THE ISLAND OF BLOOD MEGA BATTLE
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The noble High Elves prepare to defend the shores of Ulthuan from their twisted kin.




The High Elves are one of Warhammer’s most iconic races, heroes
unflinching in the defence of civilisation from the onset of the Forces of
Destruction. For much of the history of the Warhammer world the High
Elves have been all that has stood in the path of the machinations of the
Chaos Gods. So iconic are they that they’ve been the poster boys for a
new edition of Warhammer not once but twice now - first back with
the very first Warhammer boxed game and then again last month with
The Island of Blood.

As | mentioned last month, High Elves were my first Warhammer army, and although
I've played with other armies over the years, I've always taken a keen interest in every
iteration of the Asur. So this month has really made me sit up and take notice. Three of
their elite units are out in plastic, and we’ve thrown a new metal character and a set of
High Magic cards into the mix too. We're keeping up the momentum started with Jervis’
background for the Island of Blood article last month with a gigantic battle report,
refighting the climactic conclusion of that epic conflict. If your heart isn’t stirred at the sight
of a flight of Dragons, a cacophony of Screaming Bells or a malfunction of Doomwheels
(that’s the collective noun, I'm fairly sure), then you must be a Dark EIf at heart.

Now, those of you who know me will know that | am something of a hobby butterfly, a
term we use here in the Studio to describe hobbyists that flit between projects and armies.
| started a new High EIf army on my very first day in the Studio just after the release of the
current army book. Sadly, these High Elves were but the latest victims of my butterfly-esque
antics, as before | could so much as finish my Dragon Mage the Warriors of Chaos were
out and | had been distracted. Now, nearly three years on, 3000 points of Warriors of
Chaos and a similar number of Tomb Kings later, | feel that | can return to my High Elves
with a clear conscience. Now, where’s my Skull White?

Andrew Kenrick, Editor
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The High Elves are the staunch defenders of the Forces of Order, stoic warriors and peerless
mages. This month the glittering hosts of Ulthuan are bolstered with reinforcements aplenty.
Turn to page 14 to begin your journey to the isle of Ulthuan.

Adam Troke delves into the military life of the citizen-
soldiers of the High Elves, taking a look at how Ulthuan
musters for war.

58 WAR IN THE MISTY MOUNTAINS
Alan Perry, Michael Perry and Mat Ward sit down with
Adam to talk about the wars waged beneath the Misty
Mountains, as the Dwarfs battle the Goblins in Moria.

64 WARHAMMER TACTICA: MONSTROUS MOUNTS
Mat Ward saddles up and rides to war, discussing the
many breeds of mount available to your characters.

88 DAN ABNETT
This month sees the release of the first anthology of short
stories set within the Sabbat Worlds, so who better than
their creator, Dan Abnett, to introduce it?

E 14 THE ARMIES OF ULTHUAN

72 'EAVY METAL: PRINCE ALTHRAN VERSUS SPINETAIL
Darren Latham and Joe Tomaszewski join forces for this
month’s Painting Masterclass, as Darren paints Prince
Althran on foot and Joe paints Warlord Spinetail.

82 ARMY MASTERS: BATTALION CHALLENGE
To celebrate the launch of Warhammer, the whole Studio
got involved in the Battalion Challenge. In this Army
Masters special we take a look at the best armies and
miniatures to emerge from the competition.

90 ARMY WORKSHOP: WORD BEARERS
Duncan Rhodes has been busy building a new Chaos
Space Marine army — we followed his progress.

98 MODELLING WORKSHOP: CHAOS PLANETSTRIKE
To accompany Duncan’s army, Chad Mierzwa has defiled
a set of Planetstrike scenery. We show you how.

28 BATTLE FOR THE ISLAND OF BLOOD
This month we've pulled out all the stops to refight the
climactic battle for the Island of Blood in this huge battle |
report. Can Prince Althran stop Ratchitt getting his hands |
on the Phoenix Stone before it's too late?

03 NEW RELEASES

The latest from the Citadel forges.

1 NEWS

All the news from the Games Workshop hobby.
70 STANDARD BEARER

Jervis talks about how to win games.

104 FRONTLINE

Hobby activities and news in your area.



ELVES

WHITE LIONS OF CHRACE

The White Lions are the heroic personal guard of the Phoenix King. They go to war
armed with massive axes — capable of cutting any foe in twain — and covered in the
pelt of their namesake, the fearsome White Lions of Chrace.

Standard bearer Decorative masonry

This box set allows you to muster ten brave and strong

White Lions to your cause. Taking its design cues from the
crew of the White Lion Chariot, this kit makes ten White
Lions all of which can be armed with a massive woodsman'’s
axe. Alternatively, you can upgrade three White Lions into a
command group, with one as a Guardian — a champion of the
White Lions — one a musician with a horn and one with a
standard. Mark Harrison sculpted the models with a strong
sense of momentum, they look to be in mid-sweep or about
to lop off a head, thus giving them a very dynamic posture.

