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THE VERMINOUS HORDE

Heretic-scholar Jeremy Vetock explains his theories
about the laughable notion of ratmen dwelling beneath
the Old World.

IN SAURON'S SINISTER SERVICE

Mat Ward presents new rules for the latest models to
grace Middle-earth — those that serve the Dark Lord.

BLOOD AND SAND PART 2

The second chapter of our exciting Harad campaign.

BATTLE FOR THE FANG
Driven by revenge, the Thousand Sons launch an assault
on the Fang. Adam Troke chronicles what happened.

HITE DWARF SUB-IN-A-BOX

Check out Grombrindal’s new suit — not his usual attire!

NEW RELEASES

What's about to hit the shelves of your local hobby shop.

NEWS
The latest goings on from the Studio and beyond.

STANDARD BEARER
Jervis asks what makes the hobby our hobby?

BATTLEFIELD CHALLENGE
Jervis poses another tactical teaser.

106 DIRECTORY

Hobby activities and news in your area.

92

PRINTING MASTERS SPECIAL
We catch up with some of our previous Painting Masters
and find out about their current projects.

PAINTING WORKSHOP: EASTERLINGS
Nick Bayton shows how to get an effective Easterling
colour scheme and paint an infantry company.

ARMY MASTERS
This month we showcase Dom Murray's lovingly painted
Space Wolves army.

'EAVY METAL MASTERCLASS: KOR'SARRO KHAN
The White Scars hero is given the full ‘Eavy Metal
treatment along with a lesson on painting white.

52

RETURN TO GRIM-DURAZ

Andy Hall and Glenn More take on the roles of rival Skaven
Warlords as they battle Graham Davey's Dwarfs. Who will
win and who will commit the first (inevitable) act of betrayal?




WARHAMMER ARMIES: SKAVEN

The Skaven are a seething mass of vile
ratmen, with evil hearts and gleaming red
eyes. They reside in the darkest places of
the Old World and have carved out a vast
Under-Empire deep below the earth, from
where they will burst forth and overwhelm
all that stand in their way.

Warhammer Armies: Skaven is a 112-page book packed
with all the information and rules you need to field a horde
of evil Skaven in Warhammer. The book is rich in
background hinting at the ratmen’s fell origins, and piecing
together their impact on the history of the Empire and
beyond. Within its pages is the brand-new army list and
descriptions of a host of new contraptions and creatures
from the foul workshops of the Greater Clans.

WARHAMMER ARMIES: SKAVEN
Product code: 60030206003

Written by jeremy Vetock

UK £15 Denmark 175dkr
Euro €22.50 Swe/Nor  200skr/nkr

ON SALE NOVEMBER TTH

LAYADEIA AR i =
WARNANMER “as

ARMIES ’

PL

Pictures for ilustrative purposss only. Product contents may vary. Products sold unpainted and unassembled, Cerlain Citadel products may be dangerous if used incorrectly. Prices correct af hime of gaing to press, please contact us for current
availabllity and prices. UK prices marked 1 do nof show the 2.5% VAT reduction implemented on 1st December 2008, The reduction will be applied lo atfected products by Games Workshop at the point of sale. Frices quotad ara for products
soid by Games Workshop through its own stores, or websita, retailers are for determining their awi pricss,
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When a Skaven Warlord gathers his might
for war, it is the regiments of Clanrats that
make up the core of his force. Forming into
a great horde, the Clanrats overwhelm the
foe with sheer weight of numbers.

The new Skaven Clanrat kit contains all
the components you need to make 20
Clanrats including a Clawleader, musician
and standard bearer. Each of the Clanrats is
a three-part figure, allowing you to
assemble them quickly.

SKAVEN STORMVERMIN

The fiercest, most battle-hungry Skaven are
the Stormvermin. They are armed with the
choicest weapons from the clan’s
scavenged armoury and enforce the
Warlord’s rule with savage ferocity.

The new kit allows you to make 20
Stormvermin armed with halberds and
includes all the parts for a Fangleader,
musician and standard bearer.

s

SKAVEN CLANRATS

Product code: 99120206007

Sculpted by the Citadel Design Team
UK £201 Denmark 200dke
Euro €26 Swe/Mor  250skr/nkr

ON SALE NOVEMBER TTH

A Clanrat armed with hand
weapon and shield. The kit
contains options for hand
weapons, spears and shields.

SKAVEN STORMVERMIN

Product code: 99120206008

Sculpted by Seb Perbet

LK £30+ Denmark 300dkr
Euro €39 Swe/Mor  380skr/nkr

ON SALE NOVEMBER TTH

Pictures for Mustrative purposes only. Product contants may vary, Products sold unpalnted and unassembled. Cartain Cltadel products may be dangerous if used incorrectly, Prices correct al lime of going o press, pleass conlact us for current
availability and prives. UK prices marked T do not show the 2.5% VAT reduction impiemented on 15t December 2008, The reduction will be applied fo affected products by Games Workshop at the paint of sale. Prices quoted are for products

sold by Games Warkshop through ifs own stores, catalogue or websits,
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SKAVEN SCREAMING BELL/PLAGUE FURNAGE

The Screaming Bell is an iconic symbol of
the Skaven. In battle the ominous tolling of
the bell is a message of doom and despair
to the foes of the ratmen, its dread peels
cracking war machines, opening great rents
in the ground and sending otherwise
stalwart warriors fleeing. For the Skaven
the sound has a different effect, for it is no
less than a clarion call of the Horned Rat,
instilling in them a vicious courage they do
not normally possess.

The brand-new plastic kit not only
allows you to build this formidable relic of
Skaven superiority, but also gives you the
option of making a dread Plague Furnace -
a rotted carriage that carries a giant plague
censer into the heart of the enemy.

SKAVEN SCREAMING BELL/PLAGUE FURNACE
Product code: 89120206010

Scwlpted by Colin Graysan and 5eb Perbet
UK £35t  Denmark 350dke
Euro €45.50 Swe/Nor 440skrinkr

The kit can also be assembled as a Plague
Furnace. A massive plague censer swings from its
mount, spreading choking fumes or wreaking
havoc on an enemy unit in close combat.

ON SALE NOVEMBER 215T

A mutated Rat Ogre pulls the chain
that tolls the ensorcelled bell,
every clang a wall of unholy sound
that rolls across the battlefield.

Picturas for ilustrative purposes only. Produc! eontents may vary. Products sold unpainted and unassembied. Cerfain Citadel products may be dangerous if used incorrectly, Pricas correct at time of gaing lo press, please contact us for current
availability and prices. UK prices marked 1 do not show the 2.5% VAT reduction implermented on 1st December 2008, The raduction wil be appiied to affscted products by Games Workshop af the point of salg. Prices quoted are for products
sold by Bames Workshop through its own stares, or websita. refailers arg ible

far determining Helr awn prices.
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One of Clan Skryre’s more insane ‘ e P
inventions, the Doomwheel comprises a Product code: 99120206009
warpstone generator powered by the Sculpted by Cofin Grayson and Seb Perbet

: - . UK £201 Denmark 200dkr
motive energy of a giant wooden wheel Fuo €26 SwefNor  250ckinkr
and dozens of rats.

Colin Grayson and Seb Perbet have put
their disturbed minds together and have ONSREENGN Tn e
come up with this brilliant plastic kit, the
ultimate in Skaven infernal weapons with

the potential to do as much damage to
their kin as the enemy.

The Warlock Engineer has much to do. There is
steering, of course, but this is often less urgent
than ensuring the generator doesn’t averload!

Additional crew are needed to run
the machine (or take the blame,
whichever is more salient).

PACKMASTER SKWEEL GNAWTOOTH

Seb Perbet’s metal rendition
of Skweel Gnawtooth shows
Clan Moulder’s ultimate
Packmaster in all his glory —
surrounded by the creatures
he effortlessly controls.

With his warpstone-
studded lash extended and Py
his faithful Wolf Rat, -
Gutsnagger, at his side,
Skweel is a force to be
reckoned with not just in
guiding his creatures but in
combat as well.

PACKMASTER SKWEEL GNAWTOOTH
Product code: 99060206087

Sculpted by Seb Perbet

UK £8t Denmark 100dke
Euro €12.50 Swe™ar  115skr/nkr

ON SALE NOVEMBER

Plctures for ilustrative purposes only. Product comtants may vary. Products sald unpainfad and unassembled, Certain Citadel products may be dangerous if used incorrectly, Prices correct al time of going to press, pleass contact us for current
availability and prices, UK prices marked 1 oo nof show the 2.5% VAT reduction implemented on 1st Decamber 2008, The reduction will be applied fo affected products by Games Workshop at the point of sale. Prices quoted ars for products
sold by Garmes Workshop through its own stores, catalogue or websits, | relailers are il for o ining their own prices,
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WARLORD QUEEK HEADTAKER  DEATHMASTER SNIKCH

Seb Perbet’s new metal incarnation of this classic Skaven Clan Eshin’s foremost assassin, Deathmaster Snikch, is
character is an exceptional piece of design, really given a new lease of life by the hands of Seb Perbet. This
capturing the dynamism of Warlord Queek Headtaker in metal model is full of flowing lines and movement, from

mid-leap, seeking out another trophy to adorn his banner. the swirling cloak to the weeping blades dripping poison.

.

WARLORD QUEEK HEADTAKER
Product code; 99060206085
Sculpted by Seb Perbet

UK

Euro €12.50 Swe/Nor  115skr/nkr

ON SALE NOVEMBER TTH

DEATHMASTER SNIKCH

Product code: 99060206086

Sculpted by Seb Perbet

UK £8t  Denmark 100dkr
Euro €12.50 Swe/Mor  115skr/nke

ON SALE NOVEMBER 7TH

£8t Denmark 100dkr

SKAVEN BATTALION

The Skaven Battalion is a great way to start your horde or to add even
more evil ratmen to your verminous force. Each Battalion box set
contains 40 Clanrats, 20 Plague Monks, two Rat Ogres, six Giant Rats
and three Packmasters.

SKAVEN BATTALION

Froduct code: 99120206011

UK £55t Denmark 640dkr
Euro €85 SweMor  780skr/nkr

ON SALE NOVEMBER 21ST

Pictures for ilustrative purposes only. Product contents may vary, Products soid unpainted and unassambled. Certain Citade! producls may be dangerous if used fncorrectly. Prices correct at time of going to press, please covfact us for current
availability and prices. UK prives markad 1 de not shaw the 2.5% VAT reduction implemented on Tst Decembar 2008, The reduction will be applied to affected products by Games Workshap at the point of sale. Prices quated are for products

sold by Garmes Workshop through its own storas, logue or website, ratailers are far ining their own prices.
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Black Library publtshes a range of novels and sourcebooks that de!ve

T ET—

BLAGK LIBRARY

[ TR AL el

| deep into the worlds of Warhammer and Warhammer 40,000. These

I%

|

BLOOD PACT

WARHAMMER'
/40000

- WWW. hlackllhra

Gaunt returns in the start
of a brand-new story arc
called ‘The Victory’, but
who will be victorious?
Gaunt is secretly
summoned by Guard
Intelligence. They have
captured a high-level
Chaos officer who is
refusing to speak to
anyone except Gaunt. The
Commissar finds himself
trapped in a deadly game
of intrigue and murder.

BLOOD PACT
by Dan Abnett

ISBN: 978-1-84416-663-0
UK £16.99 Denmark 200dke
Euro €25 Swe/Nor 250skr/nkr

The sequel to Scourge the
Heretic by the author of
the Ciaphas Cain novels.
As operatives infiltrate two
criminal organisations,
they unravel clues that
suggest both are part of
one great evil. With
danger at every turn, and
paranoia running rife, can
the Inquisition figure out
what is going on before
the Scintilla system is
overrun by heretics?

INNOCENCE PROVES NOTHING

are available in many of our stores worldwide, as well as in bookshops
in certain countries. However, if you are flndmg it difficult to get hold
| of any of these publications then go to the Black Library website,

| where books may be purchased directly.

I'll Blllll

e SR

¢

LIBER I}IIATIIHI (2009 EDITION)

IRON COMPANY

TRON COMPANY

The dread tome of Chaos
returns in a massive new
hardback edition. This
heretical book is the Liber
Chaotica, a study of each
Chaos power — Khorne,
Slaanesh, Nurgle and
Tzeentch — by the scholar
Richter Kless. But reader,
beware! This work
eventually drove him mad
and your own sanity is
forfeit should you study
these corrupted pages.

LIBRE CHAOTICA
(2009 EDITION)
ISBN: 978-1-84416-800-2

UK  £30 Denmark 300dkr
Euro €40 Swe/Nor 350skr/nkr

The Empire Army series
continues, this time
focusing on the engineers
of the Empire. When
Magnus Ironblood is
tempted into one more
campaign, he finds himself
working alongside some
unlikely allies. This ragtag
army finds itself outgunned
and under-equipped.
Nevertheless they must
fight with what they have
— but is it enough?

IRON COMPANY

by Sandy Mitchell by Chris Wraight

ISEN: 978.1-84416-677-0 WRA 1 G H I ISBN: 978-1-84416.778-4

UK £699 Denmark 70ckr UK £6.99 Denmark 70dkr

Euro €9 Swe/Nor  BOskr/nkr e L — Euro €9 SwefNor 80skr/nkr
Pictures for illustrative purposas only, Product contents may vary. Products sold unpainted and unas Certain Gitade! products may be dangerous if used incarrectly. Prices correct at ime of geing to press, please contact us for current

avallability and prices. UK prices marked | do not show the 2.5% VAT reduction nted on 15t De
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NEW RELEASES

r 2008, The reducts
or website

Il be appited ¢ narfer'r.ﬂﬂ' m.):f.. ofs ¢
refailers are

by Games Warkshe,
g fheir own

f the point of sale. Prices quofed are for products

8 WHITE DWARF



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.

WWWJIII!IQWII"[I.GII.IIK

|
[I

|
|
|
k

REAVER TITAN

The Forge World Reaver Titan stands a mighty 410mm/16" high, a towering god-
machine on your tabletop! The model is incredibly customisable, with a variety of
weapon options to choose from. These can be ordered with your Reaver Titan or Melta cannon
purchased separately.

Titan and weapons designed
by Will Hayes. Crew designed
by Simon Egan and Mark Bedford.

Laser blaster

Gatling blaster

Rhino shown for scale
purposes, and is not included.

¢ ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certaln Cifade! products may be dangerous if o
s and prices. UK prices marked 1 do not show the 2.5% VAT reduction impi ed o 15t December 2008, The reduction will be applied fo aff
sold by Games Workshop through ifs own stares, or website. relailars ara respo

i QW Prices.
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THE GREAT DEVOURER

The tendrils of the Hive Fleets continue
to encroach ever deeper into the galaxy.

January is traditionally the beginning of a new year, but if
you're a denizen of the 41st Millennium it could well be the
beginning of the end! Once again, the Tyranids seek to
devour all life, leaving dead and barren worlds in their wake,
The Hive Fleets are constantly adapting, developing new
and deadly creatures with the genetic material they harvest
from the unfortunate life forms they encounter. Adeptus
Biologis Robin Cruddace and the sculptors of the Citadel
Design Team have been busy cataloguing and rendering
these new monstrosities in model form (including the new
creature, shown on the right), the results of which you’ll be

able to see in January’s White Dwarf,

10 WHITE DWARF

Several members of the
White Dwarf team
attended The Lord of
The Rings Strategy Battle
Game UK Doubles
Tournament recently.
Although Adam Troke is
too embarrassed to
admit his final position,
Christian Byrne and Nick

Bayton won the Best city to supreme magnificence. As a
:’:ef'i}‘glw"a?f“:nzwa'd for Living Card Game, you get everything
Khor dish dlotbles arilés. for two players to build their decks
Congratulations to both right out of the box, but can expand

of them — you can see
Christian’s Dwarfs on

page 75.
Andy Hall is trying to

trace a chap who rang - ; :

the White Dwarf bunker | = - _

shoutcgft monts o, | Mfissing Giant Found!
phoned up saying you You may think it hard to lose
planned to take a photo a Giant by the very nature

of your pet giant black of them being, er, big, but
scorpion, ‘George’, we've been on the hunt

attacking a regiment of for one ever since we

Empire Halberdiers, then interviewed Alan and

we'd love you to get back
in contact. We never
received the picture and
are curious to see how it
all turned out!

Coming very soon, on
November 29th to be
precise, are the Crimson
Fists Bitz Packs. These
new packs include
shoulder pads,
backpacks, weapons, a
banner and helmets
adorned with the
iconography of the
Crimson Fists. Look
online and in next issue
for more details.

NEWS

| its recent mention. After a couple of

The busy chaps at Fantasy Flight WARHAMMER
Games have been at it again, this d
time with Warhammer: Invasion. This
new card game places the fate of the
Old World in your hands. Direct your
troops and war machines to destroy
the opponent’s capital, all the while
building and developing your own

your game with monthly Battle Packs
featuring new ways to grind your
opponent into the dust!

Michael Perry back in

WD348. Alan’s Citadel

Giant, along with Michael’s

Emperor Dragon are two yi
seminal models from Citadel's i
illustrious past. But the Giant has

rarely been seen in the modern era,

and curious hobbyists have been

desperate to get a glimpse of it since

false starts we've finally got our
hands on one courtesy of Mark Farr,
from the Games Workshop HQ
reception team. Thanks also to
Dutch in Stamford, UK, and Robert
Allen of Santa Cruz, California for
sending in pictures.




WEB LORE

www.games-workshop.com

Adam Troke: We tried loading traps with cheese, | brought
my cat in from home and we even reprogrammed Servitor
XIIl with enhanced anti-rodent protocols, but there’s no
gelting away from the fact that the Skaven are here in a big
way. Rather than get swept away in a tide of verminous
confusion, Jim and | decided to embrace the Skaven as
beloved neighbours, embarking on an exciting, rat-packed
month of content!

As well as a great Getting Started Guide for the Skaven,
which should show curious Warlords (old and new alike)
how to get going with the new and improved army book,
we've also got a horde of other support to back it up,
including painting guides, an 'Eavy Metal gallery and a

guide to building the new Screaming Bell and Doomwheel.

That's not all either, we've also turned to some of the
resident Dwarf experts here in the Studio for a great
Warhammer Dwarf Tactica, and we've been looking
closely at the Crimson Fists Space Marines. The Crimson
Fists were my first Warhammer 40,000 army, so with a
little help from Servitor Ill, who knows his Pugh from his
Kantor, they'll be getting the full treatment this month too!

So, having endured a month of gnawed wires,
disquieting furtling noises from within the air-ducts and a
constant scattering of rat-droppings, we're already
embarking on some exciting web articles for December —
and we've got some cool things in mind!

Getting Started with Skaven

A comprehensive guide to the dark,
claustrophobic under-world of the
Skaven. We'll be looking at the new
kits and delving into the ratmen'’s
mysterious background,
and even some
tactics for first-time
Packmasters.

Dwarf Focus
With the re-emergence
of the Skaven it's

only fair that their
arch-enemies (well,
one of their many
arch-enemies) the
Dwarfs get some
attention as well. The
bearded-ones get an
updated painting guide
and a brand-new
tactics article.

The Crimson Fists
Due to the forthcoming
release of the new Bitz
Packs, we take a look at
Pedro Kantor's proud
warriors, the Crimson Fists.
As well as an in-depth
look at the Chapter’s
history, there’s a new
scenario and a step-by-
step guide to painting an
entire squad.

Also on the Web...

The Internet never runs out of space, which is lucky
because we always have a good go at filling it up. As well
as the features already mentioned this month you'll also
find loads of extra articles on the website, including:

@ Skaven Clanrat, Screaming Bell and Doomwheel
assembly and painting guides.

@ Battlefields and terrain of the 41st Millennium.

® The Games Workshop Blog - updated every weekday!

Did You Know?

With Christmas approaching faster than a speeding
Thunderhawk, now is the time to make sure your
relatives buy you stuff you actually want! The Games
Workshop website is perfect for confused relatives and
partners who don’t know the difference between an
Orc and an Ork. We have online gift guides, or you
can create a wish list that your gift-buyers can simply
pick from. There are even virtual gift vouchers
available! All you need to do to make sure your
Christmas is full of Citadel miniatures and less about
bad TV specials is go online and sign up now.

www.games-workshop.com
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Christmas Activity in Stores

There is an amazing array of activities going on in our
Hobby centres all year round, and the Christmas period is
no exception! We have an infectious weekend of Skaven
themed activity to mark the release of the new Army Book
and miniatures on 4th October, and the ratty activity will
continue throughout the month.

But that’s not alll There will also be plenty of
Planetstrike and Apocalypse gaming for 40K players and
massed battles of War of The Ring for the Forces of Shadow
and the Men of the West.

Right now our Hobby Centre Managers are getting
together their plans for activities through the Christmas
break and into the New Year. If you want to find out more, i
or even want to sign up right away, you need to get down !
to your local Hobby Centre and have a chat to the staff; but
hurry, places may be limited for some activities and you
don’t want to miss out!

Christmas Wish Lists

Together with this issue of White Dwarf you should find your own
Christmas Gift Guide. This is a great place for you to start planning
what you want for Christmas, showing it to friends or relations and
insuring you never receive socks or gaudy sweaters again!

This is just the start, however, as you can always get down to
your local store and the friendly and helpful staff will be able to
show you what's available, advise you what will go together to make
a battle winning force and assist you in getting together the best list
for you. You can then fill in your special Wish List Card, which can
be logged in store to make sure that if your relatives come in, you
get exactly what you want on Christmas morning.

The great thing about the Wish List Cards is that they make it
really straightforward to get
just the right presents, you can
even let our staff round up the
stuff while you have a sit
down and rest from Christmas
shopping.

Check out the website or
pop into your local store to
find out more about our Wish
List services this Christmas!

Starting a Gaming Club

Starting or joining a gaming club offers you loads of opportunities to pit
your wits against a variety of armies and spend time with like-minded
hobbyists. It can offer a place for you to play, test out your new tournament
army or start a new hobby project or campaign.

There are many types of club; independent, school and library to name
but a few, but they all centre around getting together and enjoying the hobby.
We offer support to all kinds of clubs; you can talk to me, and we have
loads of bits we can send to you to help you get started. Your local store is
also a fantastic place to help get support for your club — from advice on
making scenery to helping you find new members (if you are part of the
GCN). There are also packs available to download from the website as
well as all the news on what is happening in the gaming community.

Getting started is nowhere near as tricky as you might think; so if you're
thinking about setting up a club, check out the website and give us a call.

Bek Hawkby, Community Coordinator
0115 900 4821

12 WHITE DWARF  NEWS
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Later on in this issue, page 76 to be
precise, you will find all the news
about this year’s exclusive White
Dwarf Subscription model —
Grombrindal in an unexpected and
amazing new guise! There are also
designers notes and tips from ‘Eavy
metal for painting this very special
model.

The model will only be available as
part of the Sub-in-a-Box promotion or
for existing subscribers to order from
Direct, so there really is no better time
to take out that money-saving
subscription and get your monthly
injection of hobby news and
excitement!

The Sub-in-a-Box also makes a
perfect Christmas present for that
special hobbyist in your life.

You can get hold of the exclusive
White Dwarf model in the Sub-in-a-
Box in stores or, for existing
subscribers, from our friendly and
helpful Hobby Specialists on
0115 91 40000.




The perfect Christmas gift... A Warhammer World visit

What better Christmas present could you give yourself, or your favourite Hobbyist
than a trip to Warhammer World, the Gaming Arena to top them all?

As well as the amazing boards and scenery to play on, you can book to play in
the stunning, purpose-built gaming hall, enjoy a coffee and lunch (or, for the dutiful
Longbeards, a pint of Bugman’s XXXXXX) in Bugman's Bar, and visit the mind-
blowing Miniatures Gallery, featuring ‘Eavy Metal miniatures from the earliest days
of the hobby to the very latest releases.

Meanwhile, the Art Exhibitions showcase many of the images and designs for our
worlds from early concept sketches to masterpieces, while our Hobby Bar offers
tuition in all sorts of hobby skills; from assembling and converting to painting and
detailing your miniatures.

And, of course, there’s the Warhammer World Store, with the unique facility of
same-day ordering and access to Forge World's models! You can also order Forge
World products from the store and get them delivered anywhere in the world free of
postage. That's right, you can walk away from your visit with goodies from the entire
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Due to a private
function Warhammer
World will offer a
slightly altered service
and opening hours from
the 3rd to the 6th of
December. We will try
where possible to offer
alternate facilities and
apologise for any
inconvenience which
may be caused. We
advise that if you can,
try to visit another

Games Workshop range!

Win a Battalion or Battleforce

Last year we ran the ‘I Want a Store’ scheme in
which you told us about any great shops that you
would like to see stock Games Workshop products.
In fact, it was so successful, we're doing it all over
again this year!

So, if you know of a store in your local area that
you would like to see carry our products, why not let
us know about it?

Email us or write to the address below with up to
five suggestions. If one of those suggested stores
starts stocking our products, and you were the first
person to suggest it, we'll reward you with a free
Battleforce or Battalion of your choice!

It really is that simple.

Email: iwantastore@games-workshop.co.uk

Or write to:

I Want a Store
Games Workshop
Willow Road
Lenton
Nottingham
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time, or contact us for

details.
whworldevents@

games-workshop.co.uk.
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The opening of a new Games Workshop Hobby Centre is
always an exciting event for us and for the Hobby
Community for miles around. It allows us to provide an
exciting new venue for all our existing customers and
introduce new people to our hobby. So we have embarked
upon a programme of store-opening across the whole world!

The last few months have seen new stores in Cwmbran,
Hereford, Stirling, Wigan, Ayr, Sunderland, Worthing,
Stratford Upon Avon and Nuneaton, in the UK alone, with
lots more to come over the next few years. Watch this
space and keep an eye on the Games Workshop website to
see if there is a new store opening in your area.

Becoming Legendary

Of course, to open new stores we need more Store Managers.
If you think you would like to run one of them just pop
along to the Become Legendary website to find out more.
However it's not just managers we want; we also need
great sales assistants to staff our stores. In fact, many of our
Sales Assistants go on to manage one of our stores and start
developing a career with Games Workshop within a year. If
you want to know more about working at Games
Workshop, why not pop into your local store and have a
chat with the Manager about the opportunities that exist.

www.hecome-legendary.co.uk

www.games-workshop.com
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The new Skaven army book is packed w ith all the information and rules you need to field an army
of malicious ratmen in games of Warhammer. Inside the book you'll find comprehensive details on
how the Skaven came to be and the Under-Empire they rule. There’s also a complete bestiary with
background and rules on all the different troop types, including brand-new creations such as the
Plague Furnace. Finally, you'll find a packed colour section and the army list itself.




Beware the dark, look under the bed and lock the cellar door — for this month
something is stirring in the Under-Empire; a malevolent presence that threatens to
enslave us all. Jeremy Vetock talks to Andy Hall about the Menace Below.

:hIeS:u(lif?;:no;v{:fl;:I?;;mn:e:'?:?;ki’es- if he didn’t have Scipio to oppose him. |
’ love the Skaven in that respect and that's
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Sk;iwen, | can’t help but notice why this project’s been so much fun — the
that I!e radiates nervous energy, constantly more nasty, villainous and conniving | can
glancing arour_td and mt[)vml:g! "}‘1 sudden make the Skaven, the more honourable,
stop-stha_rt molcllons..(i‘(}ﬁ.dt & ;.Ve h loyal and righteous the Dwarfs become.’
something to co, witi ham spencing e And Jeremy has really gone all out to
last six months fixating on the Children of e snin e an h
the Horned Rat? ‘Either that or it’s the R AR St ARARLE DR a0 Sata e
Skaven are. Never before has the origin of

caffeine,” says Jeremy. _ A
. F : . the Skaven or the dread mass of
Bt tespite the physical side effects, Skavenblight been described in such

Jeremy is an inspired choice to lead the horrific detail. You'll quickly learn that the
ratmen onto their next expansion, having

been familiar with them ever since he first

started playing Warhammer. ‘My earliest “ 7o what level is it human nature denying
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Skaven, they were my nemesis-army. | was -

a Dwarf player before [ started my Orcs & the ter‘”fy’ng trutb or Grey Seer 9 , ’
Goblins and it was the Skaven | came up " 5 7

against the most, suffering many defeats at Sorcery CIOUd:ng the”. perceptfon.

their malicious claws.’

Daes this mean hels been beating:a life of a Skavenslave is a fleeting and pitiful

: i one. The other thing gleaned from flicking
grudge against them over all this time and through the first few sections of the new

is now in a position to seal their fate? ‘Not BBl T jlisk What 3 seranlin. emipiee the
at alll’ states Jeremy, with a furtive grin. Skaven cc;ntrol. Un(;ierneath the Old World

‘Heroes are only as good as their nemeses ;
ﬁa?_;iba? WOLﬁd bg much less interesting are entire networks of tunnels and caverns
i & the Skaven have dug or laid claim to.
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The mainstay of any Skaven horde are the Clanrats; a vast and verminous mass that make up the warrior class of the
Warlord clans. A single Clanrat is not a fearsome opponent, as they lack any degree of discipline and courage. But
when banded together in large packs the Clanrats become visibly braver, their feral ferocity fuelled by the presence
of their equally vicious brethren. This allows the individually cowardly Skaven to form massive units that will hurl

| themselves recklessly into the fray, even against superior troops.
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Depending on how you
assemble your Clanrats you
can use them as packs of
Skavenslaves as well. ‘Eavy
Metal have done just this
for the Studio collection by
using the unarmoured
bodies as the basis for

1 Skavenslave units.
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This Under-Empire has not only spread beneath all the
major conurbations of man but into the mountains and
even across the oceans, with only Ulthuan seemingly
untouched. Yet, despite massive concentrations of Skaven
underneath their cities, men, in particular the scholars and
academics of the Empire, refuse to believe in the existence
of the loathsome ratmen. And of all their enemies, it's the
Skaven that have come closest to destroying the Empire, be
it with virulent plagues, poisoning the water supply or even
emerging from the darkness to sack Nuln on one occasion.
‘There's always been a dark humour surrounding the
Skaven,’ says Jeremy, ‘about how no one believes that they
are real despite the evidence to the contrary. It riffs off
those apocryphal facts that you hear, in this case “In any
major city you're never more than ten feet from a rat”,
which most people just dismiss as an urban myth, a tall
tale like the crocodiles that live in the sewers of New York.
The Skaven maintain their mythic status in a few ways: one
is that it is human nature to dismiss something that is too
terrible to comprehend, which the thought of teeming
hordes of bipedal rats below the ground you live, work and
sleep certainly is. The other is that the Council of Thirteen
make good use of Clan Eshin to eliminate witnesses,
recover lost Skaven artefacts and destroy any records that
make mention of them. Finally, there is the gathering at
Vermintide where the Grey Seers assemble, lock tails and
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CLANRAT
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The new kit contains 20

Clanrats with all the

| options needed to field
them in your army,

including a full

command group, spears

. and shields. Each of the
components has been

| sculpted to be

. completely unique, so
by combining the
bespoke bodies, shields

| and arms you can make
a near endless variety of

| Skaven for your horde.
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perform a mighty ritual they believe places a veil of
obscurity over the entire race. No one knows if it truly
works but | like that vagueness — to what level is it human
nature denying the terrifying truth or Grey Seer sorcery
clouding their perception?

However, while the population remains in blissful
ignorance, there are times when the existence of Skaven
can no longer be denied — when they are revealed in full
terrifying view as an uncountable mass of ratmen upon the
battlefield. ‘We didn’t want to change the horde dynamic
of the army. In fact, I've tried to reinforce that concept in
the book. The emphasis is on the Warlord Clans which, as
they form the vast majority of the Skaven populace, is as it
should be. It is they who vie for power, enact the plans of
the Grey Seers and commit thousands upon thousands of
Clanrats, Skavenslaves and Stormvermin to war. That's not
to say the four Greater Clans are less prominent — their
power is undisputed, and while a themed Clan Skryre,
Clan Eshin, Clan Pestilens or Clan Moulder army is more
than possible, a typical Skaven force will most likely be
formed of one or more Warlord Clans, supplemented by
specialist troops and equipment provided by the Greater
Clans — at a price, of course. I've reflected this in the army
list in numerous ways, notably by making Stormvermin and
Clanrats cheaper. But I've also made more subtle changes,
such as removing a lot of the restrictions placed on the
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STORMVERMIN
The Stormvermin are the fighting elite of the Skaven Warlord clans. They are easily distinguishable from their
scrawnier litter-mates and often stand a full head taller with a more powerful build, as befits their status.
Stormvermin regiments are outfitted with the best wargear in a clan’s armoury, with halberds a popular choice,
giving them greater reach and more powerful attacks. After a battle it is they who will feed first to sate the Black
Hunger, those who dare to eat before them will be attacked and even consumed by the elite Skaven warriors.

i A formidable Stormvermin
unit, armed with halberds §8
and ready for battle.

previous list. So the 0-1 constraint on the .
Stormvermin has gone and other Skaven UAOUEEK HEADTAKER

Ul:1|t5 are no anger g(_)vemed by the a_mount | Quee.f. is the rJght -hand claw to the grand ruler of Clan Mo¥s, Warlord Gnawdwell. His
of Clanrat regiments in your army. This | _vicious temper is only matched by .‘m cruel streak and immense ego. His reputation has
gives you access to cheap, expendable ‘been well eam(-\d as he is a remcmus fighter taﬁmg parncul'ar p.‘eaaurt in slaying enemy

troops with no limiting factor. At the heart
of your force should be the Clanrats and
Stormvermin; on their own they're not the
greatest troops in Warhammer, but when
they are in massive groups, outnumbering
the foe two or even three to one, they can
prove unstoppable. Surround these key units
with packs of Giant Rats and swarms of
vermin and even the hardiest of foes will be
overcome,’ says Jeremy.

Having the chittering hordes scamper
across the table at you en masse can be an
intimidating experience and one Jeremy
knows well from his past recollections of
facing them, but for the Skaven, victory is
never a sure thing. ‘Skaven are cowardly,
treacherous creatures who will turn tail and
flee if they smell the musk of fear. And the
best way for the enemy to force this is to
charge the flanks of your large blocks of
infantry, robbing them of their Strength in

CLAN MORS
Clan Mors is one of the
most successfuf Warlord Clans. §
It’s meteoric rise in status is inno 8
small part to the taking of Karak ¥
Eight Peaks, the City of Fillars,
which is now a major nexus for
many passageways that make
up the Under-Empire.

Continued on page 20...
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PLAGCUE FURNACE

The Plague Furnace is a disease-
ridden altar to the Great Horned Rat
and makes an unholy pulpit for a
Plague Priest. It is the noisome shrine
of Clan Pestilens and ruination and
corruption travel in its wake.

J'CLAN SKRYRE %,
Clan Skryre specialises in the 3
insane blending of sorcery and |
arcane technology. From their

warpforges under Skavenblight,

] Clan Skryre has produced

W devastating warpstone weaponry §

and has risen to become, y

argquably, the most

influential clan. _,

WARLOCK ENGINEE}
The notorious Warlock Engineers of
Clan Skryre are the artificers of
Skaven society, responsible for
many of the maniacal Skaven
creations seen on this page.

DOOMWHEEL

Few devices sum up the blend of
science and sorcery, the sheer
inhuman ingenuity of the Skaven
than the infernal war engine
known as the Doomwheel. The
Doomwheel was invented by
Warlock Engineer Ikit Claw, its
inception beyond the ken of the
top minds of both Imperial and
Dwarf engineers. The giant
wooden, ramshackle wheel is
powered by swarms of rats
scampering inside it, sparking the
warpstone generator from which
deadly bolts of lightning arc out
to strike the closest living thing in
the Doomwheel’s path — if you're
lucky, that will be the enemy!




WARP LICHTNING CANNON
The Warp Lightning Cannon is a contraption
powered by an enormous chunk of warpstone.

This malevolent energy-cannon generates unearthly
power, which is directed along a rune-etched
barrel forged to channel such destructive fury.

POISONED WIND
CLOBADIER

On the battlefield small groups
of Globadiers lurk between
formations, darting forwards to
lob their deadly glass spheres
of warpstone gas at the enemy.
If fellow Skaven get in the way
of a good throw, it matters not.

RATLING CUN

This multi-barrelled whirling death-dealing machine has
hecome a very popular choice for ambitious Skaven
Chigftains, so much so that Clan Skryre can't seem to
keep up with demand.

WARPFIRE THROWER

Warpfire Throwers are commonly attached to Clanrat
or Stormvermin units. When fired, the device spews a
blast of unnatural flame across the enemy or, more
often than might be desired, the team’s parent unit.

WARPLOCK JEZZAILS
These are long-barrelled rifles that require a two-Skaven

team to load and fire. They are the bane of heavy cavalry,
with their high Strength armour-piercing rounds:

SCREAMING BELL

Of all the infernal wonder weapons of the Skaven, none is as
notorious as the Screaming Bell. It is from these unholy altars that
the Grey Seers preach their plans of total domination. They are
foul, mobile constructs that are pushed into battle, their bell tolling
doom for the enemy.




THE VERMIN LORD

A Vermin Lord is no less than a Greater
Daemon of the Horned Rat, at once majestic
and disgusting. The creature is never still,
constantly pacing, stopping to tilt its
head as if sniffing for the future. They
are beings of terrifying power, magic-
users more capable than Grey
Seers yet as strong and
proficient in combat as
any weapon
master to
grace the
world.
Despite
having such a
capable ally at
their disposal, Grey

Seers are loath to summon

a Vermin Lord except in

the direst of circumstances, for
they know that these

creatures are wiser and

more wicked than any
living Skaven, yet they
retain a lust for power
and a treacherous
love of betrayal.
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RAT OGRES AND
GIANT RATS

Clan Moulder is the Greater Clan responsible
for the insidious beasts found in most Skaven
armies. These range from the monstrous Hell
Pit Abomination to the smaller, more
numerous Giant Rats. The creatures are
rounded up and sent into battle under the
expert lash of the Clan Moulder Packmasters.
Of all Clan Moulder’s creations, it is the Rat
Ogres that cause the most fear in the Skaven's
foes, great hulking monstrosities incapable of
anything except killing.

«..From page 17.

Numbers rule, which gives them +1
Leadership for every rank they have in the
unit. As the Skaven player you need to
protect the flanks of your more important
units and this is where units of Giant Rats,
Rat Swarms and Skavenslaves come in. At 2
points a model, Skavenslaves are there to
add mass to your force, absorb missile fire
and screen the more powerful units. They
are expected to die, but they do have one
nasty parting gift, as I've given them the
Cornered Rat special rule so when they
break in combat they scatter with no
chance to rally, but in their determination to
escape fight with a fierce desperation. This
last effort causes D3 + their rank bonus
Strength 3 hits to every unit within 6",
explains Jeremy. This feels right as the
background for Skavenslaves was that they
were callously driven to the front to absorb
casualties before ‘evaporating’ against strong
enemy opposition. Now, Warlords are
encouraged to treat their Skavenslaves in
the same way, as in their death throes
they'll be hurting the enemy.

Skavenslaves are not the only way to
protect your flanks, however — there are the
infamous Skaven weapon teams that can be

CLAN )
MOULDER

Clan Moulder has risen to
infamy by mastering the art of
growing, mutating and surgically
creating monstrous fighting-beasts. |V
The export of these creations has |
made them wealthiest of the  §
Greater Clans, a fact not
lost on its rivals.

SKWEEL GNAWTOOTH ‘
The majority of Packmasters drive their charges
forward but Skweel guides his creatures, and
they abey his every whim. Skweel’s ability to
control unruly packs makes him invaluable. As
such the Clanlord of Moulder, Lord Vierminkin, 1
will only release Skweel’s services to the highest
bidder and even then only for a limited time.




PLAGUE MONKS

o g

Plague Monks are
Frenzied and armed with
two hand weapons,
making them deadly

in close combat.

attached to your main units, and old
favourites like the Ratling Gun and
Warpfire Thrower are back, along with a
host of new and even more experimental
weapons such as the Doom-Flayer,
Poisoned Wind Mortar and Warp-Grinder.
I'm already looking forward to seeing what
these devilish warp-contraptions will look
like in the not-too-distant future. However,
as you'll have seen from the host of new
kits and models, our designers have been
anything but slack in preparing for this
release; Seb Perbet and Colin Grayson in
particular have been the Warlock
Engineers’ most willing applicants, with the
arrival of the Plague Furnace, Screaming
Bell and Doomwheel. ‘I love the
Doomwheel!’ says Jeremy in another burst
of nervous energy. ‘It's been missed and, to
me, really encapsulates the Skaven’s love
of merging sorcery with technology. It can
be quite devastating on the tabletop but,
like all Skaven machines, that destruction
isn‘t always aimed at the foe; there's always
a chance it'll go badly for you as well. But
Skaven players accept that, they've always

The Plague Monks of Clan Pestilens are zealots utterly dedicated to the spread of
corruption and decay in the name of the Great Horned One. As the foul brethren
march towards the enemy battleline they work themselves up into a fanatical frenzy.
They foam at the mouth, blisters burst and sores weep as they charge forward, no
longer caring if they die in their attempt to spread corruption to the man-things, Elf-
things or beard-things. A unit of Plague Monks can push the mobile altar of Clan
Pestilens, the Plague Furnace, into battle, greatly bolstering their lines.

PLAGUE CENSER BEARERS
Only the most insanely devoted of the
Plague Monks are given the honour of
wielding a Plague Censer - a heavy flail that
constantly seeps poisonous gases.

P CLAN ™%
PESTILENS

" Clan Pestilens are the disciples g
of disease and decay. Their yJ
numerous members are known as 1| s
Plague Monks, who dedicate
themselves with insane fervour to |
) spreading pestilenceand  § .
%, corruption in the name of the | ?
% Great Horned Rat. y L
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PLAGUE PRIESTS

It is the Plague Priests who stoke the
pestilent fury of the Plague Monks,
teaching the litanies of hate and
intolerance. They have access to vile
magicks that create deadly poxes and
noxious blights on their victims.

known all too well that life is cheap in the
Skaven army!’

One of many brand-new additions to
the army is the Plague Furnace. The new
Screaming Bell kit has the option of being
assembled into this awesome, pestilent
icon of the Horned Rat. ‘It's the ultimate
mount for your Plague Priest,” says Jeremy.
‘He stands on a carriage with a giant
plague censer swinging above him that

“ The Skaven are the only race with
subterranean volcano lairs and a plan
for taking over the world.)?)

billows noxious gases and acts as a massive
wrecking ball in close combat. It's also a
great position for him to cast his spells.’

A Plague Priest casting spells? ‘Yes,
says Jeremy. ‘Skaven magic has changed a
great deal. You have two Lores: the Spells
of Plague, which Plague Priests can use,
and the Spells of Ruin, available to
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y NIGHT RUNNERS

Night Runners are the most numerous of Clan Eshin’s warriors.
Trained to move at speed, they sneak deep into the enemy’s territory
before the foe is even aware the Skaven are gathering. Unlike the
more proficient Gutter Runners, Night Runners work best in numbers,
taking advance positions and using their slings to rain shot down on
the enemy.

