE‘I Toymaster Sheplon Mallet:

Tel: 01744 B72030

TAUNTON, Krackers:

Tel: 01423 335 057

TAUNTON, Hatcher & Sons:
Tel: (N823 272 277

WELLS, Wells Mudtls and Toys:
Tel: 41749 675
WESTON SUPER MARE, Lloyds Toys:
Tel: 01934 418151

YEOVIL, Yeovil Collectars Centre:
Tel: 01935 433 739

YEOVIL,
Ted: 01935 42

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unii B, Unlon Court, Unlon Streat, DETA A4
Tel 0128 333 58635

GW STOKE:

7 Staffurd 5L ST U

Teli 0178 220 5267

ALSAGER, Alsager Toys and Models:
Tel: (270 A82 671

BURTON, Blue Grove Racing:

Tel: 01243 512731

LICHFIELD, Digital Dragons:

Tol: 07941 63

NEWCASTLE UNDER LYME, Sundowner Madels:

Tel: (11782 610 606
STAFFORD, 5LD Models:
Tel: 017405 238 731
STAFFOR
Tol: 41705 255577

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

Tal: 01782 B33 633

TAMWORTH, Hobbycraft:

Tel: (127 3040 HOD

» GW IPSWICH:

63 Westgate Street, (F1 98]

Tels HH473 210 031

GW WORTHING:

2 fath Placn, Worthing, BR11 105

Tel: 01903 213 930

BECCLES, Toy Box:

Tel: 1502 712 745

BURY 5T. EDMUNDS, Model Junction:
Tel: 01204 751 456

BURY 5T, EDMUNDS, Runik Games:
Tel: 01264 719 607

BURY 5T, EDMUNDS, Starlings Toymaster:

Teb: 01284 761 66

FELIXSTOWE, Wizards Workshop:
Tel: 01394 277 233

IPSWIC| Tnywnrld Ipswich:

Tel: 01473 728

I.UW]:STOFT Annalar

Tol: 01302 51347

NEWMJ\IIKH. Muoons Toyland:
Tol: 01634 663 147

STOWMRKEI, D | Collectables:
Tel: 01445 771 015

STOWMARKET, Simpson & Sons:
Tel: 114489 612 913

SUDBURY, Turv.-lty s Toys:

Tel: BITH7 372

WOODBREDGE Toytown:

Tel; 013594 383 17

GW GUILDFORD:

Lt 7, /412 Tunsgate, GU1 307

Tel: (11448 345 1793

GW WOKING:

tinit 4, Cleary Courf, Thd Church Sirest Bar, GLIZE RH]
Tals G148 377

CAMBERLEY, Mo
Teli 012546 BA5TA0
CATERHAM, w:ddler i3 l.oﬁ

Tel: (183 341 Hib

COULSDEN, Taylors Toys and Sports:
Tel: 1204 666 BOT10

CRANLEIGH, David Mann:

Tel: D143 371 777

DORKING, Dorking Models:

Tol: 01304 181 747
PURLEY, JH L
Tok: 0L 660 47
REDHILL, Gamers Guild:
Telt 01737 7HY 123

REIGATE, The Toy Shop:
Tel: 11737 245 300
RICHMOND, Toy Station:
Tel: D208 440 4696

WOKING, HobbyCrait:
Tel: 0845 031 B356

GW BRIGHTON:

Linit 7, Al Payilions, BN FHW
Tel: 0127 320 3133

GW CRAWLEY:

11 Hroadway, RHID T0X

Tek 0149 355 2072

GW EASTBOURNE:

33 Cornfield Road, BNZ1 406G
Vel: (32 344 142
BOGNOR REGIS,

Trains Models and Hobbies:

Tel: 01243 064 727

BURGESS HILL, Kid's Stuii:

AiTel: 01444 257 734

CHICHESTER, Chlches!u- Toys:

Tel: 01243 To4 05!

CRAWLEY, HobhyCraﬁ:

Tel: D845 051 6552

EASTBOURNE, Phantasia;

Tel: 07223 723 348

EAST GRINSTEAD, Martells of Sutton
Tel: 1342 321303

EAST GRINS'IB\D, Ready To Run Models
Tel: 01342 300

HAYWARD'S HI:AIH Clarkes:

Tel: 111444 4575

HORSHAM, Wnterstnnﬁ

Tel: 01403 261 Gi8

HOVE, Kids Dreams:

Tel: 01273 420 664

ST LEONARDS ON SEA, Silverhill
Models and Toys:

Tel: 01424 431 133

STEYNING, The Dollhouse Shop:

Tel: (903 816812

UCKFIELD, Kid's Stufi:

Tel: D1H2S 768 794

TYNE AND WEAR ARER

» GW NEWCASTLE (Central:

Unit &, Newgati Shapging Cenire, SET STV
Tel: (91 132 2415

GW METRO (Melro Centre):

tinlt 2, Finst Flogr, The Arcade

(near the Meditorranean Village ), NETT YL
Tal: 0797 467 0950

GW SUNDERLAND:

2538 High Strest West, Sunderdand, SH1 SDH
Teki 01915 700 434

GATESHEAD: thhyCmfl

Tel: 0197 482 7410

NORTH 5 IH.DS, SR Gladston & Sor:
Tol: 019125
SUNDERMND 'loy and Computer Store:
Tel: 0191 365 5196

WHITLEY BAY, Alan's Model Shop:
Tel: 0141 253 1682

GW COVENTRY:
Wit 39, Upper Leval, Cathedral Lanes
Shopplng Centre; EV1 1L
Tol: 0247 622 7311
GW LEAMINGTON 5PA:
32 Regent Sheeet, CV32 5EG
Tel 01926 435771
BEDWORTH, Railway & Maodellers Junction:
Tel: 12476 316 205
COVENTRY, Hobbycrait:
Tel: (12476 234 520
KENILWORTH, Ahacmﬂ Arts & Pictures:
el 11926 511 2
NUNEATON, Hum of England Co-op:
Teli 02476 382 341
RUGB\’ Joto Rallb\ays & Models:
4: 708 563 37
STRJ\TFCIIID-UPON -AVON,
Much ado about toys:
Tel: 01784 295 #50
WARWICK, Castle Trains:
Tol: 01926 497 905

GW SALISBURY:

10 Winchestar Street, 511 THE

Tel 0172 243 0935

GW SWINDON:

18 Brumel Plara, SNY1LE

Tel: 0179 341 6036

CHIPPENHAM, Thorntons at Signature:
Tl 01249 463100

DEVIZES, Huggnsaums Toymasler:
Tel: 11380 723 #41

MELKSHAM, The Toyshop:

Tel: 11225 7648

SWINDON, Huhbylet
Tek: 0B45 05 | 6351

SWINDON, 5P5 Swindon:

Ted: 01793 678 170
TROWBRIDGE, The Toy Shop:
Tel: 01225 764 415

WESTBLRY, The Gas Cupboard:
Tol: 1373 #15 825

WMORCESTERSHIRE

* GW WORCESTER:

1 Eyehgate Mall, Calhedral Plaza, Wi 205
Tel: 0194 561 6707

DROITWICH, HobbyCrait:

Tel: 08145 051 6548

H, Lookerite Ltd T/A Toyworld:
T 401

REDDI'II:H, Hoggosaurus Toymaster:
Tel: 1152 76b 192

YORKSHIRE

GW BRADFORD:

4 Piccadilly, Bradford, REH LW

Tol: 127 473 9130

GW DONCASTER:

26 Migh Streel, Doncaster, DN 1DW
Teli 0130232 0545

GW HARROGATE:

53 Stathon Parace, HGY 17T

Telt 0142 356 4310



GW HULL:
#0 Paragnn Strect, HUL IND:

Tel: 1140 258 9576

GW LEEDS:

A Lands Lane, L51 6LE

Tel: 0113 242 0834

GW SHEFFIELD {Central):

16 Fitawilliam Gate, 51 4/H

Tk D114 273 0114

GW SHEFFIELD tMl:adMall Centre}:
Uinit 18, High Street, Upper Mal

{next 1o enlrance near Hootsl, .'m u«

Toki 0114 256 9834

* GW WAKEFIELD:

4ty Kirkgate, The Ridings Centre, WF1 178
Teb: 0502 A3 0431

GW YORK:

134 Lemdal, Y01 8AQ)

Tel: 0190 4&; i

BARNSLEY, Janco To

el 1226 A i

BEVERLEY, Game Invader:

Tel: 01342 BB1961

BRIDLINGTON, lcy Tea Ltd:

Tel: ivi626 407 1159

G I's Music:
rﬁ%rzwn_ e
GOOLE, PursuitsdYou:
Tel: 01405 760944

GUISBOROUGH, Stokelds Toy Centre:

Tel: 11287 632 935

HALIFAX, Conways Toymaster:

Tel: 01422 351 96

HALIFAX, Halifax Modellers World:
Tel 0142 $157

HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226

HULL, Archeron Games Workshop:
Tek: 01482 2210011

KEIGHLEY, Cunwa)«a Toymaster

Tal: 01535 pO4MS

MALTON, World Wide Shopping Mall;
Tek: 01651 BOZEID

NORTH HUMBERSIDE, Game Invader:
Tely 01482 B0 %61

NORTHALLERTON, T & FM Grover Lid:
Tel: 01604 773 334

PICKERING, Puifers of Pickering:

Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 111759 306 (41

SCARBOROUGH, Games Cenltre 2:
Tel: 11723 169444

SCARBOROUGH, Space, Myth and Magic:
Tel: 18456 441 113

SELBY, A1 Sports and Toys:

Tal: B1757 706 115

SHEFFIELD, HobbyCraft:

Tol: (k45 051 w526

SHEFFIELD, Imp Miniatures:

Tal: ; [FEELT

SHEFFIELD, Subnet & Games:

Tuls 01742 309390

SHEFFIELD, Wargames Emporium:
Tel 01142 754 826

SKIPTON, Craven Model Centre:

Teb 01756 797414

THIRSK, Thirst Art Store:

Tek: 01845
'WAKEFIELD, Mudel and Craft Centre:
Tel: 71924 374 097

WHITBY, John Anderson - Toymaster:
Tek: 01947 6112 213

GW BELFAST:

204 Castle Cotrrt, 871 100 dowards the back
o fhe cendreiTiel 0209 0233684

ARMAGH, Kidzone Toymaster:

Ted: 028 37515166

ARMAGH, Rennlcks Model Tune:

Tel: 1128 3835035

BALLYMENA, l'amemns:

Tel: 0202564042 1

BANBRDGI
Tel: (1264062
BANGOR, Replay Games:

Tel: 02E8-97452210

BELFAST, The Basement:

Tul: (0ZH) HI46 (484

CARRICKFERGUS, The Basement:

Tel: D2R-9336 I6TH

ENNISKILLEN, Hannas Toyworld Toymaster:
Tk D28-66I22767

ENNISKILLEN, Modellers Corner:

Tol: 2866322367

NEWRY, Murphy’s World of Wonder:
Tel: 02630264978

NEWRY, Murphy's World of Wonder:
Tel: 028-30264578

LARNE, The Basement:

Tel: 028-2427 6461

OMAGH, White's Toymaster:

Tel: 026-B2242427

SCOTLAND

= GW ABERDEEN:
Unlt 1, 1214 Upper Kirkgate, A0 1BA
Tel: 0122 45d 9778

ymaster Banbridge:

YR:
Unit 2, Lurne Arcade; 115 High Stroct, Ka7 158
Tel; 01292 263 K30
GW DUNDEE:
T10 Copimercial Street, DD 2A]
Tel: 0134 220 2342
GW EDINBURGH:
136 High Streat, EH1 1005
Tel: (11 220 6540
GW FALKIRK:
12 Cow Wynd, FRT 110
Tel- 0732 462 4553
= GW GLASGOW:
#1 Upion Street, G1ATA
Tel: B141221 1673
GW LIVINGSTON: -
26 Abmunidvale Centre, EHAH bR
Tl 015Uk 443256
HADDINGTON, Model Mania:
Tl D60 125 911
ABERFELDYY, Freaders Books:
Tel: 01867 B29 519
ARBROATH, Hags:
Tel: 01241 B72195

ARGYLL, Alb,
Tel: 016731 561645

A\"ll Tuy Town:

2 203M35

BAM.HOR\" Toy and Gift Shop:

Tel: 01330 K25 5ih

BATHGATE, W F Davidson:

Ted: 01506 652226

BRECHIN, Gardiners:

Tel: 356 622 265

CHIEH Happy Craft Company:

Te Thd A5AT

DINGWALL, bpurts and Model Shop:
Tel: 11349 862 340

DUNFERMLINE, Abbey Madels:

Tel: 11383 731 116

DUNFERMLINE, Fife Council Libraries:

Tel: 01303 602 208
DUMFRIES, Toytown:
Tel: 1307 264864
EDINBURGH, Marionville Models:
Tel: 01313 177 010
EDINBURGH, Toys Galore:
Tel OT31 447 1006
ELGIN, Junner's Toymaster:
Tel: 01343 542 442
FORFAR, Hags:
Tek 01307 463263
LIAM, The Granite House:

3
GLASGOW, Huhby(.la[t
Tel: 0843 051 65
GLASGOW, Smuc Games:

Tol: 0141 552 9785

INVERCLYDE, Arts Crafts & Hobbies:

Ted: 1475 765 204
INVERNESS, ]unﬂers Toymaster:
Tol: 01463 243
KINR Thn: Hupe Chest:
Tel: D1577 @62 516
KIRKCALDY, The Hope Chest:
Tel: 01592 260 116
LANARKSHIRE, Figures in Comfort:
Tel: 01236 470 740
LARGS, Bus Stop Toy Shop Ltd:
Tel: 01475 GA9A92
MUSSELBURGH, Art Matters:
Tel: 0131 6H5H70
ORKNEY, Cycle Orkney:

Tel: 01856 B75777
PERTH, Millars Models:

Tek: 0171 856 1833

PERTH AND KINROSE, Freaders Books:

Tal: 010K B29 519

Tel; 01779 474 737
SHETLAND, Harrys Dept Store:

Ted: 01595 693 057

STIRLING, Abacus:

Tel: 011786 478 764

STONEHAVEN, Toymaster Toyland:
Tel; 115645 766333

THURSO, Durrans:

Teli 1847 843 165

TURRIFF, E Rae and Son:

Ted: 01888 362 610

WALES

GW CARDIFF:
#1 High Steget, CF1O1TPU
Tel: 0292 (6 4T
GW CWMBRAN:
30 Thy Parate, Cumbran, Gwent, NP4a 18T
Tel: 01633 674 070
* GW NEWPORT:
25 Skintwr Strock, NP20 THIE
Toli 0163 425 295
GW SWANSEA:
53 Kimgaway, 841 SHF
21‘:1 78 3—1;‘]%‘1&“‘
DIGAN, Helm's
Feb 01200 621 521 D

ABERGAVENNY, Richards of Abergavenny:

Teb 01873 BS2 466
ABERYSTWYTH, Albatross:
Tol 970 617
BANGOR, Acme Games:

Tel: 111248 371 457

BRECON, | Clark Toys & Gifts:
Tel: 01074 622 BG5S

BRIDGEND, Joust for Fun:

Tel: 636 767 G50

C:’\RDIFF_ Hobb'yc raft:

(EREDI(IDN, YDkEm:m Battles:
Tel: 11239 6153

CHEPSTOW, .v\tllsls Corner:

Tel: 01247 b27 393

COLWYN BAY, Hippo Toys:

Tel: 01492 534 169

CONWAY, Hippo Toys:

Tol: 1492 534 169

DOLGELLAL, Mars Vs Venus:
Tel 01341 413 407
LLANDRINDOD WELLS, The Manor:
Tel: 01597 B29111

LLANTWIT MAJOR, Rainbow Plaza:
Tok: 01444 794 1140
MACHYNLLETH, The Toy Box:
Telt 01654 703 901

NEWPORT, HobbyCraft:

Teb: 045 051 6540

PEMBROKE, Dragon Alley:

Tel: 01645 621 456

PONTYPRIDD, Sugar and Spice:
Telt 0707 221 X

PORTHC!\WI. Game Itd:

Tel (1ASE T4 420
PORTHMADOG, Alma Figures:
Tel: 01766 810269

RHYL, Lightfoot Models:

Tel: 11745 531 5id

\O\I'kEXHAM, Brite Ideas Toymaster:
Tel: (M978 261 244

INTERNATIONAL
ACGCOUNTS

LISTED ALPHABETICALLY
BELGIUM i

GW ANTWERF:
Aimiingk | V0 Antwerp,
Tel: (032 3485 D27
BRUGGE, Fair Play:
Teli 050 38 51 B3
ANTWERPEN, Celtic Cross:
Tol: 04 206 81 15 ]
DEURNE, The Gamestore:
Tel; 033 25 55 35
HASSELT, Oberonn:
Tel: U1 351 498
LEOPOLDSBURG, NV Moestermans:
Tel 011 403846
MECHELEN, De Spelfanaat:
Tel: 113 34 59,07
OOSTENDE, King Arthur:
Tel: 05851 5736
ROESELARE, Black Border:
Tel: 051 20,82 50
AALST, Hermelijn:
Tel: 053 41 48 66
MI.ST, Plays2B
3 41 U3
BLANKENBT—_E(.I., De Speelhoek:
Tel: 50 41 49 23
BRUSSEL, Intertoys Anderlecht:
Tl 025 23 B4 73
BRUSSEL, The Brothers ‘Waorkshop:
Tol: D47 0
BRUSSEL, Inltrla}'s Laken:
Tel: 022 68 71 41
IJENDI:IIMONDE Utopia Games:
Tol; 052 52 3t
GEN Beltv Eoop‘
Tel: +32 (09) 222 05 76
GENT, Intertoys Gent:
Tek 092 24 42 B
HALLE,
Tel: 023 &
HALLE, Top 1 Toys:
Tedt 0123 56 04 03
HAMME, Daghladhandel Vermeire bvba:
Tel: 032477040
IXELLES, Intertuys Ixelles:
Ted: 025 1417
KOKSIDE, Pem:] Tronix:
Tel: SHS1 30 14
KORTRIJK, Albion:
Tel: 056 32 43 07
LEUVEN, The Dicepool;

Tol. M6 4 494

‘s Playground:

Tel: 0477 7782 13

NEERI'EI.T ‘1 Spellenhuls

Tol: 11 74 4¢

OVERIJSE, nlerto)s Owerijse:

Tel: D26 87 42 53

SCHELLE, Van de Velde:

Tol: 442 (0:hEk) 53 17 50

TOURNAI, Intertoys Tournai:

Tel: 0649 21 42 22

VILVOORD, Boekcenter BVBA:

Tel: +32 (112} 231 20 05

WESTKERKE, What Ever:

Tek +32 (04731 77 16 41

BRAZIL (<
BRASILIA, Hobbyart:

Ted 16 3443 BI29

CAMPINAS, Legends do Brasil:

Tel: 19 3234 3344

CURITIBA, Itiban Comics Shop:

Ted: 41 3232 5367

JUIZ DE FORA, Magazine Taberna do Dragio:
Tel: 32 3234 5757

PIRACICABA, Nobel Livraria:

Ted; 91 3407 272

PORTO J\I.EGRE, Jambd:

Tel: 51 3226 1424

SAN |OSE DOS CAMPOS, Hobby Depat:
Tel: 12 3942 5451

SAN PAULO, Lududeria Bar Café:

Tel: 11 3253 0452

SAN PALILO, Moonshadows:

Tel: 11 5266 1916

SAN PAULO, Taverna do Ogro Encantado:
Tel: 11 3061 1842

SAN PAULOD, Terramédia:

Tel: 11 2127 6787

SANTO ANDRE, Hobby Depaol:

Teli 17 4438 5880

VINHEDO, Hobby Depot:
Tek 19 3026 1580

BULGARIA
SOFIA, Magic Worlds:
Tel: 354 2 GR6 6858
SOFIA, Black Elladei
Tel: +359 BN553977
SOFIA, M
Tel: 360 2 506 6B5H

BEIING, Maelstrom:

Ted: 0056 10 64060871

BEIJING, Warhammer Club Beijing {Feaver}:
Tel: 0086 10 64037580

SHANGHAI, Zark:

Tel: 0086 (21} 537631605

SHANGHAI, Zhanchui Store:

Tel: (4186 21 52360900

WUHAN, P&C Hobby Workshop:

Tel: 008h 27 A1 1902

OSIJEK, Land uf Mag«’.‘
Tel:

5PLH’ I..mti of Magic:
Tel: 385 21482240

ARAZDIN, Land of Magic:
Tel: 365 42200161

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(=) tndlcates Gaming Room facilities.

HOBBY STOCKIST
Ofers a haliy aning anl palnting suevice.

NE ELITE STORE

NE PARTNER STORE
Stocks mast of the Games Warkshop range.

INDEPENDENT STOCKIST
Offcial seflers of Games Wirkshop products.*

EW STORE OPENING
mdima ﬂsm and Hickists,

Stocky the complete Garmes Waodkshop range and oficrs mtroductory gaming and painting lessons.

* To be sure they have what yo want in stock, we recommend calling e sore firs,

ZAGREE, Land of Magic:
Tel: 85 14870077
ZAGREB, Land of Magic:
Tel: S 14923917

CYPRUS

NICOSIA, ANT Comics:
Tel: 00 157 22 GHO304
NICOSIA, Megaland:

Tel: O A5 7224 50622

KATO PAPHOS, Cyprus Crusade;

Tok; +357 476 49072

CIECH-REPUBLIC

BRNO, Cerny Rylir:

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit:

Tel; +4206024501 54

HARADEC KRALOVE, Knikkupectvi Valhalla:
Tel: +420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: pA2D6AG5GA44

LIBEREC, Battle Games-Ohbchodni Pavilion:
Tel: +4207 77520154

OSTRAVA, Matrix (knibkupectvil:

Tel: 4420774 404 024

PRAHA, Ogri Doupe:

Tel: +420224934817

PRAHA Ccmy Ryl{r

Tul: 2,

VSEIIN Allanln:
Tok 420571411697

GW KOBENHAVN:

Frederiksharggade SKL 1361,

Tul 0045 33 122217

AALBORG, Dragons Lair:

Tek 9812 16 14

AARHUS C, Dragons Lair:

Tedt 86 19 1) 63

HILLER@D, Hobby & Fritid:

Tel: 40 2526 16

K@BENHAVN K, Faraos Cigarer:

Tel:33 32 22 11

K@BENHAVN NV, Arena Kabenhavn:

Tel: 34 33 57 00

MNASTVED, Arena Nasstved:

Tel: 55 54 67 0i)

ODENSE C, Dragons Lair:

Tol: 65 4197 01

RODOVRE, MR Games:

Tel: 36 72 02 55

ROSKILDE, Fanatic Roskilde:

Tel: 46 36 35 44

LYNGBY, Faros Cigarer:

Tolidz 10 1.;

HEL! Ncﬂk, Haobby og Fritid:

Tek 44 21 45 41

HERNING, Farrges Keelder:

Teli 35 1018 97

VORDINGBORG, Legekaeden Vordinghorg:

Tehi 55 1404 31

AABENRA, Legekarden Aabenri:

Tel: 74 62 24 03

AALBORG, Aalborg Hobby Service:

Tok: 98121313

AALBORG, Bog & idé Aalborg;

Ted: 98 11 66 11

AALBORG 5V, B.O. Bager Aalborg:

Ted: 98 79 15 45

AARHUS C, Goblin Gate:

Tel. 6 19 43 11

MRS 'fmg og sager:

Tol: 4

ASN.-'[S Bng & lde Asnes:

Tel: 59 43 00 14

ESBJERG, Bunk:ltn

Tel: 7518 1

ESBJERG, A:fw:n!un. Corner!