HIGH ELF

WHITE LIONS OF CHRACE
Product code: 99120210016
Sculpted by Mark Harrison
£25, £32.50, 250dkr, 310skr/nkr

ON SALE OCTOBER 2ND ; _ =
GU&I’G‘-‘E” Musician

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. Indep retailers are iblz for determining their own prices.
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HIGH ELF

DRAGON PRINCES OF CALEDOR
Product code: 99120210017
Sculpted by Martin Footitt

£18, €23.50, 180dkr, 230skr/nkr

ON SALE OCTOBER 2ND

The procession of High Elf releases continues with Martin Footitt’s elegant elite
cavalry regiment. The Dragon Princes of old went to war on fire-breathing drakes.
Now they battle on barded Elven steeds, clad in fluted Dragon armour.

Dragon Princes are the finest High Elf cavalry; they stand aloof
from the rest of the army, such is their disdain for those who
cannot match their own battlecraft. The distinctive look of the
Dragon Prince comes from their raiment. The elaborately-
wrought armour not only helps to reinforce their cold, detached
manner but, more importantly, emphasises that they are
fearsome, elite cavalry. When designing the models, Martin has
played to the strengths of making the models in plastic; there’s
a delicate sharpness to the flutes on the armour that would be
difficult to achieve in metal. The other advantage of plastic is
how the miniatures are assembled, with the legs already
attached to the mount, freeing up space on the frame for even
more parts including full command options.

L A%

Drakemaster

Pictures for fllustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogue or website. || retailers are ble for determining their own prices.
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The Phoenix Guard are the silent guardians of the Shrine of Asuryan, King of the
Gods. They march across battlefields slaying with every swipe of their halberds,
never once uttering a single war cry nor ever asking for any quarter.
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The box set gives you the
option of two different
banner top designs.

The dread Phoenix Guard are also released as a highly detailed HIGH ELF PHOENIX GUARD
plastic kit this month. For these silent and deadly Fear-causing Product gode: 59120210015

i i : Sculpted by Mike Anderson,
warriors, Mike Anderson, Matt Holland and Neil Langdown used Wiatt Holland sne
the evocative designs of previous miniatures as a starting point. The Neil Langdown
wings of the phoenix is a recurring image on all the models in this £25, €32.50, 250dkr, 310ski/nkr

set. This is most obvious on their highly detailed helms but you can
also see it referenced on the tassets hanging from their belts. The ON SALE OCTOBER 2ND

cloaks were another important element, as plastic they hang from
the shoulder in a natural and more dynamic way. The kit also
includes a fully embossed banner (and bearer) as well as the option
for a drummer and a Keeper of the Flame.

€ € The wings of the
phoenix is a
recurring image
on all the models
in this set.99

Musician Keeper of the Flame Standard bearer

Pictures for illustrative purposes only. Product contents may vary. Products seld unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. Indep retailers are for determining their own prices.
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CLASSIC LOTHERN SEA GUARD COMMAND

= Wherever you see this symbol,
that product is only avaifable to
order. See page 118 for details.

s

These classic metal High Elf Sea Guard miniatures are
re-released with new shields sculpted by Dave Thomas.
The models are great for bolstering your plastic Sea
Guard regiments, but we've also released a command
pack should you wish to raise a unit from scratch.

Sea Master Musician Standard bearer

CLASSIC LOTHERN SER GUARD

CLASSIC HIGH ELF
LOTHERN SEA GUARD
Product code: 99110210134
£16, €21.50, 165dkr, 210skr/nkr

CLASSIC HIGH ELF LOTHERN
SEA GUARD COMMAND
Product code: 99110210135

£15, €19.50, 150dkr, 190skr/nkr

HIGH ELF LOTHERN SEA GUARD SHIELDS

Dave’s new shields are -
perfect for adding to your

High EIf Spearmen, S
creating a consistent look

across your force or

turning them into Lothern

Sea Guard. You get ten

shields, two of each

design, in every pack.

HIGH ELF 5
LOTHERN SEA GUARD SHIELDS J
Product code: 99060210137

Sculpted by Dave Thomas

£6.50, €8.45, 65dkr, 80skr/nkr

OHN SALE OCTOBER 23RD

Pictures for illustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going ta press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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NERY NELEF

To tie in with our mega-battle later in the issue, we’re releasing two brand-new
metal models. One represents the insidious Spinetail, rival of Verminkin for Clan
Klaw’s leadership, the other is the mighty Prince Althran on foot.