#CLAN ESHIN §,
{" Clan Eshin are the masters of '}
V' stealth and murder. For the right |
4| price, Clan Eshin will slay any rival, §
§  steal any information or commit |
any act of sabotage needed. Their |
W, targets are not just the enemies [§
W of Skaven but more often  Jf
than not members of

ASSASSINS
Hidden in many a
Skaven regiment is a
Clan Eshin Assassin,
ready to strike out at an
important member of
the opposing army as
soon as they are within
his deadly reach.
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DEATHMASTER SNIKCH
Shrouded in legend, the Deathmaster is a
figure of dread speculation. Just a whisper of
his name is all that is needed to quell a
rebellious Warlord, and it is said that he can
reach any target in the world. In battle Snikch
is like a shadow, able to appear at will with
his weeping blades weaving a deadly steel
blur, killing the enemy’s general before the
bodyguard are even aware he’s there.

e e

Warlock Engineers. Grey Seers can use
both. The two spell disciplines contain
classic Skaven spells and some new, deadly
ones. Then there’s the Dreaded Thirteenth
Spell that only Grey Seers and the Vermin
Lord know. It has a casting value of 25+ but
if cast can be a game-winning event as an
enemy unit is transformed into Clanrats!’

As a Skaven player myself this is all
music to my rat-like ears, but, wait a
minute, did he really say a Vermin Lord? ‘If
you're going to bring the Doomwheel back,
well you've got to include the other classic,
a Skaven Daemon! We're even bringing
back the classic model because it's such a
perfect representation of the Horned Rat's
greatest servant. It's a creature of frightening
power and magical ability. It gives the
Skaven player a real heavy-hitter.’

So the Skaven are emboldened, their
internecine wars temporarily halted as they
prepare to rise up. But why does such a
repulsive species have so many adherents?
Jeremy is confident he has the answer. ‘It's
their unique blend of super-villianesque evil
and devious cowardice. The Skaven are the
only race with subterranean volcano lairs, a

plan for taking over the world and a
penchant for scurrying away from combats.
Only a Skaven would duck a challenge and
still act with swagger and bravado. If that
doesn't grab you then the glorious models

just might.”




Nick Bayton has been busy painting hordes of Skaven recently,
so we cornered him to ask for some tips and tricks for getting

your clan on the battlefield.

SKIN

a —

The Skaven'’s flesh was Tallarn Flesh was then

first given a basecoat of layered onto the face,
Scorched Brown, applied particularly around the
to the whole area. mouth and ears.
FUR

The fur was first painted A layer of Bestial Brown was

with Scorched Brown. then drybrushed over the
fur, making sure to catch the
raised hair delail.

CLOTH

The cloth areas of the The recesses were shaded
models were given a with a 1:1 mix of Scab Red
basecoat of Scab Red. and Chaos Black.

ARMOUR

The armour was first painted  The edges and raised areas
with a solid basecoat of of the armour were
Boltgun Metal. highlighted with Chainmail.

A 1:1 mix of Tallarn Flesh
and Bleached Bone was
used as a highlight, applied
to the raised areas.

A 1:1 mix of Bestial Brown
and Dwarf Flesh was then
applied to the fur as a very

A 1:1 mix of Scab Red and
Blood Red was then applied
to the majority of the cloth
area, avoiding the recesses.

A wash of Devlan Mud was
then liberally applied over

The final highlight was pure

Bleached Bone, used on the
very edges of the ears and
the muzzle.

Using the fine detail brush,
lines of Dwarf Flesh were
painted onto the fur to
emphasise strands of hair,

Finally, the cloth was
highlighted with a 1:1:1 mix
of Scab Red, Blood Red and
Vomit Brown.

A finished Skaven O
Clanrat ready for
the battlefield.

Paint the Clanrat's
blade using the exact
same method as the
armour, detailed below.

Using the Stippling
Brush, apply a light
coat of Bestial Brown
along the blade.

Then stipple on a 1:1
mix of Blazing Orange
and Bestial Brown,
followed by a stippling
of Blazing Orange.

Finally, re-highlight the

edge of the blade with |
a fine application of |
Mithril Silver. '}

iﬁ

Finally, a hard highlight of
Mithril Silver was carefully
painted onto the very edges
of the armour plates.
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" This month a chittering, diseased horde has vomited forth across the land, as the
new Skaven army book scurries into stores, accompanied by a veritable plague of
 amazing new models. Dabbling in blasphemous technologies and wielding foul
magics, the ratmen spread disease and death in their wake.

hby Centre will be showing off the new Skaven models and

Die Man-thing, Die Encrusted with Filth
Slavering, di den Skaven rise from their lairs to Tricks, advice and techniques for painting your clan; fur,
vex all th p d ir of all sizes. Try scrofulitic skin, rotting rags and more.
your hand with your sen or learn how to turn the ;
tide with your own Warhammer army. Gomg Underground

Find out h > build your own Skaven-themed terrain,
Call of the Clan from the ¢ s and tunnels of the Under-Empire to the
Plot, connive and design, with the help of our abandoned buildings and mines which allow the

srmintide to stab, blast and infect




VERMINTIDE APPROACHES

The new Skaven plastic kits make it easier than ever to field a horde of Clanrats and elite
Stormvermin to outnumber the foe, not to mention diabolic war machines and hulking monsters.

SKAVEN CLANRATS
This set contains 20 multi-part plastic

Clanrats, including options for a Clawleader,
standard bearer and musician.

i g 3 1 20206007
20t DENMARK ..
€26 SWENOR ...

SKAVEN STORMVERMIN
This set contains 20 multi-part plastic

Stormvermin, including optians for a

Fangleader, standard bearer and musician.

SKAVEN STORMVERMIN ..o 991 20206008

UK 307 DENMARK
£39  SWENOR

SKAVEN PLAGUE MONKS
This set contains 20 multi-part plastic Plague

Monks, including options for a Bringer-of-the
Waord, standard bearer and musician.

SKAVEN PLAGUE MONKS ... 991 20206004

2] LE18F DEMMARK
EURO,

223 0KR
270SKR/NKR




SKAVEN SKAVEN

PLAGUE

This set contains 20 multi-part plastic Night Runners.

SKAVEN NIGHT RUNNERS ....ccccoviuns

either 1 Screaming

SKAVEN SCREAMING BELL/PLAGUE FURNACE ....

DENMARK
SWEMNOR ...

SKAVEN DOOMWHEEL......c.coonirirnnnnnnnnnnnn 991 20206009

This set contains 2 multi-part plastic Rat Ogres,
3 Skaven Packmaslers and 6 Giant Rats.

SKAVEN RAT OGRES AND GIANT RATS....99120206005

99120206010

.. JF0DKR
A4DSKR/NKR

QUEEK HEADTAKER

99060206085

UK i i simsssmsessni £at
ELRO L€12.50
DENMARK vorer ] DODIKR
SWENOR... T15SKR/MKR
DEATHMASTER SNIKCH
99060206086

UK ...

ELIRO)

[IENM,
SWEMNOR........
SKWEEL GNAWTOOTH
99060206087

X g ... £81
EURO €12.50
DEMMARK T00DKR
SWE/NOR.... T155KR/NKR
SKAVEN VERMIN LORD
99060206051

1750KR
20SKRMNKR

EVEN MORE AVAILABLE
TO ORDER, TURN TO
PAGE 118 FOR MORE
INFORMATION.

TN —_———

e
¢ illustrative purposss bly, Product conlents may vary, Products sold unpainted and ms}!mb}sd. Certaln Gitadal products may be dangerous if used
availabifity and prices, UK ,CINI{.’E"S‘ marked } do not show the 2.5% VAT reduction implemanted on Tsf'i}mmber 2008, The reduction will be applied to affacfed
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"IN SAURON'S
SINISTER SERVICE

Armies of the Free Peoples beware! The armies of Sauron see
fresh reinforcements, as Mat Ward dons his best supervillain
cape and stabbity knives, and goes in search of evil-doers.

0, here |1 am again with a whole
S passel of new warriors and Heroes

for the Strategy Battle Game. The
profiles on these next few pages cover all
the releases from last month and, if | do
say so myself, give some very interesting
options indeed for Haradrim, Easterling
and Mordor forces.

The Haradrim Abrakhdn Guard and the
Golden King have already wheedled their
way into my War of The Ring army, but if |
had to pick a particular pair of favourites
for the skirmish game from the new
arrivals, 1'd have to go with the Easterling
Dragon Knight and War Priest. Easterling
armies have always drawn me like a fly to
spiky amber, and these extra characters (in
addition to Amddr, who you'll remember
was released earlier in the year) really help

with both the diversity and combat
effectiveness of an Easterling horde.

Nevertheless, the Men aren’t having it
all their own way here in the Studio. Adam
Troke (our resident Hobbit-botherer) has
been eyeing the brutal Black Guard of
Barad-d@r and I'll be very surprised if a few
don’t elbow their way into his Cirith Ungol
army. Similarly, | know that the twin evils
of Chris Peach and Nick Bayton are likely
to pounce on the two new Nazg(l to lead
their own malevolent minions. This is
unfortunate, ‘cos | want the Betrayer for my
Haradrim, so every time we play a game
we'll first have to play another game to
decide who gets to use the Ringwraith in
question. Madness, | tell you.

Anyway, I've wittered on enough, you
want to see some rules, I'll be bound...

HARADRIM HEROES

Haradyim Taskmaster (Man)

Points Value: 60

Not all Haradrim march willingly to war — a few need a little encouragement from the whips

of their taskmasters.

F S D A w C M / W/ F
Haradrim Taskmaster 4f- 4 5 P 2 3 I I
Wargear

A Haradrim Taskmaster wears armour and
carries a barbed whip (which counts as a
throwing weapon with a Strength of 2 and
range of 2"/4cm).

S}fecial Rules

Whips of the Masters. Each time a
Taskmaster, or an Evil Hero within 6"/14cm
of him, attempts a Heroic action, roll a D6,
On a score of 4+, there is no need to
expend a point of Might — the action is
instead free.

Haradrim Taskmasters can be included
in the following armies: Serpent Horde,
Harad or Umbar.



The Gak?en kfncq cfAh"aHzérz" (Man)

The Haradrim city of Abrakhdn sits upon one of the great Unlike other Haradrim Kings, Abrakhan’s ruler holds little
crossroads of Middle-earth. It is a bloated spider grown fat hatred in his heart for the folk of Gondor, seeing more profit
and wealthy upon a web of trade routes, and the Golden in his illicit trades with the fiefdoms than in open war.

King who rules the city takes his due of the many caravans Nevertheless, the Golden King fears the Dark Lord as much
that ply the roads to and from Khand, Mordor and the corsair  as any of his peers, and so the Golden Army of Abrakhan
city of Umbar. marches to the Pelennor in Sauron’s name.

F 8 D, AW €

The Golden King 4/- 4 5 4

Wargear

he does not suffer a -1 penalty for ‘carrying’ it).

S}?écia.!' Rules

handed weapon.

whether or not to expend his Will.

HARADRIM WARRIORS

Abrakhin Merchant Guard (Man) Points Value: 8

The tradition of the Merchant Guard goes back to before the days of Jilaad, the original
Golden King of Abrakhan. Though they are mercenaries, loyal only to their paymaster,

the Golden King pays better than any other Haradrim Chieftain, and so commands the
Merchant Guard’s complete obedience.

M/ W/F
2 e f2

The Golden King and his bearers are represented by a single model with the
combined profile shown above — the component parts cannot be attacked or
wounded separately. Once the Golden King is reduced to 0 Wounds (or is
otherwise removed as a casualty) remove the entire model from play. Treat the
Golden King’s control zone as being the area within 1" of either bearer’s base.

The Golden King carries a two-handed weapon. The Golden King's throne also
counts as a banner (although as it does not hinder the Golden King in any way,

Chop! The Golden King does not suffer the -1 penalty for wielding a two-

Riches Beyond Renown. The lure of money can do much to change a man’s
allegiance. The Golden King can expend any number of Will points if an
enemy Hero takes a Courage test within 12"/28cm. The enemy’s Courage is
reduced by 1 for every point of Will the Golden King expends. Note that the
Golden King can wait for the Courage test dice to be rolled before deciding

F S D A W C
Abrakhan Guard 4/- 4 4 1 1 3

Wargmr

Each Abrakhan Merchant Guard carries a
two-handed weapon. Though an Abrakhan
Merchant Guard doesn’t wear armour, his
massive bulk affords additional protection,
as included in the profile above.

Special Rules

Chop! Warriors of the Merchant Guard have
incredible skill with their massive blades and
do not suffer the -1 penalty for wielding a two-
handed weapon.

The Golden King and the Abrakhan
Merchant Guard can be included in a
Serpent Horde or Harad army.

Haradyim Hornblowers

Any Haradrim Warrior
can be upgraded to a
Hornblower for 20
points. Whilst you have at
least one Hornblower on
the battlefield, all of your
models have a +1 bonus
to Courage.
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RL ROES
Easterling Dragon Knight (Man) Points Value: 60

Dragon Knights are the epitome of the Easterling warrior castes, whose lives of gruelling
training and ceaseless war have honed their martial skills beyond the ken of ordinary men.
Their swords flow like quicksilver, shifting from decapitating strike to flawless parry in the
blink of an eye.

F S D A W C M / W/ F

Dragon Knight 5- 4 6 3, .2 4 2o B B

Wargear
A Dragon Knight wields an array of swords (hand weapon). He wears heavy armour,

and his parrying skill affords an extra ‘pip’ of Defence as included in his profile above.

S}!ecfa[ Rules

Shield of Blades. Before he fights, a Dragon Knight can choose to whirl his blades in a
defensive pattern. If he does so, he uses the rules for shielding in the ensuing combat.

Combat Stance. Whenever a Dragon Knight is knocked down for any reason, roll a
D6 — on a 4+ he keeps his footing and is not knocked down.

Swordbound. Dragon Knights are fighters, not leaders. They may not make Stand Fast! tests
and other models cannot benefit from their Heroic actions.

Emferlf?zg War Priest (Man) Points Value: 60

Easterlings worship Sauron with a fanatical passion that surpasses that of even the most ardent Orcs. It is the War Priests that
lead this adulation on the battlefield, striking down the foe in the Dark Lord’s name, and claiming the wounded for sacrifice
when the battle is done.

Fo 5 D A W=IE MW F
War Priest 3= 3 5 1 2 4 [T |

Wargear
A War Priest carries a battle stave (which can be used as either a spear or a two-handed
weapon) and wears heavy armour.

Magical Powers

Fury. Range 6"/14cm. Dice score to use: 3+. This works in the same way as the Fury spell
more commonly used by Orc-kind. It affects all Easterlings (yes, including Khaml the
Easterling) within range.

Bladewrath. Range: Self or a friendly Hero within 6"/14cm. Dice score to use: 2+. The War

Priest channels his rage, causing a weapon to gleam dark red with molten power. Any
blows the chosen model strikes in combat this turn are resolved at Strength 6.

Easterling War Priests and Dragon Knights can be included in an Easterling army.



BLACK GUARD OF BARAD-DUR
The Black Guard of Barad-dir are considered the most fearsome of all the Orc breeds to march in Sauron’s armies. Not only

are the warriors of the Black Guard stronger than ordinary Uruk-hai, they are led by Captains whose loyalty to Sauron renders
them almost insensate to fear.

Captain of the Black Guard (Uruk-hai) Points Value: 60

F S D AW C M/ W/ F
Black Guard Captain 5~ 5 7 2 2 4 FEIR ST X
Wargear

A Ca‘ptain of the Black Guard wears heavy armour. He carries a crude sword
(hand weapon) and a shield.

Specfa[ Rules
For the Dark Lord! Whilst at least one Ringwraith or Sauron himself is alive and
on the battlefield, a Captain of the Black Guard is treated as being Courage 6.

Black Guard Drummer (Urub-hai) Points Value: 45
F-§8 B A W.E M/ W/ F
Black Guard Drummer 4/~ 5 5 1 1 4 a t o 4

Wargear
A Black Guard Drummer wears heavy armour, and carries heavy drumsticks
(hand weapon).

Special Rules

Advance! When the order to press forward is sounded, the Drummer beats out
the signal, causing Uruk-hai to quicken their pace. At the start of the Move
phase (after any Heroic actions have been called and executed) the Black
Guard Drummer can sound the advance. If he does so, all Uruk-hai within
12"/28cm of the Drummer increase their Movement value by 3"/8cm for that
turn, though they may not charge.

Points Value: 12

F S D A NonE
Black Guard 4/- 5 6 1 1 3

Wargear

A Black Guard wields a brutish sword (hand weapon). He
wears heavy armour, and carries a shield. Any warrior can
be given additional items at the following cost:

BARGEES LTI L D e S L el Ao 30 points

Black Guards of Barad-dir can be included in a
Barad-ddr, Morannon, Cirith Ungol or Dol Guldur army.




ORC HEROES
Kardish the Firecaller (Orc)

Orc Shamans are a peculiar breed. They
practise a primitive and brutish form of
sorcery so distinct from the dread
magics of the Nazgil and the wonders
of the Elves as to be unrecognisable as
having common roots. The only
exception is the magic employed by
Karddsh. The Wise believe Kardtish of
Barad-ddr to have been schooled in
more learned sorceries by one of the
Nazgil — doubtless for the Ringwraith's
own twisted ends, though the Orc surely
remains ignorant of it.

Points Value: 60

w C M/ W/F
s

F
Kard(ish 3/-

5 DA
2 T

L F 8w
Wargear

L
Kard(sh carries a spear and wears armour.

Special Rules

Heart of Darkness. At the start of any Priority phase (before any dice are rolled)
KardGsh’s can drain the life essence from a nearby Orc to replenish his own
sorcerous powers. Remove one of your Orc models (within 6"/14cm) of
Kard(sh as a casualty. Kard(ish regains D3 Will points (this cannot take his
total beyond 3).

Shadow Pawn. At the start of any Priority phase (before any dice are rolled)
Kard(ish’s controlling player can remove him as a casualty to restore D6 Will to
a single Ringwraith within 6"/14cm (this cannot take the Ringwraith’s total
beyond its starting value).

;\4(1?9‘!."('-5{/ Powers

Fury. Range 6"/14cm. Dice score to use: 3+.

Flameburst. Range: 6"/14cm. Dice score to use: 3+. Fire leaps from Kard(sh's
outstretched palm to strike a nearby foe. The target suffers a Strength 6 hit.

Kardlish can be included in a Barad-dir or Minas Morgul army.




THE NAZGUL
The Betrayer (Spirit) Points value: 120

F S D A W C M T WEE
The Betrayer 5~ 4 8 1 1 6 Sl
Wargear
The Betrayer carries an ensorcelled blade (hand weapon). He may be mounted on one of
the following at additional cost:
Armoured horse ......ccccovvevunnn. 15 points Armoured Fell Beast............cc..... 70 points
FelliBeast: o L EL 50 points Horned Fell Beast...........cccconennen. 75 points
Special Rules

Terror, The Will of Evil, Harbinger of Evil. See Ringwraith rules for details.

The Bane of Kings. The Betrayer’s sword is coated with a virulent poison similar to that
used by the Hasharii. When the Betrayer strikes a madel in close combat, but fails to

Cursed long ago for wound, he must re-roll the dice.

yielding the Southlands to

Sauron’s rule, the Betrayer Master of Poisons. All models with the ‘Poisoned Arrows’ and ‘Poisoned Blades’ special
is driven by malice and rule within 6"/14cm of the Betrayer must re-roll failed to wound rolls on a 1 or 2, rather
self-hatred that knows no than a 1.

bounds. Of all the Nazgdl, i
the Betrayer is amongst the Magical Powers

lowest of Sauron’s Black Dart. Range 12"/28cm. Dice score to use: 5+.
lieutenants, for even the Drain Courage. Range 12"/28cm. Dice score to use: 3+.
Dark Lord is leery of Sap Will. Range 12"/28cm. Dice score to use: 5+.
placing faith in one who Compel. Range 12"/28cm. Dice score to use: 4+.
betrayed his kin so readily. Transfix. Range 12"/28cm. Dice score to use: 4+,

The Knight of Umbar (Spirit) Points value: 120

F §$ D AL W€ MLAWLSE
The Knight of Umbar Ly S 1 1 6 R [ ]

Wargear
The Knight of Umbar wears the Armour of the Sundered Land and carries an ensorcelled
blade (hand weapon). He may be mounted on one of the following at additional cost:

Armoured horse ........c.ccocoueciiinn, 15 points Armoured Fell Beast.................... 70 points
FellBEast: Sy Sk e e e 50 points Horned Fell Beast....................... 75 points

Armour of the Sundered Land. The Knight of Umbar only loses a point of Will for having
been in a fight if he loses that fight (i.e. he doesn’t win the roll to see which side strikes
blows in the fight).

Syecidl Rules
Terror, The Will of Evil, Harbinger of Evil. See Ringwraith rules for details.

Combat Mimicry. At the start of the Fight phase, the Knight of Umbar may elect to use the
Fight, Strength and/or Attack values of his opponent instead of his own. He does not need
to adopt all of the statistics; he could, for example, adopt only the Fight value.

Ma(qfcal Powers
Like all of the Nazgdl, the Black Dart. Range 12"/28cm. Dice score to use: 5+.
Knight of Umbar's past is Drain Courage. Range 12"/28cm. Dice score to use: 3+.
shrouded in mystery, Sap Will. Range 12"/28cm. Dice score to use: 5+.
vet, if the rumours Transfix. Range 12"/28cm. Dice score to use: 4+.
pertaining to him hold any Compel. Range 12"/28cm. Dice score to use: 5+,
truth, he was once one of
the great Ndmendrean
kings who ruled the
Southlands prior to the days The Betrayer and the Knight of Umbar can be included in a Nazgal army.

of the Last Alliance.

gﬁmes-wurkshdp.com 33




and SAND
in the South for The Lovd

BLOOD

ings <

zj‘leeR

< Campa




Last month we kicked off our Blood and Sand Campaign. Since then there’s been
a flurry of gaming as our The Lord of The Rings hobbyists have vied for control of
the Southlands. This month, Adam Troke takes a look at how they got on, and

introduces three more scenario packs.

o say there have been simmering

l rivalries over the past few weeks

would be putting it mildly, as the
forces of Gondor and Harad (and sundry
allies on both sides) have clashed upon the
sun-baked plains of the south. With our
first round of games all played (and in
fact, our second round well under way)
we thought we’d track how things had
gone so far, and give you an idea of how
the campaign was unfolding.

As soon as the scenario packs were
issued last month, the two teams divided
up to work out whose armies were best
suited to the different scenarios. With the
players matched against their respective
opponents, and scenarios in hand, they
headed off to the Studio gaming area to do
mortal battle. | say they all split off — we
had to excuse Dom Murray from one of his
games, since he became a father during the
campaign turn (Congratulations to Dom! -
Ed). This meant that | got to stand in on his
behalf and do battle against the nefarious
Tom Webster-Deakin!

Over the next few pages we'll look at
the outcome of these games (which
included what was, without a doubt, the

Adam hands out the scenario packs to the gathered players.

closest-fought game of War of The Ring
I've ever seen), the lowdown on
which faction has the most
Campaign Points and, of
course, the scenarios for the
next gaming period.

A Note on Herding Cats

Cat herding is a fair way to
describe trying to keep a
campaign or league on track.
Whenever you've got a gang of
players with a shared objective (and
busy lives), it can prove tricky to make sure
that you all get your games played. There
are a number of schools of thought on how
best to get all the games in any given
campaign turn played in a timely fashion,
but the best one I've found here in the
Studio is to threaten those who prove hard
to pin down with humiliation in White
Dwarf. Of course, most groups in the ‘real
world’ don't have that recourse. My regular
gaming group uses a simple, but effective,
system: if you fail to turn up for your game
and play at the arranged time, then the
drinks are on you at the next gaming
session (and doubly so in Dom'’s case)!
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CAMPAIGN TURN ONE

In the first month of gaming we saw each of the participants locked in furious
battle, as the war for the South began in earnest. Over the next couple of pages,
we’ll show you the highlights from the first round of games.

SCENARIO A:

Batfle on the Harad Road Duncan versus Mat

Duncan’s first outing in White Dwarf (albeit a small one)
was a tough challenge as he took on the might of Mat
Ward'’s Haradrim. The skirmish scenario saw Duncan’s
Knights of Dol Amroth, Clansmen of Lamedon and Rangers
of Ithilien do battle with a Mmakil and a swathe of
Haradrim Warriors, led by Mat's beloved Hasharin. Mat
dominated the game from the start, and for a while it
looked like he was going to control all five objectives, but
a brave counter-attack sent the Miimak stampeding through
Mat's own ranks, sweeping two objectives clear of
Haradrim infantry!

The War of The Ring game went much the same way
as the skirmish, as Mat dominated the early stages. He had
gained three Fates from the previous scenario including
two Evil Reputations and a Dark Shrine. Mat's Ringwraith
fought a duel against Imrahil, who failed his Terror test
because of the Evil Reputation and was killed outright.
Although Angbor led the Clansmen of Lamedon in a
countercharge it was too late; Mat had won the day.

CAMPAIGN POINTS: Mat: 10, Duncan: 0

Mat’s Mdmak is coming through, even if it has to trample some of his own men.
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Although Nick's Easterling’s were the masters of the field,
the Rangers of Gondor had one trick yet to play.

SCENARIO B
s

The Borders of Kariish ~Chris verns Nick
This grudge match saw notorious rivals Nick and Peachy battle. Chris finally managed to drive Nick’s Easterling
do battle across a board littered with buildings. The farriors from the building, although it cost him all of his
skirmish encounter was a sound thrashing as Nick’s Black Osgiliath Veterans to do it, as Nick scythed them down
Ndmendreans stormed across the rooftops, Nick’s allied with a deluge of archery. In the last turn of the game,
Troll Chieftain patrolled the Haradrim village as his Black neither player had any models in the building, and Nick,
Nimendreans swept Peachy’s Gondor Warriors from the who had both a Troll and a formation of cavalry nearby,
field. At the last, Chris controlled a single rooftop, thronged assumed he would be victorious until the remnants of
with heavily armoured warriors and archers, but the rest of Chris’ Rangers snuck into range and claimed the objective
the board lay firmly in the hands of Nick Bayton. from under Nick’s nose!

By contrast the second battle was as close as they
come, with the ruined building in the centre of the CAMPAIGN POINTS: Chris: 5, Nick: 5
battlefield changing hands repeatedly throughout the
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SCENARIO C:

y
Wi,
|

The March on Magurakh Dom (and Adam) versus Tom

The March on Mogurakh became a bloodbath as Dom and
Tom fought for control of the hill in the centre of the board.
A hard-bitten scenario gamer, Tom flourished in this
scenario, initially driving Dom’s men of Gondor from the
hill in an impressive frontal assault. Although Dom’s force
was broken quickly, he managed to grimly hold on
throughout the battle, with Boromir finally pressing his way
back onto the hill with a wedge of Osgiliath Veterans and
Warriors of Minas Tirith. As the game ended, both players
were surprised to see that the result was a draw, with each
having the same number of models within 6"/T4cm of the
centre of the board.

In the second scenario, | got to take over for Dom,
since he was away taking care of his new family! The

Boromir and the Osgiliath Veterans
fight their way back onto the hill.

board deployment certainly didnt do Tom any favours
(since the previous game was a draw, we got a neutral
party to set the board up), and though Amddr, Lord of
Blades was hacking his way through my Heroes at a
terrifying rate, | was able to single out and kill Khamdil
before turning my full attentions to the rampaging Amdr.
To be fair, | never managed to actually ‘stop’ the rampaging
Easterling Hero, and had to settle for containing him and
winning the battle by virtue of having inflicted more
casualties elsewhere. Amduir is certainly a frightening
opponent in combat!

CAMPAIGN POINTS: Dom (and Adam): 10, Tom: 3

CAMPAIGN PROGRESS SO FAR

So, that brings us nicely up to date on the campaign, but
there are a few things to point out. The first thing is that |
had to soften up a little regarding some of the campaign
rules during these games. Players found that they wanted to
duplicate Heroes in their forces (everyone wanted Boromir,
for example), and while | could have refused them, the
point of the campaign is to have fun with our collections of
miniatures. We agreed that if you ’bent’ the rules and
deviated from your original list your opponent would get a
free Fortune or Fate worth up to 50 points.

The other thing that cropped up was the draw — Dom
and Tom drawing highlighted a flaw in my scoring system.
Both players fought so hard that we all agreed both players
would score full campaign points in the event of a draw.

Next month we'll see how the gamers get along, and
we'll unveil the mega-battle that will pit all six of our
players into a massive scenario that will involve storming
some custom-built Haradrim defences. Hobby guru Chad
Mierzwa is currently up to his armpits building us an
impressive stretch of wall, while Duncan’s working his
painting magic on several new formations that we’'ll need
for the final battle. In the meantime, enjoy the next three
scenarios, and tune in next month to see which faction will
rise victorious from the blood-soaked sands of the South.

BLOOD AND SAND

Chad beavers away to create our
very own Haradrim city wall.



SCENARIO PACK A:

The Crossroads of Abrakhén

North-west of the mighty merchant city of Abrakhan lies
the great crossroads where the Harad and Amrhiin
roads intersect. Whoever controls this juncture will have
a dominating position where they can intercept enemy
reinforcements heading along either of those two great
arteries. So it is that two small vanguard forces arrive at
the crossroads, paving the way for the mighty armies
that travel in their wake, and in the shadow of
Abrakhan, they vie for supremacy.

SKIRMISH ENCOUNTER
This element of the battle is played out by the skirmish
forces. This encounter is worth 3 campaign points.

6%14cm

6%/14cm

Set-up

A neutral party sets up the gaming area. The scenario is
played on a board that is 48"/112cm by 48"/112cm. It
should ideally have two roads on it, one travelling north
to south, the other east to west — these should cross in
the centre of the board. In addition, the board should
have low hills, rocky outcrops and perhaps a stand or
two of desert trees.

Deployment

Players roll a D6 and the highest scorer chooses a board
edge and deploys his forces within 6"/14cm of it. His
opponent then places his own force within 6"/14cm of
the opposite edge.

Ending the Game

The two vanguard forces are seeking to
secure the choicest areas of the battlefield
for the main army and force the enemy into
disarray. The game ends after ten turns. The
winner is the player who controls the most
of the board.

Special Rule
Dominate the Land: The sole objective of the battle is to
secure as much of the battlefield for the advancing
armies as possible. The roads divide the board into four
areas. A player controls one of these areas if he has more
models within it than his opponent. If both players have
an equal number in the area, then it is contested.

GRAND BATTLE
This element of the battle is played out by the War of
The Ring forces. This battle is worth 7 campaign points.
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Set-up

A neutral party sets up the gaming area, ideally with the
road used in the previous encounter still crossing in the
centre of the board. The battlefield should be littered
with rocky outcroppings, occasional desert trees and
other appropriate elements of scenery. The gaming area
should be 72" by 48".

Deployment
The game is played using the deployment as described in
Shieldwalls on page 79 of the War of The Ring rulebook,
representing the two armies closing in on the crossroads.
The player that lost the skirmish scenario must roll a
D6 for each of his formations before placing them on the
table. If he scores a 1, that formation has been unable to
arrive at the battlefield in good time, slowed by the chaos
of the retreating vanguard. Instead it must move onto the
board from the long board edge in his deployment area,
in the Move phase of the second game turn.

Ending the Game

The battle will last for eight turns, or until one side is
wiped out or concedes. The scenario uses the Fields of
Swords objective: To the Death!
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SCENARIO PACK B:

The Valley of Death

There is an area recorded on scant few maps of Harad
known simply as Noduran’s Cave. It is sited in a rocky,
hilly region that lies between Umbar and Baldarum and
is the perfect site for an ambush.

As the vanguard elements of each army seek each
other out amid the high-sided valleys of the region, the
main armies stumble closer towards one another; little
knowing they could well be walking into an ambush.

SKIRMISH ENCOUNTER
This element of the battle is played out by the skirmish
forces. This encounter is worth 2 campaign points.

Set-up

A neutral party sets up the gaming area. The scenario is
played on a board that is 48"/112cm by 48"/112cm. It
should ideally represent a series of winding valleys with
high sides and feature plenty of scatter terrain such as
rocky outcrops and low scrub. The neutral player (or
both players, by agreement) should then place five small
objective markers anywhere on the board, preferably so
as to give neither player any specific advantage.

Deployment

Players roll a D6, the highest scorer chooses a board
edge and deploys his models within 12"/28cm of it. The
other player then places his models within 12"/28cm of
the opposite board edge.

Ending the Game

The two vanguard parties are seeking to secure this
region, the perfect site for an ambush, so as to catch the
enemy army by surprise and crush them in a single
decisive battle. The game will last for at least five turns,
after which it might suddenly end. At the start of Turn 6
(and each turn thereafter) roll a D6: on the roll of a 1 or
2, the game ends at the end of that turn. Continue in this
fashion until the game ends or one side is wiped out.

The winner is the player who controls the most
objectives at the end of the game.

Special Rule

Controlling Objectives: There are five objectives on the
battlefield. A player is considered to be in control of an

objective if he has more models within 3"/8cm of it than
his opponent.

Treacherous Valley: The valley walls are tall and rocky
and littered with loose stones and rocks frequently fall
down upon the unwary. Any time a model moves within
3"/8cm roll a D6. On the score of a 1 or 2 they have
been struck by a falling rock. The model immediately
takes a single Strength 8 hit (cavalry models randomise
as per shooting).

GRAND BATTLE

This element of the battle is played out by the War of
The Ring forces. This battle is worth 8 campaign points.

Set-up

A neutral party sets up the gaming area, representing a
valley much like the one used in the skirmish scenario.
The battlefield should be littered with rocky
outcroppings and low shrubs. The gaming area should
be 72" by 48".

Deployment

The player that lost the skirmish scenario first deploys his
army within 24" of the centre of the board (in the event
of a draw in the previous scenario, dice off to see who
deploys in the centre). The other player may then
position his own models anywhere on the board more
than 18" from any enemy model. Additionally, the player
who lost the skirmish scenario may not benefit from the
Ambushers rule.

Ending the Game

The battle lasts for eight turns, or until one side is wiped
out or concedes. The scenario uses the Fields of Swords
objectives: Kingslayer, Battle Flags and To the Death!
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SCENARIO PACK C:

The Ruins cf Kdrna

Despite Kirna's dark reputation, it presents a tempting
target for an army travelling through the region. Who
knows what marvels and treasures might remain within
the city’s ravaged borders?

SKIRMISH ENCOUNTER
This element of the battle is played out by the skirmish
forces. This encounter is worth 5 campaign points.

P

12'/28cm

Set-up

A neutral party sets up the gaming area. The scenario is
played on a board that is 48"/112cm by 48"/112cm.
Karna is a ruined city that has been much overgrown by
the surrounding fauna, and so the board should be
liberally covered with ruined buildings, rampant foliage
and enough terrain to create a tense, claustrophobic
scenario. Lastly, the neutral player should position five
plunder markers anywhere on the board more than
6"/14cm from any model. The harder these markers are
to reach, the better.

Depl

The forces are deployed along opposite board edges.
Players take it in turns (rolling off to see who goes first)
deploying their forces within 12”/28cm of a board edge.
Finally the Dimlokhi are placed within 6”/14cm of the
centre of the board (see below).

Ending the Game

The game will end when one force is reduced to 25% of
its starting strength. At this point the winner is the player
who controls the most ‘plunder markers’.

Special Rule

Plunder Markers: There are five objectives on the
battlefield. These are heavy objects as described in the
main rules manual. A player controls a plunder marker
so long as one of his models is carrying it.

The Dimlokhi: Restless spirits haunt the ruins of Karna,
preying on those who trespass. The Dimlokhi are
represented by a Barrow Wight and 8 Army of the Dead.
Ideally these are controlled by a neutral player
(although, if you don't have one, the player who has
Priority controls them on a turn by turn basis). The role
of the Dimlokhi is to protect the plunder markers,
recapturing them if possible. The Barrow Wight may cast
his Paralyse power for free (using three dice) against any
model carrying a plunder marker.

GRAND BATTLE
This element of the battle is played out by the War of
The Ring forces. This battle is worth 5 campaign points.

Set-up
A neutral party sets up the gaming area, representing the
outskirts of Karna. Ideally there should be plenty of
vegetation and some city ruins. The gaming area should
be 72" by 48",

Dgp@mer:f

The game is played using the deployment as described
in Maelstrom of Battle on page 80 of the War of The
Ring rulebook. The one exception to this is that the
player who won the previous scenario (in the event of a
draw, roll off) must choose any one of his formations.
This formation begins the game within 12" of the centre
of the board (see special rules before for more).

Ending the Game

The battle lasts for 8 turns, or until one force is wiped
out or surrenders. The scenario uses the Field of Swords:
Kingslayer, Battle Flags and To the Death objectives. The
player that controls the plunder marker (see below) at
the end of the game receives 5 bonus victory points.

Special Rules

Plunder Marker: The plunder starts in the possession of
the formation in the centre of the board as the battle
begins (see above), and may be passed about in the
same way as the prize in the Seize the Prize scenario.
Additionally, the unit that possesses the plunder may opt
to use it at the start of any Fight phase, in which case it
counts as being armed with Morgul Blades. But such an
artefact is not used lightly, so the unit also suffers D6 hits
at the end of the Fight phase, which count towards
casualties caused when determining the victor.
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Only the truly desperate or insane would ever attempt to invade Fenris and besiege
the Fang, one of the Imperium’s greatest bastions. Adam Troke stokes up the
campfire and recounts two such tales of battle on the Space Wolves’ home world.

The Fang is reckoned by
many to be the mightiest
fortress in the Imperium,
save only the ancient
defences of Terra. For
millennia it has stood
inviolate against the
worst horrors of the
galaxy, proof against any
and all attackers. It has
been said that only a
madman would choose to
march upon the savage
world of Fenris, and only
the truly desperate would
make war against its
principle defence.

he Fang is the towering citadel of

the Space Wolves, a mighty

stronghold carved into the flesh of
the tallest mountain peak on all of Fenris.
The Fang thrusts proudly into the sky,
piercing the very heavens with its soaring
majesty, and at its peak the war-fleets of
the Space Wolves can dock and take on
the weapons, munitions and warriors to
crush the foes of Mankind.

There is no weakness in the defences of
the Fang, no secret flaw that might enable
the Space Wolves' foes to lay them low —
the machineries within their great fortress
are unequalled examples of lost technology,
powered by thermal reactors that have
operated without fault or failure since the
days when Leman Russ strode the stars.
Orbital defence lasers, massive weapons
that can shatter the greatest starships, stand
sentinel against enemies borne amid the
stars, concealed from prying eyes deep
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within the slopes of the Fang. Turrets
sporting battle cannons and heavy bolters
guard the great gates, maintaining a watch
of constant vigilance on the snow-covered
slopes below, sweeping the terrain around
the Fang for the enemies of the Chapter.

So it is that the future of the Space
Wolves Chapter is secure, for none but the
utterly insane or vengeful would dare to
make an assault on the Fang — for if the
planet’s cruel climate and brutal fauna
aren’t deadly enough, the Fang is
garrisoned by the Space Wolves
themselves, fiercest and most deadly
of all the Adeptus Astartes.

And yet, in spite of all these risks, the
enemies of the Space Wolves have tried
again and again to storm this great bastion
of Imperial might. Each has failed, their
efforts utterly crushed at the last. The two
most notorious of these treacherous efforts
are detailed here.



THE THOUSAND SONS

During the 32nd Millennium, the Fang
faced the sternest test since its creation as
Magnus the Red, Primarch of the Thousand
Sons, sought vengeance for the ravaging of
Prospero during the Horus Heresy.

During the Horus Heresy, Leman Russ,
Primarch of the Space Wolves Legion, was
charged with bringing Magnus the Red to
justice. In an extraordinarily violent and
brutal planetary invasion, Leman Russ and
his scions drove the Thousand Sons from
their home world in a cataclysmic
encounter. That battle was immortalised as
the Sack of Prospero, a grievous wound to
the pride of the Thousand Sons that
Magnus long sought to avenge.

His campaign of vengeance began
with a number of speculative incursions
intended to misdirect and confound the
Scions of Fenris. In an effort to divide the
Space Wolves and scatter their resources,
Magnus and his allies commenced a series
of raids upon the worlds near Fenris, each
attack bloodier and more brutal than the
last. These attacks had the effect of
drawing Great Wolf Harek Ironhelm and
his warriors away from Fenris and into a
protracted hunt that lasted years. Though
they wrought many mighty deeds within
this time, the Space Wolves never once
were able to get to grips with Magnus the
Red. Several times Magnus appeared to
Harek as a vision, taunting him amongst
the ruins of devastated cities, each time
leading the Space Wolves further from
Fenris, and from Magnus’ true goal. A final
Warp-dream cast into the mind of the
Great Wolf drew the Space Wolves to the
Chaos-held world of Gangava, and what
Harek Ironhelm believed was a secret
Thousand Sons’ stronghold — wasting no
time, the Space Wolves, supported by the
vast majority of the Chapter’s strength,
launched a full-scale offensive.

This, of course, was Magnus’ greatest
deception, for Gangava was indeed a
stronghold, but garrisoned by Magnus'’
allies. Though it was strongly held, Magnus
and the Thousand Sons were elsewhere.
Indeed, as Harek and his warriors hurled
themselves against the Chaos forces on
Gangava, Magnus and his war-fleet
launched their own attack on Fenris.

Defending the Fang against the
Thousand Sons Legion and their Chaotic
allies was a token force of Space Wolves
numbering perhaps a few hundred. Most of
the Space Wolves that remained on Fenris
were Wolf Scouts caught unawares in the
wilderness of Asaheim, and Blood Claws
barely raised up from their initiation. The
defenders of the Fang realised they faced
certain annihilation unless the remainder of
their Chapter returned to aid them. In

desperation, the Space Wolves awoke the
slumbering form of one of their Chapter’s
greatest heroes, and so Bjorn the Fell-
Handed rose to do battle against the
scions of Prospero once again.

For forty days and forty nights Bjorn and
his scattered forces held the Thousand Sons
at bay, even resorting to luring many of
Magnus’ warriors into catacombs beneath
the Fang itself where they could collapse
tunnels upon the foe, and where the
ferocity of the Blood Claws in close assault
could negate the numerical advantage of
the Thousand Sons and their allies.

While Bjorn oversaw the desperate
defence of the Fang, a small task force of
Scouts, led by the hard-bitten Haakon
Blackwing fought their way free of the
citadel and took ship to Gangava, bringing
word of the siege to Harek Ironbrow and
the rest of the Space Wolves.

Overcome with fury and shame, Harek
led his forces back to Fenris with all haste
and finally brought Magnus to battle on the
blood-stained slopes of the Fang. There,
Harek and Magnus fought in vicious close
combat, and though the Wolf Lord was
slain, Magnus too was injured and his
warriors were forced to retreat in the face
of the vengeful Space Wolves.

HAREK IRONHELM

Harek Ironhelm was the
Great Wolf at the time of
Magnus the Red’s
invasion of Fenris in
M32. For two hundred
years or more Harek led
the sons of Fenris in
scores of successful
campaigns, including
crushing the Legions of
Rolante and halting
Waaagh! Starbiter within
the Eurydian Cluster.
Harek’s reputation
and legend, millennia
after his passing, is a
mixed one. Though there
is great shame in
allowing the Space
Wolves’ most hated foes
to tread the snows of
Fenris, and lay siege to
their fastness, Harek
redeemed himself at the
last, striking a blow
against the vile Primarch
of the Thousand Sons
that has reverberated
throughout the ages.
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THE PLAGUE OF

KyYRL GRIMBLOOD

Within the Space
Wolves’ Hall of Heroes
are statues, trophies and
relics that honour the
triumphs of the greatest
champions of the Space
Wolves Chapter. Here
are commemorated those
great warriors whose
sagas stand as a record
of the Space Wolves’
most glorious deeds.
Even amongst these most
legendary of Space
Wolves, Kyrl Grimblood
holds a place of honour,
for it was he and his
Great Company that
saved Fenris at a time of
ultimate peril.