Tel: 35 11 11 56

ESBIERG B.O. Buger Esbjerg:
S12 11

EG.-"ERDE B.O. Bnger Espergarde;
FREL Dfmcu Bog & Ide Fredericia:

Fel: 71 24 59 41
I‘RLDERIKSEERG Legekaden Frederiksherg:
Yol 46 19 70 25

FREDERIKSSUND, Legekaden Frederikssund:
Teh 47 401 39 59

GILLELEJE, Lillys Legetaj:

Tl 58 30 30 40

GORLEY, Sparetime:

Tel; 58 85 B4 13

GRENA, Bog & idé Grend:

Tel: 06 32 19 33

GREVE, B.0. Bager Hundige:

Teed: 43 90 640 00

HELSINGE, B.O. Boger Helsinge:

Ted: 48 79 40 01

HEIIN[N('- Euddy Legetaj:

Tel; 87 22

HIL LFI!QD I.egekadzn Hillered:

Tel: 48 24 &1 61

H]ﬂRRINL’., H|ilmng Hobby:
Tek: 30 66 4

HO! B.*'EI( Stnrkielt Bog & idé:
Tel: 5943 0

HOL i.egelmsbuhl:laen

Ted: 45 4 lG 17

HORSENS, ngeltzden Horsens:
Ted: 75 61 60 11

HORSENS, M\"CIU( Miniatures:
Tel: 0045 7562623

HERSHOLM, GAD Harsholm:
Tel: 45 46 04 0f

HUMLEB./EK, Rodes:

Tel: 44 19 12 20

KALUNDBORG, Koch's Bager & Papir:
Tel: 59 51 00 54

KIELLERUP, Ide & Hobby:

Tel: B6 58 13 26

KOBENHAVN K, Fantask:

Tel: 33 93 B5 35

l(o DING, B.O. Boger Kolding:
503834

KO]. NG, Gnnd Games:

KEJGE Scm

Tel: 56 63 07 04

LYNGBY, B.O. Bager Lynghy:

Tol: 45 87 04 45

NYK@BING F, Hundehuset:

Ted: 54 86 08 46

NYKBBING M, Morsa Boghandel:

Tel: 207 00
ODDER, Legekaeden Odder:
Tel: B6 54 42 7h
ODENSE 50, B.0. Buger RosengArdscentret:
Tel: 66 15 99 24
RANDERS, Bog & Ide Randers:
Tel: 66 43 06 1)
RANDERS, Byrge Sarensen Hobby:
Tel: b6 42 58 14
RANDERS, Randers Hobby Import:
Tel: &b 43 19 2
RINGK@BING Buddy Legetaj:
Vol: 47

:KING 'IF_D Buddy Legetaj:

Tuli 57 67 1480

REDOVRE, B.O. Boger Radovre:
Tel 36 41 04 415

RENNE, Dorthe's Hobbystue;

Tel: 56 95 4 49

ROSKILDE, Ehnskeleg:

Teb: 4032 M 6%

ROSKILDE, B.O. Ro's tory:

Tel: 45 46 34 12

SKAGEN, Legekmden Skagen:

Tek: 08 44 54 63

SKANDERBORG, Schmidt Bog & idé:
Tef: 86 52 00 27

SKIVE, Jydsk Boghandel:

Tel: 47 51 2

SI.AGELSE Uldlnlten

Tel: 58 51 50 35

ST HEDDINGE, Hobbystalden:

Tel: 56 50 8K 10

SVENDBOEG Farve & Hobby Hjomet:
Tel: 62 213

SVE\IDEORG, B.0. Boger Svendborg:
Fel: 62 17 21 90

TASTRUP, Genbrugsbuger:

Tel: 43 7161 15

L

Feli 75 B2 05 44
VIBORG, Battle Bunker:
STANLEY, Falklam:l Collectibles:
Tel: 005002117 =
Simpnkatu 9, 00100,
Telt 0975 15 45 25
LAHTI, Puolenkuun Pelit:
Tel: 03 751 5151
PORVOO, Puslenkuun Pelit Porvoo:
Tel: (1% 51448377
ESPOO, Pelimesta:
Tols 04 113 326
|YVASKYLA, Fantasiapelit Jyviskyld:
Tol: 014 21 6023

EENRANTA, Fantasiapelil Lappecnranta;
Tel: 05541 1973

B.O. Bager Vejle:
Tel 86 60 17 40
FALKLANDS
FINLAND
GW HELSINKD:
HELSINKI, Fantasiapelit Helsinki;
Tel: 0% G5 0HO3
ESPOO, Puolenkuun Pelit Espoo:
Tele (94125041
TURKU, Fantasiapelit Turku:
Tel: 02 232 8413
JOENSUL, Fantasiapelit Joensuu;
Tel: D1 264 314
KUOPIO, Fantasiapelit Kuopio:
Tel: 017 3511148
ouLL, Fan{aslapﬂlt Oulu:
ol 08 17 4904

www.games-workshop.com
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112 WHITE DWARF

TAMPERE, Fantasiapelit Tampere:
Tl 03 232 5200 il

AHT.-\RI Hunkamemen Kirjakauppa:

b

a-Lahja Alex Ky:

Ted; 05 431 9355

JAKOBSTAD, Toys 4 Fun:

Tel: 016 723 2800

JAMSA, Jaakko Saari:

Tel: 114 7497215

Askartelutarvikelike Taitaville:
il

Tel: 0310 41
KARJAA, Ba Ladan:

Tel: 17% 23 2494

KERAVA, Antikvariaatti Kersa:
Tel: 04 294 4210

KLAUKKALA, Karuselli:

Tel: 10 070

I.APPEENRANTA Antikvariaatti Suma:
Tel: 05 541 1760
MN, Dillen:

MRNTQALA Papado:
Tel: 019 684 1911
MIKKELI, Muppela:
Tel: 015 36 1611
OULU, Lelu lapuh

RAAHE, llanhm Astartelu fa Paperiz
Tel: 08 223 6B25

RALMA, TT-Pop:

Tel: 02 {23 4840

RIHIMAKI, Rog«\l. Toys:

Tel: a50-! LRI

I l.ugacentrr Jissi:
Y. 36 0545
5ALO Salon Harraste:
Tel: 026 436 0545
SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 53 4412
SEINAJOKI, Fantasialinna:
Tel: 0 567 6138
TAMMISAARI, Kungsbookhandeln:
Tek: 019 246 1028
TAMPERE, Pelimaa:
Tel: 04401 7RI7H7Y
TAMPERE, Info Koskikeskus:
Tebi 03 215 1450
TERVAKOSKI, Tervakosken Coconut:
Tel: 1% 754 124
TORNIO, Peliketut:
Ted: 076 44 624
VAASA, Peli
Tel: 43586312 5

VAIKI:AKOSKI Koskiviide:

VANTM veD Kauppakeskus Tikkuri:
Ted: 09 230 2288

VANTAA, Mirkun Kirja:

Tel: 09 230 2288

GREECE p

ATHENS, Avalon Games:

Tel: (130 210 H07 6047

ATHENS, Fantasy Shop:

Tel: 030 210 8231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Teel: (O30 210 6OO5F12

ATHENS, Fantasy Shop: Exarcheia:
Tel: 30 210 3B2RE77

ATHENS, rallldb}‘ 5pr Kallithea:

Tel: 000 210 95

ATHENS, .ml.asv Shop Pagrati:

Tel: B30 2

ATHENS, H by Plant-r

Tel: 0030 210 6042816

ATHENS, Kaissa Amarousiou:

Tel: B30 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 210 4962 057

ATHENS, Kaissa Halandriou:

Tel: DO30 210 GEREABS

ATHENS, Kaissa Kallidromiou:

Tel: 0030 210 166485

ATHENS, Kaissa Monokeros:

Tel: DO3D 210 4413 590

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 91617944

ATHENS, Kaissa Neas Smimis:

Tel: 00 1 210 9317544

ATHENS, Kaissa Pagratiou:

Tek; U0 30 210 7218 316

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: 0000 2821008996

CRETE, Fantasy Shop: Herakleion:

Tel: 0030 2610 301312

HALKIDA, CD Corner:
Tel: 0030 2221
KERKYRA,
Tol: 0226102527
LARISA, Kaissa Larisas:

Tel: 04 24110 530555
LARMIA, Kaissa Lamias:

Tel: 00 30 22310 24393
NAFPLIO, Miniature Shop:
Tel: 00 30 2752024644

NEA SMYRNI, Games Vault:
Tel: BO30 213 0304722
PALLINIS, Hobby Planet:
Tel: 210 6042 Bl

PATRAS, Kaissa Patras:

Tel: 0030 2610625633
PERISTERIO, K
Tel: 0030 2105785707

THESSALONIKI, Kaissa Kalamaria:
Tel: D30 2310 449377

THESSALONIKI, Kaissa Thessalonikis:
Tok: 00 30 3370 257 347

THESSALONIKI, Underworld:

Tel; D30 2310 24401 93

VOLOS, Fantasy Shop:

Tek 0030 24210 20762

HONG KONG Ez

HONG KONG, Fun Atelier:
Tel: (B52) 20664870

HUNGARY —

BUDAPEST, Compaya:
0046 20 42871186

BUDAPEST, Dungeon:

0036 1 3211313

BUDAPEST, Kristilcsarnok:
0036 209 151 010
BUDAPEST, Sas Military:
0036 1 2664353

BUDAPEST, Wargammers:
1036 30 6467H70
NAGYMAROS, Kerekkonyr:
W36 70 2349400

=)
ICELAND it

REYKJAVIK, Nexus:
Tol: 552 5011

INDONESIA oo

JAKARTA BARAT, Comics N Games:
Tel: (21 3696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-7H-2475

IRELAND | I

GW BLANCHARDSTOWN:

Uit 24%a, Blanchardstown Shogiping Centre,
[rublin, Tel: 1 B22 368

GW DUBLIN:

Unit 3, Lower Liffey Streel.