PRINCE ALTHRAN WARLORD SPINETAIL

This metal model depicts a dismounted Prince Althran with
sword and shield in hand, ready to defend the Island of
Blood with every swing of his blade. This version has
Althran without his majestic helm, no doubt lost in the
heat of battle, revealing the face of a determined hero.

The exact opposite to the slender, handsome High Elf hero,
is Spinetail. Dave has sculpted this corpulent, disgusting —
but no less deadly — metal Skaven Warlord. His role on the
Island of Blood is as pivotal as Verminkin'’s, for he is in
contention for the leadership of Clan Klaw.

PRINCE ALTHRAN

WARLORD SPINETAIL
Product code: 99060210136 Product code: 99060206092
Sculpted by Dave Thomas Sculpted by Dave Thomas

£8, €10.50, 80dkr, 100skr/nkr

ON SALE OCTOBER 23RD

£8, €10.50, 80dkr, 100ske/nkr

ON SALE OCTOBER 23RD

SEE PRINCE ALTHRAN DEFEND THE ISLAND OF BLOOD AGAINST SPINETAIL AND THE
REST OF CLAN KLAW IN THE BATTLE REPORT ON PAGE 28.
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Lore of High Magic

WARHAMMER BATTLE MAGIC:

: i\ ; s : HIGH ELVES

| The High Elves are masterful practitioners of magic, so it is only right that you Product code: 60220210003

| can now have the Lore of High Magic at the Archmage’s fingertips in card form. £3, €3.90, 30dkr, 40ske/nkr
This new deck contains all seven High Magic spells, but you'd best be quick as

| they will only be available while stocks last. ON SALE OCTOBER 2ND

Pictures for illustrative purpeses only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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Alan Perry and Michael Perry have once again been spending time in Middle-earth
fashioning Dwarfs, Goblins and even a hulking monster, which would no doubt find
the other releases a delicious treat.

KINGS CHAMPION

Product code: 99111465029
Sculpted by Alan Perry

£20, €26, 200dkr, 250ske/nkr

ON SALE OCTOBER 16TH

The King's Champion is a formidable
figure, especially when flanked by two
heralds; one carries the King’s banner, the
other bears the standard of the Hold. Alan
has designed these metal models to work
as individual miniatures or as a stunning
Rare formation placed on a large round
base when used in a War of the Ring

Herald King’s Champion Herald battle. The box set includes both types of

GUNDABAD BLACKSHIELDS COMMAND

bases pictured here.

It's not just Dwarfs that
Alan has been busy
sculpting, but their bitter
enemies in the form of the
Gundabad Blackshields.
This blister pack contains
four metal models: a
Goblin Captain, a Goblin
Shaman, a drummer and
his attendant drum bearer.

Goblin Shaman Goblin Drum Bearer Goblin Drummer Blackshield Captain

GUNDABAD BLACKSHIELDS

The Gundabad
Blackshields are an elite
band of Goblins that are
not only naturally tougher
and stronger than their
Goblin kin but are clad in
heavy armour and armed
with huge, thick shields,
from which they have
earned their name. This
blister pack contains four
metal models.

GUNDABAD BLACKSHIELD
COMMAND

Product code: 99061462062
Seulpted by Alan Perry

£15, €19.50, 150dkr, 190ski/nkr

GUNDABAD BLACKSHIELDS
Product code: 99061462063
Sculpted by Alan Perry

£8, €10.50, 80dkr, 100skr/nkr

ON SALE OCTOBER 16TH

Pictures for ilustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certamn Citadel produets may be dangerous If used incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted ars for products sold by Games Workshop through its own stores, catalogue or website. independent retallers are responsible for determining their own prices.
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FLOI STONEHAND,
LOREMASTER OF MORIA “ It's unusual to see a Dwarf

el s Dt reading a book instead of
reading from a book
brandishing an axe. ,,

instead of brandishing an
axe, so this makes Alan’s
metal rendition of Fl6i
Stonehand remarkable. Not
a magic user as such, Fl6i
is the Loremaster of Moria
and so has limitless supply
of knowledge which he
puts to good use,
countering the special rules
of enemy formations.

FLOI STONEHAND
LOREMASTER OF MORIA
Product code: 99061465028
Sculpted by Alan Perry
£7.50, €9.75, 75dkr, 95skr/nkr

ON SALE OCTOBER 16TH

This great metal beast is destined to become a Michael Perry classic. A Cave
Drake is one of the fell creatures that can be found deep underground, even
beyond the workings of the Dwarfs. Michael’s wingless Dragon (there is no need
for flight when you live underground, after all) is a ferocious creature that looks
ready to defend her young, as you also get a clutch of eggs and a recently hatched
Cave Drake with the kit. The adult Cave Drake is large but also has a sleek
serpentine quality, which suggests a deft quickness. The rules for this ancient
creature, and indeed all the models shown on these two pages, can be found in
the War of the Ring rules manual. Or, if you wish to use them in the Strategy
Battle Game, then full rules will be in next month’s White Dwarf.