Though Grimblood
fought in a thousand or
more battles and
personally slew countless
enemies of Mankind, in
delivering the Fang, and
by extension all Fenris,
from the clutches of
Cardinal Bucharis’
renegade armies, Kyrl
restored hope to the
floundering Imperium
and heralded the end to
the tyranny and
oppression that had
been ravaging the
Emperor’s domain.

The Spirit Wolf is a badge
that is not often chosen by
the Wolf Lords, for it is
considered a sign of ill-
omen by many. Kyrl
Grimblood is perhaps the
maost famous Wolf Lord to
have chosen it as his sigil.
For Kyrl, at least, this choice
of badge was proven to be
not just well-omened, but
prophetic. Throughout his
tenure as a Wolf Lord,

Kyrl became renowned for
attacking from an unseen
quarter, swift and terrifying
like a blood-soaked spectre.
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In the second quarter of M36 the Plague
of Unbelief sundered the Imperium, A by-
blow of the Age of Apostasy, the Plague of
Unbelief is the name given to the massive
uprising created by Cardinal Bucharis,
who in a few short years managed to raise
a military force powerful enough to
utterly destabilise the Imperium. Entire
star systems were swiftly absorbed by his
wanton greed and brutal conquests as
Bucharis sought to redefine the Imperium
into a new, cruel regime based around the
world of Gathalamor. Soon entire Imperial
Guard regiments had thrown their lot in
with Bucharis, as well as the Battlefleet
Pacificus and countless mercenaries, aliens
and degenerates.

The northward expansion of Cardinal
Bucharis’ pitiless empire quickly brought
his fleets into contact with the domain of
the Space Wolves. During this time of great
upheaval, the Space Wolves had kept
themselves aloof from the infighting and
treachery infecting the Imperium, preferring
instead to defend the systems around their
home world. Bucharis’ encroachment into
the systems around Fenris, however, was
all the cause the Space Wolves needed,
and soon full-scale war erupted between
the Space Wolves and the forces of the
renegade Cardinal. A massive invasion fleet
soon arrived within the range of Fenris and
a fierce space battle broke out. Though the
Space Wolves’ small picket fleet was
grievously outnumbered, they succeeded in
crippling many of the renegade vessels
before escaping, beginning a hit-and-run
campaign against Bucharis’ rebel fleet that
would last years.

Braving the punishing fire from the
Fang’s many defence lasers, thousands of
troop transports descended on Fenris.
Though many were reduced to flaming
wreckage, others arrived intact and
disgorged troops and vehicles onto the
continent of Asaheim. Bucharis’ forces cut
a bloody swathe across Asaheim, dogged
at every turn by the vicious Fenrisian
weather, the scout parties of the Space
Wolves and even the indigenous
population of Fenris. Whole communities
were butchered as Bucharis’ savage army
approached the Fang, villages were razed
to the ground and thousands were
enslaved. Soon the Fang was surrounded
by a sea of traitorous soldiers that stretched
off into the horizon.

For all their numbers and brutality,
however, the forces of the Apostate
Cardinal were small match for the kindled
fury of the Space Wolves. Enraged at the
treatment of their fellow Fenrisians and the
temerity of these renegades at invading
their realm, they struck back with all the
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savagery they could muster. Wolf Scouts
severed lines of communication,
assassinating unit leaders with pinpoint
attacks, exploding munitions caches and
sowing discord amongst the foe. Blood
Claws emerged from hidden passageways
beneath the Fang, hurling themselves at the
traitors in a gore-soaked frenzy. Long Fangs
executed careful ambushes, eliminating
armoured convoys with heavy weapons
fire, and collapsing mountainous valleys
onto miles-long convoys of vehicles and
enemy reinforcements.

For three years the Cardinal threw his
best warriors against the Fang, promising
them wealth and glory beyond measure,
should they be victorious. For three years
the Space Wolves held them at bay,
inflicting monstrous casualties every time
they repelled an assault.

The end of the siege came with the
return of Kyrl Grimblood and his Great
Company who, returning from a Great
Hunt within the Eye of Terror, quickly took
stock of the situation. His fleet appeared
within the Fenris system and immediately
engaged the renegade ships there. Trapped
between the wrathful forces of Kyrl
Grimblood and the remnant forces that had
dogged them for three years, almost half of
Bucharis’ fleet was annihilated in one
perfectly executed engagement. The
survivors fled the system — leaving the
soldiers on Fenris to their fate.

Grimblood’s initial counter-attack on
the surface of Fenris killed tens of
thousands of Traitor Guardsmen, hurling
them from the mountain passes and driving
them back towards the flat plains of
Asaheim. Drop Pods disgorged Grey
Hunter Packs into the heart of the enemy,
while Thunderhawk Gunships deployed
Predators and Land Raiders into
dominating positions. Grimblood himself
plunged into battle alongside the warriors
of his elite bodyguard, the Oath Brothers —
more than fifty Wolf Guard veterans in
Terminator armour who tore the heart out
of the traitor’s command structure.
Retreating and leaderless, the renegades’
fate was sealed as giant wolf packs and the
vicious climate of Asaheim finished what
Grimblood's Great Company had begun.




PLAYING GAMES ON FENRIS

As the Thousand Sons negotiate
a frozen lake, the Space Wolves
spring their ambush.

Having shared two great tales of heroism and bloodshed
that are stained into the history of Fenris, it’s highly likely
that your appetite for fighting battles upon the ice-blasted
home of the Space Wolves has been whetted - who could
resist the chance to play games set upon one of the
Imperium’s most notorious death worlds? On this page
you'll find some simple house rules for playing games on
Fenris. Obviously you'll need to check with your
opponent before you arrange a Fenris battle, but, with
prior warning, I'm sure he’ll agree. You can always play a
game on your opponent’s home turf next time, after all.

Fenrisian Storms

Fenris is a notorious death world, considered among the
very deadliest of planets in the Imperium. It appears that
every aspect of the world conspires to kill those who walk
upon it.

Fenrisian storms are unforgiving, as punishing as the
most savage ice-storms that can be found in the galaxy. A
blizzard can change in an instant from a snowy deluge to a
barrage of razor-sharp ice-shards, lacerating the flesh of the
unwary and clogging the workings of armour and vehicles.

At the beginning of the game, roll a D6 and consult the
Fenrisian Storm table below. Roll again at the start of each
game turn, adding +1 to result for each full turn of the
game that has passed.

1-2  The Storm Abates: The wind howls and snow
smothers the ground. No effect.

3-4  Blinding Flurries: The driving snow obscures all
vision. All shooting attacks suffer a 25% penalty to
their range, rounding fractions up.

5-6  Brutal Winds: The winds buffet and pummel
anyone caught in the open. Non-vehicle units
moving in open ground must pass a Strength test
or move as though in difficult terrain.

7-8  Howling Death: Moving swiftly during an intense
storm such as this can bring death. Models that
travel more than 6" in any single phase must take
a Dangerous Terrain test.

9-10 Ice-storm: Shards of ice lash the combatants,

flaying the unfortunate. Every unit on the table

suffers 1 wound/glancing hit on the roll of a 2+,
allocated by its controlling player.

11+ The Wrath of Fenris: All of the above effects are
in play. In addition, all non-Space Wolves are at

¥ EXAMPLE FENRISIAN TERRAIN FEATURES

-3 Leadership.

Here are two examples of special terrain
features, which you can use in battles set on
| Fenris. Why not invent more of your own?

FrOZEN LAKES/RIVERS

Lakes and rivers freeze solid in the depths of
a Fenrisian winter. While the ice is strong,
these features are still perilous for any daring
to cross it. Any unit or vehicle that stops on a
frozen lake or river risks death.

Any model wishing to move over a frozen
| river or lake must declare how far it wishes
to travel. For models with a Wounds
characteristic, if the total distance is equal to
or greater than the model’s armour save, then
it must fail an armour save or suffer a wound.
Models with an Armour Value (not including
skimmers, amphibious vehicles and flyers,
who are unaffected) that travel over such
features must roll over their highest armour
value on 4D6 or be removed from play.

Icy Cracs

Icy crags make for perilous locations, where
the unwary can slip and fall to their death in
an instant. With great care and attention, a
skilled warrior could traverse them
unharmed, but in the heat of battle the
slightest slip or error of judgement can cost a
warrior his life. Should a fighter lose his
footing, even for a moment, his foes will
surely strike!

When fighting close combats upon icy
crags, pay special attention to your dice.
Should you roll any 1s when rolling to hit,
your warrior has momentarily lost his
footing. One enemy model in base contact
(chosen by the controlling player) may
immediately make an additional attack.

|

FENRIS

Orb. Dist. 1.51 AU (Mean)
1.14G/Temp 11A-96.1D
Tithe Grade: Aptus Non
Aestimare: D1

Population: Survey Failed

A Fenrisian year is equal to
roughly two Terran years.
During the planet’s orbit of

the sun, Fenris is plunged into
a merciless winter that
freezes the entire surface of
the world, enabling only the
hardiest life forms to survive.
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THE FENRIS CAMPAIGN

Having delved into the background of two of the most devastating invasions in
Fenris’ history, we decided to focus on the attack of the Thousand Sons Chaos
Space Marines. Such an exciting battle between two ancient enemies really plays
to the wonderful history and narrative at the heart of the Space Wolves Chapter.

SCENARIO ONE: LANDFALL

The Thousand Sons and their allies’ arrival in orbit of
Fenris was almost entirely unexpected, and though the
massive defence lasers embedded in the mountainsides of
the Fang wrought a bloody toll on the attackers, thousands
of Chaos troopers, led by Magnus the Red and his
Thousand Sons, had effected landfall. What commenced in
these early stages of the invasion were a series of brutal hit
and run attacks, orchestrated by the Wolf Scouts present
on Fenris. Dour and fierce, these veterans of the Chapter
fought desperately against their Chapter’s greatest foes in
an effort to deplete the enemy’s strength and slow the
advance of the Thousand Sons, perhaps buying time for
their brethren back at the Fang.

Objective: A Bloodied Nose

The Wolf Scouts seek to wreak as much damage on the
enemy as possible, before fading away into the swirling
snow. At the end of each game turn, calculate how many
models each player has lost. If either player has lost half or
more of their starting army, the battle ends and the other
player wins. If both players are reduced to half their
starting numbers in the same turn, the game is a draw.

Size of Game

This is a relatively small game, around 750-1000 points.
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Set-up

1. Set up a 4'x4' battlefield. The Thousand Sons player
deploys his army anywhere within 9" of the centre of
the board.

2. The Space Wolves player deploys his models within 3"
of any board edge.

3. Models with the Scouts rule roll to see who moves first
as normal.

4. Players roll to determine who gets the first turn.

Game Length

The game lasts six turns, or until the objective is met.

Special Rules

Touched by Lokyar: The Wolf Scouts stand as the first line
of defence for the Space Wolves, swiftly reacting to the
presence of the Thousand Sons and attempting to cut off
their advance. At least half of the models in the Space
Wolves army must be Wolf Scouts. Wolf Scouts are
considered to be a Troops choice in this scenario.

Cunning of a Wolf: The Space Wolves are outnumbered
and scattered across the ice-plains of Asaheim. They must
rely on stealth and guile to defeat their many enemies, and
as a result the Space Wolves may not select any vehicles in
this scenario.



SCENARIO TWO:
BJORN'S STAND

While the Wolf Scouts unleashed the wrath of the Chapter

upon the advancing Thousand Sons, the few Iron Priests
remaining within the Fang, realising their predicament,
awoke the slumbering Bjorn. Shaking off the fugue
brought by decades of torpid dormancy, Bjorn the Fell-
Handed, who once fought at the side of Leman Russ,
gathered the defenders of the Fang together and outlined
his plan of defence.

Bjorn would form the
bulwark in the plans
of the Space Wolves,
for who better than

he who stormed
through the burning
fortifications of
Prospero, knew the
minds of the Thousand
Sons and their
daemonic Primarch?
Flanked by the awed
ranks of Blood Claws
and a scant handful of
4 Grey Hunters and
Long Fangs, Bforn the
Fell-Handed prepared
to halt the maniacal
intentions of Magnus
the Red once again.

Size of Game
Around 1500-2000 points.

Objective: Hold the Gates!

While the main gates to the Fang are guarded by heavy
weapon batteries, some of the smaller portals and sub-
fortifications that lead into the citadel are less protected.
Bjorn’s force must stop the enemy from breaching the gates
and gaining access to the Fang. The Thousand Sons win
the scenario if they inflict a penetrating hit on the gates
(armour value 16), otherwise the Space Wolves win.

Set-up

1. Set up a 4'x4' table, with a suitable representation of
the gates at the centre of one board edge. The Space
Wolves player then deploys his forces within 12" of that
board edge.

2. The Thousand Sons player positions his forces within
12" of the opposite edge.

3. Models with the Scouts special rule make their scouting
moves as normal.

4. Players roll off to see who goes first.

Game Length

The game lasts for at least six turns. Begin rolling for the
random game length in the manner described on page 90
of the Warhammer 40,000 rulebook.

Special Rules

Defensive Shielding: The arcane technologies that protect
the Fang make it almost impervious to missile fire.
Shooting attacks directed at the gates from a distance of
more than 12" will have no effect on them whatsoever.

Demolition Charges: The Thousand Sons are equipped for
the task of breaching the gates. Any model assaulting the
gates is considered to be armed with melta bombs,
regardless of their other wargear.

SCENARIO THREE:
HAAKON'S MISSION

While Bjorn orchestrated the defence of the Fang, another
daring mission fell to Haakon Blackwing, a notoriously
cunning Space Wolf. Haakon, choosing an elite band of
Wolf Scouts bolstered by a hand-picked force of Blood
Claws and Grey Hunters, set off to seize a craft capable of
escaping Fenris and bringing aid to the Chapter.

Size of Game
Around 750-1000 points.

Objective: Summon the Wolfpack

Haakon and his chosen men are set to launch a desperate
bid to summon aid, breaking through a cordon of
Thousand Sons and fleeing in a liberated space craft. The
Space Wolves win if, at the end of any game turn, there is
a Space Wolves squad on the landing pad.

Set-up

1. Set up a 6'x4' table with a landing pad (the Skyshield
Landing Pad is ideal) in the centre. The Thousand Sons
player deploys his forces anywhere within 24" of the
landing pad.

2. The Space Wolves player places his forces within 12"
of their short board edge (he may split his forces
between them).

3. Any models with the Scouts special rule may make
their moves as normal.

4. Players roll off to determine who goes first.

Game Length
The game lasts for at least 5 turns, as described on page 90
of the Warhammer 40,000 rulebook.

Special Rules

Desperate Raid: The forces involved in this battle are a
hastily gathered group of Space Wolves and the rearguard
elements of the Thousand Sons invasion. Neither player
may select Elite, Fast Attack or Heavy Support choices. In
addition, Wolf Scouts are considered to be Troops for the
purposes of this scenario. Each side may select only a
single HQ choice.

HAREK IRONHELM

When Magnus the Red slew Harek Ironhelm, the Red Giant
cast the Great Wolf’s broken body down upon the crimson-
spattered slopes of the Fang. Where Harek fell there is now a
sombre crypt, a shrine to the memory of that noble Wolf Lord
who battled the Chapter’s gravest foe. Whenever an aspirant
Rune Priest undergoes his ordeal of initiation, he must first
make a pilgrimage to this mighty edifice and call upon the
spirit of Harek Ironhelm. It is said that the spirit of the fallen
Great Wolf appears to warn the aspirant against trusting
visions granted by Chaos.

Before his elevation to the
status of Great Wolf, Harek
fronhelm and his Greal
Company bore the badge of
the lron Wolf. As the lron
Wolf bore the mountains of
Asaheim upon its back,
Harek claimed that the
henour of the Space Wolves
rested upon the shoulders
of his Great Company.
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Magnus struck him thrice
and thrice more, but even
these wounds were not
cnough, and Harek did rise
again. Though gore stained
tﬁ: snow and his heart was
broken, he faced the glant.
Though his beard and hair
were ablaze, skin blackened
through eldritch flame, he
did roar his hate of the
Red Witch of Prospero.
Once fell his right axe, and
the giant did bellow, twice
fell 1ts twin and all
athered did stare amazed.
F—lad Harek slain the father

of a thousand sorcerers?

Nay. for the Red Giant had
sworn the craven oaths of a
traitor, and though he was
rent and torn, death would
not claim him. Claspin
mighty Harek by the throat
he raised him uvp, and with
a look from his baleful eye
he did murder a legend.
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BATTLE FOR THE FANG

Haakon Blackwing and his elite force of
Wolf Scouts succeeded in breaking through
the Thousand Sons cordon and taking ship
towards Gangava. During this time, Bjorn
and the remaining defenders found
themselves increasingly hard pressed as
Magnus the Red and the greatest warriors
of the Thousand Sons besieged the Fang.
Casualties on both sides were horrendous
as the Chaos Space Marines hurled
themselves at the Fang with relentless fury.
For forty days and forty nights Magnus and
his warriors sought a breach in the
defences of the Fang, but each time the
ancient cunning of Bjorn the Fell-Handed
countered them. Unseasoned Blood Claws
became hardened veterans, carving their
own sagas through the ranks of the
Thousand Sons, even as the eldritch
powers of the Chaos Space Marines flensed
the souls of the Space Wolf defenders.
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Finally, as even Bjorn’s masterful defence
began to falter and it looked as though all
was lost, dark shapes appeared in the skies,
rapidly enlarging to take the shape of Drop
Pods and Thunderhawk Gunships, bringing
the wrathful Space Wolves of Harek
Ironhelm plunging towards the planet’s
surface. Even as they landed, the Space
Wolves mercilessly punished the rear
echelons of Magnus’ army, slaughtering
hundreds of his warriors and thousands of
his allies. Within hours the full fury of the
Space Wolves Chaper was roaring towards
his position, Rhinos and Land Raiders
filling the horizon as they approached.
Magnus the Red bellowed with savage
delight, for though the Siege of the Fang
was over, the Battle for Fenris had only just
begun — the fate of both the Space Wolves
and the Thousand Sons Chapters hung in
the balance.




When Harek Ironhelm led the Space Wolves to the defence
of the Fang, he brought with him the unbridled strength of
his Chapter. Only on a few occasions have more Space
Wolves been assembled for a single battle.

THE BATTLE FOR FENRIS

This force represents but a portion of that total force,
the vanguard elements who, alongside their Wolf Lord,
plunged deep into the Chaos hosts, seeking to slay
Magnus the Red.

Wolf Lord Harek Ironhelm 175 pts
Harek Ironhelm was notorious for his close combat prowess.
» Wolf Lord, Terminator armour, Saga of the Bear.

Rune Priest Skalf Halfhand 100 pts
Skalf’s role within the Chapter far outlived Lord Harek.

* Rune Priest

The Twice-Blooded 325 pts

Harek’s sworn brethren have taken an oath to protect their lord.

e Nine Wolf Guard, three clad in Terminator armour. The squad
is armed with an assortment of close combat and ranged
weapons and rides in a Land Raider (Old Ironheart).

Old Ironheart 250 pts
Old Ironheart has served with the Chapter for over a millenium.
* Land Raider.

Thorik Crowbane 135 pts
Cut in two during the Battle for Gethrom’s Reach, Thorik has
since served the Chapter with his battle-lore as a Dreadnought.

» Dreadnought with twin-linked lascannon.

Njarm’s Black Striders

Njarm's Black Striders are a close band of warriors.

* 10 Grey Hunters with flamer, meltagun, power fist, plasma
pistol, wolf standard and Rhino {with extra armour).

255 pts

Bran One-Eye’s Wolfkin 268 pts
Since Bran had half of his face torn away by an Ice Troll, his
demeanour has become increasingly dark.
s 9 Grey Hunters with flamer, meltagun, powerfist, plasma
pistol, wolf standard and Rhino (with extra armour).
1 Wolf Guard with power weapon.

The Bloodbound 210 pts
This pack of Blood Claws fight without the aid of the Wolf Guard.
¢ 10 Blood Claws, with power fist and Drop Pod.

The Snow Reavers 160 pts
Heavily armed, these Reavers are able to tackle a variety of foes.
¢ 4 Swiftclaw Bikers with a flamer and power weapon,

and one Swiftclaw Attack Bike with multi-melta.

Haakon’s Claw 185 pis

It was Haakon who escaped Fenris to bring word to Harek.

* 6 Wolf Scouts with plasma gun. Wolf Guard Battle Leader
with wolf claw.

The Wolves of Asaheim

Land Raider Armoured Spearhead 800 pts

e A three-strong armoured spearhead, boasting Land Raiders
Mijelnir, Fang's Wrath and Wyrmbane.

Vindicator ‘Ansvaar’ 115 pts
Whirlwind ‘Winter’s Rage’ 85 pts
Bjorn’s Defenders

Bjorn the Fell-Handed 270 pts

Most ancient of all Space Wolves, Bjorn is held in unparalleled
esteem by all Space Wolves.
¢ Bjorn the Fell-Handed with assault cannon.

Horgan Steelsoul 85 pts
The duty of waking Bjorn fell to Horgan Steelsoul, a young Iron
Priest who has shadowed the noble Bjorn since his awakening.

¢ |ron Priest with three Thrall-Servitors, one with heavy bolter.

The Wolflings 250 pts
Under the gaze of Bjorn they have waged war with distinction.
s Fifteen Blood Claws with power fist and flamer.

Winter’s Shadow 180 pts
The Wolf Scouts did much to keep the Fang from falling to Magnus.
o Ten Wolf Scouts with a plasma pistol and plasma gun.

The White Beards 145 pts

The White Beards have turned the tide of numerous assaults

during the forty-day siege of the Fang.

» Six Long Fangs with two heavy bolters, two missile launchers
and a lascannon.

TOTAL: 3993 pts

The Battle for Fenris is an Apocalypse scenario, and
should follow the force selection rules as explained in
the Apocalypse Expansion.

Objectives: Annihilation

Both sides in this battle are fighting for their honour, either
to avenge the tragedy of their destroyed home world or to
prevent the same fate being enacted on their own planet.
Each player has three objectives (see special rules).

Set-up

1. Set up your board in a mutually agreeable manner.

2. The Space Wolves player deploys roughly 25% of his
forces within 12" of one board edge. The rest of his
army is held in reserve.

3. The Thousand Sons player may deploy his army
anywhere on the board.

4. The Space Wolves receive first turn.

Ending the Game

The game ends after an agreed number of turns.

Special Rules

Living Objectives: Bjorn the Fell-Handed, Harek Ironhelm
and Magnus the Red (you'll need an impressive model to
represent him; you can count him as a Daemon Prince or
come up with some special rules of your own) each count
as objectives, and are counted towards the objective totals
for each side. While they live they are in possession of the
controlling player. Should they be slain, leave them in
place, they may then be contested as normal.

Strategic Assets: The Space Wolves receive the Careful
Planning and Flank March strategic assets. The Thousand
Sons receive the Vortex Grenade (held by Magnus, this
represents a mammoth psychic attack) and the Supreme
Headquarters asset (centred on Magnus the Red).
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Warhammer 40,000 Battleforces are a
perfect foundation to start a brand new
army or bolster your existing force with
reinforcements. Each set is packed with
plastic Citadel miniatures ranging from a
solid core of troops to more specialist
warriors, designed to give you the edge
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Humanity’s mightiest
warriors, the Space Marines
still uphold their 10,000-
year-old oaths to protect the
Imperium of Mankind.

BOX CONTENTS:

= 15 Tactical Space Marines
* 5 Space Marine Scouts

* 5 Assault Marines

* 1 Space Marine Rhino

SPACE MARINE BMT
product code: 99? 261

Cadian Imperial Guard
The Cadians are a highly
disciplined and effective
force, who hold the Cadian
Gate and prevent Chaos
from flowing into the galaxy.

[ ——
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BOX CONTENTS:

+ 1 Cadian Command Squad

* 20 Cadian Shock Troops

* 3 Cadian Heavy Weapon Teams
+ 1 Sentinel

Pigtyres for iilustrative purposes only.

war-torn galaxy.

The Sons of Russ are nable
but savage warriors who
battle across the galaxy,
bringing down righteous
vengeance on all who
oppose them.

BOX CONTENTS:

* 20 Space Wolves

= 5 Space Marine Scouts
* 1 Drop Pod

UK
EURO

DENMARK
N SWE/NOR

SPACE WOLVES BAmEFQ
product code: 991 20101 080

ealal:llan imperial Guard

From the death world of
Catachan come these tough
soldiers of the Imperial
Guard, Jungle Fighters with a
blunt attitude to killing.

¥ WARHAFGMER
. ;40000\

BOX CONTENTS:

* 1 Catachan Command Squad

= 20 Catachan jungle Fighters

* 3 Catachan Heavy Weapon Teams
* 1 Sentinel
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DENMARK
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TAU EMPIRE BATTLEFORCE
product code: 99120113018

Y

A wAmlAﬁ MER /

NECRON BATTLEFORCE -
product code: 99120110008
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DARK ELDAR BATTLEFORCE

product code: 991201?2066 5

Picturas for flustrative purposes anly, Produet contents may vary. Froducts sold enpatafed and unassembled, Gartain Gitade! produets may be dangerous if used incorrectly, Prices correct at time-of going to press, please contast us for cutrent
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Tau Empire

The Tau are a dynamic,

technologically advanced
young race who desire to
bring peace to all, for the
sake of the Greater Good.

BOX CONTENTS

* 1 Tau Crisis XV8 Battlesuit
* 1 Tau Devilfish APC

* 3 Tau XV25 Stealth Suits

= 1 Markerlight Drone

* 12 Tau Fire Warriors

* 6 Gun Drones

* 12 Kroot Carnivores

Unstoppable automata who
have lain dormant for
millions of years, the
Necrons have awoken to
harvest the souls of all.

BOX CONTENTS:

» 28 Necron Warriors,
* 3 Necron Destroyers
* 7 Scarab Swarms

Dark Eldar

The most black-hearted of all
Eldar, the Dark Eldar enslave
creatures from across the
galaxy, inflicting horrible
tortures upon them.

BOX CONTENTS:

* 1 Dark Eldar Raider

+ 5 Dark Eldar Reaver Jethikes
* 20 Dark Eldar Warriors

* 1 set of plastic 40K trees.

Dark Angels Ravenwing
The 2nd Company of the
Dark Angels Chapter, the
Ravenwing is numbered
among the finest fast attack
forces in the Imperium,

BOX CONTENTS:

* 6 Ravenwing Bikes

* 1 Ravenwing Attack Bike

* 1 Ravenwing Land Speeder
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product code: 99120103009
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TYRANID BATTLEWRCE
product code: 991201@60ﬁ

ELDAR BAmme
product code: 991201‘@-422'

The greenskins are a plague
on the galaxy, a race of
brutal warriors who use
crude but deadly technology
— they live only to fight.

BOX CONTENTS:
* 20 Ork Boyz

* 3 Ork Warbikers
» 1 Ork Trukk

These traitors from the dawn
of history sold their souls to
Chaos long ago - their hearts
have been consumed with
revenge ever since.

BOX CONTENTS:

* 15 Chaos Space Marines

* 5 Possessed Chaos Space Marines
* 8 Khorne Berzerkers

* 1 Chaos Space Marine Rhino

T!ramds

Hailing from another galaxy,
the Tyranids are an all-
pervading organism, a
predator whose prey is any
and all life they encounter.

BOX CONTENTS:

* 3 Tyranid Warriors
* § Hormagaunts

* B Termagants

* 8 Genestealers

* 1 Carnifex

The tattered remnants of a
once-great civilisation, the
Eldar are a dying race who
dream of a return to their

days of glory.

BOX CONTENTS:

+ 5 Dire Avengers

* 8 Eldar Guardians

= 1 War Walker

* 1 Wave Serpent

¢ 1 Heavy Weapon with 2 crew




In this month’s battle report the foul Skaven and the redoubtable Dwarfs fight for
the citadel of Grim-Duraz. Andrew Kenrick introduces the proceedings.

¥ hose of you who have read the Old War Stories
series will know that Jeremy Vetock, author of the

Skaven army book and general Studio hooligan, has
a penchant for narrative games and games-mastered
scenarios. So when the Skaven were released, how could
we decline his offer to write and GM us a bespoke
scenario, pitting Skaven player against Skaven player
against the world! But, no sooner had he deposited his
new scenario on White Dwarf’s doorstep, than Jeremy
vanished with a puff of smoke and a melodramatic swirl of
his cloak, retreating to Clan Eshin’s hidden lair across the
seas (or Baltimore, USA, the Council’s spies have yet to
determine which); which meant that we needed a stand-in
GM to actually run the scenario. Enter games developer
and all-round dastardly genius, Mat Ward (and my humble
self, to balance out his evil tendencies and add reasoned
and educated debate to Mat's mad proclamations).

The great thing about games mastering a battle is that
it's really no work at all, even though a cunning GM will
make it look like it is. But it's not, let me tell you; all you
need to do is to lurk on the edges of the battlefield and

occasionally check your notes, making suitable noises
(‘hmm’ or ‘aah, | see’ will do). Then, at various
inconvenient points in the battle, throw a new rule or table
into the mix (either one you've already written, or one
you've just invented, the players need never know), and be
on hand to answer/encourage the crazy schemes the
players come up with (‘Can my Night Runners clamber up
the tower?’ or "How do | stab Andy’s troops in the back?’).
But, most of the time, all you need do is sit back and enjoy
the mayhem that you've been so careful to sow...

...0r, as in this case, the mayhem that Jeremy has
sown, for one look at his scenario told us that it wouldn't
just pit the Skaven against their age-old nemesis, the
Dwarfs, but also against one another. The Skaven players
are conspiring to not only win the scenario, but also to be
more victorious than their rival general.

All we needed now was a pair of rodent-like players
with an inbuilt tendency to argue, and an equally stoic
Dwarf Lord. Enter White Dwarf's Andy Hall and Glenn
More (both long-time Skaven generals and equally long-
time bickerers) and stalwart Studio editor Graham Davey.
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Fhe p[aver that mmrols the Warlotk 5
Tower at the end of Turn 6 is declared the
winner of the game.

SCENARIO SPECIAL RI
The Warlock’s Tower: The Warlotk
Engineers set about turning the captured
tower into the housing for all manner of
nefarious contraptions. Foremost amongst
these is a warp energy generator devised
by the furious workings of several Skaven
to supply power to the enormous tunnel-
excavators working far below, but can be
manipulated into an impromptu weapon of
sorts. Of course the Clan Skryre Engineers
‘disappeared’ at the first sign of trouble, so
how it works is a mystery. But by throwing
different levers something will happen... In
the Magic phase, after distributing power
dice, the owning player must roll 2D6 on
the Infernal Chart (see overleaf).
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Controlling the Tower: To control the
Warlock’s Tower a unit must be within 12"
of it and closer than any enemy units.
Units that are fleeing cannot control the
tower. A unit occupying the Warlock’s
Tower counts as being ‘closer’ to it than
any unit outside.

Skaven Reserves: At the start of each
Skaven turn after the first, both Skaven
players can roll a D6 for each unit. On a
roll of 4+ the unit can enter play from
either the main gate or any part of the
western table edge within the Skaven
deployment zone. The Grey Seer’s units
can also choose to deploy first, before any
from the Warlord’s units. Units entering
play act like units returning from pursuit —
they cannot charge or march, but can
move normally. If the way is blocked and
there is no room to deploy, the Skaven
must wait until there is sufficient space to

i planned to perfection. The

_attacked the front gate on the |

\ intricate deathtraps or g‘uarded' b

] rv much loss of life, over the

three days. The Shaven assault 8
had been swift, savage, and

. ratmen had simultaneously

surface, collapsed the lower
mine workings, and penetrated
tunnels into the main )
underhalls. Even the secret
! ezits of the Dwarfs had been
" discovered and rigged with

by deadly ambushes. Whether =
. miner or warrior, the Dwarfs 3%
id not know which way to

rn — from the poisoned wind
ttacks or the wave assaults by
a living tide of Skaven. In fing
desperation, the Lord of Gri m

fought their way out of the
~ front gates and escaped with

| mountain passes. So they
4 fmah’y came to Karak Norn,
the largest of the great j

- Dwarfen strongholds of the

rey Mountains.

A fierce desire for revenge
‘burns in the heart of any
| Duwarf, even those slightly
- wronged. Although the L
chufs of the Grey Mountai
- were not rich by Dwarﬁn
tandards, the copper mines of g
Grim-Duraz had been lovingly 5
carved out of the living stone 1§
over an age. Soon the fiery
passions of the refugees
nflamed the warriors of Karak §
Norn, many of whom had also &
lost relatives to the verminous ||
. ratmen over the long centuries
 of bitter warfare. So a
. hardened army of Dwarfs, a
 brotherhood of revenge- .
E seekers, marched out of Karak
'\ Norn only a few months after
rathe fall of Grim-Duraz. They
\ would retake the ancient Dwarf
“mine or die trying.

In the three months since

mrestmg the hold away from = #
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" toiled under the directing lash
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- whole of the Grey Mountains.
- Already new tunnels were
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deploy. Units that never reach the tabletop are considered
to have been ambushed, fallen victims to traps, or been
bribed by rivals.

SKAVEN SPECIAL RULES

Rival Objectives: The two Skaven armies are both
competing to be top dog. Therefore it is only natural, given
the backstabbing nature of Skaven, that a little unfriendly
competition takes place. These additional rules should only
be known to the player in question.

GREY SEER GLENIKUS

Special Objective: Grey Seer Glenikus must end the game
with the tower controlled by Skaven under his command to
claim ultimate victory.

Claimed by the Council: If, at the end of the battle, the
tower is claimed by the rival Warlord Hallscurry then the
Grey Seer can still usurp it in the name of the Council of
Thirteen if he is within 12" of the tower. The Warlord must
step down and hand all honours to the Grey Seer (who is,
of course, allowed to sneer).

The Council Favours ME: Once per game the Grey Seer
can choose to ‘usurp’ a successful reserves roll from the
Warlord's forces. Simply say so (pompously) and choose
one of your own units to place instead.

WARLORD HALLSCURRY OF CLAN MANGE

Special Objective: Warlord Hallscurry must end the game
with the tower controlled by Skaven under his command to
claim ultimate victory.

Clan Eshin Favour: Warlord Hallscurry has called in a big
favour from Clan Eshin. There is an Assassin hidden in
Grey Seer Glenikus’ unit that only the Warlord knows
about. He can only attack the Grey Seer after the battle is
over. If the Grey Seer survives the battle, the Warlord (or
any of his surviving clan) can signal the attack. Fight out a
single round of combat against the Grey Seer as if he was
in a challenge (and the Grey Seer cannot refuse or climb
atop the bell — the Assassin is ready for such gambits!).

DWARF SPECIAL RULES

Hidden Mine Workings: A secret Dwarf tunnel escaped the
ratmen’s notice. A single unit of Miners can charge on the
turn they arrive (coming in from the table edge, including
the mountainous north table edge).

The Grudge of King Forik Ferrus-hammer: Any Dwarf unit
can re-roll its Break test as if from a Battle Standard so long
as King Forik is still alive. If the unit is within range of the
Battle Standard as well it can re-roll a third time!

GCAMES MASTER'S NOTES

There would not just be a winner and a loser in this game,
but a winner, and two losers! Therefore it falls to each of
the Skaven players to make sure that not only the ratmen
won and the Dwarfs lost, but also that their force of ratmen
won! Naturally, the various hidden objectives and secret
rules — not to mention the natural inclination for Skaven
players to squabble with even the slightest provocation —
will encourage this no end. With the addition of the
delayed reserves, the chance for bickering between Skaven
fighting for the best deployment spots, and their general
mistrust of each other, it is entirely possible that the slow-
moving but relentless Dwarf army actually wins the
scenario against the more numerous Skaven!
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o5 enler from this table

THE INFERNAL CHART

2 Catastrophic Meltdown. Every unit within 12"
takes 3D6 Strength 4 hits with no armour save
allowed, distributed as per shooting. Any unit
that takes a casualty must immediately take a
Panic test. The generator no longer works.

3 Overload. The unit controlling the tower takes
2D6 Strength 4 hits, distributed as per shooting.

4 Klonk-klonk-klonk. The machine shudders and
several important-looking pieces fall off, but
nothing else happens. All remaining rolls on the
Infernal Chart suffer -1 to their total.

5 FizzzzzlePop! A burst of warp energy escapes
the tower. Roll 2D6 and the scatter dice.
Measure from the centre of the tower and place
the large round template. Any models touched
take a Strength 8 hit.

6-8  ZZaark! 1D6 bolts of Strength 5 warp lightning
streak out of the tower, hitting a single unit
within line of sight of the controlling player.

9-10 Surge of Power. The battlefield surges with
magical energy. Any dispel attempts this turn
suffer a -2 penalty. Dispel Scrolls or Runes of
Spellbreaking will only work on a D6 roll of 4+.

11 Even Bigger ZZZaaark! The same as ZZaark! but
roll 2D6 instead of 1D6. The Skaven player can
add 1 power dice to each Skaven spellcaster
within 24" of the tower.

12 Ba-oooGah, Ba-o00Gah! A fountain of magical
energy explodes upwards in a geyser. The
controlling player can place the large template
anywhere within 24" of the tower. Any models
touched by the template suffer a single Strength
4 hit with no armour save allowed. Additionally
a single Skaven spellcaster within 24" can
immediately cast any one spell automatically,
counting as rolling irresistible force.




Graham Davey: I've
recently started
painting a Dwarf army
of my own, but have
vet to field them in
great numbers, so | am
really looking forward
to this game to see
how 3500 points of
Dwarfs perform on the battlefield. Are they
really as tough as their reputation suggests?
And can these Movement 3 foot-sloggers
actually make it across the table to the
objective? I'm going to try out some of the
units I’'m thinking about adding to my own
army too, including a big unit of
Hammerers and a Grudge Thrower.

So after talking to some of the many
existing Dwarf players in the Studio for a
few tips, | set out to put together a

balanced army that would let me try out
plenty of different troop types. This
includes lots of Core troops, a selection of
war machines, Unbreakable Slayers that |
can rely on to hold a flank, Miners to
tunnel up using the special scenario rules
and Hammerers to serve as bodyguards to
my mighty Dwarf Lord, who is covered in
runes to turn him into a real combat
monster. All of this is backed up by a
couple of Thanes — one with a Battle
Standard — plus a Runelord and a
Runesmith to counter any Skaven magic.
My battle plan is pretty simple really.
In order to win | have to capture the tower
in the middle of the table, so my most
powerful unit — the Dwarf Lord and
Hammerers — will head straight for it, while
the rest of my army will do its best to hold
back the Skaven hordes and clear the way.
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King Forlk

Dwarf Lord

Master Rune of Gromril,
Rune of Resistance,
great weapon with
Master Rune of Kragg
the Grim, 2 Runes of
Cleaving, Shieldbearers.

286 points

Runelord
Master Rune of
Balance, Spelleater

Rune.
240 points
Runesmith
2 Runes of Spellbreaking.
120 points
Thane

Rune of Striking,
Rune of Resistance,
handgun, shield,
112 points
Thane
Battle Standard Bearer,
Master Rune of Stromni
Redbeard.
190 points
Dragon Slayer
Master Rune of
Alaric the Mad.
100 points
20 Dwarf Warriors
Shields, full command.
205 points
20 Dwarf Warriors
Shields, full command.
205 points
20 Longbeards
Shields, full command.
265 points
10 Thunderers
Veteran.
150 points
10 Thunderers
Veteran.
150 points
10 Quarellers
Veteran.
120 points
18 Hammerers
Shields, full command.
264 points
20 Slayers

e Giant Slayer,

7
:

Total:

full command.
253 points
20 Miners
Blasting charges, full
command, steam drill.
300 points
Grudge Thrower
Rune of Accuracy, Rune
of Reloading, Engineer.
130 points
Cannon
Rune of Forging, Rune
of Reloading, Engineer.
150 points
Organ Gun 1
120 points
Flame Cannon
140 points

3500 points
M———a———m




. Grey Seer
Shadow Magnet Trinket,
Warpstorm Scroll,
Portents of Verminous
Doom, Screaming Bell.
540 points

.

Warlock Engineer
Level 2 Wizard.

100 points

Battle Standard Bearer,
shield, Sacred Standard
of the Horned Rat.

142 points

i Chieftain
|

Assassin
Blade of Corruption.

135 points

30 Clanrats
. Shields, spears,

full command.

170 points
42 Clanrats
Shields, full command,
Warpfire Thrower.

279 points

22 Giant Rats
3 Packmasters.

90 points

20 Skavenslaves
40 points

3 Rat Ogres
2 Packmasters.

136 points
* 5 Jezzails
100 points
b*ﬁ’ Doomwheel
o 150 points

Warp Lightning Cannon
T 90 points

Total: 1992 points

Glenn More: My
strategy for conquest is
simple but not without
a few risks. It’s all
about making the
ultimate regiment, a
massive horde of
Unbreakable Clanrats,
accompanied by a
high-level magic user and a giant cursed
bell with the potential for untold amounts
of carnage. The rest of the force will be
relatively cheap, designed to be more of an
annoyance for both the Dwarfs and my
Skaven rival.

The unstoppable Clanrat unit is very
expensive, meaning that I've put all of my
eggs in one basket. However, I'm confident
it will be all but impossible to destroy, and,
as long as | keep it within 12" of the tower,

victory should be easy thanks to the
Claimed by the Council scenario rule. Just
to make sure things run smoothly and
nothing unforeseen happens to my prize
unit, the Skavenslaves will be positioned
slightly closer to the tower so they can take
any and all damage that is caused by Clan
Skryre's infernal device.

Andy’s unit of Plague Monks is a
concern should open warfare happen
between the two Skaven factions, so I'll
keep my Doomwheel close to that unit and
happily let the lightning zap them rather
than my own forces. If Andy should bare
his yellowed incisors at me about this, then
a few more bolts of lightning from my Grey
Seer will put him back in his place.
Although we need to kill the Dwarfs before
we start on each other, that's not always
the Skaven way.




-
Skaven Warlord
Dwarfbane, Shield of
Distraction, Rival Hide
Talisman.

145 points

@ Plague Priest
Level 2 Wizard, extra

hand weapon, Plague

Furnace.

287 points

Plague Priest

Plague Censer.

116 points

20 Stormvermin

Full command,

Fangleader with tail

weapon, Warpfire

* e

Thrower.
243 points
20 Skavenslaves
40 points

20 Night Runners
Night Leader.

148 points

6 Rat Swarms
150 points

20 Giant Rats
Skweel Gnawtooth,
2 Packmasters.

184 points
50 Plague Monks
Full command, Banner
of Scurrying.