Tol: 01 #72 5791

CORK, Other Realms:

Tk 21 4279508

DUBLIN, Models Inc.:

Tol o0 W792093931

GALWAY, Model Waorld:

Tel: 001 785655

ATHLONE, Valhala Games:

Teb: OB7-4210030

BALINA, World of Wonder Balina:
Tel: 06 76676

CAVAN, Apex Games:

Tek: D44 4320504

COBH, Toytown Toymaster:

Tebi 021 4014 562

CORK, Murphy's Toymaster:

Tel: 00353 24 53520

COIH( Tr.vylnwn Toymaster:

Teli
DUUGLAS. Arl and Hobby:
Tel: 0271 436 3540
DROGHEDA, ml and Hohby:
Ted: 041 9R7 3270

DUBLIN, Arl a»d Hobby Jervis Centre:
Tel: 010 745

DUB !oe M.'mnious. Newsagents:
Ted: 07 4392347

DUBLIN, Models Inc.;

Teld: 01 8735001

DUB!.IN Tnymaslor Banba Dublin:
Tel: &

Fantasy:

a Peristeriou:

ik

The Toy Store:

Ted: 01 6774420

DN LADGHAIRE, Toymaster Baska Dun Laoghaire:
Tel: 012 804 011

DUN LAOGHAIRE, Art and Hobby:
Tel: 112005047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

ENNIS, World of Wonder Ennis:

Tel: 465 4 647

KERRY, Cabal's Toymaster:

Tel: (M3 b6 7121047

KILLKENNY, The War Forge:

Fol: +353 87 Gho2992

Do you want to hecome an

NDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how
to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

LAOIS, Grahams Toymasler:

Tel: D57 #62 1081

LIMERICK, Art and Hobby:

Tel: 061 309757

LIMERICK, The Gathering:

Tel: 061 315143

LOUTH, Kidzone Toymaster:

Tel: 00353 42 9330318

LOUTH, The Wargamers:

Tek: +353 06 8382159

MACROOM, Toymaster Marys:
Tel: 026 42491

MULLINGAR, $tars & Bows Hohbies and Crafts:
Tol: 043 43596834

MULLINGAR, Stars and Crafts:
Teli 00 353 979402759

NEWBRIDGE, Art and Hobby:

Tedt 045 450280

MNAVAN, Game Bandits:

Ted: 046 9075099

NEWRY, Murphy's Toys:

Teld: (28 30264578

OFFALY, Kelly's Toymaster:

Tel: 00353 57 9351505

SANTRY, Art and Hobhby:

Tel: (41 B62 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: (11 2B00708

TIPPARARY, RB Models

Tel: 353 52 24ty

WATERFORD, lail Tales Bookshop:
Tel: 51 875 467

WEXFORD, Toymaster Play and Learn:
Tel: 053 23764

WEXFORD, WOW New Ross:

Tel: 051 421473

WICKLOW, Toymaster Hopkins:
Tel: 040 467225

WILTON, Art and Hobby Wilton:
Wiltna, Tel: 021 434 7207

ISRAEL =

HAIFA, Kitaro:

Tel: 0972 4R503232

HERZLIA, Freak:

Tel: 0972 99509077

RAMAT HASHARON, Tapuah:
Tel: Q0972 33404718

TEL AVIV, Freak:

Tek: 0972 36961826

TEL AVIV, Kitaro:

Tul; 00972 36219120

lmiunnut' ]

VILINIUS, D6 Necona:
Tely 00 470 5 2133269

15A TOWN, Carousel World of Imagination:
Tel; i) 973 3967 163%

MALAYSIA

KOTA KINABALU, Sabaly, Just Wargame:
Tel: b1 - B65 5209

KUALA LUMPUR, Comics Mart:

Tel: 063 - 2207 (b
KUALA LUMPUR, MySciFiFan Outpast:
Tel: (h) 016 - 9R2 1506

PENANAG, Comics Mart:

Tel: 14 - 226 2588

PETALING JAYA, Woli's Game Shop:
Tel: 01 2599032

PETALING JAYA Selangor, The Games Circle:
Tel: 6 016 - 431 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:
Tel: 6 017 -202 0325

MALTA Fll

MALTA, Forbidden Power:
Tel: 00356 21 227999

MALTA, K Hobbies Lid:
Tel: DO356 21 895423

NAUCALPAN, Qunl Hohlues and Games:
Tol: D052 555
PUEBLA, La Furlall:zn
Tul: D52 222 409 50 30

THE NETHERLANDS (o

GW AMSTERDAM:

Hokin 36, 1012 KT,

Tel 020 421 3863

GW DEN HAAG:

Schoolstraat 126, 2511 AX,

Teli 470 392 7HIL

GW ROTTERDAM:

Van Ofdeibarneveldplaas 457, 3013 AP,
Tol: 010 280 (260

ARNHEM, Spelkwartier Arnhem:
Telt 026 370 228

DEN BOSCH, De Dobbelsteen:
Tl 073 614 5530

FRONTLINE

LEEUWARDEN, Spellekijn:
Tel: 038 213 1112
LEIDEN, \fllegershnp
Tel: 071 513278
MAASTRICHT Vlieg-er-uit:
Tel: 041 325 1633
TILBURG, De Dabbelsteen:
Telt 013 544 3700
ZWOLLE, Games-n-Stuff:
rdnm 421 6305
Bookers & Stri
mnm 5121213 i
ALMERE HAVEN, Fantasia:
Tel: 036 531 6017 I
AMERSFOORT, Spellenwinckel:
Tel: 1338 470 0322
ASSEN, Plok:
Tel: 059 231 3292
BERGEN OF ZOOM, Big Boys Toys:
Tel: D164 25 1948
DEN HAAG, Spellenhuis:
Tel: 070 364 4763
ENSCHEDE, Pijplines:
Tel: D53 434 5727 ;
GRONINGEN, Krikke's Hobhyshop:
Tel: 050 312 9314
HAARLEM, Spellenhuis:
Teli 2351 13 18
MIDDELBURG, De Burchi:
Tel: 011 BA3004E
NIJMEGEN, Moenen & Mariken:
Teli 024 323 6119
UTRECHT, Whoaps:
Tel: 030 230 4129
VENLO, Modelbouw Luthart:
ol 077 354 2680
WORMERVEER, Mini-Wonders:
Tols 075 6 117
ZOETERMEER, RC-Pitstop:
Tel: 074 316 0560
ALMELO, Somberg Modelbouw:
Tel; 054 681 2981

ALPHEN AAN DEN RIIN, Top 1 Toys Arie vd Panne:
54

Tel: 0172 4
AMSTELVEI
Tel 020 647 2552

Het Ganzenbord:

APEL
Ted: 155 5761090

APELDOORN, Villa Wammus:

Tel: 035 5766 741

BARENDRECHT, Peter's Posttrein:
Tel: (180 614534

BEILEN, Top 1 Toys:

Tel: +31 593 5417 50

BERGEGK, Wouters Technohobby:
Tel: 49 755 12401

BEVERWIJK,
Telt 25 121h566
BREDA, De Dobbelsteen:

DUK[;;I(CH] Hobby Modelbouw Dordrecht:

Tel: 078 631 2711

EDE, T n Soldaat:
Tol; 0310 65 32%

EINDHOVEN, Gameforce Eindhoven:

Yol: 040 2447050

EMMEN, ithoes:
Tel: 0591 645707

w

ETTEN-LEUR, Van Der Doelen Speelgoed:

Tel: 431 (412) 64 50 8@

GORINCHEM, Netten Modelbouw:
Tel 018 363 K000

GOUDA, Intertoys v/d Wal:

Tel: 078251 3525

GRONINGEN, Wirwar:

Teb 050 314 P‘H':-I

HARDERWIIK, Top 1 Toys Volgers Spel & Hobby:

Ted: 0341 412905
HEEMSKERK, Bob Hes:
Tebi +31 (02511 24 1999

141
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HEERLEN, DE Houten Sleutel:
Tel: +3 (M5} 54 91 428
HOOFDDORP, Modelsport:
Telt +31 (023} lll)4-l-l' o

HOOFDDOR P Spellenwmke! walhalla:

Tel: 16 501 207 UJ
HOORN, De ‘ipellenhmm
Tel: +31 {22 65
LEIDEN, Frees me Warrior:
Tel: +31 71 51 30 2
LEIDEN, Tolkienwinkel:
Tel: 071 541 2324
LELYSTAD, Mr. Bully Inc.:

Tel: +31 {06} 1 355 466
LELYSTAD, RE Mind Creations:
Tel: +:471(0HF202440404
MAASTRICHT, Hounjet:

Tel: 043 303 6778

MUENEN, Schellens Speelgoed:
Tel: (40 IR3 2944

OUD-BEIERLAND, Mourils Model-Hohby:

Tel: 0186 62 1941

ROERMOND, Bloemboetick Hermien:

Tel: 47 531 h&24

ROSMALEN, Top 1 Toys Jovi:

Tel: +11 (73} 5212400
ROOSENDAAL Top 1 Toys Jadin:
Tel: 0165
I'IO'ITEI'IDAM AVS Gameshop:

Tol: DET444030H)

ROTTERDAM, Eternal War:

Tel: 0619910057

ROTTERDAM, Metal Dragon Shop:
Tel: D6I396T326

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM, BTS:

Tel: 010 473 4755
SCHIJNDEI Tnp 1 Toys Anniek:
Tk 073 54777548

SCHOONHDVEN, Maodelbrouwers.nl:

Tel: +37 (182) 38 17 &7

Tel: 0181 uIJ|I|||

ORN, Top 1 Toys - De Kinderdroom:

UWMKD Huider Modelireinen:

TIEL, Goblincave:

Tel: 0344 654 &89

UDEN, Goblin:

Vol: 041 327 0662

UTRECHT, Subcultures:

Tel: 030 2311122

UTRECHT, L1byrmth

Tel: 030 281 715

UMEH! Never Never Land (Wieder & Kugand:
1030 233 2293

V GHEI. Van Der Dolen Speelgoed:

T 11 {412) 14 50 83

WASSENAAR, Top 1 Toys Kouwenhoven:
Tal 070 511 0211

WEERT, Djinn's Pure Magic:
Tek: +31 (495} 533620

WIN Top 1 Toys )
Teli 054 351 2027

ZWOLLE, Boekenhalte:

Tef: 030 422 1077

NORWAY

GW OBLO:

Millesgata 7, 0179,

Tul: 2233 24 90

BERGEN, Outland Bergen:

Tedi 350 14 22

KRISTIANSAND, Hobby Huset:
Ted: 380 203 11

ALESUND, Kremmerhuset:

Teli 701 437 700

ARENDAL, Norli Arendal:

Tel: 220 043 30

BODE, Undeﬂmlﬁmngsmagm.ten
Tel: 2
DOKKA \'e;'

Tel: 611 120 90

DRAMMEN, Drammen Spillforening
DRAMMEN, Outland Drammen:

Tel: 428 934 40

rA(.EIINEs, I.clmnler Fagernes:

Tol: 13 falla 4

FR DIHKSTM) Leketorvel:

Tol: 693 156 30

GlEVIK, Ihngu Lekeolsen:

Tel: 611 082
GOL, Yesl:
Tel: 920 743 70

GRONG, Abra Papir:

Tel: 743131578

HAMAR, Lekehuset Maxi:

Tel: 625 338 08

HAUGESUND, Norli Haugesund:
Teh: 537 113 33

HORTEN, Notabene Sjosiden:
Tel: 330 403 60

KONGSBERG, Ringo Rolf Liane:
Tek 327 311 61

KRAGERG, Brio Karis Hobby:
Tek: 359 004 B4

KRISTIANSAND, Outland:

Tek: 21 434 H)

Knoxs‘nutlw\. Brio Helmax:

MM\DAL. ingo Lekehuset Mandal:

Tel: 382 657 20

MO | RANA, Ringo Lekehjarnet:

Tel: 731 517 17

MOLDE, Yes! Lekejarnet:

Tel: 7 193 A3

MOSIEDEN, Hobbysenteret:

Tel: 751 701 70

MYSEN, Ringo Mysen:

Tel: 695 20110

NARVIK, Ringo Barnas Verden:

Tel: 769 405 05

NESBRUN ngo Holmensenteret:

Tel: 667 7

O5L0, Notahens Lambertseter:

Tel: 222 805 51

OSLO, Outland Paleet:

Tel: 423 304 10

0510, Outland Vestbanehallen:

Tel: 221 770 10

SANDNES, Osaeland Hobby:

Tel: 516 615 09

SANDNESS|@EN, Ringo Sandnessjaen:

Tel: 750 410 00

SANDVIKA, Hobby Larsen:

Tel: 675 40 07

SKIEN, Sokratis Hobby Garden:

Tol: 455 2687 64

SOLA, Ringo Sola Gaver Og Leker:

Tel: 516 517 63

STAVANGER, Outland Stavanger:

Tol; 510617 11

TROMM%I T omss Bruktbokhandel:
il

NDHEIM, Outland Trondheim:
+735 205 45

TRONDHEIM, Tronderirim:

Tek: 735 200 M1

TE@AMNSBERG, Brio Bamse Farmansiredet;
Teh 333 167 30

TEANSBERG, Gledeshuset:

Teh 922 517 07

TYNSET, Ringo Tynset Bokhandel:
Tel: 624 800 38

PHILLIPINES ==

QUEZON CITY, Neutral Groun
Teki 00 11 63 2634 B9S2

BIALYSTOK, Department Gier:
Ted: 0048 757443364

BIELSKO BIALA, Gnom:

Tel: 004 33 8213432

BIELSKO BIALA, Warg:

Tel: 048 (01242660
BYDGOSZCZ, Wszystko Gra:
Tel; 040 G084 19069
CZESTOCHOWA, Strateg:

Tel: 0048 6OTHT7T7ET

GDANSK, GameOx:

Tel: (040 58 346 1221

GDANSK, lskra:

Tel: 4140 50 5201552

GDANSK, Rebel Centrum Gier:
Tel: 0048 58 3470204




GDANSK, Spider Games:
Tel: 0048 58 5119333
GDYNIA, Futurex:

Tel: 0041 50156306
JAWORZI
Vel: 40441 5
KATOWICE, Bard:
Tel: (048 32 2571817
KIELCE, Wargamer:
Tel: 0048 501485315
KRAKOW, Bard
Tel: 10401 12632
KRAKOW, Imperium Gier:
Tel: 0048 696116930
KRAKOW, Sklep Smok:
Tel: 004 12 4330710
LEGNICA, Skelp Feniks:
Vel 0040 694606615

LODZ, E-li
Tel: 14 42 61 126
LODZ, Gamelord:
Tel: 1048 42 6311761
LUBLIN, Krz
Tel: 0048 BT 5320143

OPOLE, HMS Computers 11z
Tel: (048 77 4547413

OSTROW WIELKOPOLSKI, Centrum Gier Arena:

Tel: 0048 94077877
PILCHOWICE, Imperator FF:
Tel: 004 (62250291

POZNAN, Bard:

Tel: 0040 61 8538277
OZNAN, Bard
Tel: 0040 61 o
POZNAN,

Tel: (041 Si13652H8
POZNAN/TORUN, Bitewniaki:
Tel: 10 45 603873115

RADOM, Wargamer:

Tel: 0048 43 3816835

SWIDNIK, Monolith Icon:

Tel: 0041 664995277
SWIEBODZIN, Czempioni:

Tel; 1040 606229457

SZCZECIN, Fenix:

Tel: 040 695054995

SICZECIN, Warlord:

Tel; (040 91 HA67 104
TORUN, Sklep Papi
Tel: 148 56 6522543
WARSZAWA, Faber i Faber:
Tel: 0048 22 8491265
WARSZAWA, Games World:
Tel: 0041 22 31237

niczy:

al Blue City:

al CF Skorosze:

Tel: 004 22 Ha:

WARSZAWA, Graal Galeria Mokotow:

Tel: 0044 22 5413318
WARSZAWA, Hobbyt:

Tel: G044 22 A340206
WARSZAWA, Komikslandia:
Tel: 0048 22 6541 Bhé
WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: 0048 22 AE49917

WARSZAWA, Modelarski Dom
Handlowy Chematic:

Tel: D048 22 0
WARSZAW
Tel: 0044 22 42349120
WARSZAWA, Panda Zabawki:
Tel: 0044 22 0264461

WARSZAWA, Replikator.pl:
Tel: 0048 22 |
WARSZAWA, §
Tel: 0048 22 0269700

WARSZAWA, Skladnica Harceerska SKAUT:

Tel; 00441 607 2426855
WARSZAWA, blary Swial:
Tel: 1048 22 894

97
WARSZAWA, Wargamel
Tel: 00448 27 6224206

ROC]

Tel; 0048 71

WROCLAW, Pracnwn ia Fantastyczna:

Tel: 0048 71 3544044

WROCLAW,

Tel: 0044 71 3544

ZIELONA GORA, Level:
Tel: 0135 BIK2I5T60
ZYWIEC, Model-Fan:
Tel: 040 BOBGIHHD5

PORTUGAL &

LISBOA, Homem Azul:
Tel: 00051 213 62 93 §2
LISBOA, Lojas Arena:

Tel: 00351 213 13 55 684
PORTO, Lojas Arena:

Tel: 0551 222 01 13 8
PORTO, Mundo Fantasma:
Tel: 01351 226 04 14 10
SINES, Galeria BT:

Tol; DO35T 266 63 25 11

BUCHAREST, Hobby Games:
Tel: 00 40 21 3231 420

KRASNODAR, Alegris-Jug (South):
Tel: 70959263337

MINSK, Valahanovich ent:

Tel: 008029 6156212

MINSK, Valahanovich ent:

Tol: 0029 6548426

MOSCOW, Alegris:

Vel 474551624 317

MOSCOW, Alegris:
Yol 4714851137 5864
MOSCOW, Alegris:
Tel: +7(4991261 5075

Tol: 4704851740
MUM_ W, thsluv Mir:
7

MOSLUW, Detskiy
Teli 47(4851224 H6'F2
MOSCOW, Detskiy Mir:
Tek: 471495938 265
MOSCOW, Detskiy Mir:
Tul: +7(495)550 0761
MOSCOW, Detskiy Mir:
Tel: 47144951405 6204

by and Tabletop Games:

MOSC Mr Hobby:
Tul: 4704951661 HAYS
M(JSL'OW, Urfin Juice:

Tal: 47(4951784 6355

MOSCOW, Wonderful World:
Tk + I3 4433 132

NORLISK, Na Styke Mirov:

Tel: 008029 6548425
NOVOSIBIRSK, lcehummer:
Tel: 70457076604

SARATOV, Detskiy Mir:

Tol: 64 58400

ST PETERSBURG, Arl-Miniatures:
Tel: $7(812)633 3395

TAMBOY, Hobby and Igrushki:
Tel: 0075 2728011

SERBIA-MONTENEGRO [

BELGRADE, ANET Hobhystore:
Tel: 00 387 11 3612 525

SINGAPORE, Comics Mart PTE Ltd:
Tel: 6836 9069
SINGA?ORF (‘omrcs Mart PTE Ltd:

KOMARNO, Jonako SRO:

Tel: +3670455451

KOSICE, Drac

Tek: v-T‘I?"" 42190551 B060
SPISSKA NOVA VES, War Gaming:
Tel: +4219032149195

SLOVENIA e

LIUBLIJANA, Crna Luknja:
Tel: 00 1220
LIUBLIJANA, Pri Goblinu:
Tel: D086 40833230

SOUTH AFRICA

BELVILLE, The Boys and Mens Hobby Shop:
Tel: (027 21 914 BoBH
BLOEMFONTEIN, The Games Dungeon:
Telt 0027 72 831 9970
CAPETOWN, Pastimes Retail:
Ted: 0027 21 421 1191
CAPETOWN, Wizards Books and Games:
Ted: 0027 21 653 0360
CAPETOWN, World of Wargames:
Ted: 0027 21 7001 4649
DORINGKLOOF, Batthe Planet:
Tel: 00 27 H245 93933
DURBAN, The Hobby Specialists:
Tedi 027 31 566 4806
EAST I.ONDGN Slaters Toy Magic:
Ted: +27 43 726576
EDENVALE, Plasuks:
Tel: 0027 82 TA3 1489
GAUTENG The ll'rult‘rgmund

ol 37 11 795 9
IOHANI\ESBURG Esswex Retail:
Tel: 0027 11 BIHI3G1S
JOHANNESBURG, Outer Limits fuhanneshurg:
Tel: 0027 11 482 3771
JOHANNESBURG, Outer Limits Pretoria;
Ted: 0027 13 342 4360
JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 890 9233
IOHANNFQBURG Warifair:
Tel: 0027 B2 431 2242
JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 3996
MENLYN, Top CD;
Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel 427 33 342 9978
BURG, Warcry:
Ted: 007 72 910 2604
UMLANGA, The Hobby Specialists:
Tel: 0027 31 566 4800

SOUTH KOREA

SEOUL, Orc Town:

Tedr 024 5040

SWEDEN

GW GOTEBORG:
Diratininggaten 52, 411 07,
Teli 031 133858

GW STOCKHOLM:

BELGRADE, Al
Tal: 00 381 17 265223
BELGRADE, EX!T thhy store:
Tek: DO3B1 11 62 78 27
BELGRADE, White Dragon:
Tel: i) 441 63027222

NOVI SAD, Dragon:

Tal: 00 381 11 536 24038

NOVI SAD, Valhala:

Tol: 00 347 21315534
PODGORICA, Neutron Podgorica:
Tels 00} 38T &% DGO GES

ZREJANIN, Takeda:
Tel; 00 381 2364572

SINGAPORE -

SINGAPORE, Comics Mart PTE Lid:
Tel: 6lld3 2724

11 55,
E’fi {821 48 4}

WLE, Hol hopen:
Tel: nznfw r-‘zh'gys 4
KARLSTAD, Spel och Fantasi:
Teli 054 15 10 70
NORRKOPING, Lekhuset:
Tel: 1287070
UMEA, Fantasia:
Telt 091-77 03 60
GOTEBORG, Wizard Games:
Telt 031-51 41 50
KRISTIANSTAD, Spel pd Vallgatan:
Tel; 44 101191
SKELLEFTEA, Lek & Hobby:
Tel: 0910:129 B}
STOCKHOLM, Dragons Lair:
Tel: 08 654 60 50

1!

STORE FINDER KEY

GAMES WORKSHOF HOBBY CENTRE

() Indicates Gaming Room facilities.

HOBBY STOCKIST
Cifers a hobly gaming and painting sordce.