CAVE DRAKE

Product code: 99111466044
Sculpted by Michael Perry
£35, €45.50, 350dkr, 440skr/nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. | dent retailers are for determining their own prices.
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BLACK LIBRARY

SR S o

Blacerribréry pﬁ‘blishersra rénge of novels and sourcebooks that delve deep into the worlds of

| Warhammer and Warhammer 40,000. These are available in many of our stores worldwide, as well
| as in bookshops in certain countries. However, if you are finding it difficult to get hold of any of
| these publications then go to the Black Library website, where books may be purchased directly.

SABBAT WORLDS
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49000
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FEATURING GAUNT'S GHOSTS

Across the Sabbat Worlds, a
bitter conflict is fought. The
innumerable forces of the
Archenemy attack without
mercy, and planet after planet
burns with the flames of war.
This anthology features new
stories from the our best-known
authors including Dan Abnett
and Graham McNeill.

SABBAT WORLDS
By Dan Abnetft

ISBN: 978-1-84970-009-2
£17.99, €25, 180dkr, 220skr/nkr

CIAPAS CAIN, DEFENDER OF THE IMPERIUM

AP AN

FENDER 0

DOUBLE EAGLE

WARHAMMER
aanns

MUBLA

The legendary Commissar
Ciaphas Cain finds himself thrust
onto the battlefield again.
Defender of the Imperium
contains the novels Death or
Glory, Duty Calls and Cain’s Last
Stand, plus the short story
Traitor’s Gambit and a new
introduction from the author,
Sandy Mitchell.

DEFENDER OF THE IMPERIUM
By Sandy Mitchell

ISBN: 978-1-84416-882-8
£10.99, €15, 115dkr, 140skr/nkr

The forces of Chaos are closing
in and their final push could
well wipe out all human life.
And so it falls to the brave men
of the Phantine fighter corps,
who must hold up the advance
until reinforcements arrive.

Double Eagle is available to
order as a P.O.D. through
www.blacklibrary.com

DOUBLE EAGLE
By Dan Abnett

g13

www.blacklibrary.com

BLOOD PACT

—————— WARHAMMER

BT

=+
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ZOMBIESIAVER -

BY HNATHAN LONG

AENARION

The men of the Tanith First await
news of their next deployment
but when an enemy prisoner is
brought in for interrogation,
Gaunt is drawn into a
murderous web of intrigue.
What does the prisoner know
that makes him so valuable? The
fate of the Sabbat Worlds
Crusade rests upon the answers.

BLOOD PACT

By Dan Abnett

ISBN: 978-1-84416-822-4

£7.99, €10.50, 85dkr, 100skr/nkr

Pursued by the dark forces of
Heinrich Kemmler, Gotrek and
Felix arrive at Castle Reikgard,
where they must hold out
against the Zombie hordes.
Somehow Gotrek and Felix must
unite the forces of the Empire
against Kemmler's ever-growing
legion until help arrives, or will
the Slayer finally find his doom?

ZOMBIESLAYER

By Nathan Long

ISBN: 978-1-84416-880-4

£7.99, €10.50, 85dkr, 100skr/nkr

The Sword of Khaine
resides upon the Blighted
Isle. Despite the warnings,
Aenarion rides out upon
his Dragon to seek the
prize in order to save his
homeland of Ulthuan.

AENARION
An audio drama by Gav Thorpe

ISBN: 978-1-84416-852-1
£10, €15, 115dkr, 140skr/nkr

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Gertain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current

availablility and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.
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The climactic events of the
Island of Blood are played
out in this very issue of
White Dwarf but if you
wish to be part of the epic
* conflict then all you need
% do is turn up to your local
Games Workshop on
Saturday 23rd of October,
when the refight of this
Warhammer battle will be
taking place across the
globe. Turn to page 56 for
more information.

- 1

Enter the Space Hulk Sin of Damnation
and eliminate the xenos threat! Space
Hulk: Death Angel — The Card Game
lets 1-6 players take on the roles of the
Blood Angels on a mission to eradicate
an infestation of Genestealers. Death
Angel is a cooperative card game of
claustrophobic tension and close
quarters combat.

In Death Angel, players will either
succeed or fail together, as teamwork is
essential. You must watch your
brothers’ backs if you hope to survive.
Movement actions let you reposition
your Space Marines, while attack
actions let you fight back the growing
swarms of Genestealers. The
extermination begins soon. For more
information head to:

fantasyflightgames.com

Let the Galaxy Burn

Here is proof that White Dwarf is so good
it can stop anyone in their tracks. 23-year-
old fire-fighter Matthew Tinker, is busy
reading White Dwarf while a (controlled)
forest fire blazes behind him in Adelaide,
South Australia. Either that, or he has found
the fiery entrance to the Realm of Chaos
and is taking a sneak peak at the magazine
before delivering it into the clutches of
Khorne himself!

www.games-workshop.com 11
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October Hali ferm

No sooner than the new school year begins does the first
half term break come around, and to help you get the most
from your time away from the classroom, we've got loads
of fun and exciting events and activities planned for you at
your local Games Workshop.