385 points

mEd aE

@@ 10 Plague Censer

Bearers
160 points
Doomwheel
150 points
Total: 2008 points

Andy Hall: At last, a battlefield, filling even the doughtiest
chance to teach those Dwarf Lord with Terror. However, to fit the
Dwarf-things who scenario | really needed Hallscurry himself
really rules the caverns on the field of battle and so | went for a
and catacombs of the Warlord, tooling him up with appropriate
Grey Mountains! weaponry to fight the Dwarfs (at least on
Jeremy has obliged by paper — and some of his equipment should
writing a great scenario prove doubly useful against my Skaven
that will not only have rivals). I've armed him with Dwarfbane,
us face a mortal enemy but let me get one which not only gives him +1 Strength, but
over on fellow Skaven player, Grey Seer against Dwarfs allows me to re-roll failed
Glenikus. And, as every Skaven player will To Wound rolls and is Armour Piercing as
tell you, nothing makes our whiskers twitch well, He was placed in a solid unit of
more than the chance to increase our Stormvermin. My other major unit is a 50-
standing at the expense of other rat-kin. strong horde of Plague Monks. These will
With all this in mind | set to work march towards the Dwarf lines, absorbing
designing an army list that could smash any shooting aimed at it and then hitting
aside the Dwarfs and lead me to victory. | like a hammer blow with the aid of the
dithered about getting a Vermin Lord as Plague Priest atop the dread Plague
they are an awesome presence on the Furnace. This is going to get nasty!

R
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RAT LINES

Andy deploys his

Night Runners in
the Warlock’s Tower,
hoping that their slings
and knives can keep it
from both the Dwarfs
and Glenn!

The Grudge

Thrower launches
a stone at the Plague
Furnace but misses,
hitting the Plague
Censer Bearers
instead. Two of the
foul Skaven are slain.

The Dwarf

Cannon manages
to hit both of the
Doomwheels with a
single, well-guessed
shot by the Engineer.

The Grey Seer

miscasts as he
attempts to cast
Scorch on the unit of
Dwarf Warriors,
inflicting a wound on
himself instead.

Andy’s careening

Doomwheel fails
to restrain itself, and
ends up unleashing a
burst of warp lightning
at the closest target —
Andy’s own unit of
Plague Monks!

Glenn's

Doomwheel
misfires, heading
straight towards his
own gunline,

The Warplock

Jezzails open fire
at the Organ Gun,
destroying the

accursed war machine.

The Warp

Lightning Cannon
overshoots the
Trollslayers, exploding
amidst the Thunderers.
The surviving crew of
the Organ Gun are
slain as well.

raham deployed first, concentrating

his forces around the hill in the

corner of the board, his artillery in
prime position at the top. Andy won the
dice-off to see which of the Skaven forces
deployed next, and the first bickering of
the game started soon after, with Glenn
squealing that his rival was stealing all the
best bits of the deployment zone. Andy
staked his claim to the centre of the board,
anchoring his battleline around the huge
unit of Plague Monks and the Plague
Furnace. Glenn deployed his large unit on
the extreme right, hoping to roll up
Graham's flank, and his artillery behind
Andy’s left flank, giving him a clear shot at
the Dwarfen lines. Andy deployed a unit of
Night Runners in the tower, claiming it for
Warlord Hallscurry, and all that Glenn
could do was deploy a unit of
Skavenslaves right next to it.

Surprising everybody, Graham began
his turn by advancing with his battleline,
beginning the long walk towards the tower.
The Longbeards and Warriors faced off
against the Plague Monks, whilst the
Hammerers and the second unit of
Warriors hastened towards the tower,
hoping to reach it before the Screaming
Bell reached them. As they advanced the
Dwarfen artillery provided covering fire.

A stone from the Grudge Thrower arced
overhead, ploughing into the cloud of
fumes surrounding the Plague Censer
Bearers, slaying two of the maddened
Skaven. The cannon crew took careful aim

¢¢ Why did we deploy them in front of the cannon?”

NIGHT RUNNERS
IN THE TOWER

Andy: | won the roll for deploying first and
placed the Night Runners in the tower. |
was tempted to put the Stormvermin and
Warlord Hallscurry in there, but after
studying the Infernal Chart | thought it
would be better to have the cheaper and
more dispensable unit in control of the
tower. The Stormvermin could then enter
the board in a more supporting role,
heading off any attacks against the tower
with a well-timed flank charge. Here’s
hoping the Night Runners put up a fight.

“Because we were too busy squabbling to notice! 929
— Grey Seer Glenikus and Warlord Hallscurry get their squabbling in early.

at the pair of Doomwheels, and their shot
was true. The cannonball struck the ground
right in front of the closest Doomwheel,
before bouncing through both of the
contraptions. Each Doomwheel was
damaged, but the pilots kept control.

The ratmen’s turn began with more
bickering amongst the Skaven generals,
with Glenn urging Andy to use his Banner
of Scurrying to close the Plague Monks
with the Dwarf lines. Andy was wary of
Glenn’s motives, as he didn’t want the
extra movement to bring him into charge
range of the Dwarfs, nor did he want to
sustain 2D6 S2 hits. The Skaven line
skittered forwards as one, advancing on the
Dwarfen lines as a chittering mass.

The Magic phase began with a surge of
power from the warp generator atop the
tower, sending the Winds of Magic into a
flux and interfering with the Runesmiths’

attempts to strike their Runes of
Spellbreaking. The Screaming Bell was
struck, but the first peel of the game was
only a result of a 6, allowing all Skaven
within 24" to re-roll failed Leadership tests
until the end of the turn. The remainder of
the Magic phase continued in that
desultory vein, with the Grey Seer’s Warp
Lightning failing to wound the Flame
Cannon, and his attempt to cast Scorch
resulted in a miscast, wounding him as the
baleful energies coruscated over the
surface of the bell. Both Plague Priests
failed to cast their spells, so the Runesmiths
had no need to recourse to their pool of
dispel dice to prevent the paltry Skaven
sorcery, this turn at least.

In the Shooting phase, the Skaven
unleashed some of their crazier arcane
technology. Both Doomwheels were still
dangerously close to the Plague Monks,
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and any lightning discharge risked striking
the Clan Pestilens footsoldiers. Andy's
Doomwheel attempted to restrain itself
from firing, but failed, its lightning striking
down three Plague Monks. Glenn had no
such compunctions and let rip with his
Doomwheel, but cruel irony struck him
down for his underhanded ploy and it
misfired, the insane contraption careening
backwards straight towards the Jezzails.

Heedless of the danger rapidly
approaching, the Jezzails let rip at the
Organ Gun, hitting it three times and
destroying it in a volley of bullets. The
Warp Lightning Cannon was unleashed at
the Trollslayers, but overshot spectacularly,
exploding amidst the Dwarf gunline on the
hill. Two Thunderers and two of the Organ
Gun'’s former crew were slain, and the
smell of burning fur and beard alike drifted
across the battlefield.

SNIPER TRAINING

Graham's artillery fire proved to be particularly accurate with its first
salvo of the game, prompting the Skaven players to wonder whether the
Dwarf Engineer had trained as a sniper. The Dwarf Cannon landed right in
front of the first Doomwheel, the bounce taking it through both.

h
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RAT-STABBING

Glenn: Andy was quite put out that
I had deployed my Doomwheel
next to his Plague Monks so when
it fired lightning bolts they

} would earth into them for the

first few turns as the closest unit.
The Shooting phase came and Andy
attempted a Leadership test to restrain
from unleashing the warp lightning on his
own unit. | had no such compulsion and so
unleashed the bolts without a moment’s guilt!
However, to Andy’s unabashed joy, | got a misfire result
when rolling for the Strength of the lightning, which sent it out of
control and heading in the opposite direction, towards my Jezzails.
Maybe the Horned One was trying to tell me that we should be
concentrating on the bearded-things instead. Although a quick glance
-at Andy told me that revenge was already being planned...




OR WHOM THE

(SCREAMING) BELL TOLLS TURN 2

:;;’;;?j’;ﬁ:’:ifﬁ%i‘ﬁ;‘fﬁw‘;ﬁh‘”F" from Graham as the Miners failed to
arrive. The Slayers hurled themselves
forwards and the Hammerers and Warriors
continued their advance towards the tower,
but the centre of the Dwarf line not only
held firm, but took a couple of steps back
from the Plague Furnace.
The Dwarf Shooting phase began with
the Organ Gun missing its target, but the
Flame Cannon was more accurate, hitting
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The Doomwheel carreens into the T he Dwarf turn began with curses

|

- Andy: We shll had the small
matter of Graham'’s Dwarfs to
" destroy before we could turn on
each other and so some insincere
| platitudes were needed to calm
F the Skaven alliance and stop
internecine war breaking out too
l early. Even so, | was still smarting from
| Glenikus’ cheap-shot attack with his
| Doomwheel, despite it back-firing.
| The Screaming Bell then rang out and caused
| the tower to unleash D6 bolts of warp lightning.
E This presented a perfect opportunity to get my own
| back. Yes, I could have sent it the Dwarfs’ way, but the spite
'. in me was too great so | targeted Glenn’s Doomwheel. This way |
iﬂ' could get my revenge but blame it on an accident (actually caused by
(g Glenn's Screaming Bell) and not openly jeopardise the alliance.
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the large Clanrat unit. The Warlock
Engineer in the unit quickly scampered out
of the way, pushing a hapless Skaven into
the flames in his haste to avoid danger —
not so much ‘Look Out Sir!" as ‘Get Out of
My Way!’ Three Skaven Clanrats were
incinerated in the blast. Elsewhere the
Dwarfen Engineer couldn’t repeat the trick
from last turn, the cannonball bouncing
just short of the Doomwheel. Most of the
rest of the Dwarf gunline opened fire at the
Doomwheel too, but either failed to hit or
wound it. The second unit of Thunderers
took aim at the Plague Furnace, managing
to wound the construct once, yet it
continued to creak inexorably onwards.

In stark contrast to the Dwarf reserves,
almost all of the Skaven reinforcements
swarmed out of the tunnels at the start of
the turn. The only unit that failed to turn
up was Greyseer Glenikus’ unit of Clanrats
with spears, but Glenikus squeaked loudly
and proudly and usurped Hallscurry’s
Stormvermin, forcing both the elite Skaven
and the Warlord himself to wait. The
Skaven rolled forwards across the
battlefield, Andy’s Doomwheel slamming
into the front of the Longbeards, whilst the
frothing Plague Censer Bearers hurled
themselves at the Trollslayers.

The Magic phase began somewhat
underwhelmingly, the warp generator
emitting a loud ‘klunk klunk klunk” and a




cloud of steam, but little else. A moment
later, however, the Screaming Bell emitted
a deafening peel as Glenn rolled a double
6. All war machines on the table suffered a
hit, and the Flame Cannon was destroyed.
In addition, every building within 18" of
the bell — including the tower — would be
destroyed on a roll of a 5+, which Glenn
duly rolled. However, we decided that it
would be more fun for the Screaming Bell’s
unholy utterings to have another effect on
the tower, triggering a further roll on the
table. Andy rolled again, and this time the
generator spurted violently into life with a
loud ‘zzaark!” Looking to exact revenge
upon Glennikus’ overeager attempts to kill
his ally’s men, Hallscurry directed the
lightning against the Doomwheel, but if
anything the electricity seemed to
empower the infernal contraption. The
hapless Night Runners skulking in the
tower were less fortunate, and six were
crushed by the masonry crumbling all
around them.

To make matters worse, the Plague
Priest atop the Plague Furnace then miscast
whilst attempting to cast Cloud of
Corruption, inflicting a wound to every
model in base contact — unfortunately, the
Plague Furnace has a rather large base, and
ten Plague Monks died to the magical
backlash. After this (self) destructive start to
the Magic phase, it was all the Skaven
spellcasters could do to cast another spell,
let alone inflict any damage to the enemy.
So much for the supposedly fearsome
Skaven magic — at the hands of Glenikus

| END OF TURN 2

and Hallscurry it had inflicted more harm
than good. Clearly the Horned Rat was
displeased with these two servants.

Whether he had learned his lesson
from last turn, or whether he didn’t fancy
shooting at his Jezzails, Glenn restrained
his Doomwheel from shooting this turn.
Andy’s Doomwheel, engaged with the
Longbeards, unleashed the full power of its
lightning, killing two. The Plague Monks
swung their giant censer out towards the
nearest unit of Warriors, the clouds of
choking fumes hitting fifteen and killing
seven Dwarfs. Glenn’s shooting had
similar, if more modest, success, the
Jezzails killing one of the Handgunners,
and his Warp Lightning Cannon killing a
Thunderer and the Dwarf Cannon. Thanks
to the Skaven bombardments, the Dwarf
artillery was now looking heavily depleted.

In the thick of the Dwarfen lines, the
impact of the Doomwheel slew two
Longbeards, and the twelve attacks from
the swarms of rats that provided it with
motive power managed to kill another two
Dwarfs. The Doomwheel lost the combat
to the sturdy unit, but stayed put.

Elsewhere the Plague Censer Bearers’
fumes were proving almost as dangerous to
the Skaven as to the Dwarfs, with two of
the plagued ones succumbing to their own
vapours, whilst three Trollslayers found an
inglorious end to the foul stench. Four
more Trollslayers died beneath the frenzied
Skaven’s flails, and the frothing Plague
Priest cut the Dragonslayer down in a
furious challenge.

Arrow Key F
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THE GM

SQUEAKS

Andrew: This turn began
with some prize bickering,
with Glenn usurping one
of Andy’s reserve rolls for
his own. You could hear
the squeals of indignation
all the way across the
Studio! When Glenn
rolled the deafening peels
result for the Screaming
Bell, there was a real risk
that it would destroy the
objective for the game,
the Warlock’s Tower.
We’d had a chat about
this happening before the
game, and all agreed that
for such a great
centrepiece to be
destroyed so early in the
game would be a bit of a
letdown (especially when
it has the potential to
wreak such havoc!). So
instead we said that any
result that destroyed a
building would instead
trigger a roll on the
Infernal Chart, as the
resonations interfered
with the device. If the bell
threatened to destroy the

| tower a second time, then

the tower would finally
collapse and be destroyed.
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HE CHITTERING
HORDES DESCEND

ith a rumble of collapsing
earthworks, the Dwarf Miners
emerged behind the Skaven

battlelines and charged straight into
combat with the Warp Lightning Cannon.
The hapless Skaven crew had little choice
but to face the mattock-wielding Dwarfs.
The rest of the Dwarfs held off charging,
giving themselves one final turn of shooting
the Plague Furnace before it crashed into
their lines. The Hammerers continued their
march towards the tower, closing on the
key objective.,

‘ ‘ I want to move there!”
“Well you can't, my models are there! ’,

Clearing away the debris that
concealed their hidden mine
entrance, the Miners charge into
the open, their eyes fixed firmly on
the Skaven gunline.

— the Skaven plan continues apace

In the Shooting phase the Grudge
Thrower unleashed another rune-inscribed
stone into the air, this time pitching it at
the Screaming Bell. The rock clattered off
the bell, damaging the bell and slaying two
Clanrats. The Grey Seer scarpered behind
the bell and was unharmed. Fortunately for
all concerned, Glenn made his ward save
for the bell — had he failed, the Strength of
the stone was high enough to ring the
Screaming Bell, potentially proving
devastating to either side!

Every Dwarf who could then opened
fire at the Plague Furnace. Six shots hit,
wounding both the Plague Furnace itself

- and the Plague Priest riding atop it. Whilst

the Plague Furnace was sturdy enough to

TURN 3

survive the blows, the Plague Priest was
not so lucky and tumbled from the top,
stuck full of quarrels.

In combat the Doomwheel managed to
kill another Longbeard, but this time failed
its Break test and fled. The Dwarfs
restrained, readying themselves to charge
into the flank of the Plague Monks next
turn. Another Trollslayer succumbed to
poisonous fumes, and the strikes from the
Plague Censer Bearers and Plague Priest
claimed another six Dwarfs. So far, the
ratmen had denied the Slayers any chance
to strike back! Elsewhere the Miners
destroyed the Warp Lightning Cannon.

The last of the Skaven arrived, with
Warlord Hallscurry deigning to make an
appearance on the battlefield at last, to
make sure the Skaven victory was all going
to plan. At the same time as he arrived, the
Skaven line charged into combat. The
Clanrats pushed the Screaming Bell into a
unit of Dwarf Warriors guarding the Dwarf
flank, whilst the Plague Furnace and the
Plague Monks thundered into the centre of
the Dwarf battleline. Andy's Doomwheel
rallied, whilst Glenn’s Doomwheel
continued to move around the left flank.

The highlight of the turn was when the
Skaven generals almost came to blows in
real life! Distracting Andy, Glenn leapt to
the other side of the board and moved his
Giant Rats and Clanrats in such a way that
Andy’s own Giant Rats were blocked from
reaching the tower. The wily Grey Seer
now had it surrounded with his own rats!

Sparked back into life by the dread
tolling of the bell last turn, with a ‘zzaark!’
sound the warp generator discharged three




blazing bolts of lightning that earthed
through the nearby Hammerers unit. Two
of the King’s Bodyguard fell to the blast.
The Screaming Bell tolled once more, a
Scorch spell began to be cast by its
sonorous droning. The Dwarf Runelord
cast his runes, however, and the magic
dissipated. Spurred on by the sound of the
bells growing ever-louder, the Grey Seer
attempted to cast the most potent of spells
— the Dread Thirteenth Spell — but his
concentration was broken as the bell
lurched into combat and the spell failed.

No sooner had it turned from its flight,
than Andy’s Doomwheel misfired,
wounding itself four times. Glenn’s
Doomwheel, trundling dangerously close
to the Skaven lines, restrained itself again.

The Close Combat phase began with a
surprise for the Dwarf Runelord engaged
against the giant unit of Clanrats, as a
Skaven Assassin appeared right in front of
him, attempting to slice him in two.
Unfortunately for the Skaven, the Runelord
was a tough old Dwarf and remained
unperturbed (and unharmed), wounding
the Assassin back with his runestaff.

The impact of the Screaming Bell
wreaked more havoc, crushing four Dwarfs
beneath the impact of its iron-shod wheels.
The Battle Standard Bearer and the Rat
Ogre ringing the bell proved less effective,
missing the Dwarfs in front of them, but the
Dwarfs failed to wound in return. The
Dwarfs lost the combat and broke, but the
re-roll granted them by the King's ancestral
grudge meant they stayed put.

At the opposite end of the battleline,
the Plague Furnace collided with the
Dwarfs, rusting metal and rotten woodwork
threatening to give way as the Plague

RAT-STABBING

Glenn: After stopping Andy from
bringing on Hallscurry last turn |
knew he was keener than ever to
get the Stormvermin into prime
position. Just before the Skaven
Movement phase started | blocked
Andy’s route to that side of the
gaming table with some chairs, allowing

E

.

Rp—— L

Monks heaved it into position. Two Dwarf
Warriors died to the combination of impact
hits and choking fumes, although the
Plague Monks themselves proved unable to
wound the beardlings. The Thane struck
back at the furnace, wounding the infernal
device. As the Dwarfs breathed a sigh of
relief that the impact was over, the Plague
Monks gave the signal and let go of the
chains holding the giant censer in place,
the huge ball of rusted iron crashed down,
killing another Dwarf. The Dwarfs
threatened to flee, but the Grudge of King
Forik kept them standing firm.

Only a single Slayer fell to the Plague
Censer Bearers and the Plague Priest
missed with all of his attacks. The
Trollslayers, itching for an opportunity to
strike back, cut three of the Pestilent
Monks into pieces. All across the
battlefront the impact of the Skaven charge
faltered in the face of Dwarfen stubborness.

me to move my units first. As Andy desperately
climbed over the furniture | was busy putting my

regiments in the best positions. This game was literally
getting physical! Even when Andy made it to the table a cunnlng
use of my elbow prevented him getting Skweel Gnawtooth and his

# mutated rats down in the desired area - infuriating him further!
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| ASSASSIN!

With an ‘a-ha!’ and a
swish of his cloak,
Glenn’s Skaven
Assassin revealed
himself in the midst of
the Clanrat unit,
leaping upon the
Runelord and
attempting to gouge
out the Dwarf’s eyes.
Skaven Assassins are
bought as Heroes, and
can be deployed
secretly into any
Skaven infantry unit,
revealing themselves at
any point. With Always
Strikes First and a WS
of 8, not to mention
the ability to be tooled
up with both magic
items and Clan Eshin’s
various artefacts of
death, a well-placed
Assassin (or three)
should be enough to
deal with most enemy
characters. Although,
as Glenn proved, no
amount of Clan Eshin
trickery or deception
can compensate for
rubbish dice-rolling!
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RAT LINES

The Hammerers
charge into
combat with the
\ Night Runners in the
Warlock’s Tower,
sending them fleeing.

The Miners charge

the Jezzail teams,
who flee in the
opposite direction.

A rock from the

Grudge Thrower
hits Skweel’s unit,
slaying a Packmaster
and five Giant Rats.

The Thunderers

fire at both of
the Doomwheels,
wounding Glenn’s and
destroying Andy’s.

The Plague

Furnace’s giant
censer is dropped on
the Dwarfs, crushing
four of them.

The Giantslayer

issues a challenge
to the Plague Priest,
but neither manage to
wound the other.

hose Dwarfs who had yet to be
I engaged in melee hefted their axes

and threw themselves forwards to
support their stalwart comrades, the King
leading the Hammerers against the gates of
the tower itself, whilst the Longbeards
charged into the flank of the Plague
Monks. Even the Flame Cannon crew,
bereft of their beloved war machine and
eager for vengeance, joined in, charging
the large unit of Clanrats. The Miners
continued to roll up the Skaven gunline,
the Jezzails fleeing in panic rather than
face the angry Dwarfs.

In combat the Assassin stabbed at the
Runelord once more with his Blade of
Corruption, the weeping blade doubling
the single wound caused to two. The Battle
Standard Bearer and the Rat Ogre slew two
more Dwarfs, but all the Dwarfs could do
back was wound the Skaven Battle
Standard Bearer. The Dwarfs could not
stand against the tide of Skaven and fled,
the Skaven running them down.

The Longbeards waded into the fight
with the Plague Monks, axes swinging back
and forth, slaying three of the vermin. The
Plague Monks did little back, although the
vapours from the Plague Furnace killed a
Dwarf and the giant censer slayed a further
four. The Dwarfs won the melee, but the
Plague Monks are Unbreakable.

King Forik battered on the door
of the tower, his Hammerers taking the
fight to the Night Runners in the Dwarf-
hewn corridors. In such confines, where
the weight of numbers mattered not, the
Hammerers easily defeated the Skaven,
who turned tail and fled.

In the Skaven turn, the Jezzail Teams
and the Night Runners managed to rally,
turning back to the battlefield with their
tails between their legs. Both Warpfire
Throwers angled themselves for a shot at
the tower, whilst the Doomwheel rolled
into the Trollslayers, hoping to
destroy the last of the orange-
haired beardlings.




An unholy wall of sound began to
emanate from the Screaming Bell, granting
any units in range with a bonus attack.
Both the Grey Seer and the Warlock
Engineer successfully cast spells — Death
Frenzy and Howling Warpgale respectively
— but both were swiftly dispelled by the
Runesmith. Glenn tried to convince
Graham that letting Death Frenzy through
would hurt Andy more than it would
Glenn (Death Frenzy inflicts wounds on a
friendly unit, but grants them Frenzy), but
Graham remained unconvinced of the
Skaven player’s sincerity.

The Shooting phase was marked only
by the detonation of Andy’s Warpfire
Thrower, and the Doomwheel killing the
Trollslayers by zapping both a Giant Slayer
and a Plague Censer Bearer, Combat was a
distinctly bloodier affair, with another two
Plague Monks and Dwarfs dying to the
Plague Furnace’s foul gases. Despite
fourteen hits on the Longbeards and
Warriors, none managed to get through the
Dwarfs’ armour, the Dwarfs slaying three in

return. The combat ended in a draw
and crawled on for another turn.

BRING FORTH THE WARPFIRE!

As the Hammerers prepared to defend the tower, the Skaven brought
forth a pair of Warpfire Throwers! These foul devices hurl a gout of
warpstone-tainted flaming pitch at the enemy, inflicting a S5 hit on
any model their template hits. They’re equally effective against the
occupants of buildings too, inflicting D6 hits on any unit inside when
burning pitch pours through the windows. Unfortunately, Glenikus’
device killed a single hapless Hammerer, and Hallscurry’s Warpfire
Thrower was assembled incorrectly, setting fire to the fuel tank. The
Skaven ran in a random direction — straight towards Warlord
Hallscurry himself! Seven of his Stormvermin bodyguards perished in
the flames. Words would be had with Clan Skryre...

JHOdHY A'1LLVYI

RATS LEAVING
A SINKING SHIP

With an almighty

battlecry of ‘Grim-Duraz!’

the Dwarf King and his
| bodyguard fought clear of
| the Skaven lines and
charged the Night
Runners who had claimed
the tower for Warlord
Hallscurry. The Night
Runners peered out
nervously, unsure whether
they could (or wanted to)
hold firm against the elite
Dwarfs pounding at the
gate. Sure enough, the
musk of fear was quickly
sprayed as the Hammerers
battered down the doors
and killed seven of the
Night Runners - the
narrow corridors proved
to be too confined for the
nimble Skaven to dodge
| out of the way - the
| surviving Clan Eshin
fighters scrambling out of
the windows to escape,
| like rats leaving a
| sinking... err, tower? (I'm
| not sure this analogy
holds water... — Ed)




NUMBER 13

Skaven magic is divided
into two lores of six, but
there is a fabled thirteenth
spell known only to the
most powerful of seers, a
spell so potent that it has
no name. It is the Dread
Thirteenth Spell, and it
has the highest casting
level in the game (25+).
The reason for this is the
effect of the spell, causing
4D6 wounds to an
infantry unit within 24".
If the number rolled is
higher than the number of
models in the unit, then
the unit is instead
replaced with a unit of
Clanrats. With such a high
casting value, it's no
surprise that Glenn failed
to cast it during the battle
— it could have been a
game winner if he had.

The Plague Monks and the Plague
Furnace prove to be nigh-on
indestructable, holding firm against
everything the Dwarfs could throw
at them.

BEARDED_THINGS!

hilst the frontlines remained a
mire of Clanrats fighting
Clansmen, the Skaven rear had

been thoroughly routed by the appearance
of the Dwarf Miners. The doughty Dwarfs
charged the Warplock Jezzails again, once
more sending them fleeing in panic back
towards the mine entrance, their long-rifles
dragged behind.

The Grudge Thrower — the lone
surviving artillery piece - hurled a rock at
the Skavenslaves lurking near the tower,
slaying nine and sending them scurrying
for their burrows. The Thunderers opened
fire at the remaining Doomwheel, but
failed to wound it. The Quarrellers proved
their skill to their kinsmen, felling it with a
volley of bolts.

Because the Dwarf King Forik Ferrus-
hammer and his closest bodyguards were
now in control of the tower — and no doubt
frantically trying to work out how to stop
the infernal machinery from working — it
was Graham who had to roll for the effects
of the machinery. Graham appealed to the
GMs that he didn’t want to activate the
machinery, but we decided that, this turn
at least, they were powerless to stop the
device from working as they had only just
finished with the Night Runners. The warp
generator was still whirring frantically
away following four turns of Skaven use

TURN 5

and would take a goodly amount of time to
slow it down. Graham was right to fret
about the device, for it overloaded with
power, slaying one of the Hammerers.

The last of the Dwarf Warriors
succumbed to the stench from the Plague
Furnace, leaving only the Thane left in
combat with the festering war engine itself.
The Plague Monks slew two of the
Longbeards fighting in their flank. In return,
the Dwarf Thane struck down the Bringer-
of-the-Word, the Runesmith and the Battle
Standard Bearer killed two Plague Monks
and the Longbeards killed another one.
Although the Dwarfs won the combat, the
presence of the unholy pulpit that is the
Plague Furnace made the Plague Monks
Unbreakable, meaning that they would
have to kill every single Plague Monk if
they wanted to defeat them.

Warlord Hallscurry began the fifth
Skaven turn by attempting to make amends
for losing the tower to the Dwarfs, leading
his Stormvermin in a charge against the
tower (or, at the very least, directing the
charge from the back). Elsewhere the
Skavenslaves managed to rally (in spite
of their pitiful Leadership) whilst the
Warplock Jezzails kept on running for the
tunnels, intent on reaching home first so
they could point the finger of blame on
someone else.




In the Magic phase the Screaming Bell
tolled once again, this time emboldening
the Skaven fighting across the board. With
a gesture of his bony arms and a dry,
wracking laugh, the Grey Seer attempted to
cast the Dreaded Thirteenth Spell, even
going as far as to ingest an entire balefully
glowing lump of warpstone to help him do
so. Oh how the Skaven would have
chuckled had the Grey Seer succeeded in
turning the Dwarf King and his Hammerers
into Skaven Clanrats — not least because
Glenikus would then have been in control
of the tower — but it was not to be, and the
casting value of 25 was missed... albeit
only just!

The fumes from the Plague Furnace
were now only harming the chosen of Clan
Pestilens, as the Longbeards were staying
safely away from them by fighting in the
unit’s flank, and the only Dwarf still
fighting the Plague Furnace itself was the
Thane, who was slain by a Plague Monk in
a flurry of flail and fur. The Plague Monks
had trouble slaying any of the sturdy
Longbeards, but the Dwarfs had no trouble
fighting back — the Runesmith killed a
Plague Monk, and the Dwarf Battle
Standard Bearer cut down another two.

Warlord Hallscurry and his
Stormvermin attempted to storm the tower,
although storm was probably too strong a
word — instead they used subterfuge,
Skaven cunning and a previously built
secret entrance to the tower to gain
entrance, clashing with the King and his
Hammerers in the depths of the tower.

| END OF TURN 5

Hallscurry led ten of his best rats through
the secret entrance, falling upon the
Dwarfs on the winding stairs within. King
Forik and nine of his Dwarfs stood in their
way, but the Skaven almost came out on
top. In a rare display of Skaven courage,
the Warlord squeaked a challenge to King
Forik Ferrus-hammer, who was less than
noble in return and shoved the Gatekeeper
(the Hammerers’ champion) forwards. The
Gatekeeper was cut down with three swift
slashes from the Skaven’s blade, the Dwarf
writhing in agony from the Dwarfbane
poison that coated the Warlord’s weapon.
Inspired by his savagery, the Stormvermin
cut down three more of the Dwarfs and the
Stormvermin Fangleader’s tail blade
swishing round to cut the throat of a Dwarf
from behind. In return, King Forik could
only kill a single foul Stormvermin.

As combats fought in buildings are
decided only by the number of wounds
caused on each side, the Skaven won the
combat and King Forik’s claim to his
ancestral home suddenly hung in the
balance for the Dwarfs. Graham made
everybody’s hearts leap into their mouths
as he rolled an 11 for his Break test, until
he remembered that the King's grudge gave
him a re-roll in the same manner as a
Battle Standard Bearer — this time he rolled
a 10, and only the Dwarfs’ Stubborn nature
kept them from failing a second time!
Wavering only for the briefest of moments,
the Hammerers held firm and drove the
Skaven Warlord and his Stormvermin back
to the walls.

A POX ON ALL
YOUR HOUSES!

Perhaps the unit that had
performed best of all the
Skaven so far was the
huge unit of Plague
Monks, which got stuck
into the Dwarf lines early
on in the game and kept
pulling more and more
units into the melee,
refusing to budge no
matter how much
punishment it took. The
reason for this wasn’t just
its size (although 50 -
Plague Monks of any

stripe are going to be hard

to get rid of), but the

presence of the Plague

Furnace. The Plague 3
Furnace makes the unit ?’K
pushing it Unbreakable, ;
meaning that every one of

them has to be slain in 1
order to get rid of the
unit. The Plague Furnace %
also adds to the oomph of
the unit in other ways,
such as slaying the enemy
with its toxic fumes
(probably the single
largest cause of Dwarf
casualties in the game so
far) and its huge wrecking
ball of a plague censer. Of
course, the Screaming Bell
makes a unit Unbreakable
too, but when it comes to
creating a real monster of
a Skaven unit in close
combat, the Plague
Furnace is hard to beat.
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TIDE OF VERMIN

he final Dwarf turn began with little
I in the way of movement, as most of

the Dwarf army was either engaged,
entrenched or dead. The Dwarf gunline,
with the exception of the artillery,
remained largely intact and continued to
rain fire down on the Skaven hordes
below. The Grudge Thrower — still in one
piece and firing from the back of the Dwarf
lines, after all this time — missing the Rat

44 What do you want me to do?”
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\ Die! I want you to die Mr More! )9

e Skaven generals reach an understanding at last.

Ogres with a huge stone, scattering onto
the nearby Clanrats instead, squashing
three. The Handgunners opened fire at the
Plague Censer Bearers, finally finishing the
Plague Priest and his diseased minions off.

When it came to the Magic phase, the
GMs decided that after three turns of
occupation, the Dwarfs inside could
disable the Skaven’s infernal contraption —
if they wanted, of course. We attempted to
tempt Graham to try to turn Clan Skryre's
fell artifice on themselves, but he remained
resolutely opposed to Skaven technology of
any kind.

In combat the Dwarf Thane killed
another three Plague Monks — slowly, but
surely, the Dwarfs were wearing Clan
Pestilens’ finest down,

In his own turn, Warlord Hallscurry
launched a renewed assault against the
pesky Dwarfs entrenched in the tower,
determined to drive them out at the last.
Skweel Gnawtooth’s Giant Rats and the Rat

| END OF GAME

TURN 6

Ogres finally entered the fray too, charging
into the rear of the regiment of Longbeards.
The Jezzail teams continued to flee,
heading for home before the Miners could
catch up with them.

In the Magic phase the Screaming Bell
rang out with a single, deafening peel,
threatening to shake the very foundations
of the tower. As we had decided earlier in
the game, a second deafening peel could
destroy the tower — a great result for the
Skaven, as it would enable Hallscurry to
bring his numbers to bear against the
Hammerers, overwhelming them in the
press of melee. Sadly, Glenn only rolled a
2, and the tower remained upright.
Hallscurry would have to do it the hard
way and put himself in harm’s way inside
the building itself — perhaps exactly how
the Grey Seer intended it.

The Rat Ogres killed two Longbeards,
and the sixteen attacks from the Giant Rats
killed another three. Skweel, ignoring
armour saves, struck another one down
with a crack of his bullwhip, and the
Longbeards finally broke, caught by the Rat
Ogres as they fled.

In the tower, Hallscurry’s Stormvermin
did battle with the Hammerers and their
King once more. Again the Warlord issued
a challenge, and this time the King was
proffered forwards by his shieldbearers,
swinging wildly with his axe. The Warlord
struck first, wounding the Dwarf Lord
twice, but the King's gromril armour saved
both wounds. King Forik struck back, and
even though the Warlord's Rival Hide
Talisman forced the Dwarf to re-roll
successful hits, he still wounded the
Skaven twice. The Stormvermin slew four
Hammerers, and the Dwarfs killed two in
return, resulting in a draw!




SKWEEL!

Although it took him most of the game
| to manoeuvre his rag-tag army of rats
into position, Skweel Gnawtooth
finally charged into the rear of the
Longbeards this turn. Skweel is unique
amongst Packmasters in that he
doesn’t force his rats into battle with
whip and blade, but guides them as
friends! This has several advantages on
the battlefield, giving his Giant Rats a
random mutation at the start of the
game. He is also mean in combat, able
to use his whip from the rear rank, as
well as his weapon that allows him to
ignore armour saves.

Andy: With Hallscurry failing to
force the Dwarf King out of the
tower it looked like the Skaven
were going to lose the battle.
Therefore it is time for
recriminations and to place the blame
firmly on the incompetent Grey Seer.
Twice he tried to cast the Dreaded Thirteenth
| Spell and failed miserably. His Screaming Bell also
| had a chance to destroy the tower on a roll of 5+
not once but twice and he couldn’t even manage that.
Having had enough of the Grey Seer, any pretence
at a harmonious alliance was dropped and I called in my Clan Eshin
favour. An Assassin uncloaked himself from his hiding place under the
bell, leaving the Skaven wizard no place to hide. I needed to cause
two wounds to kill the Grey Seer. My Assassin struck hard but could
only injure the Grey Seer once before being forced to flee. Oh dear,
1 may well have just incurred the wrath of a very powerful Skaven
sorcerer — best scarper quick-quick!

it

| THE RESULT

1E So, as the final peels from the Screaming Bell echo out across the

| battlefield, the Dwarf King and his elite bodyguard remain in control
of the tower for now. But what of his proud host? Gazing off the
battlements of the tower, all he can see are endless chittering hordes

of malevolent ratmen, each of them returning his gaze with hatred in
. their hearts. A Dwarf victory, but at what cost?

| DWARFS WIN




THE GM SQUEAKS

the long-term, however...

———"

GRIM-DURAZ RECLAIMED

Graham: A bold
victory, although at a
bitter cost in the lives
of my Dwarfen kin.
The horribly destructive
Skaven units did
terrible damage to my
army over the course
of the game. The
Screaming Bell wreaked havoc among my
war machines (as well as nearly destroying
the Warlock’s Tower that | had fought so
hard to reclaim!) and it was only the timely
arrival of my Miners that allowed me to
redress the balance by destroying the Warp
Lightning Cannon. The Plague Censer
Bearers tore through my Trollslayers,
leaving them little chance to strike a blow
back. The Plague Engine, with its
enormous unit of Plague Monks, was very
scary, steadily wiping out Dwarf unit after
Dwarf unit, forcing me to send
reinforcements to stop it breaking through
my lines. Fortunately for me, the scenario
meant that the Skaven really struggled to
bring all of their units into the battle. Had |

§ Andrew: Well, that game was great fun, | must say.
Packed full of all the little moments that make -
Warhammer great - valiant last stands (the Hammerers
vs. the Stormvermin), heroic duels (the Runelord vs the
Assassin) and infernal contraptions unleashed (pretty
much everything the Skaven could muster!). Jeremy’s
scenario really played to the Skaven background too,
and treachery and deception abounded around the table
right from the off, with Andy and Glenn arguing over
deployment, Glenn blasting Andy’s Plague Monks with
his Doomwheel and then Andy blasting the Doomwheel
back with the warp generator in the tower. If they’d
kept up that level of treachery, Graham would have won
the day without rolling a single dice! But that wouldn't
have made an interesting story, so luckily the Skaven
generals pulled together (with a few exceptions) and
started killing Dwarfs instead. The highlight of the game
for me was the story that developed around the tower,
with King Forik Ferrus-hammer forging a path through
the Skaven army to batter at the gates of the tower and
drive the Skaven from his ancestral home! But that
wasn't all, for Warlord Hallscurry was determined to
take it back, and nearly managed to as well! But the
stubbornness of the Dwarfs is legendary, and the Dwarf
Lord stayed put against the odds. I don’t fancy King
Forik Ferrus-hammer’s chances at keeping the tower in

And finally, onto the results: clearly the Dwarfs won,
as Graham’s King was firmly entrenched in the tower at
the end of the game. But Andy’s Warlord was pounding
at the door, making his Skaven the closest to the tower,
putting him in second place. Which means Glenn’s
Skaven were furthest away, and therefore in last place!
Il So a victory for the Dwarfs, albeit a pyrrhic one!

P

been fighting the entire horde at once, |
think I would have been utterly swamped.
As it was | could concentrate on one part
of the horde at a time, or at least that was
the plan — the huge unit of Plague Monks
proved to be a real sink. The other big
thing that went my way was the magic.
The Skaven casting rolls were absolutely
terrible throughout the whole game,
although it didn’t help that Andy and
Glenn were constantly bickering over who
got to use the power dice! There were
turns when | didn’t even have to roll any
dispel dice! In the end, my battle plan
worked out more or less as I'd intended.
My Dwarf King and his Hammerer
bodyguard pushed through to the tower
and drove out the Night Runners that were
skulking inside. However, then they had to
hold off the counter-attack by the Skaven
Warlord and his Stormvermin. Despite all
those nasty Skaven magic items, the
famous Dwarf resilience won through, and
they refused to budge an inch. The tower
will now form a bastion from where we
can attempt to retake our ancestral home.

THE
DOUGHTIEST
DWARF

Well it has to be King
Forik Ferrus-hammer,
for not only getting to
the tower but staving
off Warlord Hallscurry’s
ferocious attack. Only a
Dwarf Lord, with his
stubborn Leadership of
10, could have held.




Andy: Failure is rarely
an option in Skaven
society. When
circumstances look to
be going against you,
the tactics are simple:
prostrate yourselves
shamelessly in front of
your superiors, find
someone to blame before they implicate
you and put as much spin on your own
achievements while denigrating others. So
here goes: it was all Glenn's fault!

If the Grey Seer had been more
interested in working together against the
Dwarfs rather than petty point scoring then
there would be no need for recriminations
now! A classic example was deliberately

€€ 1t was all Glenn’s fault! 99

delaying my Stormvermin from entering
the battle, thus preventing them from
intercepting the Hammerers before they
got to the tower.

Actually, that was a really fun game of
Warhammer, and one I'll remember for a
long time. The Skaven may have not
achieved the scenario objectives but if you

HALLSCURRY TO SCURRY (AWAY)

add up victory points you'll see that the
ratmen clearly had the advantage, all but
wiping the beardlings off the table apart
from those accursed Hammerers in the
tower. Even then Graham lost the initial
combat with my Warlord and it was only
being Stubborn that kept the Dwarf King
from running with his silly beard between
his legs.

What really impressed me was the
Plague Furnace, all its great special rules
make it a very interesting model to use and
terrifying to face (that giant censer
wrecking ball is a particular favourite!) but
what has really convinced me to use it
again is that it makes the unit Unbreakable.
Having a massive unit of Plague Monks
that are not going to run until you kill
every last one is a real drain on the
enemy's resources and can free up
your other units that may
otherwise be the enemy’s prime
targets in other situations.

Playing up the banter and rivalry with a
fellow Skaven player added a very
characterful dimension to the game as we
tried to outwit each other in subtle and
not-so-subtle ways. In any case I'm sure we
can sort out our differences on the
battlefield — you haven't heard the last
of Clan Mange!
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CENSER-ED

I have a huge choice
when it comes to
nominating a best
model. It could have
been Hallscurry himself
had he got that
accursed King out of
the tower. However, |
think the award has to
go to Clan Pestilens, in
particular the Plague
Censer Bearers, who
carved their way
through the Trollslayers
like a hot (rusty) knife
through butter.
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I SMELL THE MUSK OF BETRAYAL

Glenn: Bah! In all the
years |'ve played
Skaven l've never
known my Grey Seer to
be so, well, useless! |
don’t think he managed
to cast a single spell.
He must have eaten a
different coloured
warpstone token the night before, or, as |
suspect, it was some treacherous
machination of Clan Mange!

As is so often the case with Skaven,
things didn't go to plan from pretty much
the start of the game, when my
Doomwheel misfired and was sent
zooming across the Skaven lines back
towards my Warplock Jezzails instead of
following Andy’s unit of Plague Monks.
From then on | rolled abysmally low during
each Magic phase. It didn't help having to
vie for the power dice every turn and, on
one notable occasion, Andy sneaking a
dice away and using it for some
inconsequential Plague spell before | was
even aware of what was going on!

It didn't all go Hallscurry's or Ferrus-
hammer’s way though. As predicted, the

Clanrats pushing the Screaming Bell
proved unstoppable, smashing aside the
Dwarfs that dared to hold against its
charge. The bell itself rolled some
interesting results, destroying and
wounding the Dwarf war machines and
nearly collapsed the tower on two
occasions — if only | had rolled a 5 or 6!

One of the reasons the Grey Seer'’s
magic became so muted was that in the
later turns | focused on trying to cast
the Dreaded Thirteenth Spell, a gamble
that didn’t pay off. If it had, then the
Hammerers would hopefully have turned
into mewling Clanrats under my will,
allowing me to claim the tower and win!
But | could neither roll high enough nor get
the double six needed to cast the spell.