ME ELITE STORE

NE PARTNER STORE
Slacks most of the Games Worksbop range,

INDEPENDENT STOCKIST

Orfficial sellers of Games Workshop produdts,*

NEW STORE OPENING
Indicates new stores and slockids

Stocks the complele Games Workshop range and offers introductary gaming and painting lessone

* Tor bie s they ave whal you want in stock, we recor

e sioe first

STOCKHOLM, Science Fiction Bokhandeln:
Tel: U271 50 54

SUNDSVALL, Orion Spel:

Tel: BHO-155 047

UPPSALA, Prisfyndel:

Tel: 018-10 &6 07

VASTERAS, Zetterlunds:

Tel: 021 10 dd 01

VAXJO, Helges Hila:

Tel: 047 02 18

ARVIKA, Perry Data:

Vol: 1570106 &5

AVESTA, Vega Video:

Tel: B22680078

ENKOPING, Nallens Leksaker:
Tol: 0171 32750

ESKILSTUNA, Lasses Leksaker:
Tel: 0161-MK3 35

FALKENBERG, Brio:

Yol: 146 B 60

FRITSLA, Fritsla Hobby:

Tel: 0320 70106

GISLAVED, Brio:

Tel: 037110733

HUDDINGE, Humlan Lek & Hobhby:
Vel -6 6505

KALMAR, Kalmar Lek & Hobby:
Tel: M4E024717

KARLSKOGA, Leklidan:

Tel: 5863 33 33

KARLSKRONA, Brio:

Tel: D45524082

KIRLINA, Brio:

Fel: DUBD-B25 b5

KUNGSBACKA, Brio:

Tel: 030014136

LAHOLM, Brio:

Tol: 43010065

LIDKOPING, Game Maniacs:
Tel: 705 190274

LINDESBERG, Juntan:

Tel: 070 2611 943

LINKOPING, Sagoland:

Tel: 13122290

LULEA, Barnens Hus:

Tel: 0920220095

LUND, Spel pi Clemenstorget:
Tol: 0aa1 27010

MALMO, Spel pa Djiknegatan:
Tal: 040 120410

NORRKOPING, Hobbyhiman:
Tel: 611162120

NYKOPING, Laka TV-spel:

Tel: 01552810040

ORMINGE, Happies:

Tel: BU7152501

PITEA, Barnens Hus:

Tel: 091115910

SALA, Elons Leksaker:

Tul ] 014

VDE, Partaj:

[rl 0510-794 99

STOCKHOLM, Brio:

Tol: 0t 749 1146

STOCKHOLM, Happies Hammarby Sjiistad:
Tel: (52244800

QTOl'II HOI.M, Fidelur:

UPPLANDS VASBY, Barnens Hus:
Tel: 08526 19 40
VARBERG, MNorrgatans Spel;
Tel: (140R72610
VASTERVIK, Brio:
Tel: 049036177
VASTRA FROLUNDA, Toys:
Tob; 031451401
VIMMERBY, Brio Vimmerby:
Tel: 0492311880
VISBY, Lekstugan:
Tel: 049821 5051
YSTAD, Tv Spelshiirnan:
Tel: 041166600
OREBRO, Modellex AB:
Tel: 019 611 15 34
ORNSKOLDSVIK, Lajhans:
Tel: 06603110

STERSUND, Hobbyboden:

Tek: 063513310

TAIWAN 806, Games 'R' Us:
Tel: 001164 9489 27540

BAN[.KOK, Fantasla{TS Toys):
Tel: b

DNEPROPETROVSK, Book Shop (Goblin):
Tel: 00 380 675 648 558
DONETSK, Maugl
438 044 456767

KHARKOV, Mad:lln Toy Store:
Tel: 00 330 577 157 7.

KIEV, Budlnok Igroshek:

Tel: 00 360 4457 831121

KIEV, Budinok Igroshek:

Tel: 00 360 445 733 970

KIEY, Budinok Igroshek:

Telt 00 360 445 521 385

EV, Budinok Igroshek:

0 360 442 308 150

KIEV, Budinok Igroshek:

Tul: (0 280 444 507 671

KIEV, Charge

Tel: 00380444567671

KIEY, Kinder Land:

+38 044 4567671

KIEY, Novi Skazka:

Tel: (10 350 442 &Y

OUESH\. Mashl.\bnwt‘ Modell:

[I]

SEVASTOPOL, Sevmaodel:
Tek: 00 360 953 565 400
VINITSA, Spellscape:

Tel: 00 360 634 409 001

UNITED ARAB EMIRATES [l

DUBAI, Bishops Trading:
Telt 0047 15594B7870

www.games-workshop.com




Club Directory

Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together
like-minded clubs for lots of gaming fun.

GCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workshop hobby. Use the club listing to find a GCN
gaming club near you and get involved.

The GCN strives to meet the following objectives:

* Promote good communications between Gaming Clubs
and Games Workshop.

* Assist in the running of local gaming events.

e Support other clubs’ activities.

e Assist in the running of games at the national level.

¢ Provide a forum for Gaming Clubs.

e To facilitate club development and growth.

e To create a safe environment for people to play in.

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,
GCN clubs are an ideal place to find and challenge new
opponents. Play in campaigns, leagues and tournaments in
a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you.

SETTING UP YOUR OWN GAMING CLUB

If you would like to set up your own Gaming Club
please contact Bek Haw Community
Coordinator on 0115 900 4821, who will give you
advice on the basics of setting up and running a club.
This includes providing ¢

independent clubs and information on the GCN.

Please note, if you are want to set up a gaming club in a
school we will need to speak to a teacher or member of
staff before we can register your club.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GON membership guarantees the highest standard of customer service and safety. As part of our ongoing commitment to our customers, we do not promote any club outside of the Gaming Club Network,

GCN BRISTOL,

Bristol Vanguard:

Canfact: Jay Goldiinch

Tel: 4773 727 A106

E-mail: vanguandiay@yahos,co.uk

GCN BRISTOL,
Portbury Knights:

Cantact: Alan Vowles
Tel: 07771 GA5480

GON BEDFORDSHIRE,
Bedford Gladiators Association:
Cantact: David Wilkin

Tel: 0779 15549297

E-irll: gladiatoridukiyahon.couk

GCN BRACKMELL,
Bracknell Forest Gamers:
Contact Dan Currey

E-mabl dcurreyatalk 21 com

GCN MAIDENHEAD,
MAD Gamers:

Contact: Frances Juse

#mail: frjoseilimey.phus. com

GCN READING,

The Spiky Club:
Contacts David Cole
E-prnll: spikyclisbaihitmail co.uk

BIRMINGHAM

GEN DUDLEY,
Dudley Darklords:
Cantact: Paul Sheldan
Teds 013014 268 360

GCN SOLIHULL,
Toll Road Gamers:

Cantact: Mark Simkin

Tel: 0790 418 7517

F-mail: tollusdpaenersiblanynnder.c.uk

GCN SUTTON COLDFIELD,
The Immartals:

Eafl; martynfurnivaliblisyunider oo ik

GCN WOLVERHAMPTON,
Da Boyz Club:

Contact: Darren Pugh

Telht UF790 507 551

Email: dabayekbubsgooglmall con
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GCN HIGH WYCOMEBE,
Armageddon Inc.:
Contact; James Schaficid

Tel: 01454 865 905

GCN BRELADES,

Jersey Privateers Gaming Club:
Contact: Paul Noel

Teli 01534 738192

E-mail: woehwirdnckiiaolcom

GCN CHESTER,

Royal Guild of Minted Boards:
Cantact: Christopher Fry

Tell 07976 78732

E-mails chiia fry@dryupditms, cam

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:
Contact: Paul Mather

Eanall: paul matheriitameside.ac.uk

GCN MACCLESFIELD,
Macocwargames:

Contact: Dhancan Harrading

Wehsie: wivw,macewangames.orpuk
Email: harradine2002@yahan. co.uk

GCN STOCKPORT,

Stockport Slayers:
Contact: Laura Keily
E-maif: marplemaraudersghatmail. com

GON WARRINGTON,

Spawn:

Contact Anthany Splers

Tel: 0779 313 3077

E-mail: anthony.spiers@hlniernet, com

GCN WARRINGTON,

Warrington Warlords Gaming Club:
unkact: Paul Tennant

4 676 444

E-mmiadl: panibtonmantihatmail.com

CLEVELAND

GCN CLEVELAND,

East Cleveland Warsmiths:
Conlae
Tel: @
Egnadl: fames-horders@live,co,uk

GCN MIDDLESBROUGH,
Middleshrough Gamers Club:
Contacl: Paul Croshy

Tel: 07909714774

E-mall: aiblareagmail.com

GCN REDCAR,
Redcar Ironbeards:
Cantact: lan Widdawson
Tel: (1642 503207

FRONTLINE

GCN BUDE,
Dice and Dagger:

Contack: Kurt Baker
Email: celtofkernow®aol com

GCN CORNWALL,
West Cornwall Games Club:

Contact: Nell Sharp
E-mall: niilasharpianl com

GCN WINDERMERE,
North West Warriors:
Contact: Adam o Davinia Turer
Tel: 07425 511 867

GCN CHELMSFORDY,
Chelmsford Bunker:

: Gareth Williams
542
arethifshy.com
Woebsitv: www hunkerassault.co.uk

GCN ESSEX,
Essex Warhounds:
E-niail; jamescukd@aol com

GCN COLCHESTER,
Colchester Games Cluly;
Contact; Colin Wilsan
E-malls info@colchestergameschb oo, ek
GCN SOUTHEND,

hend Toy Soldiers Club:

E-mail: narth_west s tmakl,cam

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Contact: Anthay Harnes
Tel: 0794 425 764

£-mail: awhbibdinternat,com

GCN DERBY,

Derby Wargames Sociely:

Canmact: Ben Curry

Tel; 07909 704 565

Email: bencurnyiderbywargamessocioty. ok

GCN EXETER,

Rygas Roughnecks:
Cantacts Johi Gendle

Tel: 0773 435 2425

E-mail ooksgueabhotmall com

GCN PLYMOUTH,

Cross Swords Gaming Club:
Conbact: Anthony Cross

Tel: 01752 837 133

Emall enguirlesicrots-avorniscon uk

GCN PLYMOUTH,
Plymouth Association of Wargamers:

Wiebsiie: www. plymouthwargamess.co.k

GCN POOLE,
Battlescar:

Contact; Paul Cleyeland

Tel: 01202 145 632

Email: paulbatiiescarcouk

GCN BOURNMOUTH,
Wessex Wyverns:

Comtaet: Chebstian Willlame

Tel: 0320 94

il chrietian@wesseswyverms ok uk

Contact: Paul Gayner
Tl GRTE S
Eemailt clubenquiries@holtbum.com

GCN SOUTHEND,
: Southend:

Email: warzonesouthed@shy.com

GCN THURROCK & ROMFORD,
Tempus Fugitives:

Contact: Stuarnt Mackanes

Tel: 07800 154020

Whslte: wiww temipusfugitives.co.uk

GCN BASINGSTOKE,
Sad Muppets Society:
Contact: David Offen-fanies
E-email: davididsadmuppets org

GCN PORTSMOUTH,

Battle Force Pompey!
Coftact: Amanda Rutter

Eamail; amanda_rutterihotmail,com

GCN PORTSMOUTH,
Hammer N Ales:

Contact: Daniel Few

E-mialls sonalmyihatasail.couk

GCN PORTSMOUTH,
Shadowspawn:
Cantact; Gary Danaldson
Tel: 07842 360669

GCN PORTSMOUTH,
Solent Warriors:
Cantact: len Calveri-Lee
Tel: (798 507 w932

GCN HEREFORD,

Spread Eagle Wargamers Society:

 Tim Hill
44 12 9924
i shxtysixsnoawiaal.com

Contact:

GCN ASHFORD,
Stanhope Gaming Group:
Corttact: Simon Cannon

Tul: 01233 Bh3- 996

Email: s.cannoniag-ac.coak

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Contact: Calin Stone

Tel: 0175 340 0217

E-mail: colineastone. {reeserve.couk

LEICESTERSHIRE

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:
Comtact: Patrlck Fostor

Tel: 079 81h 34

E-mail: padnatyatina,co.uk

GCN LEICESTER,
Leicester Fal Kats:
Cantact: Antuny Evans

Tel: 07033491227

Emalk: anton®? 0B yaho.com

GCN LEICESTERSHIRE,
S.QULG.:

Contact; Adam Hutchinson
Tel: 0757 05071719

E-mall ah154@leicoster.acak

GCN LOUGHBOROUGH,
Loughborough 1st and Only:
Canfast: Matt Sully

E-mall: zéemassitanl com

LINCOLNSHIRE

GOCN LINCOLN,
Gobstyks:

Contact: Chris Simmans.