Whenever your half term break begins, there will be
plenty to see and do at your local Hobby Centre including
modelling and painting workshops, scenery building
activities and opportunities to work on your hobby skills,
army collecting tips and tactics and, of course, oodles of
in-store gaming. You can even find out how to start
preparing for this year’s School League by having a chat
with the guys in your Hobby Centre. Full details of what
daily activities we have planned for you can be found on
the Games Workshop website.

And don’t worry if you've not been in for one of our
events before — our friendly and helpful staff are always on
hand to get you involved and offer advice and guidance.
So, get in touch with the staff at your local Hobby Centre
and find out what’s on and how you can get stuck in!

It's around this time of year that minds start to wander
and thoughts turn towards what we hope to find waiting
for us under the Christmas tree.

But how do you avoid those awkward moments of
disappointment when you open up your presents, all

lovingly wrapped, to reveal yet another woollen jumper?

Obviously your loved ones were just a bit mis-informed
and didn’t realise that you actually wanted the new
Warhammer boxed game and a High Elves Battalion. If
only they had some guidance...

provide just that, through the mighty power of the Wish

and ensure that you only get the presents you want.
You can create multiple Wish Lists, allowing you to

Sl e e . T T

12 WHITE DWARF NEWS

Well, never fear as the Games Workshop website can

List. Simply log on to games-workshop.com and generate
your own Wish List to share with your family and friends

RIS i R T O

Wb 2t

specifiy what you want for Christmas and birthdays
separately, and you could even use multiple Wish Lists
for different hobby projects, storing your Warriors of
Chaos bitz in one and Necrons Warriors in another.

You can then send the details for accessing your
Wish List to your nearest and dearest who will be able to
get exactly what you're hoping for this year, either from
games-workshop.com or from your local Hobby Centre.

If you need some advice in deciding what to ask for,
or want a bit of help setting up your Wish List, just pop
into your local Hohby Centre. The staff are a friendly
bunch and will be more than happy to show you how to
set one up and help you form your master plan for total
domination.

So, log on to games-warkshop.com and start your
Wish List today.
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. THE MIGHT OF ULTHUAN

. High Elf month continues on the Astronomican with a
‘hole host of High Elf armies. We look at the different

- ways of using The Island of Blood High Elf contingent

. as a starting point for a mighty Elven host. But that's

. not all, as we talk to Jes Goodwin about how the

. design of the High Elves has evolved over the last few

All Hail the

Astronomican

The Astronomican is the place to

find all the latest articles that have

been uploaded to the Games

Workshop website. Whenever we

upload a new feature, it'll appear

there. In fact you'll find the last four months’ worth of articles
all free to view and easy to find on the nifty slide bars. If
that’s not enough then there is the White Dwarf Archive, free
to view and packed full of great articles from past issues - all
you need to do is register for free on the website,

Andy Hall: On the website this month we focus on the
noble Asur — the sons and daughters of Asuryan that hail
from the fair island of Ulthuan. Yes, it’s all about the
High Elves as we delve deep into the archives and talk
to Jes Goodwin about their evolution. We also get down
and dirty (although the High Elves won't actually get
dirt on their pristine robes) with tactics, sample armies
and painting guides.

years and take a peek at his legendary sketchbook to
see concept sketches past and present. Of course, no
coverage of the High Elves would be complete without
a study of their greatest strengths — their mastery of the
Winds of Magic. Apprentice High EIf Mages take note

as we present a full-on High Magic Tactica.

. Also on the Web...

If that won't sate your online appetite then keep

coming back to see what other content we're

offering, including:

* A Tale of Four Gamers — The paint-a-thon
continues, as the armies grow bigger.

* Colours of Ulthuan — Neil Hodgson provides us
with loads of new High Elf shield designs.

* Painting Prince Althran — Nick Bayton loads his
paintbrush and shows us how to paint this hero.

games-workshop.com
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 ARMIES OF ULTHUAN

The armies of the High Elves take the spotlight once more as Adam Troke, author of
the High EIf book, chronicles the armies of the High Elves and interviews the
sculptors of the new plastic kits. '
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he glittering hosts is perhaps the
I most appropriate moniker that can
be used to describe the armies of
the High Elves — but such an accolade
serves only to conjure images of their
glorious visage, and speaks not at all of
their formidable martial prowess.