The game was really fun to play and
Andy was a great foil for all the meta-
gaming hijinks. It will be a while before |
forget the sight of Andy desperately trying
to place his unit of Giant Rats underneath
my roving elbow!

The Skaven may have lost the battle but
their focus is on the war; you can kill as
many Clanrats as you like, but every dead
Dwarf is a victory for us!
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BEST OF THE |

WORST ‘
The Warp Lightning
Cannon is a brilliant
piece of Skaven artifice
and the new rules make
it rather devastating, as
it's treated like a
cannon now, with the
Strength and bounce
determined by the
artillery dice. To add
insult to injury the
small round template is
then placed at the end
of the furthest range!




In an age of ceaseless
army and command it

battle you must choose an
to victory, vanquishing all

before you with sword and spear, mighty war

machines or powerful

magic. Warhammer

Battalions are packed with plastic Citadel

miniatures, giving you

the basis of a starting force

or reinforcements for your burgeoning army.

BRETONNIAN BATTALION
‘product code: 99120203010

WOOD ELF BATTALION
product code: 99120204006

Bretonnians

The noble knights of
Bretonnia are the finest
heavy cavalry force in the
world; chivalrous, proud
and unflinching in battle.

Box Contents:

* 1 Pegasus Knight

* 20 Men-at-Arms

¢ 16 Bowmen

¢ 8 Knights of the Realm

UK
EURC

DENMARK
SWE/NOR

Wood Elves

From deep within the forest
of Loren, the keen-eyed
rangers and spell weavers of
the Wood Elves protect their
tree-lined borders.

Box Contents:

* 8 Wood Elf Glade Riders
* 24 Wood EIf Glade Guard
* 12 Wood Elf Dryads

UK £501
EURD £

€
DENMARK 650D

\ ODKR
SWE/NOR  750SKR/NKR

EMPIRE BATTALION
‘product code: 99120202028

'DWARF BATTALION

product code: 99120205010

HIGH ELF BATTALION
product code: 99120210007

Empire

The largest of the lands of
men, the Empire boasts a

wide range of troop types,
innovative war machines,
and unusual tactics.

Box Contents:

* 20 Empire State Troops

* 10 Empire Handgunners
* 10 Empire Greatswords
* & Empire Knights

UK
EURCH

€
DENMARK  695DKR
SWE/NOR  7955KR/NKR

Dwarfs

Stoic and stubborn, the
Dwarfs field heavily
armoured infantry regiments
supported by large artillery
trains and runic weapons.

Box Contents:

* 1 Dwarf Cannon

o 24 Dwarf Warriors

* 16 Thunderers/Quarrellers

u E501
EURO €80
E

DENMARK
SWE/NOR

High Elves

The Elves of Ulthuan are
well-versed in magic, their
powerful mages backed up
by serried ranks of warriors
and deadly accurate archers.

Box Contents:

= 16 High Elf Spearmen

* 16 High EIf Archers

¢+ 8 High EIf Silver Helms
* 1 High EIf Bolt Thrower

UK
EURO €

DENMARK  650DKR
SWE/NOR  7505KR/NKR

P_Jm_n\f&s for -'.ffu_s#rafl'\-@ purpases oy Froduct contents may vary. Products sold unpainfed and unassembled, Certain Citadel products may be dangerous if used incarractiy, Prices corréct at time of going 16 press, please contact us for currant
availability and prices. UK prices marked  do not shaw the 2.5% VAT reduction implementsd on 1st December 2008, The reduction will be applied to affected products by Games Workshap at the painf of sale. Prices quoted are for praducts said by
Games Workshop through ifs own sfores, catalogue or website, independent retailers are rasponsible for defermining their own prices.



DARK ELF BATTALION
product code: 99120212004

SKAVEN BATTALION
product code: 99120206011

LIZARDMEN BATTALION
product code: 99120208010

VAMPIRE COUNTS BATTALION

product code: 99120207015

Dark Elves

The Elves of Naggaroth are
cold-hearted killers that
desire nothing more than the
utter destruction of their
hated High EIf kin.

Box Contents:

12 Dark Elf Warriors
with spears and shields

+ 16 Dark Elf Warriors
with repeater crosshows

¢ 20 Corsairs

* 5 Cold One Knights

Skaven

Dwelling underground, the
foul ratmen scheme to
overthrow Mankind with
their arcane machineries and
numberless hordes.

Box Contents:

+ 40 Clanrats

« 20 Plague Monks
* 2 Rat Ogres

* 6 Giant Rats

» 3 Packmasters

KR
SKR/NKR

Lizardmen

The servants of the Old Ones
are the world’s greatest
mages, commanding armies
of reptilian warriors from
their ancient temple-cities.

Box Contents:

» 20 Saurus Warriors
* 12 Skinks

+ 10 Temple Guard

* § Saurus Cavalry

Vampire Counts

The Vampires are Undead
lords, immortal beings whose
magic can raise legions of
Skeletons, Zombies and
creatures even more fell.

Box Contents:

» 20 Skeleton Warriors
s 10 Ghouls

* 20 Zombies

s 1 Corpse Cart

ORCS AND GOBLINS BATTALION
| product code: 99120209017

Or1cs 6 Goblins

Greenskin armies are a
rabble made up of tough
Orks, large mobs of Goblins,
crazy war machines and
brutish Trolls.

Box Contents:

* 23 Orcs

» 20 Night Goblins

= 10 Forest Goblin Spider Riders
* 1 Orc Boar Chariot

DENMARK
SWE/NOR

Warriors of Chaos

The elite forces of Chaos are
made up of men who have
given themselves to the Dark
Gods in exchange for
unearthly power.

Box Contents:

* 12 Chaos Warriors

* 20 Chaos Marauders
* 10 Chaos Warhounds
# 5 Chaos Knights

WARRIORS OF CHAOS BATTALION EUR il

product code: 99120201012

TOMB KINGS BATTALION
product code: 9912007009

OGRE KINGDOM BATTALION
product code: 99120213006

ELRO Ll
DENMARK  G50DKR
T50SKR/NK

SWE/NOR

Tomb Kings

Once a great realm, Khemri
was made a deathless land
by foul necromancy; now
kings of ancient times rise
again to make war.

Box Contents:

* 3 Tomb Kings Chariots

+ 32 Tomb Kings Skeleton Warriors
+ 8 Tomb Kings Skeleton Horsemen

UK E50t

EURO €80
DENMARK  650DKR
7505KR/NKR

SWE/NOR

Ogre Kingdoms

Big, hungry, and morally
adaptable, the Ogres are an
army of hulking monsters
that will fight for, or eat, just
about anyone.

Box Contents:

* 6 Ogre Bulls

» 4 Leadbelchers

¢ 4 Ironguts

= 24 Gnoblar Fighters

UK E£50t
EURO €80
D.

KR
SKR/NKR

DENMARK
SWE/NOR

Pictures for lustrative purposes only. Product contents may vary, Produets soid unpainted and unassembled. Certain Citade! products may be dangarous if used fncorrectl. Prices correst af time of gaing to press, please confact us for current
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Games Warkshoo through its owi storas, ar welsite. dent retallers arg ibie for ing thair own prices.




The problem with
striking the Runes
of Summoning to
bring Jervis into our
world is that, once
he’s here, he won't
leave until he’s had
his say. This time
he’s been talking to
us about the niche
nature of our hobby
— and why that’s a
good thing!

74 WHITE DWARF ST

Niche and loving it!

was listening to a podcast recently that
I mentioned a game that was played on a
special board that was linked to a
computer, and as you moved the pieces
around on the board the computer worked
out the results of combats and such like,
and told you if the move was legal and so
on. The podcasters were intrigued, and
wondered whether this represented the
way that tabletop wargaming might go in
the future. Perhaps computers might
resolve combats for us, or we could get
apps for our iPhones that rolled the dice
for us. Perhaps we could have virtual
battlefields where our virtual armies of
virtual miniatures fought virtual battles.
Call me a luddite, but | really hope this
kind of thing doesn’t happen. Don't get me
wrong, | love my computer and, like most
geeks, have a fondness for gadgets, but for
me one of the important things about the
hobby is that it's rather old-fashioned. |
also rather like the fact that it flies in the
face of the conventional wisdom that
everything nowadays needs to be easy to
do and ‘as accessible as possible’. This
doesn’t mean that there aren’t lots of new
innovations that have helped make our
hobby more fun. Off the top of my head,
things that have come along since [ started
wargaming include the Internet with its
great websites and forums (for chatting

A
£

about the hobby), iPods (for listening to
podcasts), mobile phones and Skype (how
did we ever organise games without
them?), desktop publishing and CAD
software (for writing rules and designing
miniatures), and much, much more. All of
these things help make aspects of the
hobby easier or more enjoyable, but don't
fundamentally change the nature of it. And
that's the rub because, if you ask me, there
are some things about the hobby that are
sacrosanct, and that should never be
changed. And it's these things that I'd like to
talk about in this month’s Standard Bearer.

The first of these things, and arguably
the most important, is that our hobby is
rooted in the physical — by which | mean
physical things that you pick up and touch
and hold, such as miniatures and books.
Whatever some people may say, | think
that a physical thing has more importance
(literally, more weight) than a virtual
image. Computer games that emulate
tabletop games, although perfectly good as
far as they go, will never have quite the
visceral appeal of a nicely laid out
wargames table with two well-painted
armies of miniatures. Not for me, at least,
and | doubt that there are many hobbyists
that would disagree with this point of view.

However, there are other rather more
subtle things about the hobby's old-




fashioned appeal that | think are equally as
important. One of these things is that you
can’t play our games straight out of the
box. Quite the reverse in fact, you have to
invest considerable time and energy in
learning the skills needed to play the game.
You need to read and learn quite complex
things, and that you need to figure out
fairly complex sums and equations in your
head. And you have to labour really hard
to get a nicely painted army and great
terrain to play over. If you ask me there’s a
simple truth about life, which is that the
more you put into something, the more
you get out of it, and our hobby reflects
that truth. Nowhere is this more evident
than in the painting side of the hobby.
Painting an army takes a lot of effort, but it
gives a great deal back in return (which is
why ‘pre-painted’ miniatures are something
you'll never see in the Citadel range).

| also love that ours is a social, face-to-
face hobby where you move armies of
Citadel miniatures rather imprecisely over
the modelled terrain on your wargames
table, rolling big handfuls of dice to resolve
combat, groaning when they come up with
lots of 1s, and cheering if they come up 6s!
Online interaction is OK as a get-you-by,
but our hobby is rooted in playing real-life
games against real-life people, with all of
the give-and-take and interaction that
entails. Internet forums and online games
just don’t seem to teach quite the same set
of social skills, if you know what | mean.

By now some of you may be thinking
something along the lines of ‘Well that’s all
very well and good, but surely the hobby
has to keep up with the times if it's to
survive. Players nowadays just aren't as
dedicated as they were back in your day.’
And | agree, the hobby does have to keep
up with the times — but it has to avoid
changing its fundamental nature as it does
s0. | know that this makes our hobby
‘niche’. | know that this means that there
are quite a lot of people that will be put off
and seek a simpler pastime. But | think that
it means that ours is a hobby that is truly
unique and different — in fact that it is these
things that make it unique and different.
What's more, I'd say this has pretty much
always been the case. When | started out in
the hobby there were just as many other,
much easier things | could have done with
my time. However, none of them offered
me what my gaming did. This is just as true
today as it was back in the sixties and
seventies when | was growing up — the only
difference is that it's things like computer
games and DVDs that are the distractions
now, rather than comics and LPs.

For all these reasons I'd say that
changing the hobby in order to make it
‘easier to get into’ would simply turn it into
another 21st century pastime, and a rather

inferior one at that. Lets face it, if all you
want is an easy-going pastime, which calls
for very little in terms of commitment and
effort on your part, then there are lots of
better ways to spend your time than
playing Warhammer or 40K or LOTR. Or
to put that another way, it's precisely

White Dwarf's Christian Byrne
appreciates all too well that the
mare you put into the hobby, the
maore you get out. Christian not
only lavishes attention onto
single miniatures...

...but also onto entire armies.
This Dwarf army won Christian
one half of a Best Painted Army
award at The Lord of The Rings
Doubles Tournament, along
with Nick Bayton, making all
his hard work worthwhile.

“The more you put into something,
the more you get out of it, and our

hobby reflects that. ,,

because they call for commitment and
effort that they are still popular today.
There are very few other things that
encompass these important values nearly
as well. If you are a new player, and have
what we call in the Studio ‘the hobby
gene’, then these values will speak to you
now, just as they spoke to me when | was
starting out.

And on that bombshell | must leave
you. As ever, please drop me a line if you
have any comments on this month's
Standard Bearer, or the hobby in general.
Am | an old stick-in-the-mud that needs to
get his ideas up to date? Or is it the old-
school values of the hobby that make it
special and unique? | look forward to
hearing your views.

Write to Jervis at:

Jervis johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS§
United Kingdom

www.games-workshop.com
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Grombrindal’s been on his travels again but this time he’s gone even further afield. In fact, he’s
boldly gone where no Dwarf has gone before (kinda). Andy Hall takes a look at the latest Citadel
miniature depicting everyone’s favourite Dwarf Living Ancestor.

here are many ways to ensure that Grombrindal miniature and the knowledge
T you get your monthly hobby fix of that an issue of the world’s greatest hobby

White Dwarf. Perhaps you get it magazine will be on its way each and
from your local newsagent, or buy it along  every month. What could be easier?
with the milk at the supermarket. You may This year Grombrindal has jettisoned
even have it delivered direct to your door his traditional clobber and is wearing a
through a money-saving subscription. very fetching space suit complete with

If you like the idea of getting White beer-powered backpack and captured

Dwarf delivered to your door, why not Gobbo. To get hold of this fun miniature
grab a White Dwarf Sub-in-a-Box the next you'll have to buy a White Dwarf boxed
time you're in your local Games Workshop subscription, and even then it will only be
Hobby Centre? The staff in the store will on the shelves for the next twelve months.
arrange your subscription, and you'll be After that, who knows what the Citadel
able to walk away with an exclusive designers have in store for Grombrindal?

Out with the Old...

y Grombrindal on campaign — if you
don't already own this model then
it's too late, you can’t get him
anymore (see below).

4| The Studio’s strongest man, Ted
Williams, destroys the mould of last
vear’s exclusive White Dwarf
subscription miniature! Why would
he do such a thing? To stop those
pesky Goblins from trying to sell
Grombrindal again, of course.

Buying a Sub-in-a-Box from any Games Workshop
Hobby Centre is probably the easiest way to get a
White Dwarf subscription. Simply take the fetching
black box to the counter, and our helpful staff will
do the rest. Then you walk away with your
exclusive miniature and await the delivery of your
first issue of White Dwarf,

It’s also available to order via the GW website or
by calling Direct. If you're an existing subscriber,
you can still order the miniature by calling Direct.

See page 118 for ways to order and page 120 for
the best way to subscribe to White Dwarf.
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g Summary

This latest White
Dwarf miniature is the
brain-child of crazed
miniatures designer
Dave Thomas. Born
amid Space Wolves
and countless other
half-completed
projects on Dave's
desk, it's small
wonder that the new White Dwarf miniature
is something quite special. ‘It was really
refreshing to be able to do a model unfettered
by the needs of army lists, so | really enjoyed
sculpting it. Sculpting the White Dwarf in
space was also an opportunity to have a lot of
fun and inject some humour in a very “old
school” Citadel Miniatures way. Grombrindal
in a space suit, and all the other details, such
as the captured Goblin, were born from that
initial thought,’ says Dave. The model is full of
great gags, from the obvious — like the cheeky
Gobbo in zippered alien suit — to the more
subtle. ‘I've tried to cram in as much on the

model as | possibly could,” explains Dave.
‘The X-6 on the rear canister is one of my
favourite jokes; he's got a backpack powered
by booze — in this case Bugman's XXXXXX —
as every spacefaring Dwarf should have!’

Every great model needs a great paint job
to really show it in its full glory and Dave is
particularly impressed with the work "Eavy
Metal’s Keith Robertson has done on the
figure. ‘When | was sculpting the model |
always imagined him painted in cream and
white, mirroring the usual NASA-style
spacesuit colours. However, Keith was
concerned that, with a cream space suit and a
large white beard, the model would lack any
contrast. So he went for a very old-style sci-fi
look with an orange space suit and steel blue
backpack. It really is a superb scheme that
complements the retro details |'ve added to
the model. It's not a colour palette | would
have even thought about if I'd been painting
the figure, which just goes to show how the
creative process is much richer and better as a
collaborative effort.’

Here are the mixes
Keith used to get that
striking colour scheme.

For the orange spacesuit: Keith
started with a basecoat of
Macharius Solar Orange. This
was then washed with Ogryn
Flesh followed by a further wash
of Devlan Mud applied into the
recesses. Bleached Bone was
mixed into the Macharius Sofar
Orange and used as the
highlight, increasing the ratio of
Bleached Bone in the mix over
subsequent layers,

For the blue backpack: A
basecoat using a 2:1 mix of lce
Blue and Chaos Black was used.
This was shaded first with Ogryn
Flesh and then Badab Black
applied to the recesses. Space
Wolves Grey was used for
lightening the mix and as a

pure highlight.

The White Dwarf in detail

The Goblin has a very mournful expression, no
doubt feeling sorry for himself at being caught.

The model has lots of little references to retro
sci-fi, such as this 50s-style rocket earring.

In this instance we catch Grombrindal in a rare
good mood as evinced by his cheery visage.

A portable scanner tells the White Dwarf where
the nearest Grobi can be found.

You can see all the fine details that
Dave has sculpted on the figure
from every angle online! Head over
to the Games Workshop website
and view the full 360-degree video.

www.games-workshop.com

To complete his disguise the Gobbo has a
face mask, but still didn’t fool Grombrindal!

Spacesuits usually have a gold visor to protect from
solar rays and Grombrindal’s helmet is no different.

www.games-workshop.com 77



Jervis Johnson Presents... @ /
Battlefield Challenges '"WAR;E@%M'MER

DAWN
AID

An army will often attack at dawn in order to maximise
the element of surprise, using the cover of darkness to
move into positions as close as possible to the enemy. The
attack will be launched as the first rays of dawn’s early
light streak the horizon. As the enemy reel from the
sudden onslaught, assault troops will bound forwards,
cutting down the surprised foe with a hail of fire or tearing
them apart with vicious close combat weapons. Such is the
ferocity of the attack that the battle will often be won
before the sun has fully cleared the horizon.

THE ARMIES

Each player picks an army from a Codex army list,
to a pre-agreed points total.

THE BATTLEFIELD

Set up the terrain for the battle in any mutually
agreeable manner.

- Defender’s
| - Deployment

Attacker’s |
e Deployment |

Objective
Marker
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DEPLOYMENT

Split the table into four segments, as shown in the
deployment map, left, and then roll-off to see which
player will be the attacker. The attacker picks which
quarter to deploy in. The defender deploys in the
opposite quarter.

Next place one objective marker at the centre of the
table, and three more in the centre of each table segment
except the one being used by the attacker, as shown on
the deployment map.

The attacker deploys first. He may deploy all of his
Fast Attack units and any Troops units that have
dedicated transport vehicles units. The attacker may
deploy his units anywhere in the attacker’s deployment
area that is at least 12" from the centre of the table. All
remaining units must be placed in reserve.

The defender deploys second. He must deploy all his
Troops and Heavy Support units — these may deploy
anywhere in the defender’s deployment area. Any
remaining units must be placed in reserve.

After the defender has deployed all of his forces, the
attacker may deploy any of his infiltrators and make any
scout moves. The defender is not allowed to deploy
infiltrators or make scout moves in this scenario.

FIRST TURN

Roll a D6. On a 2 or more the attacker has the first turn.
On a roll of 1 the defender seizes the initiative and
goes first.

GAME LENGTH

Roll a dice at the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more the game
continues for a 6th turn. If the game continues then roll
the D6 again at the end of the 6th game turn, and this
time the game ends immediately on a roll of 1-3, and
continues for a 7th and final turn on a roll of 4+. The
game ends automatically at the end of game turn 7.

VICTORY CONDITIONS

At the end of the game, the player that controls the most
objectives wins the battle.

SPECIAL RULES

The Sun’s Red Rays: The battle starts at night, and the
Night Fighting rules apply. Roll a D6 at the end of each
player’s turn. On a roll of 6 the sun rises and the Night
Fighting rules are no longer used.

DESIGNER’S NOTES

This scenario presents the players with a classic ‘attack-
defence’ scenario. This makes it rather different to most of
the missions in the main rulebook, which tend to be
‘meeting engagements’ where both sides have the same
set-up and objectives. Don't let this put you off playing —
both sides have the same chance of winning, they just
need to go about it in rather different ways.

The attacker needs to be very aggressive. At the start
of the mission, the defender will almost certainly be
‘winning’, as he will control the objective in his own
table quarter, and possibly the central objective too.
Fortunately for the attacker, there are two more objectives
up for grabs, and you should have fast-moving troops in
position to seize them. Take this opportunity while it
lasts, and then do all you can to hang onto the objectives
for the rest of the battle. A somewhat risky alternative is
to make an all-out assault on the defender’s table quarter;
executed correctly this will probably win you the game,
but when done badly it can lead to disaster, so take care.

The defender, on the other hand, starts off controlling
an objective, and the units he has at the start of the battle
means he should be able to hang on to it and contest the
objective in the centre. However, the defender can't
afford to rest on his laurels, and must do something to
stop the attacker from seizing the objectives in the neutral
table quarters. What the defender does is dependant on
their army — if they have an army that relies on firepower,
they will be best off sitting back and blasting the attackers
near the neutral objectives. If your army is close combat
oriented, they will need to attack one of the objectives.

Whatever you decide to do, you'll almost certainly
come away from your game thinking you'd do things
differently next time. Because of this | highly recommend
playing this scenario as a ‘best of three’, so that you can
find out which tactics work best.

www.games-wo rksho p.com
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oPEGIAL REPORT

Painting Masters is

a showcase highlighting
the talents of the
world’s greatest
miniatures painters.
This month we have

a special update,
revisiting some of our
previous artists.

Ever since WD325 we’ve been on a quest to find the best
painters in the world and showcase their fantastic models.

We thought it high time we caught up with past luminaries.

he Painting Masters series has been
ing fi arly three years no

Januar 0 be precise. 34
" White Dwarf have been and gone
atured our first Painting Master,
Neil Langdown. In that time many more
followed in Neil’

g,
We thought we'd do something a bit
different this month, a retrospective of
sorts, and check back with members of this
exclusive club to see what they’'ve been up
to in the time since their first s ase.
What follows are some brand-new models

v. Unfortunately, we couldn’t fit all of
Painting Masters into this article
but we have no doubt that this won't be
the last retrospe
Unsurprisingly, many of our Painting
Masters are based in the Games Workshop
all this is the
n where all
orld aspire to
paint, but w
further and have
all over the glc

As the Painting Masters seri
and that elite club
constantly on the lo
candid: So, if you have the
skills or - ne with the potential
to be a Painting Master, get in contact with
re at White Dwarf. We'd love to hear

Many fine tips have been unearthed
over the course of the Painting Masters
series. Here are just a few of the gems
we've uncovered:

Spot Colours.




Darren Latham

When we last talked to Darren back in Caradryan’s golden helmet, Sigvald’s armour
WD332 he was busy practising and or the power armour of Saint Celestine.
developing his non-metallic metal technique, The Celestial Wizard will be familiar to
but as you can see from the models on this many as the winner of our recent Empire
page he's since gone on to perfect it — so Wizard painting challenge. Even this model
much so that all the models shown here has benefited from Darren’s expert use of the
contain some element of ‘NMM’, from technique, applied to the Wizard's staff.
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Mike has been one of our most prolific
Painting Masters of late. Some of Mike’s
models have been painted for competitions,
others to experiment with different
techniques. The Skeleton, for example, was
painted for a competition based here at HQ,
but Mike used it as an opportunity to try to

82 WHITE DWARF PAINTING MASTERS

Mike Anderson

paint verdigris. The Fleet Officer was chosen
because it's one of Mike’s favourite models
and he wanted to try out a high-end blending
technique on the overcoat to get a seamless,
smooth finish. For the Dark Elf, Mike wanted
to create an albino look, and accentuated this
with a snow-covered base.




This 54mm scratch-built diorama depicts a
Bretonnian Man-at-Arms accompanied by an
armoured fighting cock. Mike was really trying to
get across the ‘grubby madness’ seen in many of
Dave Gallagher’s Bretonnian concept sketches.

Another of Mike’s 54mm scratch-built dioramas
is this scene of an Empire seaman looking on as a
cabin boy prods a crab. Like the diorama above,
there are plenty of great little details such as the
cannonball lodged in the mast, a clown fish that
has been washed onto the deck, and the twin-
tailed comet pattern on the crab’s shell.

www.games-workshop.com 83



84

Neil Langdown

Our very first Painting Master, Neil has been followers of the Dark Gods. The Herald of
busy with other projects, sculpting models as Khorne highlights that Neil still has a fondness
a member of the Citadel Design Team. He’s for painting things red, akin to the bright

still found time to paint, though, as the two colour schemes of the early 90s that first
models on the page below attest. inspired him. However, the Chaos Lord is a bit

The lure of Chaos has proven too strong of a departure, painted mostly in metallics and
for Neil, with a definite bias towards the a cool palette.

WHITE DWARF  PAINTING MASTERS



Keith Robertson

Keith’s love of trying out new techniques has
kept him busy — here are just three of his
many projects. The Plague Marine Aspiring
Champion is very interesting, with a Forge
World torso and a classic Chaos Space Marine
backpack. The scythe was made from lances
taken from the Chaos Knights frame.

The Ultramarine is a metal Veteran with
plastic power sword and banner top. The
Battlewagon is full of great details and
experimental paint effects; for example, the
double-width rear tracks and the pointed
dozer blade at the front. Even the mud splash
effect was one that Keith had not used before.
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Martin Footitt

Martin has chosen to showcase two high- used lots of warm colours to paint the model,
profile projects. His Amethyst Wizard gained  sharply contrasted with the icy blue of the
many plaudits in the "Eavy Metal Wizards gems. The base, a suitably thematic pyramid
Challenge, which you can read about in shape, was actually a happy accident. Martin
WD355. The other model is his Tomb King, only realised what he had done after he filed
chosen because he loves the miniature. He the sides flush with the 40mm square base!

Luke McFarlane

Luke McFarlane hails from Australia. Since The Eldar figure was also entered into the
we last viewed his work a few more projects same competition and won Gold in the 40K
have come to light, most notably the Tau Single Miniature category. The other model of
Crisis Battlesuit that won no less than the note is Luke’s radically converted upright
Slayer Sword at the Australian Golden Demon  Eldar Jetbike, with its distinctive green palette
'08. and breathtaking freehand design.
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Mark has been very busy since his models
were featured in WD336, here are two recent
examples of his work. ‘Duel’ is Mark’s
favourite category in Golden Demon, as he
enjoys the challenge of creating a dynamic
pairing of foes within the confines of a 5cm
square base. Mark has found the multi-part

plastic figures a real boon to this specialist art,
allowing him to play around with the
components to get the optimum positions.

His Night Goblin Big Boss on Cave Squig is
slightly different. Here he wanted a big beast
and a suitable rider to create a centrepiece
with bags of character.
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EASTERLINGS

o the east of Mordor lie the Rhiinish This month’s Painting Workshop
I Kingdoms, a dark alliance of realms assumes you have a force of plastic
who have freely given their service to miniatures all assembled, desperate to see
Sauron. They are some of his most loyal action on the tabletop, awaiting a few
vassals, worshipping the Dark Lord as no coats of paint. And that’s what this month’s
less than a vengeful deity, willingly spilling Painting Workshop is all about — painting
blood in his name. your Easterlings for battle.
The Easterlings are more disciplined Nick Bayton, one of the Studio’s
and adaptable than most of Sauron’s other resident hobby heroes, took to the
servants. The Easterling Cohorts are made challenge like Amd(r to a new blade. Nick
up of vicious fighters, but can be made all already has a sizable Fallen Realms army
the more powerful with the inclusion of for War of The Ring, and knows how to
Dragon Knights and Warrior Priests. paint up the Easterlings expediently, whilst
Mounted on dark steeds, the making them look good on the tabletop.
Kataphrakts are tough cavalry who can Over the next few pages Nick shows us
cross the battlefield and hit hard against all how to paint Easterlings in the red and
but the most elite enemy troops. All this gold seen in the films, but also
makes them a perfect choice for an Evil experiments with alternative palettes.
force, be it a smaller battle group for the All the models shown on the following
e skirmish game or an army worthy of pages were initially undercoated with
P\JNGS invading the west in War of The Ring. Chaos Black Spray.
BATTLE GAME ¥ ! IH _
All of these paints are available from the Citadel W: Wash, F: Foundations

Colour, Wash and Foundation ranges.

This month’s Painting
WOI'I(ShUp takes a look . Chaos Black Spray . Scorched Brown O Burnished Gold
at the warriors of . Chaos Black @ Kommando Khaki lyanden Darksun
Rhfm, those pawns of . Scab Red O Bleached Bone o Tausept Ochre
the Dark Lord known . Blood Red O Boltgun Metal @ Badab Black

as the Easterlings. 0 Blazing Orange O Chainmail " Gryphonne Sepia
O Golden Yellow O Mithril Silver 0 Ogryn Flesh

. Bestial Brown O Shining Goid




PAINTING A COMPANY

The following techniques show how you can get a very onto all eight models before moving on to the next step.
nice-looking army in just four stages. Nick’s process is a Of course, this method is equally valid if you are preparing
great method for batch painting. He found grouping them Easterlings for a skirmish force, too. The command models
in eights — an infantry company in War of The Ring — was use the same techniques as the rank and file with just a

the perfect size for a production line, painting one stage sharper, final highlight.

Gold armour and shield

Step 1. Start with a 1:1 mix of Step 2. Next, apply a layer of pure Step 3. Burnished Gold is used Step 4. Highlight the raised parts
Shining Gold and Scorched Brown, Shining Gold, painting it onto all next; apply as a layer, again, with a 1:1 mix of Burnished Gold
apply this as a basecoat. but the recessed areas. avoiding the recessed areas. and Mithril Silver and then wash

the whaole area with Ogryn Flesh.

Red Robes

Step 1. The basecoat is Scab Red Step 2. The next step is fo use Step 3. Use a 1:1 mix of Scab Red Step 4. Finally, highlight the most
— use several thin coats rather than Badab Black, applying the wash and Kommande Khaki as the initial prominent raised areas of the
one thick application. directly into the recesses and folds highlight, applying it to the many command models with pure

of the robes. raised areas of the robes. Kommande Khaki.

All the blades were painted
Boltgun Metal, washed with
Badab Black and then
highlighted with a Boltgun
Metal and Chainmail mix.

The red parts of the
banner were painted as
described above. The
vellow, was basecoated
Tausept Ochre, then
layered lyanden Darksun,
Golden Yellow and
Bleached Bone. The
whaole banner was then
washed with thinned
Ogryn Flesh.
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EASTERLING COLOUR SUGGESTIONS

The red and gold palette used on most of our Easterlings is examples below show what Nick has come up with for his
inspired by the films, but it's not the only way to paint your own collection, drawing inspiration from the Evil heroes of
models. You can, of course, use any scheme you like; the Rhin, such as Amddr and Khamal.

The cloth areas were painted Regal Blue and The armour was painted Scab Red. Red Gore The Chaos Black undercoat was left on the cloth
then washed with watered-down Chaos Black. was then applied, followed by a highlight of a areas. This was highlighted up with Koemmando
The area was then highlighted with a 1:1 mix of 1:1 mix of Red Gore and Vomit Brown. The Khaki. The armour was basecoated with a 1:1 mix
Regal Blue and Ice Blue, and finally highlighted lacquered effect was completed with a wash of Chaos Black and Boltgun Metal, then washed
with pure Ice Blue. The armour was basecoated of Baal Red. The cloth was painted using a Badab Black and highlighted with Boltgun Metal.
Chainmail, washed with Badab Black and then 1:1 mix of Bestial Brown and Vomit Brown, A wash of Thraka Green was applied into the
highlighted with Chainmail and Mithril Silver. then worked up to Bleached Bone. recesses of the model.

PAINTING KATAPHRAKT HORSES

An Easterling army will have a large complement of In this example Nick has painted the horse brown, but
cavalry more often than not and so we tasked Nick to you can paint it any colour, from a piebald or roan to a
paint up some Kataphrakts. The horse’s barding uses the sandy dun. Confused? Well, luckily Adam Troke has

same method for gold as the infantry. The cloth under the written a comprehensive guide to painting different horse
barding was painted just like the infantry’s robes. breeds and colours, which you can find on our website.

Step 1. First paint the
horseflesh with a 1:1 mix
of Scorched Brown and
Chaos Black. Paint the
tassles with a basecoat of
Scab Red.

Step 2. Next, layer
Scorched Brown onto the
horse, avoiding the
recesses. Highlight the
tassles with Blood Red.

Step 3. Continue to
highlight the tassles, this
time with Blazing
Orange. Highlight the
horseflesh with a 1:1 mix
of Scorched Brown and
Bestial Brown.

Step 4. For the final stage
on the horseflesh use
pure Bestial Brown as the
highlight and then wash
the coat with Gryphonne
Sepia. Apply a wash of
Ogryn Flesh to the tassles.

90 WHITE DWARF  PAINTING WORKSHOP



This Kataphrakt Banner

Bearer v werted by

sawing off the rider at the
st with the R

and then cuttir

rling Siege Bow
nverted using
plastic Easterlings, one
with a scratch-built
hammer and the other
with a bo

A force of Easterlings, led by Khamdl, muster
in the homelands of Rhin. By using the
ribed here, you too can have
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DOM MURRAY'S

In this irregular series, we shine
the spotlight on a great-looking
army that’s come to our attention.
As promised in WD358, this issue
we take a look at Dom Murray’s
rather cool Space Wolves army.

Dom: What drew me to Warhammer 40,000 in the
first place was its archaic mix of the Dark Ages
with far-future technology. | think the Space Wolves
typify this juxtaposition more than any other Space
Marine Chapter — they are fierce, proud barbarians
who go to war wearing power armour.

| really wanted to do a Space Wolf army
justice and the best way to do that was with lots
of infantry. Although it was tempting to start by
painting Wolf Lords and Dreadnoughts, |
disciplined myself and painted two ten-man packs
of Grey Hunters and two ten-man packs of Blood
Claws. This gave me 40 Space Wolves and,
combined with a Rune Priest, formed my initial
army ready to go. The packs were made distinct
in two ways, the first was the right shoulder pad
denoting their pack marking; | mirrored this on
their dedicated Rhinos when | came to paint
them. More thematically, | divided the packs up
by their stances; so one unit of Blood Claws is
running forwards, while the other is standing still.
Conversely the Grey Hunters are all in a defensive
posture. It works well as a means of defining the
packs at a glance, but also adds coherency and
narrative to the army that really suits the Space
Wolves, as they are all about building sagas.

With a solid mass of Grey Hunters and Blood
Claws behind me | felt | could cut loose and add
some vehicles, a five-man pack of Long Fangs,
Wolf Guard and two Dreadnoughts, one of which
is Bjorn the Fell-Handed. With the new Space
Wolves kits there’s even more to come; the first of
this new wave is Lukas the Trickster, who has just
joined one of my Blood Claws Packs.

When it came to painting the models | wanted
a consistent look. | tried to balance a nice-looking
army with something 1 could realistically paint.
They're not painted Space Wolves Grey, which is
a personal, if slightly controversial, choice. | was
aiming to match the tones used by Dave
Gallagher in his older Space Wolves art, going
darker than the current ‘Eavy Metal palette. This
was achieved with a flat colour of Adeptus
Battlegrey and drybrushed Codex Grey and then
Fortress Grey.

All my models are heavily weathered, as |
wanted to create the impression that these
warriors like to get stuck in. That’s why all the
damage on the models is front-facing; | like the

As is traditional with Space Wolves, a bright colour — in this case yellow — has been

! used as a spot colour throughout the army. Yellow is used on the shoulder pads and as
idea that a Wolf Guard has pounded the foe 50 a dag pattern along the edges of the armour. Many of the models have been converted
hard he's scraped all the paint off his power fist! using classic Space Wolves, Chaos Marauder and Flagellant components.
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Bjorn the Fell-Handed
has been painted in the
same style as the rest of
the army, using a cool
grey, a muted, almost
ochre yellow, and heavy
battle damage to his

Dom’s aim is to paint up Ragnar Blackmane’s entire Great armour. The claw adds a
Company, but it’s the Great Wolf, Logan Grimnar who he has bright red to the palette,
painted first. The model uses the same palette as the rest of making him stand out
the force, but Dom has paid special attention to the face. even more.
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s Captain of the White Scars 3rd
ACompany', Kor'sarro Khan is charged
with battlefield operations and

commands one hundred Space Marines.
But it is Kor’sarro Khan’s role as Master of
the Hunt that has made him both famous
and feared throughout the galaxy.

The White Scars do not suffer enemies
to live and so those few foes that have
slipped through the nef are tracked down
by the Khan and 1; the trophy is
then brought to the S Iwme
world and preserved in silver.

“ Painting Supplies

vaints Neil used are available from the
Citadel Colour, Wash and Foundation ranges.
@ Codex Grey
(O Fortress Grey

@ Chaos Black Spray
@ Bestial Brown

f Juan Diaz n
lar paint job so v
tn the mastu of intricate blending, Nell
Green. Painting Kor’'sarro brings up the
r tnpic (:f paintinq W hitL \VhitL can

the altlcle too.
re cmd l\Ppt it

purpa
arm, lef / ad.
model was then undercoated Chaos E.Ia( k.

Wash: W Foundation: F

@ Snakebite Leather
(O Space Wolves Grey

@ TinBitz

In this month’s "Eavy

Metal Masterclass,

Neil Green loads up
his palette with white
paint, ready to tackle

White Scars hero
Kor’sarro Khan.

@ Blazing Orange
(O Bleached Bone
@ Blood Red

@ Boligun Metal
Bubonic Brown
(O Burnished Gold
@ Catachan Green
© Chainmail

. Chaos Black

@ Graveyard Earth
Q Ice Blue

© Withril Silver

@ Red Gore

@ Regal Biue

. Scab Red

. Scorched Brown
(O Shining Gold
(O skull White

. Vermin Brown
@ Vomit Brown

@ Charadon Granite
D Baal Red

() Badab Black

@ Devian Mud

@ Gryphonne Sepia
@ Leviathan Purple
(W

Ogryn Flesh




Painting the Power Armour

The body, backpack and right arm
are shown here after all the white
stages have been applied and Chaos
Black has been used to touch up the
non-white areas of the miniature.

It's always important to think about the

stages, not worrying about getting paint on

Battle Damage

Step 1. Neil marked the chips
using a 1:1 mix of Space Wolves
Grey and Graveyard Earth.

order in which to paint your model. The
general rule of thumb is to paint from the
inside out, that way it's easier to cover any
mistakes from stray brush strokes as you
work your way towards the outside of the
figure. When painting with white,
especially a figure such as a White Scar
where the majority of the model is going to
be a ‘clean’ white, you need to pay
particular attention to the order. This is
because, whereas dark colours may hide
the odd sin, white is a more unforgiving
colour, which will emphasise mistakes you
may have made.

Neil started Kor’sarro by painting all the
white areas first. He built up the white

the raised details on the armour, such as
purity seals, or the trim of the shoulder pad,
but simply focusing on getting good solid
coverage built up over many thin layers (he
went back over the raised areas in Chaos
Black later). That is the secret to a strong
white: patiently building up the coats with
lots of thin layers. Ignore the temptation to
get it all done in one quick, thick coat, as
this will not only leave visible brush strokes
but will obscure detail and make it very
difficult to apply subtle shades and
highlights — the worst-case scenario is

that it will look like it's simply been
undercoated. There are more hints and

tips on painting white over the page.

Step 2. Charadon Granite was
applied to the lower edge of
the chip, then highlighted it
with pure Skull White.

White Power Armour

Step 1. Neil began with a 1:1
basecoat of Space Wolves Grey
and Graveyard Earth. This was
applied over several thin coats.

Step 5. Pure Skull White was then
blended into the previous layers
and applied near the edges.

Step 2. Next, the layers were built
up by applying a 3:3:2 mix of
Space Wolves Grey, Graveyard
Earth and Skull White.

Step 6. The recesses were carefully
shaded with a small amount of
Charadon Granite,

Step 3. The miniature was
highlighted with a 1:1:2 mix of
Space Wolves Grey, Graveyard
Earth and Skull White.

Step 7. A wash of Devlan Mud was
then brushed into the recesses and
joints of the armour.

Step 4. The highlights were then
built up with a 1:1:6 mix of Space
Wolves Grey, Graveyard Earth and
Skull White.

Step 8. Finally, the edges of the
armour were re-highlighted with a
fine application of Skull White.
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Painting the S

Painting the Severed Head

Step 1. Neil painted the head
with a 1:1:2 mix of Scorched
Brown, Vomit Brown and
Space Wolves Grey.

Step 2. This was highlighted
with a 1:1:6 mix of Scorched
Brown, Vomit Brown and
Space Wolves Grey.

Step 3. A glaze of Leviathan
Purple was brushed onto the
head, applied more heavily
around the eye sockets.

Step 4. A 1:1 mix of lce Blue
and Bleached Bone was
painted around the eye ridges
and nose.

As with the white power armour, blending is the key to the
fleshy tones of Kor'sarro’s face and the trophy head he
carries at his waist. The steps as described are not really
defined stages but more like milestones where the
blending, which is one smooth process, takes a slight
change in direction or the quantities in the paint mixes are
substantially changed.

What this means is that you should constantly blend to
a lighter stage using lots of thin, continuous layers, painting
slightly less surface area each time, working your way up to
the highest points of the miniature. You're aiming for a
gradual change in the paint tone rather than a stark contrast
between the stages. There's no secret shortcut to this, just
the patient application of lots of thin coats.

The process obviously changes when you come to
adding shading, washes and glazes. When you're using an
involved blending technique, you add these stages towards
the end of the process rather than just after the basecoat.
After the shading and glazes have been applied it's
important to re-touch the last few highlights. This has the
benefit of tidying the model should any stray splashes have
occurred while the washes were being applied, and it
sharpens the highlight, which is often dulled down when
glazes have been painted onto the model.

When Neil had finished the skin he moved on to the
other features of the face, painting the studs Boltgun Metal
then highlighting them with Chainmail. The bottom lip was
painted with the mix used below in Step 3.

Kor’sarro Khan Face

Step 1. Neil started with a 1:1
mix of Scorched Brown and
Vomit Brown with a spot of
Vermin Brown added in.

Step 2. 1 part Space Wolves
Grey was added to 3 parts of
the previous mix. This was
applied to the raised areas.

Step 3. The guantity of Space
Waolves Grey in the previous

mix was increased to 1:1 and
then applied as the next stage.

Step 4. Next, a watered-down
1:1:2 mix of Scorched Brown,
Vomit Brown and Regal Blue
was applied over three coats.

Step 5. A 1:1:6 mix of
Scorched Brown, Vomit
Brown and Space Wolves
Grey was then used.

Step 6. The next stage was
built up using the Step 5 mix
with just a small spot of Skull
White added in.

Step 7. The moustache was
given a 1:1 mix of Chaos Black
and Codex Grey, followed by a
Devian Mud wash.