Tol: 7748 102 616

Email: brocecallyzhatimallcom

GCN CLAPHAM,

Clapham Wargames Guild:
Contact: Themss Teti

ek 07966 349 309

Eimail: infoclaphamwarngamen. orgub

GCN COVENT GARDEN,
Cross Gaming Club:

Contact: Karl MciWilton

Tel: D7HS2ASAALY

E-nuails madinackarl579 F&and com

GCN LONDON,

Brenl Cross Imps:

Canlact: Dankel Hampage

Tel: 07801 7768H)

E-mall menese_of_dangershatoall.onm



Students of Redcar Community College work on their army lists for the next Schools League tournament.

GEN WANSTEAD,

Tanelorn Wargames Club:
Cantact; Harry Fitman

Tel: (7906747719

E-maili twie_contachtanelsmwgcarg

GCN WATFORD,
Watford Wargames Federation:
Contact: Bob Long
Tel: 020 83306756

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:

Contact: Lean Lynch
E-mail; club leon@hatmail.co.uk

GCN RUNCORN,

Halton Daemons:

Comtact: Janelie Fleming

Tel: 0192 351

E-rmadl: {anette, Aemmingifalton.govisk

GCN NORTH WALSHAM,
Blackfish:
Contact: Dan
Tel; 07077 3
GCN NORWICH,
.-\fterm:th

GCN OLD BUCKENHAM,
Old Buckenham Bone Crushers:

Contact: Paul Girding
Webs wivw banharmard thedic ks co.ukwargamis

GCN WYMONDHAM,
Wymondham Wanderers:
Contact: Barry McCarthy

0 95 2

Eamail: xandal@msnicom

GCN NORTHAMPTON,
Northampton Warlords:
Contact; Mark Peat

T
Ferall, markyspa

GCN RUSHDEN,

Phoenix Gaming Club:
Cantact; Carl King,

Tel; (7074 261350

Eematl: carlking ] @htinternet.com

NORTHUMBERLAND

GCN BLYTH,

Northumbrian Adventurer's Guild:
Contact: Mark Anderson Coulter

Tel: 6772 766 7398

E-tnalk: habdyor

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,

010 482 57
yanihotinalt com

tmallconk

Cantacti Pavid Laithwaite
E-imail inguisitormefistoByahoo.co.uk

GCN NOTTINGHAM,
Da Wot Notts:

Scolt Miskii
45075
attaniskinittiopenvarld,com

GCN NOTTINGHAM,
15t Company Velerans:
Contact: Stophen Wation

Emall: suwalo2004Ehatmail com

GCN SUTTON IN ASHFIELD,
Last Rlstu‘m Caming Club:

; hagtion gamimgEntiworid.com

OXFORDSHIRE

GCN OXFORD,

Oxford Gaming Clulb:

Contact: Mike Sharp

Tel: 071402 764143

E-mail: mikesharpd@tapenworld.com

PETERBOROUGH

GCN YAXLEY,

Morman Cross Crusaders:
Contadt: justin Cashy

E-mall: pertshifacd.com

Webis tiarmanrosse risaders g, ik

GCN SHREWSBURY,
Gatekeepers Wargames Club:

Conlact: James Sherry

E-mall: infogatehecpers,meik

GCN TELFORD,

5.T.A.G.5 Telford:

Coatact: Carl Evans

Tel 01952 597927

E-mail; phoenic226hlueyander coak

SOUTHPORT

GCN Southport,

Lost Boys Wargaming Club:
Contact: Paul Heron

1 LM 1468

E-mail; ezl Shadkarma@blueyander.couk

STAFFORDSHIRE

GCN CANNOCK,

Games Club Cannock:
Contaet: Richand BryceNye
Ted: 01543 459 2.
E-mail: larnrichibricenye finelco.uk

GCN TAMWORTH,

TGC:

Cantaet: Phil Hannigin

Ted; UVB2T 247446

E-mail: philhanaigan2002@yahoo.couk

SUFFOLK

GCN ASSINGTON,
Suffiolk and Essex Gamers:
Cantact: Aldhouse

Tel: 0144 5389

GCN BECCLES,
Band of Gamers:
Cantact: Dryan Armsdrone
Telt 0150 371 1414

GCN BECCLES,
Crypl KEepers

07513 H0h 549 (after fipm)

GCN BECCLES,
Curious Dwarf:

Cantact: Giles Rubiimon

Tel: A
riousittiscali.co.uk

GCN IPSWICH,

Swarmm Wargames Club:

Contact: Matt Holden

L 473 2T 20k

E-mail; mati@haldenhause freeserve.couk

GCN NEWMARKET,

Newmarket Dwarfl Wargames Society:

Contact: Mark Haynes

esicapogemini,com

SURREY

GCN GUILDFORD,

Guildiord Games Club:
Can

: Ben Lew
a9 L1188
i benetplasticman hiz

GCN MITCHAM,

Mitcham Marauders:

Contact: Jason Fowler

5 1403472
mitthammarauders@hatnallcouk

GCN TOLWORTH,
TDl\'-CII'H‘I First Founding:

GCN WOKING,

1st Founding:

Cantact: Ashley Homewood
Tol: 0154 478 7445

GCN BOGNOR REGIS,

J 19 pH3
E-mail: mefrankhilltyahoo.com

GOCN BRIGHTON,

Brighton Warlords:

Contact: Peler Conke

T 09 4240

Email: petes.cookedZi8ntiworld com

GCN BRIGHTON,

Gambit Games UK:

Contace: Gareth Wynn

E-mail: gareth wynnB08d nilwarkl.com

GCN LANCASHIRE,
Coppull & Chorley Knights:

Contact; fanathan Taylor-Yorke
Wobsite: www.cack-wargamesclub.org.uk

GCN CRAWLEY,
Crawley Magic and Tabletop Games:

Contagt: Ma uk Lane

k. templariiganglemall.cam

GEN HASSOCKS,
Clayton Warlords
Conta: ith
Tel: 0771 5
Fensall: rager_gs. smithihntmail.com

GCN EASTEOURNE,
Easthourne Elemental:

Conact: Luke May

Tel: 6707 790 0125

E-mail ubies, weathedighrigmall, com

GCN WALBERTON,

‘Walberton Wargamers:

Cantact; Mike Roddham

Tel: M2 4185

E-maili walberionwargamersdyashoo.couk

GCN NUNEATON,

MNuneaton Model and Games Club:
Contact; Brian McCormack

Tel: 07864 707 127

WILTSHIRE

GCN CALNE,

Calne Gaming Club:
Contact: David Powers
Tul: O7901 684 865

GCN SWINDON,
SWAT:

Contaciz fohn Hexi

Tel: 01793 92 930

E-mail: [fhext@biintormet.com

GCN SWINDON,
Swindon and District

GCN YORKSHIRE,

York Garrison:

Canlact: Habey Janking

Tel: 079 7T 7994

E-mll: precincinmegaignaglemall.com

SCOTLAND

GCN ARCYL & BUTE,
Helenshury Patriot Games Club:

E-mall; |Imu fireyiblintemet.com

GCN CAITHNESS,
Northern Knights:

Contact: Dave Yeamans

Tul: 0784 576 0045

E-mail; reccebossahtinternel.com

GCN DUNFIRMLINE,

Contact: Paul Neftin
a0 T00609
E-enail: metibe tribedn lworkd. com

YORNSHIRE

GCN DONCASTER,

Doncaster Wildcats:
Contact: Carl Cooke

Tel:

E-mail: dontastes_wilticatsithotmail.co.ak

GEM HALIFAX,
Pennine Raiders:

Tel: 0142 236 9034

Eanaill: arrdpin@tiscali.co.uk

GCN HARROGATE,

Harrogate & Ripon District Gamers:
Comact: Patrick Stoddart

Tel: 07810 317 436

E-mail: pat, masimus@hatmaileom

GCN HUDDERSFIELD,
Cellar Dwellars:

Contarct; Richard Ambler

Tel: D764 11 3974

Eemall; ubersquackiyahoo.cu.ul

GCN LEEDS,
Night Owls:
Contact! Steve Molan
Tel: 0113 225 0461

GCN LEEDS,

Leeds Games Club:
Cuntact: Bab Me

ol: 078 2
ramcphitmcall.couk

GCN OSSETT,

Ossett Wargames Club:
Tek 0192 425 4064

E-mall: paslmprace@htintermeL com

GCN SHEFFIELD,

D line Wargaming and
Roleplay Fellowship:

Contact: Brian Forres
Email; thearfclubian cam

GCN EDINBURGH,
Edlnburgh League of Gamers:
Contact: Andy Mechan

Email: Ieagueafgamers-
awner@yabnogrougs.co.ok

GCN FIFE,

The Gaming Kingdom:

Tel: O7H3I46517 74

Email: the gaming kingdomdyahoo.coak

GCN GLASGOW,

5t Aidens Warriors Club:
Contagt: Alan Hubhs

E-mmail: macdonald 317 Eholmail com

GCN INVERNESS,

E-mail: stevelndexdiant.com

GCN KIRRIEMUIR,
Kirriemuir Wargames Club:
Catact: David Tullach

Emall: david.tullocht Stescounet

GCN RENFREW,

WPAS:

Cantact; Andy Thompsan

Tel: 4141 186 1466

E-mail; athnmpaoni®jagsd 4 frevserve.coak
GCN STIRLING,

Stirling Wargamers:

Cantacl: Paul Brooks

Tel: 450 062

E-mail: paulfdresandieaf phis.com

WALES

GCN BRIDGEND,

Bridgend YMCA Gamers Club:
Cantact: Bill Evans

Tel: 01165 676 A134

E-mail: billdragan Siscall.couk

SAFETY IN THE COMMUNITY

GCN men
standard of

As part of our
our custom

prnmote any gaming

nip guarante
mer service and safety.
ngoing commitment to
and hobbyists,
clubs oumde of the

the highest

we do not

g Club Network.

www.games-workshop.com
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Man the defences -
Planetstrike is here! But fear
not, as you can now order
these exclusive defence
bundles, to make even the
most determined attacker
think twice!

"WARHAMMER

/40000

Athough Imperial bastions are
scattered all across the galaxy, over
time some have fallen into the
hands of the enemy or been taken
by the forces of Chaos. Once in the
hands of the Dark Gods’ followers,
the corrupting effects of Chaos take
hold. This kit contains one bastion
and two Chaos Accessory frames.

CHAQOS BASTION
99120102033 £28¢, €38.50, 325dkr, 385skr/nkr

AVAILABLE TO ORDER

You can buy our products from the following

www.games-workshop.com

e Games Workshop stores Page 108
e GW Online store Page 119
¢ Games Workshop Direct Page 119
¢ Independent Stockists Page 108

~ Planetstrike

1.0.S Markerlight

Back by popular demand, the
L.O.S Markerlight is useful for
quickly determining which models
have line of sight to a target during
a battle. With all the extra terrain
on the table in a Planetstrike
game, this will come in handier
than ever!