Upon the face of the whole
Warhammer world there is no army that
can rival the High Elves in terms of
training, discipline and pure skill — indeed,
it is fair to say that the armies of Ulthuan
boast the most exemplary skill of all. Even
the rank and file of the High Elves are
incredibly elite warriors, citizen soldiers
whose training and dedication make them
supernal combatants.

The Citizen Soldiers

Every High Elf, from the grandest Prince to
the lowest born artisan or labourer, owes
service to the military of Ulthuan. Each city
and settlement is responsible for training a
cadre of Spearmen and Archers and
ensuring that they will be able to fight
alongside their comrades from all over
Ulthuan. Some provinces and settlements
fit this training around their typical daily
life, while others will demand that, for a
time, all other worldy concerns are cast
aside. An EIf will first train as an Archer,
perfecting archery with the longbow and
personal defence with a sword or dagger.
Usually years of such training will pass
before the trainee warrior ever sets foot

Eltharion the Grim, Warden of Tor 5
Yvresse musters his warriors in the ¥ A
face of Grom’s Waaagh!

‘ ]

upon the battlefield and even then their
role is one of support, their first duty to
learn the art of war, observing the flow of
battle and supporting their comrades with
flight after flight of white-fletched arrows.

Once an Elf has proven his pedigree
upon the field of battle, he will be raised to
the ranks of the Spearmen, where he will
train to fight the enemy face to face.
Further years of intense drill and training
await as the High EIf learns the discipline
and skill required to fight as part of a
regiment of Spearmen, manoeuvring and
fighting with one accord.

This training regimen was first
introduced nearly fifteen hundred years
ago during the reign of Morvael, and has
served as the means by which Ulthuan,
despite its dwindling populace, can
continue to field a formidable military
presence both at home and abroad.

The citizen soldiers of Ulthuan are not

its finest warriors, such accolades belong to

the likes of the Sword Masters of Hoeth or
the Phoenix Guard, but they certainly form
its mainstay, providing much-needed
numbers against the masses of the enemy.
Spearmen will be called upon to hold the
battleline against the foe, but only in the
direst circumstances will they be asked to
spearhead an assault — such a privilege is
given instead to the fighting elite.
Depending on where a regiment of
High Elf warriors hails from, appearances
can differ to a greater or lesser degree.

WARHAMMER ARMIES:
HicH ELVES

The definitive guide to
the High Elves, this 104-
page volume is bursting
with history, background
and artwork, as well as
all the rules you'll need
to use the High EIf army
in games of Warhammer.

Whether you're
planning on unleashing
the might of Ulthuan on
the tabletop, learning
about the ancient history
of the High Elves or
swotting up on the armies
of your foe, this is the
book for you.

AT XA R
WARHAMMER
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Daemons of Chaos.
” '

The might of Caledor leads the
High EIf charge against the

THE DRAGONS
OF CALEDOR

In the millennia since

Caledor Dragont

amer

forged the ancient

alliance with the

Dragons, the mighty
creatures have saved the
High Elves time and
again. As rider and mount
they fought together
against Daemons, Dark
Elves and more. Now,
scholars note that the
slumbering decline of the
Dragons in many ways

mirrors the wanii
Elf civilisation.

ng High
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Almaost without exception they are clad in
flowing white robes — a symbolic gesture
that speaks of their unity. White is the
colour associated with purity and death,
and in wearing it they proclaim their
willingness to fight together to the death if
required. The white robes are often
detailed with coloured borders, patterns or
designs that denote the regiment’s place of
origin. Shields are painted or carved to
reflect the character of their province or
the traditions of their regiment, and
banners are woven to reflect the common
bond that unites the warriors.

Not all High Elves are regimented in
the same ways, of course. Those from
small settlements cannot hope to form the
massed regiments of Archers or Spearmen
from a large city such as Tor Elyr or
Lothern, but instead will answer the call
from their Prince in small groups. When
the herald rides into their settlement,
announcing the Prince’s need for
additional warriors, they will leave their
occupations in the care of friends or family
and take up their war gear. From across the
Prince’s domain they will travel to the
allotted place and there form larger
regiments under the supervision of trusted
veteran warriors or High EIf Nobles.

The Land of Dragons

Caledor is a mountainous realm with a
sparse population, even by the standards of
the Ulthuan. Despite this, Caledor is famed
for its martial prowess, a reputation earned
in the darkest days of the High Elves long
history. During the terrible war against the
Daemons, flights of Dragons held the
rampaging legions of Chaos at bay and
enabled the High Elves to survive against
overwhelming odds. Although the Dragons
now slumber and few can be awoken,
Caledor’s reputation is unsullied. Now,
instead of riding massive Dragons into
battle, Caledor’s famed Dragon Princes ride
into battle upon majestic Elven Steeds, clad
in precious Dragon armour.