Step 8. The facial hair was
then carefully highlighted with
Codex Grey and, finally, with
Fortress Grey.
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PRINTING WHITE

White is used in one form or another in almost all
painting techniques, usually to lighten the midtone,
creating the highlight. This makes people wary of
painting white as the main colour in their schemes. After
all, when your midtone is white, how do you highlight
that? Luckily we have a coterie of the world’s best
painters within the Studio and, after some goading and
bribing, they imparted their collected knowledge of how
to paint models white.

The first thing you need to define is what you're
actually painting white and in what state it should be.
Generally there are three ‘types’ of white. A stark or
neutral white for hard surfaces such as plates and armour.
Cool whites for crisp, clean areas. And, finally, warmer
whites that are underlined with browns, often used for
grubby linen or in more realistic portrayals, such as
figures in The Lord of The Rings.

The High Elves, for example, tend to be painted with
a lot of white cloth. Even if it's meant to be pure white,
cloth will always have another shade underlying it. In the
case of High Elves, with their clean, crisp lines, a blue
tone is used to accentuate that effect. Other types of
white cloth will use warmer tones, such as brown, to
allude to dirtier fabrics. The white clothing of Empire
soldiery or their standards will tend to have brown or
fawn undertones as their clothes will most likely be dirtier
than those worn by High Elves — those crystal-clear rivers
of Ulthuan must be better for washing your linen in!

In the case of armour, or other materials far starker
and less organic than textiles, then an undertone of grey
is often used, keeping the white neutral. However, in the
case of Kor'sarro Khan, a hint of brown has been added,
to give a warm undertone and a ‘long in the field’ look.

Foundation is your Friend

Foundation paints are particularly effective as a basecoat
for creating a solid white colour. That's because painting
white traditionally requires lots of coats increasing the
chance of a messy finish. Foundation colours, with their
high pigment content, cut down on the physical layers
needed, saving on time and the potential of messy coats,

Below. High EIf warriors are clothed in
white fabrics. The blues, used both as
an undertone and an accent colour,
give the models a clean look.

visible brush strokes, and so on. A 1:1 mix of Dheneb
Stone or Astronomican Grey with Skull White will set
you up for a strong foundation layer that you can build
up into a solid neutral white area.

However you achieve your basecoat, from there you
should use blending techniques to work up the layers
until you are applying pure Skull White. Always work up
to Skull White as you need the off-white colours
underneath to add definition to the area or else you'll
end up with part of the miniature that looks like it's been
undercoated and then forgotten about.

In circumstances where you're after a more organic
look, then painting something that should be white in an
off-white colour will not always work. An exposed
ribcage or the exo-skeleton of a Tyranid monster are
good examples. In this case, define the area with the
shade rather than blending from an off-white basecoat. In
the example below, the cartilage of the Carnifex head is
blended up to pure white and then shaded pink directly
into the recessed areas. If you were to blend from a red
or purple basecoat, the exo-skeleton itself would look
pink, rather than a white with the purplish tone.

In any situation where you're painting mainly in
white, getting a good solid colour relies on continuous
thin layers, rather than one thick one. Even when using
Foundation Colours, thin the paint and don’t be tempted
to use a thick coat - let the dense pigment do the work
not the amount of paint!

Left. The head is
painted white and is
then shaded with pink
and purple washes to
create the definition.

White Techniques

Use the first colour as your basecoat
and then blend up to Skull White via
the second tone.

Neutral white
. 1. Codex Grey

2. Fortress Grey

3. Skull White

@)

@

Warm White

. 1. Graveyard Earth
o 2. Bleached Bone
O 3. Skull White

Cool White
. 1. Shadow Grey
O 2. Space Wolves Grey
(O 3. Skull White
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Painting the Cloak

Other Fur types

Khan's pelt has been painted a generic brown
tone, but you can paint the fur to resemble a real
animal if you like. All you need is a bit of real-
world reference.

The inner layer of
the cloak contrasts
well with both the
white power
armour and the
pelt on the outside
of the cloak.

So far the Kor'sarro Khan miniature has only had white or
very pale colours painted onto it. These are ‘cold’ colours
and so the model now needs some warm tones to not only
contrast with the initial palette but to help define the
silhouette of the model as well. The outline of a miniature
can easily be lost if it has a high proportion of cool tones
with no spot colours or contrasting hues to ‘anchor’ the
roving eyes of the spectator.

The Kor'sarro model has plenty of areas where you can
apply these contrasting colours, and so Neil was very
deliberate in his colour choice for the inside of the cloak,
going for a very warm, rich red. The gold applied on the
following page, the red trim of the shoulder pads and the
Chapter symbols on the belt and kneepad (detailed later in
the article), all help to break up the cool tones and further
define the silhouette.

The Inner Cloak

Step 4. The area was washed with

Step 1. A basecoat of Scorched
Brown was first applied over the
lining of the cloak.

Step 2. Next, a 1:1 mix of Vermin
Brown and Red Gore was painted
onto the cloak in all but the most
recessed areas.

Step 3. Bleached Bone was added
to the previous mix in equal parts
and applied as a highlight. The
highlights were built by adding
more Bleached Bone to the mix.

Devlan Mud and then re-
highlighted with the mix from
Step 3. Finally, a fine highlight of
Bleached Bone was applied.

The Outer Cloak

Step 3. A 1:1 mix of Bestial Brown
and Vomit Brown was then painted
{not drybrushed!) onto the fur
cloak, followed by a 1:3 mix of the
same colours.

Step 2. The fur was then given a
heavy drybrush of Bestial Brown.

Step 4. A light drybrush of
Bleached Bone was followed by a
wash of Gryphonne Sepia. The
Bleached Bone highlight was
re-applied afterwards.

Step 1. As with the cloak lining,
the fur was basecoated Scorched
Brown. Neil simply basecoated the
whole cloak in one go.
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These pictures clearly show all of the gold areas on the model. Even at this stage you can see how the

warmer gold contrasts well with the cooler colours on the severed head and power armour.

The Sword Blade

L

Step 2. A 1:1 mix of Regal Blue and

Step 1. Regal Blue was painted on
the sword blade in a loose blotchy
pattern, to start the bright power
arc effect.

Step 4. Pure Ice Blue was applied
to the energy lines, followed by a
glaze over the entire blade.

Ice Blue was used to highlight the
pattern. The mix was then thinned
and washed over the sword blade.

13

Step 5. A 1:1 mix of Ice Blue and
Skull White was then used in the
same manner as in Step 4.

Step 3. A 1:3 mix of Regal Blue
and lce Blue was used as a
highlight, then thinned down
and brushed over the blade.

Step 6. Pure Skull White was
used as a highlight with Mithril
Silver applied to the blade edge,

Non-Metallic Gold

For those who want to try
out a non-metallic gold
effect around the chest
plate and sword hilt, then
it’s best to refer back to
WD353 where Joe
Tomaszewski gives a full
Masterclass on the subject,
painting the Games Day
2009 Chaos Lord in
various stages and tones of
non-metallic metal.

To briefly recap, the
method for joe’s non-
metallic gold starts with a
basecoat of Snakebite
Leather, followed by a
wash of Chaos Black. A
Snakebite midtone is
re-applied and then
worked up by adding an
increasing amount of Skull
White over several layers.
Pure Skull White should
then be used on the most
prominent areas as a final
highlight. Dots of Skull
White are carefully added
to represent flashes and
flecks of light reflecting off
the gold. A very thin glaze
of Leviathan Purple is used
to finish the effect.

The Chest Eagle

Step 1. The gold areas were first
painted all over with a basecoat of
Tin Bitz.

Step 2. Shining Gold was applied
to the gold areas in all but the
most recessed areas.

Step 3. The gold was first washed
with Gryphonne Sepia. When it
dry, a wash of Devlan Mud was
then applied.

Step 4. The areas were highlighted
with Burnished Gold followed by a
3:1 mix of Burnished Gold and
Mithril Silver.
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Painting the Shoulder Pads

Right Shoulder Pad

Step 1. The red trim and the lightning bolt were  Step 2. A mid-tone of Red Gore was used on the Step 3. The red parts were edged with Blood
first given a basecoat of Scab Red. The purity symbol and trim. Snakebite Leather was brushed Red. Vomit Brown was used as the first
seal streamers were painted Bestial Brown. onto the purity seals. highlight for the purity seals.

Step 4. A highlight of Blazing Orange was Step 5. The red was edged with a 1:1 mix of Step 6. Finally, a wash of Baal Red was used
applied to the edges of the red areas. Bleached Bubonic Brown and Skull White. A 1:1 mix of on the symbol and trim. The streamers were
Bone was used as a highlight on the streamers. Bleached Bone and Skull White was used on the given a wash of Ogryn Flesh.

purity seal streamers.

Left Shoulder Pad

Step 1. The braiding and tassels were first given  Step 2. The braid was painted with a 3:1 mix of Step 3. The braid was highlighted with a 1:1

a basecoat of Red Gore while the Crux Red Gore and Fortress Grey. A highlight using a mix of Red Gore and Fortress Grey, while the
Terminatus was painted Graveyard Earth. 3:1 mix of Graveyard Earth and Bleached Bone badge received a highlight of a 1:1 mix of
was applied to the badge. Graveyard Earth and Bleached Bone.

Step 4. The Crux Terminatus was highlighted Step 5. Both areas were then given a wash, The Step 6. The braid was highlighted Fortress
with Bleached Bone. The braids were highlighted  braid was covered with Leviathan Purple while Grey. The badge had a highlight of a 1:3 mix
with a 1:3 mix of Red Gore and Fortress Grey. the badge received a Devlan Mud wash. of Bleached Bone and Skull White.
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Final Detai

Once the main areas of the model have been painted it's A great example are the wax stamps of the purity seals,
simply a case of turning some attention to the smaller which use the same technique as described for the braids
details that adorn the miniature. Many of the methods used  and tassels on the left shoulder pad. Otherwise we've tried
on these areas have already been detailed elsewhere in this  to cover any new colours and techniques Neil has used on
Masterclass and it's simply a case of referring back to them.  this page.

The yellow hue on the Chapter symbol was first
painted Bubonic Brown. Bleached Bone was
blended in over subsequent layers, first going to a
1:1 mix and then a 1:3, until pure Bleached Bone
was used, Work outwards so each layer goes
lighter towards the edge of the area.

The laurel was basecoated with Catachan Green.
A 1:1 mix of Catachan Green and Bleached Bone
was used as a midtone and a 1:3 mix of the same
colours applied as a highlight.

The hilt used the same method as described
earlier for the gold. It looks darker than the
breastplate because it's a flatter area. The gem

The holster was highlighted first with a 1.1

mix of Chaos Black and Ice Blue, followed by

a 1:3 mix of the same colours, then a final

highlight of Fortress Grey. The red trim uses was painted using the same palette as the

the same first three steps as for the red areas Chapter symbol, applying the highlights

on the shoulder pads. towards the bottom. The only difference was
that a dot of Skull White was added to the top
of the gem to create the effect of a reflection.

The wax part of the purity seals were
painted just like the braids found on
the left shoulder pad.

The skull was painted using the same
method as for the Crux Terminatus. The
hair and Kor'sarro’s top knot used the same
technique as described for his facial hair.
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MASTER OF THE HUNT

Kor’sarro Khan is the White Scars’ Master of the Hunt, the
fifty-first individual to hold that honorific since the days of
the Great Jaghatai Khan. This title is unique to the White
Scars Chapter. They, above all other Chapters, seek the
blood of an adversary who, through quirk of fate or
artifice, has battled them and lived to tell the tale. Such
enemies cannot be allowed to glory in their small victories
of survival. Every twenty-five years, at the height of the
Rites of Howling, the Master of the Hunt is despatched to
seek out one such foe and bring their severed head back to
the White Scars fortress monastery as trophy and proof.

As Captain of the 3rd Company, Khan can draw upon
many resources in pursuit of his prey, and often embarks
upon a hunt with companions chosen from the Battle-
Brothers under his command. A pursuit can take months or
years as Khan tracks his quarry from warzone to warzone
and world to world. Though the hunt may be postponed as
wars and other duties interfere, it is never abandoned.
Sooner or later the quarry is tracked down, cornered and
then beheaded.

Kor'sarro’s return to Chogoris is a time of great
celebration and moonlit feasting, for it marks the passing of
a hated nemesis. When the carousal is done, Kor'sarro
surrenders the prey’s severed head to the High Chaplain,
who takes up a brand from the flames and burns the eyes
from the dead skull. The hymn of vengeance is sung as the
flesh burns and peels, and the quarry’s name is struck from
the roster of the hunt. The head itself is masked in silver
and set upon a lance, its hollow gaze destined to forever
stare out over the approach to the fortress monastery. The
White Scars’ citadel is high in the Khum Karta mountains;
the road is long, yet the silvered heads of the slain line
every pace of its passage.

Over his years as Master of the Hunt, Kor’sarro Khan
has brought nearly a score of quests to a successful
conclusion. Some of the White Scars’ greatest foes, such as
the Daemon Prince Kernax Voldorius and the Eldar pirate
lord Varaliel, had evaded previous Masters of the Hunt
only to have their heads severed by Kor’sarro’s blade.

“Surround yourself with the greatest warriors at
our command, or cower in the deepest and darkest
Zol: you can find. It matters not. I shall take your
head for the Great Khan and for the Emperor.”

Kor'sarro Khan
White Scars 3@ Company

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




HEROES OF THE ADEPTUS ASTARTES

Kor'sarro Khan is not the only hero at the disposal of the Space Marines. Far from it —
the Chapters of the Adeptus Astartes are replete with heroic individuals whose valour
and fame have spread beyond the archives of their fortress monastery. Even during
the Time of Ending the Space Marines have provided great and legendary heroes that,
along with their Battle-Brothers, form the bulwark against the ensuing darkness.

The Fist of Dorn is
a master-crafted
thunder hammer,
said to be one of
the oldest of its

kind in the galaxy.
The Gauntlets of FHax)

Ultramar are a matched
pair of power fists with
integrated bolters. They
are the badge of office of
the Lord of Macragge.

Marneus Calgar Captain Lysander

Though famous as a master strategist and general, Lost in the Warp for over a millennia,
Calgar is no stranger to personal valour; the tomes of Captain Lysander returned to his Chapter
Ultramar are full of his deeds and actions from clear of taint and has since been reinstated
closing Daemon gates to boarding Hiveships. To the as the commander of the 1st Company.

people of Ultramar he is the hero of heroes, the
epitome of Mankind's will to endure and triumph.

The ancient and
venerated storm bolter,
Darn’s Arrow; is a mark
of the Chapter Master of
the Crimson Fists.

The spear of Vulkan was one
of nine lost artefacts scattered
throughout the galaxy, but
since its recovery it is now
wielded in battle by the
Forgefather himself.

Vulkan He'stan Pedro Kantor

As Forgefather, Vulkan He'stan must seek out the lost artefacts created and then After the devastation of Rynn’s World it is
hidden across the void by the Primarch, Vulkan. Four of these technological relics now Kantor’s job to rebuild the Crimson Fists.
remain undiscovered and it is He'stan’s quest to seek them out. If on his travels In these dark times, the Imperium can ill

he encounters the enemies of Mankind then he will only continue his search afford the loss of such a legendary Chapter.

once he has scoured the location clean with spear and flame.
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For this month’s
Premier Event review
Matt Lincoln turns our
attention to Games
Workshop's purpose
built visitors venue,
Warhammer World,
and its calendar of
Hobby Camp Events.

ne of the cornerstones of the
Ohobby is that it’s sociable. You

don’t play a game of Warhammer
or Warhammer 40,000 on your own. It's
always interesting, dare | say, entertaining,
debating which army is best, which
background story is most interesting (Dark
Angels in my opinion), and sharing with
others the miniatures that you've
painstakingly converted or painted over
the years.

This is where Warhammer World's
Hobby Camps come into their own. We
run Hobby Camps to provide groups of
hobbyists like you the opportunity to spend
five days at Warhammer World immersed
in your hobby alongside a gaggle of other
like-minded individuals.

As | sit writing this article over twenty
hobbyists are battling against our dedicated
Hobby Camp coaches for victory, honour
and of course the bragging rights in the
final battle of their Hobby Camp week. In
fact, by the time you read this, tales will
have emerged describing just how
spectacularly the battle was won, and how
unfair the dice rolls were that day!
However, | should really start at the
beginning of the week, so here goes...

Summer Hobby Camp of 2009

The week began with the sound of shrink
wrap being ripped from brand new
Battalions and Battleforces, hobbyists
talking about the hobby they love and
plastic being clipped.

Organised bedlam swiftly followed as
everyone began to create new armies under
the guidance of the Hobby Camp coaches,
who between them have around thirty
years of experience of the hobby.

With armies constructed, twenty cans of
Chaos Black Paint used and numerous trips
to the spray booth, painting began in
earnest,

The coaches moved around the
individual hobbyists throughout the week,
proffering advice and guidance, showing
them how to paint their miniatures using a
range of techniques including highlighting,
layering and dry-brushing. They even
explained how to weather vehicles by using
PVA glue to mask areas from the next layer
of paint, and how to create realistic
camouflage effects on tanks using strips of
adhesive putty and paint.

Each day the noise grew as battles
raged and the coaches demonstrated tactics
and explained the rules of Warhammer and



Warhammer 40,000. Tyranids devoured
Tau worlds, High Elves tore into Dwarfs
with shields crashing and swords slicing.
On another table bolter rounds exploded
amid an Ork Waaagh! as the Raven Guard
launched ambush after ambush against the
greenskins and the dice rolls got ever more
frantic.

As the Hobby Camp reached its
conclusion, final battles produced riotous
laughter and cries of anguish at the dice
gods. We saw Dwarfs valiantly slay a host
of Zombies only to be torn to shreds by a
rampaging Chaos Horde. We also saw the
loyal Blood Angels and Dark Angels
Chapters fight side by side against wave
after wave of Chaos Space Marines and a
myriad of foul xenos.

As the Hobby Camp came to an end,
our hobbyists packed away their newly
constructed and painted armies and said
their reluctant farewells. After email
addresses were exchanged with newfound
friends, they made their way home, still
brimming with excitement from the week
they had experienced and eagerly
anticipating the next time they might meet
in battle.

Long-lasting effects

The Hobby camp can have a real effect on
your hobby. With your newfound skills
you can get a lot more out of your
purchases, get your projects completed to
consistently higher standards, and reap the
benefits of a better understanding of the
rules, strategies and tactics. You also have
a ready made community of fellows with
whom to share war stories and enjoy the
hobby even more. The thing is, following
the Hobby Camp you can become so
enthused about the hobby, you just can’t
leave it alone!

Further
Information

So, if Matt’s account
has piqued your
interest, you'll be
delighted to read that
we run Hobby Camps
throughout all the
major school holidays,
the dates for which can
be found above. Find a
time to suit you and
come and immerse
vourself in your Hobby
at Warhammer World.

&
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Hobby Camp Dates Game Systems Available Ages
Christmas 19th_g3rd Warfiammer 12 to 16
Hofidays December Warhammer 40,000 (Parents may arrend

2009 The Lovd of The Rings with their children)
Ca:jﬁriric(fZOID HUM}H Camp dates listed below
Easter l 2gth March— Warhammer 12 to 16
Holidays | ond April Warhammer 40,000 (Parents may artend
The Lord of The Rings with their children)
Easter gth_gth Warhammer 12 to 16
Holidays April Warfiammer 40,000 (Parents may artend
The Lowd of The Rings with their childven)
Summer ZG'H—SU”G Warhammer 12 to 16
Hofidays July Warhammer 40,000 (Parents may artend
The Lord of The Rings with their children)
Summer Zm'r—(im Warhammer 16+
Hofidays August Warhammer 40,000
The Lord of The Rings
Summer 9?5—13"’{' Warhammer 12 to 16
Holidays August Warhammer 40,000 (Parents may attend
The Lnrd-{rfTﬁt' Rings with their children)
Summer 16 _0th Warhammer 12 to 16
Ha:"idéry.r Autguist Warfimmmer 40,000 (Parents may attend
The Lord of The Rings with their chifdren)
Summer 23_p7th Warfiammer 12 to 16
Holidays August Warhammer 40,000 (Parents may artend

The Lord r_v)‘ The Rings

with their children)

For more information on our hobby camp programme you
can contact us at whworldevents @games-workshop.co.uk or

visit www.warhammerworld.org

www.games-workshop.com
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GRAND TOURNA ENT

23rd—24th January 2010, Warhammer World, Nottingham

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

download from www.games-workshop.com e Tickets cost £55 each.

TII:I(ﬂs AVAILABLE FROM 30™ OGTOBER - 0113 91 4Illlllll
www.warhammerworld.org '




GAMES WORHSHOP

DIRECTORY

A directory of everything you need to get involved in the
Games Workshop hobby community, from events and
activities in your local gaming club to what’s going on at
Warhammer World and in your GW Hobby Centre.

The Events Diary 108-109

@ Events Calendar
Find out what's happening when and where in the Games Workshop hobby
community with this comprehensive list of unmissable dates; tournaments,
campaigns and more.

® Club Information
Find regular opponents, play campaigns, and get involved in a host of other hobby
activities with like-minded gamers at your local club.

Store Information 10-117

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

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

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

© Store and Club Focus
The Gaming Club Network was started to bring together like-minded clubs. This
month, Club President, Richard Kerry talks about the benefits of joining the GCN.

Available to Order 118-119

©® Games Workshop Direct
The full range of Games Workshop products are available from GW Direct, our
premier on-line and telephone ordering service.

©® Skaven Miniatures
This month’s releases for the Skaven are just the tip of the iceberg. Check out the
other great models in the range.

©® Advance Orders
Order the newest miniatures now — so new they're not even out yet!




EVENTS DIARY

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

November 2009

November 7th

IRISH WARHAMMER
40,000 GRAND
TOURNAMENT

Date: Saturday 7th-8th
November, 2009

Venue: Valhalla Games Battle
Grounds, Athlone, Co.
Westmeath, Ireland

Details: The Irish Warhammer
40,000 Grand Tournament
consists of six rounds played
with armies of 1750 points as
gamers from all over Europe
compete for the title of Irish
Grand Champion 2009.
Tickets: Tickets cost 50 Euros
and are available from selected
Games Workshop Hobby
Centres.

Contact: For more information
and the rulespack, email:
grandtournament.ireland@gmail.com

November 8th

WARHAMMER
40,000 TEAMS
TOURNAMENT

Date: Sunday 8th

MNovember, 2009

Venue: Wakefield Hobby
Centre, England

Details: Team up with yvour
friends to overcome all
challenges. You must use your
skill and judgement to not only
win your battle but pit the right
players against the right
opponents. Do you have the
nerve and skill to become the
team champions? To take part
you will need a 1500 point
army. Full details of the rules
will be sent with the event
pack.

Tickets: Tickets cost £30 for a
team of 4 players.

Contact: 01924 369431

November 14th November 29th

TARGE ‘09
Date: Saturday 14th
MNovember, 2009
Venue: Websters High School,
Kirriemuir, Scotland
Details: Targe ‘09 is a festival
of hobby and gaming fun with
demonstration and
participation games, places for
you to bring and buy, with
displays, good food, extensive
painting and modelling
competitions. Even the parking
is free.
Contact: Dale Smith

01575 574128
Website:
www. kirriemuirwargamesclub.co.uk

PLUNDER OF PENN IX

Date: Sunday 29th

November, 2009

Venue: Belgrave Social Club,
Halifax, England

Details: The Pennine Riders
gaming club invites you to take
part in their annual
Warhammer 40,000 campaign.
The planet of Penn IX is dying
and about to explode. Battle
your way through a series of
linked scenarios as you join the
countless bands of space
raiders trying to plunder as
much loot as possible from this
collapsing world.

Tickets: Tickets cost £10 per
player and includes a hot
lunch and trophies and
certificates for the winners.
Contact: Matt — 01274 427613
escabarcorgan@yahoo.co.uk
Pete - 01422 369834
hardplin@tiscali.co.uk

November

November

WARHAMMER

Age Limit: 16+

Warhammer army, you will

win a cov

THRONE OF SKULLS GRAND TOURNAMENT
Date: Heat 2; Saturday 7th-8th November, 2009

Heat 3: Saturday 21st-22nd November, 2009
Venue: Warhammer World, Nottingham, England

Details: The Warhammer Throne of Skulls Grand Tournament is Games
Workshop's premier gaming event held in the stunning Warhammer
World Gaming Arena, Armed with your fully painted 2000 point

WARHAMMER 40,000

Age Limit: 16+

point Warhammer 40,000 arn
gaming cop
try and w

THRONE OF SKULLS GRAND TOURNAMENT

Date: Heat 2: Saturday 14th-15th November, 2009
Heat 3: Saturday 28th-29th November, 2009

Venue: Warhammer World, MNottingham, England

Details: The Warhammer 40,000 Throne of Skulls Grand Tournament is
Games Workshop's premier gaming event held in the stunning
Warhammer World Gaming Arena, Armtd with your fully

ainted 1500

108 WHITE DWARF DIRECTORY
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For those § a 1un weekend's worth of gaming,
we will be rewarding great gaming and hobby behaviour with some
other fun awards to mark the occasion.

If you want to know more about this event, then check out the event
pack, available to download from the Games Workshop website.
Whether entering as a solo player or as part of a team, this event is a
fantastic excuse to play some great games, meet some new players and
take full advantage of the Warhammer World Visitor Centre.

Tickets: Sold out

Contact: Mail Order - 0115 91 40000
Website: www.games-workshop.com

der to
Sold Out ;

e or o tun weekend's worth of gaming,
we will be rewarding great gaming and hobby behaviour with some
other fun awards to mark the occasion.

If you want to know more about this event, then check out the event
pack, available to download from the Games Workshop website.
Whether entering as a solo player or as part of a team, this event is a
fantastic excuse to play some great games, meet some new players and
take full advantage of the Warhammer Waorld Visitor Centre.

Tickets: Sold out

Contact: Mail Order - 0115 97 40000
Website: www.games-workshop.com

WORLD

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



December 2009

BLOOD BOWL:
WINTER BOWL

Date: Sunday 8th

December, 2009

Venue: Wakefield Hobby
Centre, England

Details: In the depths of winter
far to the frozen north there is
a brutal Blood Bow!
tournament held by the
Norsemen. It is called the
Winter Bowl where only the
toughest survive, To join this
Blood Bowl tournament you
will need a 1 million Gold
Crown starting team with no
star players.

Tickets: Tickets cost £10 per
player.

Contact: 01924 369431

40 000,

force of the 4158 Millennium.

A *

January 2010

Date: Saturday 9th—10th January, 2010
Venue: Warhammer World, Nottingham, England

Age Limit: 12+

Details: If vou fancy teaming up with a friend to take part in a fun and
slightly chaotic weekend of gaming, then our Warhammer 40,000
Doubles Tournament is for you. Using a more relaxed format than our
Grand Tournaments, players team up with a partner to field a
combined force of allied armies in order to fight it out to see who is
the Best Team.

Tickets: Tickets cost £85 per two player team.

Contact: Mail Order — 0115 91 40000 %ﬁ}ﬁf}

Website: www.games-workshop.com WORLD

www.games-workshop.com

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

WARHAMMER

SPAGE MARINES
EXHIBITION

Date: 7th December, 2009-11th January, 2010
Venue: Warhammer World, Nottingham, England

Details: The Space Marines are the heroes of the
Imperium. Forged through forgotten science and driven
by their eternal duty they are the most deadly fighting

Paris, Baltimore, Toronto, Chicago, Birmingham and
now, Warhammer World, Having toured the globe, our
collection of Space Marines original art and archive
product returns home for a final grand show.

Website: www.warhammerworld.org

www.games-workshop.com

Date: Saturday 23rd-24th January, 2010
Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Compete in eight games across the many battlefields of
Middle-earth to become this year's The Lord of The Rings Champion.
You will need two fully painted 700 point armies; one Good and one
£vil, following the rulespack and the Legions of Middle-garth supplement.
Tickets: Tickets cost £55 per player and include lunch on both days,
an evening meal on Saturday, tea and doughnuts.

See page 106 for details.

Contact: Mail Order — 0115 91 40000 WM

Website: www.games-workshop.com WORLD

www.games-workshop.com
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OPENING TIMES

Games Workshop stores
can be found up and
down the land, in cities
and towns, on high
streets and in shopping
centres. Consequently,
the opening hours of
individual stores may
vary greatly.

We therefore
recommend you
contact the relevant
store for individual
opening times before
visiting.

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

www.games-workshop.com
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STORE FINDER
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Hobby Centres are Games Workshop’s own retail outlets. Each
store provides gaming and painting facilities and is staffed by

expert hobbyists!

Full range of products

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

In-store order point
All our stores 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, if you have your order
sent to the store, we'll send it POST FREE!

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!

Gaming Rooms

Like regular Hobby Centres, all Gaming
Rooms provide the full range of Games
Workshop services. However they are
larger than a normal Hobby Centre and
have many tables, which makes them
perfect for meeting fellow hobbyists.



GCAMES WORKSHOP INDEPENDENT STOCKISTS

need.

IN YOUR LOCAL AREA
With over 2000 locations worldwide there is never a stockist far
away, making them perfect for that quick resupply or hobby

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!

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

IN THIS DIRECTORY

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

AROUND THE WORLD
If you're unsure where your nearest stockist is located, anywhere
in the world, call Mail Order on: +44 (0) 115 91 40000

FOR MORE INFORMA

STORE LISTING

GAMES WORKSHOP
PREMIUM STORES

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,
more akin to a GW Hobby Centre than a traditional
independent stockist.

e Premium Stores offer a wide range of GW products.

e They also offer a Mail Order service giving you
access to the entire Games Workshop range.

e The knowledgeable staff of these stores offer
painting and modelling lessons and can help devise
killer tactics for your armies.

s Premium Stores also have a number of gaming
tables to hold in-store tournaments, bespoke mega
battles or general open-play gaming

Check out the list below to find your local stockist!

November/December 2009

Tel: 0117 259 7104

! BEDFORD:
5, \1u|- 1HP

LUTON, cm.-;km

Tel: 11562 4369549

BERKSHIRE

* GW MAIDENHEAD:
Lirit 2, 17 Markst Street, SLG HAA

: 1
' WINDSOR:

e W Place, SL4 1P

READING. HobbyCraft:
Ted; 0118 902 B6ON
WINDSOR, W) Daniels:
Ted: 01753 862106

(.W BIRMINFHAM

GW SOLIHULL:

690 Warwick Road, 897 30X
Ted: 0921 705 7997
« GW SUTTON COLDFIELD:

4547 Birmingham Ruad, B72 1RH

Tel: 0121 354 3174

GW WALSALL:

Lmit 26, Ol Square 'ulnpglln— Centre, W51 10O
Tel: 19 272 M
oW \'\-(ll\-‘ER]'IAMPTON

o King Sereet, WY1 15T

Tek: 0190 231 030k

BIRMINGHAM, Console Games:
Tel: U121 477 4122
KIDDERMINSTER, T) Models:

Tel: 01562 747002
WOLVERHAMPTON, HobbyCraft:
Tel: 0845 051 6543

GW HIGH WYCOMBE:
N 55 Eden Walk Galkery, Eden, HP1L ZHT
Tel: 0149 453 1404
GW MILTON KEYNES:
Unit 2, 502 Silbury Boulevard, M3 24D
Tel: (50 165 DATT
AYLESBURY, Bear Necessilies:
Tol: 01 296 4210%1
RATFORD, Maple Models:
Tel: 019014 367 508
“II.TONI KEYNES HobbyCraft:

N KE\'NES Jays Crafts:
o 5658 TS
MILTDN KEYNES Maple Models:

Tel: 1906 h7 504

= GW CAMBRIDGE:

150
G\\r PET ERBOROLIGH
ethy Sfevet, PEY 1DH

HUNTINGDON, Sporls & Fashions:

Tel: (1400 &54541

PETERBOROUGH, The Rift:
Ted: 0733 341007

ST NEOTS, Gamers:

Tel: 01440 277 41

WISBECH, Poppycrail:

Fel: 01945 47535

WISBECH, Prams & Toys:
Tal; 014945 54142

JERSEY, ST. HEI.IEE Imagination:

JERSEY, § HE R, The Little Shop:
Tel: 534 7

Gu
Tal: D481 7217

= GW CHESTER:

H1 THD

FIELD:

Mall, Growenar Cenlre
K11 b
Tel: (162 561 B2
GW ST()LKPOIIT

32 Merey 1RA

ON:

me Square, WAT JAF

Bank Stre
Mmmcmm. The Gaming Crypt:
Tel: U161 92% %97

BIRKENHEAD, kit Shop

Tel: 1151 (47 9067

CHESTER, HobbyCrait:

Tel: 1244 650 170

CONGLETON, Deans Toys & Cycles:
Tel: 01260

117
CREWE, ABC Model Sport:
Tek:

EI.LESMERE I’OR1 W Homer Cycles:
Fel: 0151 3552130

PETEIIS PORT, Carousel:

If you are an independent retailer and you think you could be our next Premium Store, then why not give us a call?

ION, CALL: 08700 134411

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

i) Indicates Ganing Room fecilities.

PREMIUM STORE

Stocks mast of the product range,”

NEW STORE OPENING
Inilicates new accomls

* T b sune they have what you want in steck, we
racommend calling the st first

MARPLE, Marauder Games:

Ted: 0161 4274%49

NANTWICH, HobbyCrait:

Tel: 0845 051 6337

MNESTON, Carousel:

Tel: 0157 336 621

NORTHWICH, Level 1:

Tel: 0T&D6 45053

NORTHWICH, The Model Shop:

Tel: 01606 47740

STALYBRIDGE, Hardcastles:

Tel: 0161 303 5402

'aT KI’OIET HobbyCraft:

&1 419 5400

STDCKPGII'I Marauder Games:
Tel- 0161 4772111

HYDI:, Goslings Toymaster:
Tel: 0161 427 2004

\M\RRING'IOI\ HobbyCraft:
Tel: (843 051 6541

WIDNES, The Hobby Shop:

Tel: 11514 241 W7

« GW MIDDLESBROUGH:
Wit 3%, 19 Dumdas Streel, T51 THR
Tel: 0164 225 2041
HARTLEPOOL, Illusions:

Tel 01424 233 194
NORMANBY, PC Tech:

Ted: 01642 461010

REDCAR, PC Tech:

Tl (1632 411568

GW TRURD:
v rdu, |\-|H P Heirige Street, TR 24A
Tek: 0187

ST AUSTI:I.!. Mad for Minialures:
Tel: 11726 72259

BODMIN, Brlcknells

Tel: 01208 7

BUDE,

Tel: 01288

CALLINGTON, Zaggy Games:
Tel: 11579 304 837
CAMBORNE, Exit:

Tel: 11204 610124

FALMOUTH now Toymaster:
Tel: 07320 31

FRADDON, Kingsley village:

Tel 01726 "

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

HELSTON, Exit:

Tel: (1326 565117

NEWLYN, Newlyn Post Office:
Tel: 01736 364592

NEWQUAY, Newquay Gaming:
Tl 01637 152076 ' '
ST IVES, Dragon’s Hoard:

Tel: 01736

WMJEBRIB E. Bricknells:

Teb: 01268 1)

COUNTY DURHAM

* GW DURHAM:

G4 North Road, DHT 350

Tel: 51 374 1!

G DARLINGTON:

7 imnergate, DL3 71X

rl|||‘ 538 2363

BARNARD CASTLE, Toy Shop:

Tek: 01033 637 3o

BISHOP AUCKLAND, Windsock Models:

il w09 Thh
CoNsETT, Kwikpart:

Tel: 01207 551024
SEAHAM, Games of War:
Tel: 01915 817 118

STOCKTON DN TEES, HobbyCraft:

Tol: DU45 051 655!

STOCKTON ON TEB Stockton Maodeller:

Tek: 01642 616 600

* GW CARLISLE:

Linit 2, Earls l_... AT 10P
Tel: 0122 85%
BARROW- -FURNESS Heaths:

Fel: 1224 A1 435

www.games-workshop.com



ccll:luzmoum The Toy Shop:

Ted: 01900 B2
KENDAL,
Tel: 01539

PENRITH, Harpeﬂ Cycles:

ULVERSTON, Jabberwacky:
Tel: 01229 468152

WIGTON, Jacksons Diecast Models:
Tel: (M697 34

WORKINGTON, ToyTown:

Tel: 01000 873 2

DERBYSHIRE

BEI.PEII CI! dren s Choice:
Tel: 01773
BUXTON Knowles Toys and Models
Tel: 01298 IR

CHESTERFIELD, (’heslemeld Department Slore:

Tel: 11246 221 2k

GLOSSOF, Wam Services:
Telr 114
ILKESTON,
Tel: 1115
MATLOCK, Shawes:

Tel: 01629 582 482

RIPI.EY Chmwra Leisure:

Tel: 0

nmn

= GW EXETER:

sN Sidwell Streed, EX4 6NN
139 249 (105

GW PLYMOUTH:

&4 Corm treet, PL1 TLR
Tel: 175 411
GW TORQUAY:

12 Markee! Stn T 3AQ
Tel: 0180 320 1036

BIDEFORD, “IE Tarka Train Company:

Tedi 01237

BRIXHAM, | Iv: anham Model Centre:

Teli 01803 882555
CULLOMPTON, Nanna's Toychest:
Tobi D18B4 §39317

DARTMOUTH, WG Pillar & Co:
Tel: 01803 832 )

EXETER, Eld
Tol: DB4583H9856

EXMOUTH, Gamezone Models:

Tel: 11395 267 733

HONITON , Honiton Toy Shop:

Tel: 01404 43747

HONITON, Pressplay:

Tel: 01404 5au612

ILFRACOMBE, K] Hobbycraits:

Tel 1 8749502

KINGSBRIDGE, The Trading Post:
Ted: 01540 052 973

NEWTON ABBOT, Austins:

Tel: 01626 333 444

NEWTON ABBOT, Dragon's Cave:
Tel: 11626 134955

PAIGNTON, Paignton Model Shop:
Tel: 0150, SHAL

PLYMOUTH, Mu:iek Shop:

h Games:

Tel: (1752 221 45
TAVISTOCK, Kﬂll:ldUELLlFl.‘
Tel: 01822 615 2

Tl G\IMOUTH Jackmans Toybox:
Ted 62k 778 260

Tl\*EltTO Ballhllr)' 5t

Tel: (ITAS.
TORQUAY, Action Model Centre:
Tel: 01258 40099%

TORRING TDN Toyzone:

Tel: (1B 862244

DORSET

GwW EnlJRNFMOUTH
Road, BH1 THA

BLANDFORD FORUM, Inspirations:
Tel: 01250 400994

BOURNEMOUTH, Hobbycrait:

Tel: 01202 582 444

BIIIIDFDIIT Fmﬁts Toymaster:

Teek: 01300

CHRIFI'CHUIICH, Simple Miniature Games:

Tel: 01207 489721

DORCHESTER, Dorchester Toys:
Fol: {1305 261 152

DORCHESTER, Merlyn's Vault:
Tel: 01305 262277

SH.‘\FTESBUR\" Hardings:

Tel: 11747 85

SHERBDURNE The Corner House:

Ted: 11935 813 615

SHERBOURNE, The Toy Barn:

Tek: 01935 615 040
{ TH, Howley's Toymaster:

Tel: 01305 779,

GW CHELMSFORD:
fnit Meadows Centre, CM2 6FD
9 0048

@HAIII.OW, Marquee Models:

Tel: 01279 423 334
SAFFRON WALDEN, Game On:
30 High Street, Tek: @ 0711

BASILDON, HobbyCrait
Tel: 268 240 100
BILLERICA\' Toys N Tuck:
Tel: 0 )4

BREN DOD. B&M Cycles:

Tel: 11277 214 342

CLACTON ON SEA, Clacton Arl & Craft Centre:
Ted: 09255 436 346

COLCHESTER, 4TK Gaming:

Tel: 012006 756300

HORNCHURCH, Tole Haven:

Tel: 0170 475057

MALDON, Calin Bliss Models:

Tel: 01621 851 1

RAYLEIGH To'rs N Tuck:

Tel: 01268 773 50

SOUTH “'()(JDHA.M FERRERS, Candy Stix:
Tel: 0724

Ellllll}iSI'EIISIIIIIE

GW CHELTEN HAM

(7]

tIIIH\

ON THE WATER,
Bourton Model Railway:

Tel: 01451 820 656
GLOUCESTER, HobbyCraft:

Tol: 01452 424 799

STOW ON THE WOLD, Cleaver Models:

Tel: 0145830424

STROUD, Alan Tyndall Ltd:
Tel: 01453 ’ﬁ-. )
TEWKESBUR\‘ Toy Zone:
Tel: 11684 295 77

(.I\'\‘ BASINGSTOKE:

ors Walk, G0
h- 646 HO50

GW PORTSMOUTH:
34 Arundel Street, PO1 1ML
Tel: 0259 207 6266

GW SOUTHAMPTON:
23 East Street, S04 1HG
Fol: D238 033 1962

Gw (CHESTER:

LDERSHOT, The Game Shop:
el 01252 311 443

ALTON, Alton Model Centre:

Tel: 07420 542 244

ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 357 263

BOTLEY, iust A:Icl Imagination:

Tel 0 7

FAKNEDRDUGH Dark Star:
Tefl: 511

HAVANT, H hhycraﬂ

45 051

L\;“IN(TDN HE Figgures:
Fel: 01500 672002

MILFORD QN SEA, Milford Models and Hobhies:

Tel: 01590 642 112
NEW MILTON Toys of New Milton:

Tel
SOUTHAMI'TBN, HobhyCrait:
Tel: 0B45 051 6521
SOUTHSEA, Southsea Models:
Tel: 02342 743 208
'ATER OOVILLE Forever Toys Ltd:

el: 112
WATERLCIL)\«'ILLE, Paul’s Hobby Shop:

Tel: 017

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how

to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

GW HEREFORD:

40 Eign . HR4 pAR

Tel: 011432 355 040

HEREFORD, Weobley Bookshop:

Tel: 01544 319292

LECMINSTER, Martin's Models & Crafis:
Tek: 01568 613

ROSS ON W\'E Revolutions:

Tel: 01989 5

III’.IITFIHIDSIIIIIE

GW HEMEL HEMPSTEAD:

GW ST ALB:\NQ

18 §

Tel: i

ABROTS U\NGI.[\‘ The Battle Shop:
Ted: 07003 400 359

BJ\RNF.T. Toys Toys Toys:

Tel: 0208 449 (F6h

BERKHAMSTEAD, Hamlins:

Tek: 01442 64 642

BISHOP'S STORTFORD, Boardmans:
Tel: 01279 h54 033

HARPENDEN, loma’! Toys:

Tel: 01383 769 H

HITCHIN, Malnlv Models:

Fel: 01462 422 2l

LETCHWORTH, Rowells Toy Emporium:
Tel: 01462 G50 'I"

LETCHWORTH GARDEN CITY, Rowedls Yoy Fmsporium:
Telt 01462 BRO 717 i
STEVENAGE, HobbyCrait:

Tel: 0843 051 6553

STEVEI\AGE I(S Models:

Ted: 01438 736

WELWYN GARDEN CITY, Fun House Toy Store:
Teb: 01707 391 419

'WARE, King L.eorpe Stores:

Tel: 01920 46

WATFORD, Hubllv(_raﬂ

Tel: D45 D51 6538

ISLE OF MAN

DOUGLAS, Toymaster:

Tel: 01624 622 154

RAMSEY, Creativity and Crafl:
Tel: 11624 BEIT02

RAMSEY, Games Master;

Ted; 01624 B12203

COWES, Chivertons Newsagents:
Tol: 07983 292 013

NEWPGR'I, Toy & Models:

Tel: 01903 528 258

RYDE, The Sports & Model Shop:
Fel: 019013 A62 454

GW BLUEWATER

, Rorwater, (144 4563,

Ll\’\' (J\'\ITL“ELH\"
ron Bar Lane, CT1 ZHN

AE IJ 1PA

rw ‘.I'IJI\BI!I[)(.I WELLS:
or Road, TNT ZAP
09 252 57HI
@BROADSTAIRS Time & Space:
QTH43 b6 006
-‘\SHFORU GZ Computers Ltd:
¥ 1994
BEKI.E\‘ HEATH, Kit Krazy:
Tel: 0208 298 7177
CHATHAM, Maynes:
Ted: 01634 400 (131
CRA\‘FDRD Hubl;ndn
4 01580 7

FA\-'ER‘EHAM. Alm:us Toys:

Tel: 01795 591

FCIIJ(EYI'{}NEJ Penlu-aﬂ.