L.0.S. MARKERLIGHT
99220199040  £61, €9, 70dkr, 80skr/nkr

The Spear of Sicarius

When leading a planetary invasion, &I\
the Captain of the Ultramarines oF
2nd Company often employs a
battle formation known as the
Spear of Sicarius. The Spear draws
elements from several companies
to form a hard-hitting elite around
a core of Sicarius’ own men.

» 1 x Captain Sicarius

¢ 1 x Command Squad (5 man)
* 6 x Tactical Squads (10 man)

e 4 x Terminator Squads (5 man)
¢ 2 x Dreadnoughts

® 4 x Assault Squads (10 man)

¢ 1 x Vanguard Squad (5 man)

* 9 x Drop Pods

THE SPEAR OF SICARIUS
1‘2 Mnlle‘s‘ 99120101077
= 6104, €890, 7155dkr, 8610skr/nkr

Pictures for ilfustrative purposes only. Product contents may vary. Products sold unpalntzd and unasseminad. Gartain Citadal products may be dangerous if used incarrectly. Prices correct at time of going Io press, pleass contact us for current
availability and prices. UK prices marked 1 do nat show the 2.5% VAT reduction implementad on 1sf December 2008, The reduction will be appiied to affected products by Games Workshop at the point of sale. Prices quoted are for products

sold by Games Workshop through its own stares,
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This set is great for small to medium
games of Planetstrike. The two bastions
can be completely surrounded by the
defence lines for a sturdy fortification.
And, with the Realm of Battle
Gameboard included, you'll have

a brilliant-looking terrain set.

This represents an established Imperial

installation. With six objectives it's great for
massive games of Planetstrike or giving you the
option of limitless defence set-ups in smaller
battles. Containing five bastions, a Skyshield
Landing Pad and enough Aegis Defence Lines to
stretch across two thirds of the Realm of Battle
Gameboard, this really is a formidable terrain set.

Fleturas for Mustrativa purposss only. Product confants may vary. Products sold unpainted and unassembled, Cartaln Citadel products may be dangerous if used incorrectly. Prices correct at time of going fo press, please contact us for current
avaliability and prices. UK prices marked | do not show the 2.5% VAT reduction impiemented an 1st Dacambar 2008, The reduction will be appiied to affected products by Games Workshop at the point of sale. Prices quoted arg for products
sold by Games Workshop through s own stores, i

IMPERIAL OUTPOST
99120199020 £206t, €270, 2625dkr, 3030skr/nkr

IMPERIAL DEFENCE NETWORK

99120199021

£316t, €410.25, 3870dkr, 4490skr/nkr

Contents include:

e 2 x Bastions

¢ 2 x lcarus Lascannons

* 3 x Quad-guns

» 2 x Comms Relays

* 12 x Double Blast Shield sections
* 12 x Single Blast Shield sections
1 Realm of Battle Gameboard

Contents include:

e 5 x Bastions

* 1 x Skyshield Landing Pad

* 5 x lcarus Lascannons

e 7 x Quad-guns

¢ 5 x Comms Relays

e 28 x Double Blast Shield sections
28 x Single Blast Shield sections
* 1 Realm of Battle Gameboard

or website.

retailers are

for infmg their own prices.

www.games-workshop.com
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Bitz Packs are for hobbyists who want to add that
extra level of detail to their force, or create
bespoke conversions. Here are some of the latest
Bitz — check the online store for more.

ORC SHIELDS
99060209203  £61, €9, 70dkr, BOskr/nke

MORE SNOTZ
99060209205 £124, €15.50, 140dkr, 160ske/nkr

Can’t wait to get your hands on
the latest releases? Then our
Advance Order service is for you.

* Get the latest products delivered to your door on the
day of release!

e If you have your orders delivered to your local store,
we'll send them POST FREE!

S Q4MES WORRSHOP
Warhammer 40,000 E— HOW TO PAINT

ITADEL
ANKS

Released 4th of July s ; C
o Warhammer 40,000 Expansion: Planetary Empires 3! T . T
e Planetary Empires Hive City Tile i 5 =
e Imperial Guard Hellhound A T

o Imperial Guard Leman Russ Demolisher : AN'ETEABI};IRES
e Imperial Crashed Aquila Lander = kit
» Ork Battlewagon Upgrade Pack i

Citadel
Released 6th of June
« How to Paint Citadel Tanks

Pictures for ilustrative purposes only. Product confents may vary. Froducts sold unpainted

and ynassembled. Cerlain Gitade! products may be dangerous if ussd incorrectly, Prices correct at time of going to press, please corfact us for current
availability and prices. UK prices marked 1 do not show the 2.5% VAT raduction implemented on 1st December 2008, The reduction will be appliad fo affectsd products by Games Workshap at the point of sale. Pricss guoted are for products
sold by Gamas Workshop ihraugh its awn slores, f or websita, relaflars are hig for ining thair awn prices.
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HOW T0 ORDER

Our hobby range contains thousands of products, with more added every month. There
are four ways to get your hands on GW products.

At Games Workshop Hobby Centres

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

In-store order point

Many 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 personalize and expand your miniatures collection.

Gaming Rooms and Battle Bunkers

All Gaming Rooms and Battle Bunkers provide the full range of Games Waorkshop
services. However they are larger than a normal Hobby Centre and have many
gaming tables, which makes them perfect for meeting fellow hobbyists.

On Our webS|te 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 your local Hobby Centre.

s We aim to despatch all orders in three days, straight to your door.
"\ Verisign
Secured

* You can order ANY Games Workshop product.
By calling the Games Workshop MAIL ORDER
Direct Customer Services team OPENING TIMES

Monday: ......10am - 6pm

WORISHGP)

e Our Advance Order service lets you order models and
products before they are released, reserving your copy.

s Our complete range includes Specialist Cames,
Collectors and Bitz Packs, with new additions every
month! Check out what’s new today.

Want to place an order? Need advice on the Tuesday:........11am — 6pm
next purchase for your army? Got a question Wed-Sat: ......10am - 6pm
about Games Workshop products? Just pick up Sunday: ........12pm - 4pm

the phone and give us a call on:
+44 (0)115 91 40000.

Our experienced team will guide you through ]

the ordering process and will answer any queries Methods Of payment
you may have. They are also on hand for any You can only pay for
individual tips and advice you may require, orders through the

Online Store by credit
card. We accept the
following credit and
debit cards: Visa,

From independent StOCkiStS MasterCard, Maestro

(formerly Switch).

and trade partners
i “’*_‘":m Games Workshop has a number of trade

partners and independent stockists across the
globe, who not only carry our most popular
ranges, but can also place orders for you from
our current catalogue.

VISA
Electron

To find a hobby or toy store near you that carries
Games Workshop products, just call our Direct
Customer Service team on +44 (0)115 91 40000
or log onto www.games-workshop.com

Picturas for iustrative purposes only. Product confents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous If used incorrectly. Prices corect at fime of going to press, please confact 1s far currant
avaitability and prices. UK prices marked 1 do nol show the 2.5% VAT reduction implemented on 15t December 2008, The reduction will be applied to affected products by Games Worksliop at the point of sale. Prices quotad are for products
sold by Games Workshop through ifts own stares, catalogue or websits. refailers are responsitie for thair own prices.
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POST YOUR PERSONAL

ALTERNATIVE
SUBSCRIPTION OFFERS

MANDATE

DETAILS

SUBSCRIPTION

ORDER

SUBSCRIPTION OFFERS

Get your first 3 issues
for only £39!

Continue your subscription for just £9 a quarter
giving you a FREE magazine every 3 months!

] 1| would like to pay by Direct Debit

(! understand that £9.00 will be debited from my account every 3 months)

Originator’s Instruction to your Bank
Identification Number or Building Society to
388464 pay by Direct Debit. DIRECT
Debit

To the Manager (Bank Name) ..
L Pty e AT S R v B RS0 T e el on ot e

Namel(s) of account holder(s) ...,

Branch sort code D D D D D D e
Bank/Building Society D D D I:] D D D D }‘f"’?“*:‘l'“):‘l:“:*[i»‘:::‘ i

this nstructicn subject 1o
the safeguards assured by

Ref Mo {Office use anly) the Direct Debit Cuarariss
F understani that
I | inicton ) i ik
Ganies Workshop and, if
P details will be passed
Signature(s} R s ikaliutsl

Date Bank/Ballding Soclary,

Banks and Building Socletles may not accept Direct Debit Instructions for some types af account

1 would like to subscribe to White Dwarf beginning with issue: WD[_J[ ][]

e e e 1 1 b b e e e P
Surname

Address ..

Pos!mde ('uun!w

Telephone (inc bfL) C UE]F‘}
Email address...

The subscription is a gift for the person detailed below

SUTARIME - .icivisusimimrvmrs e

Address .....

Postoote: i, s
Telephone (inc STD (_()d(_]

RETURN THIS FORM TO

Warners Group Publications plc, The Maltings, West Street, Bourne, Lincolnshire, PE10 9PH

SCOUNEY i

ank or Bullding
ner ref, WD-DD-355

ALTERNATIVE WAYS TO PAY

I would like to subscribe for:

] 1 YEAR 12 issues wosugyy  £40, €70, 550dkr, 650skr/nkr

] 2 YEARS 24 issues wosusz)  £76, €125, 1000dkr, 1150skr/nkr

] I am an existing subscriber  [] 1am a new subscriber (please tick  box)

CHEQUE AND CREDIT CARD PAYMENTS
] Postal Order (UK only)/Cheque {made payable to Games Workshop Ltd)

o™ o B o o8

Card NumherDDDD DDDD DDDD DDDD
Issue Number DD (Switch/Maestro Only) Valid From DD Expires DD
3 Digit Security Code DDD

Cardhalder's Name .. e o e

Signature i Dale
[signature of parent ar guardian weouired :f recipient is under |16 years of age.)
Reply by the 31072009 10 take advantage of this offer

I _ . . .. .. . . o o o o o o oo e i o o o o o . o P o

Games Workshop Limited. Registered in England and Wales — Company No. 01467092

SUBSCRIBE

TO THE WORLD'S GREATEST
HOBBY MAGAZINE

TODAY!
WHY SUBSCRIBE?

o All the latest News and
New Release information.

e Exclusive in-depth features
about the Hobby.

e Savings off the cover price.

e Ensure that you never miss
another issue of your
favourite Hobby magazine.

o FREE delivery, early and

direct to your door.

with our new Direct Debit offer

SUBSCRIBE WITH MAIL ORDER

0115 9140 000

WWW games-workshop.com
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740,000,

How To Paint Tanks

To accompany the release of

How to Paint Citadel Tanks, we'll
be showcasing some of the projects
that we couldn’t fit in the book.

New Imperial Guard Tanks
The Armoured Fist of the Imperial
Guard rumbles onto the battlefield.

Brand new plastic tank kits are on the
horizon, and we’ve got all the details.

WARHAMM ER

40 000"

PLANETARY EMPIRES

The time has come to cease petty

squabbles over battlefield objectives.

The time has come to build vast
planetary empires and conquer all
who stand before you! Full details in
next month’s White Dwarf.

BAMES WORKSHOP

The threat of a war machine can be
as devastating as the mighty payloads
they unleash. In battle, effective use
of cannons, mortars and bolt
throwers can win the day for you.
Learn how with our in-depth tactica.




“The Imperium. How mighty its
aspect! How far-reaching its
boundaries! As one world dies ten
more are brought into the fold.
i Fcar us, for we count thc lives of
plancts not mcn' :

» —y 20000,

LPLANETARY EMPIRES