Amongst the nobility of Caledor there
are still a few Princes and Mages who are
able to call forth the Dragons to war once
again — mighty and wise Elves whose
blood yet sings with the glory of the elder
days. Upon the field of battle these chosen
few are the lords of war, the most
destructive warriors that the Elves of
Ulthuan possess, combining the bestial fury
of a Dragon with incredible skill at arms or
magical acumen. Where the Dragons soar,
the hearts of all High Elves are steeled,
buoyed up by a memory from their past.
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DRAGON PRINCES OF CALEDOR

artin Footitt made known his
M desire to sculpt the new
Dragon Prince models almost as

| soon as whispers that the scions of

Ulthuan were readying for war reached

the sculptors” busy corner of the Studio.
‘I chose the Dragon Princes,” Martin

explains, ‘because I've not had the

' chance to tackle Elven cavalry yet. In the
' past | have sculpted the High EIf Lord on
' Dragon, so | have a strong sense of

 attachment from that. With copies of Jes’

original sketches in hand, | set off to
bring something new and exciting to the
premier cavalry unit in the High EIf army,
while being sympathetic to their legacy.’
‘The armour has sharper edges now
than ever before, the chamfrons
overhang in a realistic fashion, enabling
the details beneath to be seen. The fluted
armour is incredibly crisp. You see, the
more components we make a model in,
the more detail we can get on. Leaps in
sculpting and moulding technology, and
a lot of hard work honing our skills has

enabled us to give our models an

uncompromising level of detail. When
you pick up one of the Dragon Princes,
it's amazing how realistic they are.’

Just take a look at the heads of the
Dragon Princes’ steeds to see the effect
that Martin mentions: the armoured
chamfron overhangs in a delightfully
realistic way and the reins look
incredibly convincing.

Many of the details on the models are
also interchangeable from one Dragon
Prince to another. Ornate breastplates
(complete with intricate jousting plates),
spectacular helms, lances, pendants,
pennants and embossed shields are all
interchangeable, enabling you to make
myriad Dragon Princes whilst retaining
the individuality and elite appearance.

‘One of my favourite elements,’
Martin adds, ‘is the strong contrast
between textures. The models have
armour plates, flowing cloth, scale mail,
smooth horse-flesh and swishing tails all
in close proximity — not only does this
make for a striking model, but for a
fantastic painting experience.’

ng“ﬁl Gt
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PRINCE IMRIK,
DRAGONLORD

The mightiest Dragon
Prince is Imrik, the last of
the line of Caledor
Dragontamer. Upon the
majestic Star Dragon
Minaithnir, Imrik is the
exemplar of the ancient
ways of war, a bastion of
strength and courage who
strikes down the foe with
his glittering Star Lance.
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WHITE LIONS OF CHRACE

ark Harrison is the mastermind
M behind the new White Lions, an

accomplishment that he is
remarkably casual about.

‘It was made easy for me,” Mark says,
‘because the whole of the sculpting
department has been awash with High
Elves. In this environment filled with
part-sculpted models, mannequins,
same-size components and general High
Elf creativity and enthusiasm it was
remarkably simple to get stuck in and
sculpt the new White Lions. | certainly
had plenty of inspiration around me."

‘The complexity of my task came in
because | needed to make High Elves
with a distinct twist — they needed to
look like aggressive, powerful woodland
fighters — you can see some of this in
their pose, for example. Each of the
White Lions is surging forwards, leaping
into the fray with their lion pelt swirling
about them. I've used dynamics such as
the sense of direction of the tails on the
pelts and the flow of the cloth and robes
on the model to lend to this sense of

motion and activity — you can almost
picture them storming through the woods
of Chrace and crashing into the ranks of
the enemy, axes swinging as they go.

One of the things that Mark has
clearly engaged with in this project has
been detailing the models with plenty of
of Chracian motifs and iconography
beyond the renowned axes and banners.
Such details also include sculpted detail
on the regimental banner and stylised
helms, breastplates and shoulder armour.

‘The shoulder armour was an element
that came to me as | was considering the
practicalities of fighting with a massive
two-handed axe. Clearly there was going
to be a point, even if only for a moment,
when the White Lion would need to
expose himself to a counter stroke. Since
they can’t carry shields (not with both
hands on their axe) | thought of the idea
of extra shoulder armour. This little
addition gave me a chance to delve into
their imagery, unify the unit even more
and to address a theoretical point that
played on my mind.’

KorHiL, CAPTAIN OF
THE WHITE LIONS

Korhil has a well-earned
reputation as one of the
strongest, deadliest High EIf
warriors. When the
Phoenix King requires a
personal envoy on the
battlefield, he will despatch
Korhil and a company of
White Lions to see that his
will is carried out.