Tel: 01303 279292

GRAVESEND, Steve’s Collectables and Models:
Tel: 01474 564 365

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HASTINGS, Haslings Hobbies:
Tel: (1424 200021

HERNE B.\\Y Sptanngs

Tel: 012
HYTHE, App]e I.u

Tel: 01303 2 02
MAIDSTONE, HobbyCraft:
Tel: 01622 &

ORPINGTON, JH Lorimer:
Tol: 01689 H23193
|H Lorimer:

SEV E'N{J.'\KS Manklnws

Tel: 11732 454 952

www.games-workshop.com

112 WHITE DWARF DIRECTORY

< Arcade, PRI 20Y
07 1855
(.W WIGAN:
12 Cromplon Streed, WNT 1Y
el 11842 #2911

LANCASTER, Micro Markets:

Tel: 01524 040 4406
ASHTON UNDER LYNE, Roundabout Toys:
Tel: 111513 432 344
BI.ACKBUIIN Batcave:
Tel: (1254 667 468
BI.AEKEUIIN Men:zr & Sons:
Tel; 01454 269
BI.M_KEURN, Meﬂ:zrs Tvys:
Tol: 01254 681401
BLACKPOOL, iCollectables:
Tol: 01253 403530
BOLTON, thhyl’rzft
Yel: 01204 374
BURNMLEY, Cumpendlum
Tel: (1282
BLRY, Ccmways Toymaster:
Tel: (MB17 616 208
CHORLEY, Toymaster:
Ted: (257 263045
CLITHEROE, Cowgills of Clitheroe Ltd:
Ted: 01200 423 587
KIRKHAM, RK Boyes:
Tel: 01772 D04
LEIGH, Toymaster:
Tel: 01942 671 110
MORECAMEBE, Micro Markets:
Tel: D1524 416 306
ORMSKIRK, Taylors:
Tul: 01695 573516
ROSSENDALE, Rossendale Models:
Fel: 01708 250 007
PRESTON, Hnb«hyfraﬁ
Tel: 11772 661
'I'HORNTCIN I'.'LE\C‘ELYS, Toy2save Collectables:

dl: (41253 855 905
WIGAN igan Model Centre:
Ted: 01442 3

LEICESTERSHIRE

GW LEICESTER:

1 2,16/20 Silver Street, LET SET
0716 253 0510

GW LOUGHBOROUGH:

2 Riggln Streed, LE1T TUA

Tel: D130 523 8107

LEICESTER, Gifts For Geeks:
Tul: 01362 53
LOUGHB!
Tol: 11509 245505
lOUGHBOHUUGH IX Gamer:
Tel: 07
MEI.TGN MOWBRAY Cobwebs:

1 500700
ASHBY-DE-LA-ZOUCH, Steve’s Models:

Tel: 67530 416 227

LINCOLNSHIRE AREA

54 8
ROSTON Modl.ls and Computers:
Tel: (11205 365 1

GRANTHAM, Access Models:

Ted: (11476 592 001 )

I.DlJTH Cast ime:

141

MABI.FI’HORI‘E Belas Toymaster:
i

Te

507 473 324

SCUNTHORPE, Shermans Model Shop:
Tel: 01724 842 4349
SKEGNESS, The Model Shop:
Tel: 01754 763 429
SPALDING M.ascm s Models:

Tel: (1 700 TH7934

GW BRENT CROSS:

Uit F9, Lower Mall, freat C

g Cenie, KW JFE

GW CROYDON:
5, Dremnond Centre, Keeley Road, CHi 1TF
1 B 4600

GW KENSINGTOMN:

Shop 7, Lancer Syuare, Kensinglon Church

e Plaza Shupping rrm e 18
8 Oxdord Street, W1D ILT
436 0839

GW ROMFORD:

12 Cuadrant Arcade, RM1 3ED

Tel: (11 708 Ta2 140

l'W STAINE:

, TW 18 459

= CW UKBRFDGE
munu.l Te Faviiors Shappin; Cenire, LIE 1LY
I\I A9 525 2800

GW WATFORD:

LUinit Q, 1A Gueen Street, Marlogein Contre, WD) 278
Tel: 01923 245388
GW WOOD GREEN:
Unit 53, The Mall W 3
Tel: 0208 A09107%
BELACKHEATH, Znd Impressions:
Tel: 008 852 6192

CAMDEN, Goodwoods:

Tel: 0208 340 4441

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH l'he Art Stationers:
Tel: D208 603
FINCHLEY, Lensuhe Games:
Tel: 0208 346 2327

ith Street, V22 6BA

GREENF
Tel: 0208 7
HAMPSTEAD, Happy Returns:
Tek: 207 435 2431

HER‘\IE I_’“I.I. jusl Williams:

ROMFORD, HobbyCraft:
Tel: GA45 051 4545

RUISLIP, john Sanders:

Tel: (1895 634 B48

VICTORIA PARK, The Toybox
el DD BA3 TR

mcam ER AREA

GW ALTRINCHAM:
Unlt 1, 19 Grafton Str
Tel: 0161 424 98%
G\'\ MANCHESTER (Central):

15, Marvden Way South, Amdale Cenlre, M4 3AT
h»: Th1 Hi4 6ATT
GW TRAFFORD CENTRE:
Linit 140 Trafford Centre, MT7 BBN
Tel: 0161 755 0065
ALTRINCHAM, The Gaming Crypt:
Tel: D161 929 9919
ECCLES, Amazon Miniatures:
Tel: D161 7HS TA50
NORTHENDEN, Stelorac:
Tel: 1161 946 1759

MERSEYSIDE AREA

= GW LIVERPOOL

116 Central Shoppisg Centr, Rar

Tel: 0151 703 0963

CW SOUTHPORT:
Ely HU;?H(IH S, PRY OTE

, WAT4 1DU

sl Strenl, L1 10

T ot7 1
WALLASEY,
Tel: 0151 200 8355
WIRRAL, Thingwall Garden Centre

Tel: 0151 GABOZET

EAST SHEEN, Pandemonium:
Tel; 02083 780 B6G

EMFIELD, Pearsons:

Tel: 0208 373 4200

CGW NORWICH:

I?-I-ll-nlmn Stroed, NRZ 1AT
i1 0160 376 7656

CR\‘JMER, Cromer Furniture:

Tek: 01263 515153

EAST DEREHAM, Starlings Toymaster:

Tel: 01362 697 769

EAST DEREHAM, Youngsters World:

Tol: 11262 698 350

GREAT YARMOUTH, Kerrisons:

Tel: 01483 B538%1 /01493 B50039

HOLT, btarlmgs Toymaster:

Tel: (263 713 1

HUNST&NTDI\‘. The Card Box:

Tel: (M35 834466

HL;NSTANTON, Pavilion Toymaster:

Ted: 07445 537 10

NORWICH Baltl:nnl

Tek: 07603 76

NORWICH, Langlt_}'s

Tel: 0607 621959

NORWICH, Kerrisons:

Tel: 01603 494000

NORWICH, S P Models:

01953 BE7HTE

SHERINGHAM, Starlings Toymaster:

Tol: 01263 H22 368

TAVERHAM, Norvic Models Ltd:

Tel: 01603 865213

THETFORD, B

_rral Model Shop

NORTHAMPTONSHIRE

. ('.W NORTHAMPTON:

DA\«'ENTR\‘ The Games Vault:

Tel: 01327 310547

NORTHAMPTON, HobbyCrait:

Tel: (160 591 500

NORTHAMPTON, Project Hydra:
Ted: D164 6309966

RUSHDEN, Oshorne Sports & Toys:
Ted; 11933 312 415
WELLINGBOROUGH, Software Seller:
Ted: (1933 440 #61

ASHINGTON, Blue Box Models:
Tel: 01670 521274

CORBRIDGE, The Village Square:
Tok 01434 634 056

HEXHAM, Robbs:

Tel: 07434 602 151

MORPETH, TG Allan:

Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
34 Friar Lane, NGT 604

Tel: (1115 948 0651

LW WARHAMMER WORLD:
Willow Road, Lenton, NGT 2WS
Tel: 0115 916 B410



MANSFIELD, The Games Emporium:
Tel: 91623 40 022

MANSFIELD, Maelstrom Games:

T ThZ3 238919

NEWARK, Access Models:

Tel: D636 673 116

ND‘I'IINGHAM HobbyCraft:

Tol: G845 05
WEST BRIDGFDRD, Inspirations
Tel: 0115 962 1200

WORKSOF, Model Base:

Tek: 01900 501
OXFORDSHIRE

tew Inn Hall Street, OXT 20H

ABl NGDON ]nsl Toys:
Tel: 11235 524 333
I!ANSUIH’, Trinder Bros:
Tel 262 546
TER, HobbyCraft:
Tel: 645 051 6557
CARTERTON, Giles Sports:
Tel: 07993 842 3%
OXFORD, Boswells Toymaster:
Ted: 01865 141 244
OXON, Kev's Toyshop:
Tel: 11491 B25136
THAME, Pied Pedaller:
Tel: 11144 260 022
WALLINGFORD, Pettits of Wallingford:
Tel: 01491 835 253
WITNEY, Dentons:
Tul: 61993 704 979

HAVERFORDWEST, Emry's:

Ted: 01437 779 636

OAKHAM, Rutland County Museum:
Tel: 1572 751438

SHROPSHIRE

= GW SHREWSBURY:
\mlcc Street, -m 1LE

BRIDGENDRTH. Hobby Horse:
Tel: 1174 & 76b 639

COSWESTRY, Funfayre:

Tel: 01691 6710 646

TELFORD, Sanda Games:

Tel: 11952 676 721

= GW BATH:
510 Wesigate Bulldings, Avon Streel, BAT 1UN

BURNHAM ON SEA, GW Hurley:
Tel= 011278 789 281

CLEVEDON, Just For Fun:

Tel: 11275 341 W19

FROME, The El-lenbray Press:

Telt D1373 462 139

FROME, Frome Model Centre:

Tel: 01373 46529

cmsrovéunv Pedalers Toymaster:

Tel: 01458 834
GLASTONBURY, PC's PC's:
Tel: (11436 B33500

MINEHEAD, Minehead Toys & Models:

Tel: (647 705 550

TAUNTON, Krackers:

Tel: (1823 335 057

TAUNTO! tcher & Sans:
Telt 01823
WELLS, Insane Games:

Tek: D145 448109

WELLS, \'\-ell.s Mndels and Toys:
Tel: 1174% &7
WESTON st
Tel: 01%34 41
YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

+ GW BURTON ON TRENT:
Unit B, Linian Luurr Union Street, DET4 144
Tek: 0128 353 50!

I_'EII MARE, Lloyds Toys:

L nisrgn:r Toys and Models:
Tel: (270 882 K71

BLRTON, Blue Grove Racing:

Tek 01203 512741

Tol: 11745 255577

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

Ted; 01782 B33 613

T.-\M\AOR'IH Hulshyuaﬂ
Tel: (HE27 300 800

SUFFOLK

+ GW IPSWICH:

B Wesigate Street, IFT 31
Tel: 01473 210 031
BECCLES, Toy Box:
Telt D502 712 05

BURY ST. I:DMUNDE Maodel Junction:

BURY ST. EDM‘UNDS Runik Games:
Tel: 012084 719 607

BURY 5T, EDMU‘IDS Starlings Toymaster:

Tel: 01204 7
FELIXSTOWE Wuzards Workshop:
Tel: 013594 277 233

IPSWICH, me Ipswich:

Tel: 011473 728 5.

I.OW[STOFT Annatar

1502 513477

WMARKET, Moans Toyland:
Tel: 11638 663 147

STOWMARKET, D | Collectables:
Tel: 01449 771 015

STOWMARKET, Simpson & Sons:
Tel: 01449 612 914

SUDBLIRY, T'nzlty's Toys:

Tel; 01787 372238
WOODIIRIDCE, Toylown:
Ted: 01394 303170

GW GUILDFORD:
Unit 1, 12 'Iunaqah Gu M
Tel: 0148 1 793
GW WOKING:
Unit 3, Cleary Courl, 169 Church Streed East, GLIT hHI
Tel: 0148 377 1675
CAMBER[E" Maorning Star:
Tel: 01276 685160
CATERHAM, Modeller's Loft:
Tol; OTHE3 341 810
COULSDEN, sz]urs Toys and Spaorts:
Tel: 0208 666 0071
CRANLEIGH, Davld Mann:
Tel: 01483 273 777
DORKING, Dorking Models:
Tel: 01306 831 7.
HASLEMERE, Enchan!(-d Wood:
Tel: 01428 B4B400
PURLEY, |H L

Tel: D161 660 97
REDHILL, Gamers Guild:
Tel: 01737 789 123

REIGATE, The Toy Shep:
Tel: (11737 245 300
RICHMOND, Toy Station:
Tel: G200 940 4896

WOKING, thbyCrall
Fel: 0645 051

GW BRIGHTO!

Linit . BN THW
Tel: 0127

GW CRAWLEY:

11 Broadwa ﬂH‘ﬂ 10%

Tel: 129 35

oW [AHBOUR\IE.
33 Comiicld Road, BNZ1 400G
Tel: 0132 364 1423
GW WORTHING:
2 Bath Place, Worthing, BN11 3BA
Tol: 01903 213 930
BOGNOR REGIS, Trains Models and Hobbies:
Tek 01243 6,
BURGESS HII.I., Kid's Stuff:
Tel: 01444 257
CHICHESTER, Chichester Toys:
Tel: (11243 7RA 1
CRAWLEY, HobbyCrait:
Tel: 045 051 6552
E.»\ST\!OUKNE Phantasia:
Tel: 01323 723 3
EAST G TEAD Martells of Sutton
Tel: 01342 3271303
EAST GRINSTEAD, Ready To Run Madels
Ted: 91342 300 917
HAYWARD'S HEATH, Clarkes:
Tel: 011444 4 51
HORSHAM, Waterstones:
Tol: 01403 260 GHE

L Dreams:
Tel: 01273 420 b
ST LEDONARDS ON SEA, Silverhill
Models and Toys:
Telt 01424 431 133
STEYNING, The Dollhouse Shop:
Tek: 07903 B16H1T
UCKFIELD, Kid's Stuff:
Tel: 01825 768 398

TYNE AND WEAR ARER

» GW NEWCASTLE (Central):
Uit f, Peewygate Shopping Centre, NE 5FY
Tel: 0197 232 2410

GW METRO (Metra Centre}:

. First Floor, The Arcade

ar the Meditesranean Village), KETT 91
01497 461 (950

C.W SUNDERLAND:

igh Streel West, Sunderland, 581 3DH
Ted: 19 | 5 10 434

GATESHEAD: HobhyCrafi

Tel: 1191 48 7410

ELDS SR Gladston & Son:

(1)
SUNDE}!MND Iay and Computer Store:

Tel: 0191 5

WIII'II.E\" BM’ Alan's Model Shop:

GW COVENTRY:

Linit 39, Upper Level, Cathedral Lanes
‘|h||q||>l1w[ entre, CV1 ILL

1 0247 622 7311

CW LEAMINGTON SPA:

T2 Regent Street, CVAZ SEG

Tek: 01926 4

Tel: 02476 325754

GW STRATFORD:

Unit 1, 27 Winifsor Streel, CVET 6NL

Tel: 11709 297 262

BEDWORTH, Railway & Modellers Junction:
Tel: 62476 316 205

COVENTRY, Hobbycraft:

Tel: 02470 234 520

KENILWORTH, Abacrafl Arts & Pictures:
Tek: 01926 511 294

NUNEATON, Heart of England Co-op:
Tel: 02476 382 337

RUGEY, Joto lta:lwaws & Maodels:

Tel: 11788 362 472

STRATFORD- UPON AVON,
Much ado about toys:

Tel: 01789 295 850

WARWICK, Castle Trains:

Tek: 01920 497 905

GW SALISBLIRY:

18 Winchester Streel, SP1 THB
Tel: 0172 233 0
GW SWINDON:

1 Eruned Plara, SN1 1LF

Tel: 0179 343 6036

CHIPPENHAM, Thorntons at Signature:
Tol: 07244 464100

DEVIZES, Hoggosanrus Toymaster:

Tel: 01380 721 &

MELKSHAM, l'he Toyshop:

Ted: 01225 Thil
SALISBURY, S
Tel: 722
SHAFTESBURY, Harding's:

Tel: (1747 850295

SWINDON, HobbyCraft:

Tel: 0845 151 6551
TROWBRIDGE, The Toy Shop:
Tel: 01225 768 415

WESTBURY, The Gas Cuphoard:
Teh 01373 625 825

* GW WORCESTER:

23 Lyelgate Mall, Cathedral Plaza, Wit 205
Tel: 0190 561 6707

DROITWICH, HobbyCrait:

Tel: 6845 051 6548

DROITWICH, look rite Ltd T/A Toyworkd:
Tek: 01905
REDDITCH, thby Hut:

Tek: Q1527 540 G0

REDDITCH, Hoggosaurus Toymaster:
Tel: 0152 7ok (92

YORKSHIRE

GW BRADFORD:

4 Ficcadifly, Bradiord, BO1 3LW
Tel: 0127 473 9430
GW DONCASTER:
-r. High Street, Doncastn

sbury Model Centre:

53 Station Parade, HG1

Tel: 1142 AR

GW HULL:

30 Paragon Street, HU1 IND
Tel: 0148 258 9576

GW LEEDS:

HIA Lanch Lane, LST bLE

Tel: 0113 242 0B34

GW SHEFFIELD (Central):
16 Fitewilliam Gate, 51 4JH
Tel; 0114 275 0114

GW SHEFFIELD (Meadowhall Centre):

Linit 918, High Street, Upper Mall

e near Buots), 59 168

Tel: 0114 256 #5436

= GW WAKEFIELD:

vgs Cenre, WFIL ITE

Tel: 0192 436 9431

(W YORK:

dal, YO 8AQ
ul:mql 02 Dotk
SHEFFIELD, Wargames Emporium:
Tel: 011142 754 U26
BARNSLEY, Janco Toys:
Tl 208654
BEVERLEY, Game Invader:
Tel: 01442 BE1961
BRIDLINGTON, Icy Tea Lid:
Tol: 01626 403 059
GOOLE, Hall’s Music:
Teli 01405 764191
GOOLE, PursuitsdYou:
Tel: 01405 ThUh4d

GUISBOROUGH, Stokelds Toy Centre:

Tel: 01287 32 935

HALIFAX, Conways Toymaster:

Tel: 01422 353 486

HALIFAX, Halifax Modellers World:
Tel: 11422 340 157

HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226

HULL, Archeron Games Workshop:
Tel: 01452 220011

KEIGHLEY, Conways Toymaster

Tek: 01535 BIHMG

LEEDS, 360 Games:

Telr (1113 2605222

LEEDS, Hobbycraft:

Tel: (113 389 3020

MALTON, World Wide Shopping Mall:
Tel: 01653 602880

NORTH HUMBERSIDE, Game Invader:
Tel: 1402 051961

NORTHALLERTON, T & FM Grover Lid:

Tek: 1609 773 334

PICKERING, Puffers of Pickering:

Tel: 01751 472 762

POCKLINGTON, Chylds Play:

Tel: 1759 3 041

RIFON, The Knowledge Magnet:

Tel: 01765 %0118

SCARBOROUGH, Games Centre 2:
Tel: 01723 369444

SCARBOROUGH, Space, Myth and Magic:
Tek: 08456 441 113

SELBY, A1 Sports and Toys:

Teb 017
SHEFFIELD,
Ted: 1645 05
SHEFFIELD, Imp Miniatures:
Tel: 07773 039384

SKIPTON, (la\r{‘n Model Centre:

WAKEFIELD, Madrl and Craft Centre:
Tel: 01424 374 097
'WHITRBY, John Anderson - Toymaster:
Tel: 01947 602 273

GW BELFAST:

i Castle Court, BT 101 {tewards the back
af the centro)Tel: 1269 0233604
ARMAGH, Kidzone Toymaster:

Tek: 025- 3050 B

ARMAGH, Rennicks Model Tune:

Tel: 026 38330535

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

{#1 Indicates Gaming Room facilities.

PREMIUM STORE

Stncks must of the prodisct range.

NEW STORE OPENING

Enelicates new accounis

* T e surw they have what vou want in stock, we recommend calling the siore firsl.

BALLYMENA, Camerons:

Tel: U28-25648521

BANBRDGE, Toymaster Banbridge:
Tel: 02890622225

BANGOR, Replay Games:

Tel: 02891452210

BELFAST, The Basement:

Tek: (028) DG D484

CARRICKFERGUS, The Basemnent:

Tel: 024-9336 3678

ENNISKILLEN, Hannas Toyworld Toymaster:
Ted: UZB-GGI22T6T

ENMISKILLEN, Modellers Corner:

Tel: 266322367

NEWRY, Murphy's World of Wonder:
Tel: 125-3026497H

NEWRY, Murphy's World of Wonder:
Tel: 028-30264097 1

NE\'\-TWNABBE\" The Basement:

3
Ted: 026-82242427

= GW ABERDEEN:
1, 1214 Upper Kitkgate, AB10 184

rot, DO 2A)

110 Commercial St
Tel: V148 220 2582
GW EDINBURGH:
136 High Strest, EHI 105
Tel: 0131 220 6540
GW FALKIRK:

K

v
GW LIVINGSTOMN:

6 Almandvabe Centre, EHF4 bNE
Tel: 015416 443256

GW STIRLING:

45 Barnlon $reet, FKD 1HF

Tel: 1 7t 459009

ABERFELDY, Freaders Books:
Tel: AT0E7 1429 519

ARBROATH, Hags:

Tel: 01241 672195

ARGYL
Ted: 11631 563645

AYR, Toy Town:

Tel: 29k 252945

BANCHORY, Toy and Gift Shop:
Fol: 01530 #25 586

BATHGATE, W F Davidson:

Tel: 0150 5
BRECHIN, Gardiners:

Tel: 01336 622 265

CRIEFF, Happy Craft Company:
Tuk: 01764 BS.
DINGWALL, Spﬂﬁs and Model Shop:
Tel: 111149 502 346

DUNFERMLINE, Abbey Models:

Tel: (1383 731 116

DUNFERMLINE, Fife Council Libraries:
Tel: D133 602 208

ES, Toytown:

‘EDINBURCH Marwnwlle Maodels:
Tel: 01373 177 014

EDINBURGH, Toys Galore:

Ted: 0131 447 1006

ELGIN, Junner’s Toymaster:

Tel: 01443 542 492

FORFAR, Hags:

Tel: 01307 363263

FORT WII_I_M.M, The Granite House:
Tel: 01397 703 65

GALASHIEI.D‘ Books Plus:

Tel: 0189 7
CLASGOW Hobb}{'mﬁ

Tel: 0845 051

GIRSGDW, Stall(‘ Games:

Ted: 0141 352 9765
HADDINCTON Mike's Models:

HADDINCTON Model Mania:

Tel: 01620 825 431

HAMILTON, Ink Spot:

Tel: 01698 200311

INVERCLYDE, Arts Crafts & Hobbies:
Tek: 09475 705 24

INVERNESS, Junners Toymaster:

Tel: (11463 233 234

KINROSS, The Hope Chest:

Tel: 577 662 516

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

KIRKCALDY, Kingdom of Adventure:
Tel: 01591 320121

KIRKCUDBRIGHT, Solway Books:
Tel: 01557 330635

LANARKSHIRE, Figures in Comfort:
Tel: 01236 370 7H)

LARGS, Bus Stop Toy Shop Ltd:

Ted: 01475 GHI842

MUSSELBURGH, Art Matters:

Tel: 1131 654070

ORKNEY, L‘rde Orkney:

Tel: 07856 0
PAISLEY, Pai

Tel: 0147 BHS 4221

PERTH, Millars Models:

Tel: 1173 H56 THAS

PERTH AND KINROSE, Freaders Books:
Tel: 01807 829 51%

PETERHEAD, George Donald Ltd:

Tel: DI7T9 474 7

PETERHEAD, Med-ead Puffers:

Tek 01774 481102

SHETLAND, Harrys Dept Store:

el 01595
5I‘ON§HA\"EN Toymaster Toyland:
Ted: 11569 766333

THURSO, Durrans:

Tel: 11847 853 164

TURRIFF, E Rae and Son:

Tel: (1888 562 A0

GW CARDIFF:

31 High Street, CF10 1PU

Tel: 0292 064 4917

GW CWMBRAN:

30 The Parade, Cwmbran, Gwenl, NF34 171
Tel: 01633 B4 070

GW SWANSE
Kingsway, SA1 SHF
ch: 0179 246 3549
ABERGAVENNY, Richards of Abergavenny:
Tel: OTAT3 652 466
ABERYSTWYTH, Albatross:
Tedt 01970 617 &36
BANGOR, Acme Games:
Tel: 11248 371 457
BRECON, | Clark Toys & Gifts:
Tel: (ME74 b2 Hah
BRIDGEND, Joust for Fun:
Tel: 01656 767 hid
CAERNARFON, Acme Games Shop 2:
Tel: 01240 154798
CARDIFF, HobbyCraft:
Tel: 0845 451 6358
CARDIGAN, Helm's Deep:
Tel: (1239 621 621
CARMARTHEN, Good News:
Tel: IV 267 237 784
CARMARTHEN, Hardings:
Tel: 11267 237 774
CEREDIGION, Yokemon Battles:
Tel: 01239 61534h
CHEPSTOW, Artists Comer:
Tel: 01291 627 393
COLWYN BAY, Hippo Toys:
Ted: 01492 534 164
COLWYN BAY, Clay Corner:
Tel: IM442 545415
CONWAY, Hippo Toys:
Tol: (1492 53 169
DOLGELLAL), Waterloo:
Tel: (1341 423 307
LLANDRINDOD WELLS, The Manor:
Tel 01597 629111
LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 118
MACHYNLLETH, The Toy Box:
Tel: 01554 703 901
NEWPORT, HobbyCraft:
Tel: G845 051 h340
PEMBROKE, Dragon Alley:
Tel: (164 21 456
FDN'IYPRIDD Sugnr and Spice:

FUIITHCAWI. fame 1td:
Toh 01656 704 428
PORTHMADOG, Alma Figures:
Ted: 0176 830269

, Lightfoot Models:
Vel 01743 331 5id
SWANSEA, C
Tel: 01742 642 047
WREXHAM, Brite Ideas Toymaster:
Yel: 01976 261 244

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY

GW ANTWERP:

Wleminchstraal 10, Antwerp, Anlwerpes 280

Tul: 003 3445 Bi
BRUGGE, Fair Play:
Tel: 050 3651 83
HASSELT, Oberonn:
Tel: 011 357 358
MECHELEN, De Spelfanaat:
Tuk: 015 34 5

AALST, Hermelijn:

Tel: 053 41 46 bh

AALST, Plays2Be:

Tek: +32 (53) 41 93 05

ANTWERPEN, Celtic Cross:

Ted: 03 288 01 &5

BLANKENBERGE, De Speelhoek:
Tel: 50 41 4% 23

BRUSSEL Intertoys Anderlecht:
Tel: 023 184 7S

BIIUSSEI. The Brothers Workshop:

www.games-workshop.com
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BRUSSEL, lmertoys Laken:
Tek: 022 68 7
DFI\DE“MONDE Utopia Games:

DEU RNE Tht Gamestore:
Tel:

013 25 5

GENT, Betty B-uup

Tel: <33 109) 222 05 76

HALLE, Mishra's Playground:

Tol: 023 &1 58 53

HALLE, Top 1 Toys:

Tel: 023 56 D4 03

HAMME, Dagbladhandel Vermeire byba:
Tel: 032477040

IXELLES, Immoys Ixelles:

Tel: 025 14 17 03
KOKSIDE, Penel Tromix:
Teki 38 51 30 14

KORTRIJK, Albion:

Tel: 056 32 43 a7

LEOPOLDSBURG, NV Moestermans:

Tel: 011 35 36 6

LEUVEN, Metalzone Leuven:

Tel: 0477 77 B2 12

NEERPELT, ‘t Spellenhuis:

Tel: 111 74 49 74

OVERIJSE, Intertoys Overijse:

Tel; 126 87 42 53

OOSTENDE, King Arthur:

Tel; 054 51 57 56

IIDESEI.ARE. Black Border:
el:

20 42 50

SCHELLE, Van de Velde:

Tel: +32 (48] 53 17 5

TOURNAL Intertoys Tournai:
Tel: 069 11 42 22

VILVOORD, Boekcenter BVBA:
Tek: +32 402) 251 20 05
WESTKERKE, Whal Ever:

Tel; +32 (0473) 77 16 41

WIINEGEM, Collecta Wijnegem:

Teft +32 37 Th 33 35

BRAZIL
BRASILIA, Hobbyart:

Tel: 16 1443 5324

CAMPINAS, Lef,ends do Brasil:

Tel: 19 3234 1333

CURITIBA, Itiban Comics Shop:

Tel: 41 3232 5367

Magazmu Tabemna do Dragio:
PiIIACIC.RBA, Nobel Livraria:

Tek: 91 3403 2727

PORTO ALEGRE, Jambii:

Tel: 51 3226 1426

SAN JOSE DOS CAMPOS, Hobby Depot:
Tel: 842 5451

siN PAULD, Lududeria Bar Café:
Tel: 11 3253 pes52

SAN PAULD, Moonshadows:

flil: 11 3266 3976

SAN PAULO, Taverna do Ogro Encantado:
Tel: 11 3061 9842

SAN PAULO, remmedua

SANTO AN E Hobby Depot:
Tek: 11 4433 5880

VINHEDO, Hobby Depot:

Tek: 19 3826 1580

SOFIA, Magic Worlds:
I 2 966 6A50
SOFIA, Black c:tadei
Tel: ‘-hish"i
SOFIA, Mari
Tel: 360 2 966 {-85"

GEORGE TOWN, GameShack:
Tek: 1 345 043 4261

BEI[ING, Maelstrom:
Tek: 0086 10 (4060076
BENING, Warha
Tiel: (&G 10 640
SHANGHAL, Zark:

Tel: D04 G

SHANGHAI, Zhanchui Store:

Tel: 000 21 52360000

WUHAN, P&C Hobby Workshop:

Tel: 0086 017 BB61392

CROATIA =

OSIEK, Land f.rf Maglc:
Tel: 3il5 31 275 79

OSIJEK, Land of Magic:
Tel: 385 31 368 412
RIJEKA, Land of Magic:

Club Beijing (Feaver}:

i

Tel: 385 51 471 300
SAMOBOR, I.a:nd of Magic:
Tel: 585 1 3

SPLIT, Lan M.agu

Tel: 385 21482249
VARAZDIN, Land of Magic:
Tel: 365 42200161

ZADAR, Land of Magic:
Tel: 365 24 253 439

ZAGREB, Land of Magic:
Tel: 345 14870077

ZAGREB, Land of Magic:
Tel: 3851402307

CYPRUS (<]

NICOSIA, Megaland:
Tel: 00 35 7224 56612
KATO PAPHOS, Cyprus Crusade;

Tel: 4357 476 45072

GIIBII-IIEI'HBI.IG >

213880

Cl KE ﬂUDE]O\"ICE Chaotit:

Tel: +320602489158

HARADEC EMD\‘E, Knibkupecti Valhatla:
Tol: +420495
KOPR
Tel: 4421

KOSTELEC, Certuv Pekelny Kotlik:
Tel: 4420605504448

LIBEREC, Battle Games-Obchodni Pavilion:
Tel: 4420777526154

OSTRAVA, Malrix (knihkupectvi):

Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel: +420224924811

PRAHA, Cemy Ryllr

Tal: <4202223

PRAHA,
Tel: +321
VSETIN, Atla

Tel: +4205714116497

DENMARK

GW K@BENHAVN:
Froderikshorgade SKL 1360,
Tel: 0045 3312 2217
AALBORG, Dragons Lair:
Tel: 98 12 ¥ 14
@AARHUS C, Dragons Lair:
Tel: 86 19 00 63
@KWENHA\"N K, Faraos Cigarer:
Yol: 53 32 22 11

ODENSE C, Dragons Lair:
Tel: 65 91 47 01
ROSKILDE, Fanatic Roskilde:
Tel: 46 36 35 48
LYNGBY, Faros Cigarer:
Tel: 32 10 2 23
AABENRA, Legekaeden Aabenrd:
Tol: 74 62 23 05
AALBORG, Aalborg Hobby Service:
Tel: 58 12 1315
AALBORG, Gunzone:
Tal: 35 'HI\IS a5

ASNES, Bng & Ide Asnas:
Tel: 59 65 0D 14
ESI!!EI!G Bunlm:n

ESH!ERG, Advﬂlture Corner:
Tek: 35 11 11 5
ESBJERG, Amul’d Busck:
Tel: 751211 77
ERGAERDE, Arnold Busck:
149 13 19 46

W ARl Fredriater e
HEDER[‘EWND Bager&Papir:
Tel: 47 310245 P
GILLELEJE, llllys Legetaj:
Tel: 48 30 M) W
GREVE, Amold Busck di

FINLAND Fp

GW HELSINKI:

Simoakati 9, 00700,

Tel: 0% 75 15 45 25
SPOO, Puolenkuunpelit:
Tel: 0% 412 4941

@HIEI.SINKI, Fantasiapelit Helsinki:
Tel 0% K50

@jl’}ENSUU Fantassapelrt Joensuu:
Tel: 013 284 3

@}WASKYLA Famasapeln Jyviiskyla:
Tol: 014 21 662"

@KUOPI_CI Fanlas»apein Kuopio:

Tel: 017 361
ienlnu olit:
Te-l (3] ’3].5:.:\1 HApEN
@L’\FP“NHNT&. Fantasiapefit Lappeenranta:
Tel: 113 284314
OULL, Fanlas!aptlul Oulu:
Tel: 08 374 906
@PORVDD Puolenkuunpelit:
Tek: 0 19 5348377
@T&MPERE, Fantasiapelit Tampere:
Tel: 03 222 5200
@'HJRKU Fantasiapelit Turku:
Tel: 02 232 8413
AHTARI, Honkaniemen Kirjakauppa:
Tel: 06 553 pz7
ALAND, Dillen AB:
Tel: 0TH1557H
EKENAS, Kungshokhandeln AB:
Tel: 0192461028
ESPOO, Pelimesta:
Tel: 0% 613 3283
EENLINNA, Lelushoppi:
Tel: O3GHZIS0

HEINOLA, Taluusmumn ja lelu:

HYVINKA, Iloyal Toys:
Tel: 1% 439376

IMATRA, Kirj.
Tel: 0543

JARVENPAA, Askartelutarvikeliike Taitaville:
Tel: 09 2794 01200

KARIS, Bl Lidan KD:

Tel: 019 234 54

KERAVA, Antikvariaatti Kersa:

Tol: 00358 44 963 7775

KOTKA, Eagle Card OY;

Tol: D3R 5 214238

KOUVOLA, Muoviepox KY:

Tel: 053117955

KOUVOLA, Puolenkuunpelit:

Tel: 00338 430 878 919

II.AIPPEENIIANTA Antikvariaatti Suma:
el 0541177

Tel: 43 90 64 08

HELSINGE, Arnold Busck Helsinge:
Tek: 48 79 40 1

HELSING@R, Hobby og Fritid:

Tel: 49 21 45 42

HELSINGER, Amald Busck:

Tal: 49 21 56 00

HEENING F.mges Kalder:

H LI.EIIEID Hnbby & Fritid:

Tel: 48 25 26 16

HILLER@GD, Legekeden Hillerad:
Ted; 48 24 61 61

H]GRRING, Arnold Busck:

HD!RO Meu_sl:nv Efterskole:
Tk 61 5995 93
HOB/K, Hack ‘n’ Slash:
Tel 61 0629 12
HORSHOLM, GAD Harsholm:
Tol: 45 H6 04 0
HUMLEBAK, Rodes:
Tel: 4915 12 20
KOLDING, Arnold Busck:
Tel: 75 50 348 34
KOLDING, Good Games:
Tek: 75 5003 04
KOBENHAVN K, Fantask:
Tel: 33 93 85 30
K@GE, Sema:
Tel: 56 63 07 04
LYNGBY, Arnold Busck:
Tel: 45 87 04 45
NASTVED, Legekaeden:
Tel: 51009713
ODDER, Legekaden Odder:
Tel: 6 34 42 76
‘ODENSE 56, Arnodd Busch Rusengisdscentret:
Tol: &b 15 99 28
RANDERS, nyrge Serensen Hobby:
Tek: 86 42 58 14
RAI\DEIIS, Randers Hobby Import:
Tel: 86 43 39 23
B-DO\"RE Amold Busck:
Tel: 36 47 04 85
RENNE, Dorthe’s Hobbystue:
Tel: 54 95 94 41
SILKEBORG, Asgaard Games:
Tel: 2 55 94 641
SILKEEORG, H
Pl
SKI\-"E, ]'pllsl Boghandei
Tehi 9751 2
SI.AGEI.SE UJdtutlen
Tol: 58 53 50 35
5T HEDDINGE, Hobbystalden:
Tel: 56 50 86 10
STENLOSE, HH Hobby:
Tel: 210463961
SVENDBORG, Farve & Hobby Hjernet:
Tel: 62 21 31 4
TASTRUP, Genbrugshager:
Tel: 43 71 61 15
TONDER, Kraemmerhuset:
Telt 74 72 b b
VEJLE, Amold Busck:
Tel: 75 152 05 44

VORDINGBORG, Legekarden Vordingborg:
Tel: 55 34 04 31

FALKLANDS

STANLEY, Falkland Collectibles:
Tel: 0050021174

DIRECTORY

Papado:
Tel: 071 86 1 ana

FORI, Askarlelrwn

Tel: 02 6326671

RAAHE, Raahen Astartelu ja Paperi:
Tel: DB2236825

RAUMA, TT-Pop OY:

Tel: 1252 34 50

ROVANIEMI, Liigacenter Jissi:

Tel: 116 1;&0‘1; m B
SAVOMNLINNA, Savonlinnan Anlikvariaatti:
Tek 015 534412

SEINAJOKI, Fantasialinna:

Tel: 0401 5616338

SEINAJOKI, Pelikeidas:

Tel: DOASE & 4177850

TAMPERE, Pelimaa OY:

Tel: 050 5538313

TAMPER|
Tel: 03 2251650
VAASA, Pelimies OY:

Tel: 06 312 5111

VANTAA, VPD Finland OY:
Tel: 1414 679610

GIBRALTAR .

GIBRALTAR, K&M Hobby Centre:
Tel: 350 2007HI37

ATHENS, Avalon Games:
Tel: DU 210 BI 6141
ATHENS, Fantasy Shop:
Tel: (K130 200 B2310172
ATHENS, Fantasy Shop: Ag, Paraskevi:
Tel: 030 210 6005372
ATHENS, Fantasy Shop Exarcheia:
Tel: 0038 214) J2HET
ATHENS, Fim!.as'r Slmp Kallithea:
Tek: 0030 210 959 242
ATHENS, Fanl sy Slmp Pagrati:
Tel: D30 210 756071
ATHENS, Hobby P|anel
Tel: IS0 110 GU4ZE0 6

THENS, Kaissa J\mmmusmu
Tol: IMI30 210 61416
ATHENS, Kaissa Giyfa&ias
Tel: 1034 211 8982 057
ATHENS, Kaissa Halandrlw
Tel: 0634 270 69348
ATHENS, Kaissa Kallldmmmn
Tel 0090 210 366486
ATHENS, Kaissa Monokeros:
Tel: 030 210 813 950
ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 200 9017944
ATHENS, Kal&&i Neas Smimis:

YITT944

a Karkkainen:

ATHENS, K 552 Pagratmu
Teel: 00 306 210 7214 3
ATHENS, Strategy Hali
Tel: 00 3021041
"HANIA, Kaissa Chanion:

0 2821 B9

CRETE, Fantasy Shop: Herakleion:
Tek: 030 2R10 31312

HALKIDA, CD Corner:

Tel: 0030 2211 7313

LAR!SA Kaissa Larisas:
Tel: (030 2470 538555
LARMIA, Kaissa Lamias:
Tel: 00 30 T2310 24301

NAFPLIO, Mmlalnre Shop:

Tel: 00 30 275202

NEA SMYRNI, l.'.amEs Vault:

Tel: DO30 213 0304

PALLINIS, HDth Phnﬂ

Tol: 210 6142 816

PATRAS, Kaissa Patras:

Tel: M3 0615632

PERISTI Katssa Peristeriou:

Tel: D03 2105706

THESSALONIK I(.‘nbsa Kalamaria:
Tel: 0030 2310 449377
THESSALONIKI, Kaissa Thessalonikis:
Ted: 00 30 2310 257 397
THESSALONIKI, Underworld:

Tek: 0030 2310 2340 93

VOLOS, Fantasy Shop:

Tek: 0030 24210 28782

HONG KONG, Fun Atelier:
Tel: (1521 2866-4470

HUNGARY e

BUDAPEST, Compaya:
(613G 20 S2H1THG

BUDAPEST, Dungeon:

0036 1 3211373

BUDAPEST, Kristdlcsarnok:
Q036 200 251 D30

BUDAPEST, Sas Military:
0036 1 264393

BUDAPEST, Wargammers:
DIEEH ) HABTHTH
NAGYMAROS, Kerekkonyr:
D36 70 2949404

o
ICELAND =

REYKJAVIK, MNexus:
Tel: (354 552 9011

JAKARTA BMU\T Comics N Games:
Tek: 021 56565055

JAKARTA SELATAN, Fantasy N Games:
Tel: 01-600-50343

SURABAYA, Fantasy N Games:

Tel: 0011-600-50345

SURABAYA, Famlasr N Games:

Tel: 031742475

GW BLANCHARDSTOWN:
Unit 24%, Blanchardsiown Shopging Centre,
Db, Tek: 01 G2Z 3868
GW DUBLIN:
Unit 1, Low ;Tu Strect.
Tel: 01 B i
CORK, Dlher Realms:
Ted: 021 4279504
DUBLIN, Models Inc.:
Ted: 01 &7 ‘J"I‘I{‘I
ATHLONE, Valhala Games:
Tel: (479210030
BALINA, World of Wonder Balina:
Tel: 096 TH67h
CAVAN, Apex Games:
Ted: 049 4326504
COBH, Toytown Toymaster:
Tul: 021 4814 562
CORK, Murphy’s Toymaster:
Tel: 00353 58 411 76
CORK, Toytown Toymaster:
Tel: 021 4R14 162
DOUGLAS, Art and Hobby:
Tel: 021 436 3580
DROGHEOA Art and Hobby:
Tel: (41 987 3270
DUBLIN, Art a»d Hobby Jervis Centre:
Tel: (N1 745 312
DUBLIN, Ine Mannions Newsagents:
Telt 0
DUBLIN Models Inc.:
Ted; 01 8735001
DLBLIN, Toymaster Banba Dublin:
Tel: 01 672 7100
DUBLIN, The Toy Store:
Tel: 07 6774420
DUN LADGHAIRE, Toymaster Banha Dun Laoghaire:
Tel: 012 804 17
DUN LAOGHAIRE, Art and Hobhy:
Tel: 112005047
DUNGARVAN, Toymaster Murphys:
Tel: (150 41376
ENNIS, World of Wonder Ennis:
Tel: 065 6#4 BHYT
GALWAY, Model World:
Tel: 091 765655
KERRY, Cabal's Tnymasler
Tok: 00353 b6 712184
I(II.I.KENN\', The War Forge:
Tol i7 B602992
Grahams Toymaster:
Tel: 057 862 1001
LIMERICK, Art and Hobby:
Tel: D61 309
LIMERICK, The Gathering:
Tel: 0T 315133
LOUTH, Kidzone Toymaster:
Tel \'IfH'»'I 42 9330318
LOUTH, The Wargamers:
Tul: 4353 16 HHIZ159
MACROOM, Toymaster Marys:
Tel: (26 42491

MULLINGAR, Stars & Bows Hobhies and Crafts:

Tel: D44 9196339

MULLINGAR, Stars and Crafts:
Tel: (W) 353 A7830759
NEWBRID’GE Art and Hobby:
Ted: (4] 4y

NEWRY, Mnrphy’s Toys:
Teks 1

OFFALY, §

Tel: 00353 5

|| 's Toymaster:
15

Tel: o

4500
STILLORGAN, Toymaster Nimble Fingers:

Tel: 01 2080708

TIPI‘AIIAR\" IIH Models:

Tel: (M1353 {51

wATEnFOm, Tall Tales Bookshep:

Tel: 151 B73 9

WEXF()RD, Tnymaslw Play and Learn:
A

Tek: 153 2370

WEXFORD, WOW New Ross:
Tel: 451 421473

WICKLOW, Toymaster Hopkins:
Tel: D40 467225

WILTON, Art and Hobby Wilton:

Wilton, Tel: (k21 434 7207

Tel: (4572 48503212
HERZLIA, Frea
Tel: (41972 99589077
RAMAT HASHARON, Tapuah:
Tel: (10972 25404713
TEL AVIY, Freak:
Ted: 00072 6961826
TEL AVIV, Kitaro:
Tel: 00472 36299320

a Prata Speles:
167334034

VILINIUS, D& Necona:
Tel: 1) 370 5 2130260

MADEIRA, Sétima Dimensio:
Ted: 357 247 238 244

MALAYSIA

KOTA KINABALU, Sabah, Just Wargame:
Tek: 6011 - 865 5264

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2287 D626

KUALA LUMPUR, MySciFiFan Outpost:
Tel: (61 (116 - SA2 1504

PENANAG, Comics Mart:

Tel: 04 - 226 2588

PETALING JAYA, Woll's Game Shop:
Tel: (12 2599952

PETALING JAYA Selangor, The Games Circle:
Tel: & 016 - 451 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:
Tek: 6 017 =292 0525

MALTA, Fo
Tel: 00356 21 227

MALTA, K Hobbies Ltd:
Tel: (K356 21 895423

NAUCALPAN, Quest Hobbies & Games:
Tel: 6553989278

CHISINAU, Adept:
Ted: 373 69819996

THE NETHERLANDS

GW AMSTERDAM:
Rakin 36, 1012 KT,
Tel: 020 622 3863
GW DEN HAAG
Schoalstraat 128, 2511 AX,
Tel: (70 392 7636
GW ROTTERDAM:
Van CHdenbarneveldplaats 452, 3012 AP,
Ted: (10 200 268
ARNHEM, Spelkwartier Arnhem:
Tel: 026 470 2008
DEN SOS(‘H DL‘ Dobbelsteen:
A

Tel: 073 &

=
=
=
=
=
=

dden Power:

iy

@ENSCHEDE, Pi|plm

Tel: 153 430 5727

@LEEUWARD[—N Spellekijn:
Tel: 058 213 111

@M.Ms‘lmcnr Vlieg-er-uit:
Tel: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 017 BRSDUSH
MNIJMEGEN, Moenen & Mariken:
Tel: 424 323 6719
TILEURG, De Dobbelsteen:
Ted: 0111 544 3700
UTRECHT, Subcultures:
Tel: 030 2311122
ZWOLLE, Games-n-Stuff:
Tel: 030 421 6385
ALMELO, Somberg Modelbouw:
Tel: 054 681 2961
ALKMAAR, Bookers & Strippers:
Tel 072512 1113
ALMERE HAVEN, Fantasia:
Tel: 036 531 67
ALPHEN AAN DEN RN, Top 1 Toys Arie v Panne:
Tel: G172 47 2254
AMERSFOORT, Spellenwinckel:
Vel: 033 470 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 620 641 'n!
APELDOORN, Top 1 Tays - De Kinderdroom:
Tel: 055 5 '(uil‘ 1
AII'EI.DODIIN Villa Wammus:
Tel: 05!
ASSEN, Plok:
Ted; 5% 231 3292
BARENDRECHT, Peter’s Postirein:
d: OFH0 519539
l'np 1 Toys:
4 17 540
aEn(.EcK wunrerg Technohobby:
4% 755 0248
BERGEN OP ZOOM, Big Boys Toys:
Tel: 1164 25 0848
BEVERWIJK, Bmm Games:
Tel:

DEI.FT an l Tuys Speldorado:
Tel: 015

Spellenlms

Tel: 070 364 4782

DEVENTER, Knibbel Comics:

Tel: 057 061 6879

DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 075 631 2711

EDE, Tinnen Soldaat:

Tel: D310 63 32

EINDHOVEN, Gameforce Eindhoven:
Tel: 140 24470:30




EMMEN, Spirithoes:
Tel: 0591 645767

ETTEN-LEUR, Van Der Doclen Speelgoed:

Tel: 4341 (412) bk 50 B

GORINCHEM, Netten Modelbouw:
Fel: (B 363 G000

GOUDA, Intertoys v/d Wal:

Tel: 018 251 3525

GRONINGEN, Krikke's Hobbyshop:
Tel: 050 312 4314

GRONINGEN, Wirwar:

Tal: 050 314 8424

HAARLEM, Spellenhuis:

Tef: 023 53 13 1848

HARDERWIJK, Top 1 Toys Volgers Spel & Hobby:

Tel: 0341 412905

HEEMSKERK, Bob Hes:

Telr 4371 (0251) 24 19 99
HEER.HUGOWMRD Huider Modeltreinen:

HOOFDDORP, Maodelsport:

Telz 31 023) 565 44 42

HOOFDDORP, Spellenwinkel Wahalla:
Tel: 121 57092

HOOFDDORP, Spelimwmlwl Walhalla:

Tel: 4 501
HOORN
Tel: #31 4
LEIDEN, Frel:umt \‘\-arﬂor
Tel: 431 71 51
LEIDEN, 'lullucnwmi:el
Tul: 071 347 2324
LELYSTAD, Mr. Bully Inc.:
Tebi 31 () 18 355 46k
LELYSTAD, RE Mind Creations:
Ted: +310) 320244000
MAASTRICHT, Hounjet:
Tel: 0143 301 6ITE
OuD- BEIIERI.ANIJ Mourits Model-Hobly:
Telz 0106 62 19
ROERMl}ND Blnemhoellels Hermien:
Tel- 47 531 6824
ROSMALEN, Top 1 Toys Jovi:
Tel: +31 (71} 5212400
ROOSENDAAL, Top 1 Toys Jadin:
Tel (1165 55 7964
ROTTERDAM, AVS Gameshop:
Tel: BH2HA0T00
ROTTERDAM, Eternal War:
Tek: 061501157
ROTTERDAM, Metal Dragon Shop:
Tel: 0633961326
ROTTERDAM, Rogue Trader:
Tel: 070 2709233
SEHIEDAM, BTS
Tel: 070 471
SCHIJNDEL, 'lop 1 Toys Anniek:
Tel: 073 5
SCHOONHOVEN, Modelbrouwers.nl:
Tel: +31 (062} 3017 §7
SITTARD, Atomik:
Fel: 4 4515074
SPIKENISSE, Lord of Magic:
Tel: (181 619061
TIEL, Goblincave:
Tel: 0344 654 687
UDEN, Goblin:
Tel; 041 327 D662
UTRECHT, I.abyrmth
Tedr 030 281 745
LITRECHT, Never Never Land (Wieder & Kugant):
Tel: 03) 233 2293
UTRECHT, Whoops:
Tel: A0 230 4123
VEGHEL, Van Der Dolen Speelgoed:
Tel: +31 4120 6 50 B
VENLO, Modelbouw Luthart:
Tel: W77 354 2680

WASSENAAR, Top 1 Toys Kouwenhoven:

Tel: 070 511 0211

WEERT, Djinn’s Pure Magic:

Tel: 411 (495} 533620

WIN‘I’[RSW!}K. Top 1 Toys Winterswijk:

WORMER\-’E‘ER, Mini-Wonders:

ZWOI.I.E Boekenhalte:
Tel: 036 422 1077

GW O5LO:
Malkergata
Tel: 12 33 29 90

KRISTIANSAND, Hobby Huset:
Tel: 140 203 10

ALESUND, Kfemmerlmscl

Tel: 701 43

J\RENDAI., anll Arendal:

Ted: 220 043 B0

BERGEN, Outland:

Ted: 553 14822

DOKKA, Yest:

Ted: 611 12090

DRAMMEN, Outland:

Tel: 3ZBYI400

FAGERNES, Leksenter Fagernes:
Teel: 613 i 42

FREDRIKSTAD, Leketorvet:

Tel: 693 156 30

GOL, Yesl:

Tel: %20 749 70

Hh

I.tlw'huse't Maxiz

HAUG ESUND Norli Haugesund:

HORT(N Notahene Sjosiden:
Tel: 330 M3 61

KONGSBERG, Ringo Rolf Liane:
Tel: 327 311 61

KRISTIANSAND, Outland:

Tel: 18099420

KROKSTADELVA, Brio Helmax:
Tel: 328 799 10

LANGESUND, Notabene:

Tel: 159 736 62

LARVIK, Yes! Sokratis:

Tel: 331 854 37

MO 1 IIANA, Ringo Lekehjarnet:

M DE \"es" Lekejarnet:
xS

MOSIOEN, Hobbysenteret:
Tel: 751 700 700
M\‘ﬁEh Ihngo Mysen:
Tel: 6 ZUI 1]
MNARVIK, Ihngo Barnas Verden:
Tel: 769 465 05
NESBRUN, Ringo Holmensenteret:
Tel: 667 754 10
0510, Notabene Lambertseter:
Tel: 222 805 51
0SLO, Qutland Paleet:
Tel: 2233410
SANDNES, Osaeland Hobhby:
Tek: 516 615 09
SANDNESS]!DEN Ringo Sandnessjsen:
Tel: 750 418
SAND\-"II(A Hal:lh-p Larsen:

Sukrans Hobby Garden:

SDLA, lhngu Sola Gaver Og Leker:
Tel: 516 517 8

STAVANGER, Outland:

Tel: 51 938080

TROMSE, Tromsa Bruktbokhandel:
Tul: 776 864 74

TRONDHEIM, Outland:

Tek 735 206 45

TRONDHEIM, Tronderfrim:

Tek: 735 200 3

T G, Brio Bamse F

Tek: 333 167 W0

TONSBERG, Gledeshuset:

Tel: 922 517 07

TYNSET, Ringo Tynset Bokhandel:
Ted: 624 BOO 0

PHILLIPINES =

QUEZON CITY, Neutral Grou
Tel: (0 17 63t 2634 BUAZ

BIEI.SKD BIAL&, Cnom:

Tek 048 33 8213432

BIELSKO BIALA, Warg;:

Tel: Q048 B01242666
BYDGOSZCZ, Wszystko Gra:
Tel: 0048 608641909
CZESTOCHOWA, Strateg:
Tel: 0048 GOTBT7TET

GDANSK, GameOx:

Ted: (048 58 344 1221

GDANSK, Iskra:

Tel: (4144 58 5201952

GDANSK, Rebel Centrum Gier:
Tel: DO 5 3870204

GDANSK, Spider Games:

Tol: B0 5 5119333

GDYNIA, F

KATOWICE, Bard:
Tel: 0048 32 257
KIELCE, Wargamer:
Tel: U048 30144335
KRAKOW, Bar
Tek: 0045 12 5
KRAKOW, Imperium Gier:
Tel: 0048 6961 1h930
KRAKOW, Sklep Smok:
Tel: 048 12 423071160
LEGNICA, Skelp Feniks:
Tel: DO4E 694006HTH

LODZ, E-link:
Tel: 0040 42 6171326

LODZ, Gamelord:

Tel: 004E 42 6311161

LUBLIN, Krzys:

Tel: QU8 81 5320193

OPOLE, HMS Computers 11:

Telr 0047 77 4547413

OSTROW WIELKOPOLSKI, Centram Gier Asena:
Tel: 0048 694877
PILCHOWICE, Imperator FF:
Tel: 0044 662250291

POZNAN, Ba
Tel: 0044 61 A538277
POZNAN, Bard
Tel: DU4N 61 1536195

POZNAN, Wilczek:

Tel: D048 503652088
POZNAN/TORUN, Bitewniaki:
Tel: O 44 AO3ITHE5

RADOM, Wargame:

Tek: 0048 48 316835

th Icon:

SWIEBODZIN, Czemplonl
Ted: 0048 6DGZ2I457

SZCIZECIN, Fenix:

Tel: 048 693934995

SZCZECIN, Warlord:

Teek: 00441 97 $867 312

TORUN, Sklep Papierniczy:
Tel: D041 56 h52259%
WARSZAWA, Faber i Faber:
Tel: D4R 22 A491 265
WARSZAWA, Games World:
Tol: D045 22 312373
WARSZAWA, Graal Blue City:
Tk 0048 22 311762
WARSZAWA, Graal CF Skorosze:
Ted: U034 22 BA2TS95

WARSZA'
Tel: 0048 EAREAE
WARSZAWA, Hobbyt:
Tel: D048 22 BI40206
WARSZAWA, Knm‘lu!andua

Tel: 0048 22 6541

WARSZAWSA, Mudelaﬁkl Dom Handlowy Chematic:
Tel: D046 22 (449917

WARSZAWA, Modelardd Dom Handlowy Chematic:
Tol: OB 72 ha127TH

WARSZAWA, Morion:

Tek: 0048 22 42371 20

WARSZAWA, Panda Zabawki:

Tel: 004 22 Az64461

WARSZAWR, Rzpl'kalurpl

Tel: U048 5
WARSZAWA,
Tel: 0940 22 8269100

WA, Graal Galeria Mokotow:

WARSZAWA, Skladnica Harceerska SKAUT:
Tel: (040 601242666

WARSZAWA, Stary Swiat:

Fel: D048 22 1992976

WARSZAWA, Warg:mar

Tol: DI 22 622429

WROCLAW, Bard:

Tol: 0048 713417472

WROCLAW, Ogryn:

Tul: 0048 71 47FI672

WROCLAW, Pracownia Fantastyczna:
Tel: 0048 71 2544344

WROCLAW, Sfan.pl:

Tel: 1048 71 3544344

ZIELONA GORA, Level:

Tel: HO4H BIELI5T )

ZYWIEC, Model-Fan:

Tel: 0048 GIMGINENE

ALCABIDECHE, CascaisPress:
Tel: 351 314 600 530
CARCAVELOS, Escala Direcla
Tek: +351 241 581 257
ERICEIRA, Tabacaria Owni:
Tek +351 2( T 863 b1
LARANJEIRO, Discoeuropa:
Tek: +351 212 541 463
LISBOA, Fi
Tel: +351 u'! e
LISBOA, Lojas Arena:
Ted: +351 213 155 580
LISBOA, Puros e Companhia;
Tel: 4351 217 156 791
LISBOA, Rocha&\"asrmczlns Dentinho:
Tel: +351 213 03
LISBOA, Sete Rios Tabacarias:
Fel: #351 217 222 112
MIRAFLORES, Brinca Riscos e Rabiscos:
Tel: +351 214 104 908
PAIVAS, Brinca Brincando:
Tol: 4351 212 254 841
PALMELA,
Tek: 4351 212 13

Tel: +357 201 314 1he
Tel: 00 40 27 3231 441
Tek: 008029 6358212

ROMANIA

RUSSIA e
KIEASNDDAR. Alegris-jug (South):
MINSEK, Valahanovich ent:

TORRES VEDRAS Papelaria Unido:
BUCHAREST, Hobby Games:

5K, ;'aiaham\rlch ent:
Tel: 00BOZ9 6548426

Moscow V; Club T:

Tol: «F(4495)933 6441
MOSCO’W Detskiy Mir:
Tek
MOSCOW Delsluv Mir:
Teb: +7(
MOSCOW, Delskly Mir:
Tek +7(495) 785 8511

NK}SCOW Detd(nf Mir:

Tel: 471495143
MOSCO

Tel: +714%

ELLRLS
MD oW, Dttskiv Mir:
Tel 30405 R294

M.OSCDW, thlll. Genius:
Tel: +71495)297 2147
MOSCOW, Mr Hobby:
Teli +714951661 BE¥3

MO‘COW, Urfn Juice:
MOSCOW, Wonderful World:

Tek: +7(4951753 4433 "132

NOﬁL SK, Na Styli! Mirov:
29 6548426

0.
novosm RSK, lcehummer:
1 STOTRAGRS
SARATOV, Detskiy Mir:

Tel: vk SE40

ST PETERSBURG, Art-Miniatures:

Tol: +7181
T.QMB nhb}' and Igrushki:

Tel: 007

BELGRADE, ANET Hobbystore:
Tel: 00 387 11 3612 525
BELGRADE, ANET Hobhystom
Tek: 00 301 17 26
BEI.GRADE, EXIT Hol:hy store:

Tel: 10381 11 62 27

BELGRADE, White Dragon:

Teld: (W0 381 3827222

NOVI SAD, Dragon:

Tel: 00 381 11 636 24038

NOVI SAD, Valhala:

Tel: 00 381 11315534

PODGORICA, Neutron Podgorica:
Tol: 1 381 69 (60 663

ZREJANIN, Takeda:

Tel: 00 381 2364572

SINGAPORE g
SINGAPORE, Comics Mart PTE Ltd:
Tel: b&03 2724

SINGAPORE, Comics Mart PTE Ltd:
Ted: 6836 90640

SINGAPORE Comlcs Mart PTE Lid:

Tel: 63 G462

SIN(‘.APORE Forgeworks Hobbies:

Tel: 65 h438 597

STOREFINDER KEY

GAMES WORKSHOF HOBBY CENTRE

1=} tndicates Gaming Room facifities

PREMIUM STORE
Storks mast of the product range.*

NEW STORE OPENING
Endicates new accounts.

* Tir b sive they have whhat you want in snock, we recammiena calling the slore first

SINGAPORE, Paradigm Infinitum Ple Lid:

Tel: 65 6734-3858

BRATISLAVA, Madmaxon:
Vel: 421 2 524 927 &7
KOMARNO, Jonako SRO:
Tel: « 3704550485

ATTHHEFTHOG0

SPISSKA NOVA VES, War Gaming:
Tek: +421903 1191495

LJUBLIJANA, Crna Luknja:
Tl HO3A6 50001 220

SOUTH AFRICA ﬁ
BELVILLE, The Boys and Mens H :
Tel: 027 21 914 B6BH

BLOEMFONTEIN, The Games Dungeon:
Tol: BUZT 72 851 9070

CAPETOWN, Pastimes Retail:

Tel: DIZT 21 421 1191

CAPETOWN, Wizards Books and Games:
Tel: 0027 21 643 0360

CAPETOWN, World of Wargames:
Tel: 0027 21 701 3644

DORINGKLOOF, Battle Planet:

Ted: 00 27 6245 93933

DURBAN, The Hobby Specialists:

Tel: D027 31 5hi 4806

EAST LONDON, Slaters Toy Magic:
Tel: +27 31 7265762

EDENVALE, Plastiks:

Tel: 0027 02 783 1489

GAUTENG, The Underground:

Tel: 27 11 795 1946

JOHANNESBURG, Esswex Retail:

Tel: BU2ZT 11 BEA36TY

JOHANNESBURG, Outer Limils Johannesburg:
Tol: 0027 11 482 3771

RG, Outer Limils Pretoria:
4300

Tel: 0027 11 890 9253
JOHANNESBURG, Warfair:

Tel: 0027 B2 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tek: 0027 11 432 395

MENLYN, Top CD:

Tel: 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: +27 33 342 9970

RUSTENBURG, Warcry:

Tel: D027 72 910 2608

UMLANGA. The Hobby Specialists:

Tol: BO2T T1 5606 4506
SOUTH KOREA

SEOUL, Orc Town:
Tek 026 402 3946

GW GOTEBORG
DI:)IInilI;.'.g.lll:n 52, 411 07,
Ted; (K31 133950
GW STOCKHOLM:
Regeringsgatan 30, 111 53,
Tel: 08-21 35 40
GOTEBORG, Wizard Games:
Tek 03151 41 >I!
@mmsﬂb Spel och Fantasi:
Tek: 054 15 10 7
STOCKHOLM, Science Fiction Bokhandeln:
Tel: 08-21 50 52
UME F_.mtasia:

@UPPSALA Prisfyndet:
Tel: 01010 66 07
ARVIKA, Perry Data:
Tek: 0570-106 &9
AVESTA, Vega Video:
Tel: (2 HE00TH
ESKILSTUMNA, Lasses Leksaker:
Ted: U1 61-3403 35
FALKENBERG, Lekcenter:
Tel: 146 807 60
FRITSLA, Fritsla Hobhy:
Tel: 0 TOl6h
GAVLE, Hobbyshopen:
Tel: 026-18 62 99
GOTEBORG, Toys Leksaker & Hobby:
Tel: 031 454%4m
HALMSTAD, Lekeenter:
75

HAPAR? I‘A Barnens Hus:

Ted: U922-1136 640

HUDDINGE, Humlan Lek & Hobby:
Ted: 0869 LIAS

KALMAR, Lek & Hobby:

Tel: 14B02A7 17

KARLSKOGA, Lekladan:

Tel: 05863 33 33

KARLSKRONA, Leksakshuset:
Tel: 0455 24082

KA RINE OI.I\vir Game Manfacs:

)(II!UN& Leldmsel Lekia:

Tel: 0980-825 65

KRISTIANSTAD, Spel pa Vallgatan:
Tel: 044 101091

KUMNGSBACKA, Lek & Hobby:

Tel: 030014136

LAHOLM, Lekia:

Tel: 431064

LIDKOPING, Game Maniacs:

Tel: 0705 190274

uNDEsntnG Iunlan
uNmrlNG Sagoiand

Tel: 013122290
LJUNGBY, Lekman:
Tel: A

LULEA, uamcns Hus:

L EIJJ 20095

LULEA, locus:

Ted: 092069954

LUND, Spel pa Clemenstorgel:
Tel: 1I-l|>|_£ 7819

MALMO, Spel pa Djaknegatan:
Tel: 040 120410

NORRKOPING, Hobbyhiirnan:
Ted: 011162130

ING, Lekhuset:

Telz 01 1287070

N'I’KOFING, I.alsa Tvespel:

Tel: 11552810

ORMINGE, Happles

Tel: Of; "'ﬁm

PITEA, Barnens Hus:

Tel: 091119910

SALA, Elons Leksaker:

Tel: 022-41 03 14

SKELLEFTEA, Lek & Hobby:

Tel: 0910-129 80

SKOVDE, Partaj:

Ted: 0510-794 %9

STOCKHOLM, Arcane:

Tel: 422 25 22

STOCKHOLM, Brio Hisgdalen:
Tel: 6 749 1146

STOCKHOLM, Dragons Lair:
Tel: 60 654 0 50

STOCKHOLM, Happies Hammarby Sjdstad:
Tel: B3 L4430

SLUNDSVALL, Orion Spel:

Tel: 064135 347

TABY, Tiby Hobby & Prylar

Tek: 09310 50426

TRANAS, Lekia:

Tel: U140 13843

TUMBA, Leksakskungen:

Teed; 08-530 3160 00

UMEA, Incrade:

Ted: 090196 580

UPPLANDS VASBY, Barnens Hus:
Tel: -626. 99 40

VARBERG, Fyndmagasinet:

Tol: B340 H7E990

\"AI.I.INGB\‘ Hnl:h-p For Alla:
Tel: 070-7
VASTERAS, Zetterlunds:
Tel: 021 10 44 91
VASTERVIK, Lekslugan:
Tel; 049036171

VAX)O, H:I%es Hila:
Tek: 047 062 18 60
VIMMERBY, Brio Vimmerby:

Tk G40 241108

an:

Tel: 0498-21 50 50

¥YSTAD, Tv Spelshiiran:

Tel: (141160600

ANGELHOLM, Leksaksmagazinet:
Tel: (431 BO527

OREBRO, Modellex AB:

Tel: 019 611 15 34
GRNSKOLDSVIK, Lajbans:
Tel: 0H60G3 100

OSTERSUND, Hobbyboden:
Tel: DE3515310

TAIWAN 806, Games 'R' Us:
Ted: 001 168 9489 27540

nANl.‘.I(OK, Fantasla{l's Toys):
- i

RAINE p—
ROPETROVSK, Book Shop (Goblin)

3
KIEY, Budumk Igroshek:
Tel: 00 380 445 B21 363
KIEY, Budinok Igroshek:
Tel: 00 380 442 308 150
KIEV, Budinok Igmshek:
Tel: 040 380 434 567

KIEV, Chai
Tel: 003044

71
KIEV, Kinder Land:

<1 pad 6l
KIEV, Novi Skazka:
Tal: 00 300 442 87
ODESSA, Masht.
+ 38 044 4567671
ODESSA, Models:

Tel: 00 204 505 622 277
SEVASTOPOL, Sevmaodel:
Teld: () 350 953 %65 400
VINITSA, Spellscape:

Tel: (10 350 634 409 007

DUBAI, Bishops Trading:
Tel: 0971355487070

iye Modell:

www.games-workshop.com



GCN Objectives
The GCN has six core
objectives which guide
what we do:

¢ To assist running local
events, The very act of
clubs banding together
often provides more
support for local club
events and shows.

To support club
activities. For example,
by organising interclub
events as part of our
Open Play League or as
part of larger global
campaigns.

To assist running games
at local and national
levels. For example at
Games Day & Golden
Demon, or at local
gaming shows.

To provide a forum for
gaming clubs, both
online and in person,
allowing clubs to be
more unified. This has
led to great strides
cooperating with
companies such as
Games Workshop.

To facilitate club
development, and help
new clubs avoid all the
pitfalls that others have
already overcome.
Another important
aspect of this is to help
clubs wanting to join
the GCN achieve the
standards necessary.

To promote good
communications
between Gaming Clubs,
and games originators,
manufacturers and
retailers, to get our
members solid guidance
and support from the
gaming industry.

And Special Directive No.
Seven (and most important
of all): To have a good
time enjoying our hobby
and making new friends.
In short, to have fun!
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Club Focus: The Gaming Club
Network (GCN)

The Gaming Club Network is a nationally recognised ‘club of
clubs’ which offers all kinds of benefits to its members. GCN
President, Richard Kerry explains.

(GCN for short) is a affiliation of

independent gaming clubs, all
dedicated to promoting our hobby.

Setting up a club, and helping to bring

a community together around something
you enjoy, can be hugely satisfying and
gaining membership to the GCN can be a
great step on that journey; recognising your
club as one of the very best.

Simply put, the Gaming Club Network

Being the Best
Like all clubs we have our own rules and
regulations that are all geared to ensuring
GCN Member Clubs are safe, friendly
places to play games and enjoy the hobby.
As GCN clubs aim to provide the best
gaming experience, the GCN offer practical
help to get you and your club up and
running to the GCN standards as quickly as
possible. This includes a great (and cheap!)
Public Liability insurance scheme and free
CRB checks - see opposite page for details.
It is because of these high standards
that our partners at Games Workshop can
promote our clubs and their events, happy
that they are sending their customers to
places which are as safe as they can be.
This is why Games Workshop is happy to
promote GCN clubs on their website, in
their stores and in this very publication.
However, far more importantly, as part
of the Gaming Club Network, clubs can
access events which are great fun and are
also an opportunity to show off what their
club can do. For example, many of the
participation games at Games Day &
Golden Demon are provided by GCN
clubs (and the GCN itself always has a
stand for you to come and see us).

A Voluntary Organisation
The Gaming Club Network would not exist
if not for the time given by various
volunteers across the country. These
volunteers are the foundation of the
organisation and we are always on the
look out for more help, so if you want to
give something back to the gaming
community, this is a great way to get
involved and we want to hear from you!
To find out more about becoming a
volunteer, you can email the GCN direct at
watch@gamingclubnetwork.org.

Gaming, Gaming and More
Gaming

Although it may seem obvious, the
foundation of all clubs, and the GCN itself,
is the hobby. The reason gaming clubs are
set up is so that people can play games
and meet friends.

Every year the GCN member clubs run
many tournaments, campaigns and other
events, in various game systems, up and
down the country, and | am proud to say
the most enjoyable events | have ever
attended have been club tournaments or
campaigns.

Annual events such as the Yorkshire
Open Championships, Open War at
Warhammer World, and A Small Matter of
Honour (run by my local club in
Basingstoke) are fantastic and command a
loyal following of players who return year
after year. These are just part of the
multitude of club events run every year.

As well as all this, the GCN also runs
some national events and we have the
Open Play League, an annual interclub
league where the best (well, most




competitive) clubs fight it out at
Warhammer World to be crowned Open
Play Champions.

Interested? Want to know

more?

If any of this has sparked your interest, you
can find more information about the
Gaming Club Network, including how to
join, at www.gamingclubnetwork.org.

Even if your club does not wish to join
us, there are free club guides to download
covering topics such as how to set up a
club to how to keep club records; plus a
friendly forum aimed at club organisers.

| hope this quick guide has given you

some idea of what the Gaming Club

Network is all about. Now, if you'll excuse

me, 1 have a unit of Blood Angels to

The Legal Bits
All our Member Clubs adhere to the
GCN Code of Practice and the GCN
Child Protection Policy. As part of
these, all GCN Member Clubs must
have a committee with at least three
people, a set of club rules, and public
liability insurance to ensure the club
is protected in case of an accident. In
addition to this, all club officials and
GCN volunteers must have a Criminal
Records Bureau (CRB) Disclosure
check every two years in accordance
with our child protection policy.
Although it may seem daunting,
most aspects of GCN membership are
common sense and many non-
member clubs already do the same
things. As members of the GCN,
clubs have access to our PLI scheme

Keeping up with the
acronyms

There are a few acronyms thrown
around while talking about clubs and
the Gaming Club Network. Here are
the four most common...

e GCN: The Gaming Club Network,
that's us!

 CRB: Criminal Records Bureau, a
government recognised
organisation which provides Police
checks in the United Kingdom.
CRB checks are part of the GCN's
Child Protection Policy.

s PLI: Public Liability Insurance. This
insurance protects groups or venues
should there be any accidents.

paint...

Richard Kerry
High Castalain

if they want it, and free CRB checks,
both of which make things a little

easier.

e OPL: The Open Play League, the
Gaming Club Network's annual
interclub league.

VISIT THE GCN ONLINE AT WWW.GAMINGCLUBNETWORK.ORG

GEN membership guarantees the highest standard of custormer service and safety. As part of our ongoing commitment 1o our customers, we do not promate any club outside of the Gaming Club Network

GCN BEDFORDSHIRE,

Bedford Gladiators Association:
Contact: David Wilkin

Teli o7 1559297

E-mail: gladiatorhdubdyaboo.co.uk

BERKSHIRE

GCN BRACKNELL,
Bracknell Forest Gamers:
Contact: Dan Currey

E-maill: d_curreyitalk2 ], com

GCN READING,
The Spiky Club:

Contact: David

i

E-mail: spikyclubihotmail.co.uk

GCN SUTTON COLDFIELD,
The Immaortals:

Geraind Oshom

a4 (23 152

E-snail: geraint-oshormithutmail com

GCN WOLVERHAMPTON,
Da Boyz Club:

Cantact: Barren fugh
4]

E-na

GCN MIDDLESBROUGH,
Middlesbrough Gamers Club:
Contact: Paul Croshy

Tel: 07908714774

Eomail: slblazemymail.com

CORNWALL

GCN BUDE,
Dice and Dagger:

Contact: Kurd Baker

I: duboyklub@goagiemail. com

E-mail: celtofhernaw@anl.cam

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Contact: Anthony Barnes
Tel: 0704 415 8763

E-mail: awhi@biinternet.com

GCN DERBY,

Derby Wargames Society:
Cantact: fin Cuery

Tel: 0
E-mail: b

curryiderhywargamessoclety.co. sk

GCN RIPLEY,
Rrp‘ey Terror Troopers:
2 : pudith Hawerodt
74334
E-mail: judith haweroft@derhyshine gov b

GCN EXETER,

Exeter Inquisition:

Contact: Richard Deane

Tel: 0164 723 1528

E-mail: richard ¢ _n_deanciihotmail.com

GCN PLYMOUTH,

Cross Swords Gaming Club:
Contact: Anthany Crom

Tel: 01752 837 133

bemail: ernuisiesicrons-swords.co.k

DORSET

GCN POOLE,
Battlescar:

Contact: Paul Cleveland

Tel: 01202 385 632

E-mall: panl@hattlescar.cuik

GCN CHELMSFORD,
Chelmsford Bunker:

Contact: Darren Wardland

E-mual harkerassaull.co.sh

Wed

GCN BASINGSTOKE,
Sad Muppets Society:

Contact: David Offen-fames

quiries

e www bunkerassaull.co.uk

E-miadl: thavidiadmuppets.org

GCN PORTSMOUTH,

Battle Force Pompey:

C otz Amanda Rutter

768 TO7 45

E-mal: amands_niterithatmail com

GCN PORTSMOUTH,
Shadowspawn:
Contact: Gary Donaldson
Tel: O7ABZ Ha066%

GCN PORTSMOUTH,
Solent Wargamers:

Cantict: Ben Calvert-lee
Tel: 0798 507 9932

GCN HEREFORD,

Spread Eagle Wargamers Society:

£: Thme Hill
1 18,9929

Con

| sintysizsmoveitanl. com

LEIGESTERSHIRE

GCN LEICESTER,
Leicester Fal Kals:
Contact: Antony Evans
Tel
E-mail: an

tityahao.com

GCN LEICESTERSHIRE,
SOULG:

Cantact: Adam Hutchinson
Tel: @
Email: ab
GCN LOUGHBOROUGH,
Loughborough 1st and Only:

Contact: Matt Sully

Evmail: reemaus@acl.com

GCN LINCOLN,
Gobstyks:

Contact: Chris
Tek: 0774

s

E-mail: brucecally@hatmail.com

GCN LONDON,

Bunl Cross Imps:
| Hompage

GEN WANSTEAD,
Tam:lum 'wargames Club:

GCN LIVERPOOL,
Liverpool Gaming Guild:

Conatact: Lonn Lynch
E-mailr clublesn@hotmail ook

GEN BLYTH,

Northumbrian Adventurer’s Guild:

Contact: Mark Anderson Coulter
Tel: 0753 207 2034
E-muil: haldyorcithotmail. ca.uk

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
K.LA:

Comtact: Che Webstor

Te 05 124 660

E-mail: blackialcomibrmnel

GCN NOTTINGHAM,
Da Wot Notls:

Contact: Russel Daviis

E-mail; kaimsldood 2007 Gyahon.co.uk

GON NOTTINGHAM,
1st Company Veterans:

E-mail: paul.welsh 9fntbworld, com

PETERBOROUGH

GCN YAXLEY,

MNorman Cross Crusaders:
Cimtict: pustin Easby

E-mail: jertskianl.com

Webi narmancrosscrusaders.org.ak

SOUTHPORT

GCN SOUTHPORT,
Lost Boys Wargaming Club:

Cantact: Paul Hevan
Tel: 0796 3 1468
E-mall; hez1dbadkarma@bluevonder.couk

GCN BECCLES,

Curious Dwarf:

Cantact: Giles Rolinson

Ted: 179222 306400

E-mail; gizartious@tiscall.co.uk
GCN NEWMARKET,
Mewmarket Knights Wargames
Sm:ltly

et Mark Haynes
mark haynes@capegeminl, com

SURREY

GCN TOLWORTH,

Tolwarth First Founding:
Contact: Peter Co
Tel: 07748 790136

WILTSHIRE

GUN CALNE,

Calne Gaming Club:
Contact: David Powers
Teol: 07901 64 865

YORKSHIRE

GCN DONCASTER,
Doncaster Wildcats:
Contact: Carl Cooke

Tel: OTBS 1401282

E-mail; sixthdraveni@hotmail.co.uk

GCN HALIFAX,
I‘enmne ltauiers

{»m

el: couk

GCN HARROGATE,

Harrogate & Ripon District Gamers:
Contagt: Patrick Stnddart

Ted: 07R1D 317 456

Eomail: pat_muaximus@hotmall.com

GCN HUDDERSFIELD,
Cellar Dwellars:

Contact: Richard Ambler

Tel: 07984 17 3574

E-mal: ubersquackiiyahoo.co.ik

GCN LEEDS,
Is:

Ted: illl

GCN LEEDS,
Leeds Games Club:

Cantart; lab McPhersan
Tel: 1763 149 5
o wall etk

GCN OSSETT,
Ossell Wargames Club:
k4

Tek 0792
Email: p.}lll'ngrat.cl Blinteme. Loa

SCOTLAND

GCN GLASGOW,

St Ajdens Warriors Club:
Cantact; Alan Hobbs

E-mail; macdanaldii 7 #hotmall.com

GCN INVERNESS,

Da Klub:

Contact: Stephen Miller

Tel: 07876 571222

Fomail: steveindesaal com

GCMN KIRRIEMUIR,
Kirriemuir Wargames Club:
Contact: David Tublech

E-mail: david.ulloch fitesco.ned

GCN STIRLING,

Stirling Wargamers:

Cantact: Paul Brioks

Tel: 01714 450 D52

E-mill; paul@roeandleat. plus.com

SAFETY IN THE COMMUNITY

GCN membership aims to provi
highest l~landanl of custo

not promote any
the Gaming Club Network.

> the
ice and

Cll"l'lll"l«.|

www.games-workshop.com
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AVAILABLE TO ORDER

Every product in our ever-expanding range is available to order, and
ordering them directly from Games Workshop ensures that you get
exactly what you want, when you need it.

the latest Bitz Pack for that bespoke conversion, or simply
pre-order the latest miniatures, ordering directly from
Games Workshop is quick and convenient. There are four
main ways to get your hands on the latest products.

including our Collectors Range, Bitz Packs, Specialist
Games range and those models that are exclusively
‘available to order’. Whether you want to place an order for

You can order ANY current Games Workshop product,

9 HOBBY CENTRES

Our online store offers
a fast and convenient
service that allows you
to order anything from
our entire range, and
have it delivered
straight to your door.
Games Workshop
online ensures that
your order is just a
click away, 24-7!

s Register for the Games Workshop website to gain
personal recommendations, store products in your
personal Wish List, save your favourite articles,
receive your free monthly newsletter, and more.

* We aim to despatch all orders within three days,
straight to your door, or FREE to the Hobby Centre of
vour choice.

www.games-workshop.com

All of our Hobby
Centres carry a large
range of products, but
there simply isn’t
enough space to stock
the entire GW range -
which is why we now
offer order points in all
of our stores.

e The benefit of ordering in-store is that our expert store
staff are on hand to advise you on your purchases.

» Don't forget — whether you order your miniatures
from the in-store order point, or directly from our
website, you can still choose to have them delivered
to your local Hobby Centre free of charge!

See page 110 for the Store Directory

k) BY PHONE

Not near to a
computer? Don't fancy
a trip to the Hobby
Centre today? That's
okay — why not give
our team of Hobby
Specialists a call
instead?

s Our experienced team will guide you through the
ordering process and will answer any queries you
may have. They are also on hand for any tips and
advice you may require — just give them a call.

Call us now on: 0115 9140000

Games Workshop has a
vast number of
independent stockists
across the globe who
carry our most popular
ranges. Some of these
are Premium Stores,
who offer a greater
range of services and
can place orders for
you from our catalogue.

* To find a Premium Store near you that carries the
entire GW range, just call our Hobby Specialists team
on 0044 (0) 115 91 40000, or log onto
www.games-workshop.com

See page 110 for the Directory
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Advance Orders guarantee that you'll get the latest, shiniest new stuff delivered to
your door the very day it’s out. Drop us a line today to reserve your models!

SKAVEN CLANRATS

Praduct code: 99120206007

Sculpted by the Citadel Design Team
UK £20+ Denmark 200dkr
Euro €26 SwefMor  250skr/nkr

On sale November Tth

SKAVEN BATTALION

Product code: 991202060017

UK £55 Denmark B40dkr
Euro £85 SwelNar  78Dskr/nkr

On sale November 21st

SKAVEN STORMVERMIN

Product code: 99120206008

Sculpted by Seb Perbet

UK £30t Denmark 300dkr
Euro €39 Swe/Nor  380skrnkr

On sale November Tth

SKAVEN SCREAMING BELL/PLAGUE FURNACE
Product code; 99120206010

Seulpted by Colin Grayson and Seb Perbet
UK £35t Denmark 350dkr
Euro €45.50 Swe/Nor  440ske/nkr

On sale November 21st

Visit the Games Workshop website to order an
of the products on this page.

SKAVEN DOOMWHEEL

Product code: 99120206009

Sculpted by Colin Grayson and Seb Perbet
UK £20t  Denmark 200dke
Euro €26 Swe/Nor  250skr/nkr

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certaln Citadel products may be dangerous Jf used incorrectly. Prices correst af fime of gaing to press, please contact us for current
availability and prices. UK prices marked f do not shaw the 2.5% VAT raduction implementsd on 1st December 2008, The reduction will be appilad to affscted products by Games Worksfiop at the point of sale. Prices guoted are for progucts
sold By Games Workshop through its own stores, cataiogue or wabisits. retailers are bie for iing their owit prices,

www.games-workshop.com 119



Get VIIIII‘ first for only

Continue your subscription for just £9 a guarter giving you a FREE magazine every 3 months!

WHY SUBSCRIBE?

e All the latest News and New 0
Release information. 0
e Exclusive in-depth features off the cover nricﬂ

about the Hobby.

e Savings off the cover price.

* Ensure that you never miss For alternative ways to
another issue of your ” .
: il Subscribe, call Direct on

favourite Hobby magazine.

. delivery, early and 0115 91 40 0“0

direct to your door. www.games-workshop.com

DIRECT
Debit

Instruction to
Bmldm;,

0o oo O

Direct Debit.
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Number

388464

DIREGT IIEBIT




IN NE)('I' MONTH’ S

The Fortress of Redemption is a towering fastness bristling with
weaponry. Find out more about this massive kit in the next issue.

PLUS

f ER e Old War Stories returns ® Vermin Lord Masterclass

WA
E)RDTHE

S S S EARSLE OIAE S e The Blood and Sand campaign reaches its epic climax
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