18 WHITE DWARF HIGH ELVES



The Pride of Chrace

Although Chrace is situated at the opposite
end of Ulthuan to Caledor, it is similarly
mountainous. That is where the
resemblance ends, however, for the
highlands of Chrace are heavily wooded,
concealing hidden settlements that shelter
the hardy people of that proud kingdom.
The mountain passes of Chrace are a
common invasion route for the Dark Elves
as they raid Ulthuan, and so they are
constantly patrolled by hardy Chracian
warriors, who are expert hunters and
scouts. The regiments of Archers and
Spearmen raised in Chrace are commonly
considered amongst the best citizen
soldiers to be found amongst the High
Elves and once trained they are often
called to arms in defence of Ulthuan.
Most famous of all Chracians are the
White Lions, regiments of elite huntsmen
who guard the passes in the densest forests
and woodland. Armed with two-handed
axes and clad in the furs of their
namesakes, they are a fearsome corps of
warriors, bound together through a mutual
love of their kingdom. During the reign of
Caledor the Conqueror, the third Phoenix
King, a detachment of White Lions saved
the King from a band of Dark EIf assassins.
Since then companies of White Lions have
served the Phoenix Kings as sworn
protectors, earning a reputation as steadfast
soldiers who will fight with unceasing
ferocity to protect the ruler of Ulthuan.

Korhil and his warriors, supported
by Shadow Warriors, block the
path of a Dark EIf invasion.

In addition to the finely trained
Spearmen, Archers and White Lion
regiments that the Elves of Chrace
contribute to the military of Ulthuan, are
the feared Lion Chariots. As the name
might suggest, these are drawn into battle
by those same White Lions from whom the
elite axemen of Chrace draw their name
and reputation. Each lion is a wily and
cunning predator, powerfully built and
utterly lethal. When nurtured from infancy,
they can be relied upon to tear through the
ranks of the foe with savage ease, each
swipe of their massive claws strong enough
to break bones and shred armour.

When the Princes of Chrace send a
contingent of warriors to join a larger High
EIf army, the warriors of other provinces
silently hope that a Lion Chariot or two
will accompany the sturdy warriors of
Chrace. Their brutal reputation and
animalistic savagery is a welcome boon to
the citizen soldiers from around Ulthuan.

Noble Birthright

Once their training amongst the Archer and

Spearmen regiments is complete, the
nobility of Ulthuan are expected to
continue their service, a means by which
they can repay society for their privileged
positions. Many choose to join the skilful
bands of High Elf knights known as Silver
Helms. These exclusive regiments of
cavalry exist in every province of Ulthuan
and only those of noble birth are permitted

THE ISLAND
OF BLOOD

The boxed game for
Warhammer, The Island
of Blood contains a
veritable horde of
exquisitely detailed
plastic Citadel miniatures.
Containing 27 High EIf
models, including a
Prince on Griffon and ten
Sword Masters of Hoeth,
it’s an ideal starting point
for a new army or to
expand an existing force.

{
||
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LOTHERN
SEA GUARD

Expert warriors armed
with both spears and
bows, the Lothern Sea
Guard are citizen soldiers
from the kingdom of
Eataine. When the High
Elves go to war in other
lands they are often the
first to meet the enemy,
leaping ashore with
practiced precision to
face the foe amidst the
swirling sea foam.

HIGH ELVES

to join their number. Clad in fine steel
armour and mounted upon swift Elven
steeds, the Silver Helms have a reputation
for heroism and daring, which is easily
understood when the nature of the Silver
Helms is brought to light. The service of a
High Elf noble as a Silver Helm is far more
than merely the discharge of duty, it is also
a rite of passage, for only those who have
proven their courage and loyalty on the
battlefield would ever be trusted to lead an
army to war. Thus service as a Silver Helm
is considered to be the means by which a
noble can prove their valour and skill.

It is upon the shoulders of the nobles
and princes of the High Elves that the
burden of command is placed — the court
of the Phoenix King will assign leadership
of an army to a Prince or Noble, often
placing the trust into the hands of a
promising (or well connected) and aspiring
talent. Military success brings with it
wealth and influence, while failure has
caused the downfall and shaming of many
a noble house. Therefore, even the
proudest and most self-interested leaders
will bend their ear towards the council of
veteran warriors and Mages that are joined
to their force. A shared victory is better
than the ignominy of defeat!

i e S

With a beachhead secured by the
Sea Guard, the Silver Helms and
Tiranoc Chariot engage the foe.

Wisdom and Might

While the leadership of a High Elf force
almost always falls to a noble, this does not
necessarily mean that the chosen general
will be a warrior — indeed there have been
a number of renowned Mages throughout
the history of the High Elves who have
successfully led armies to battle.

More commonly, one or more High EIf
Mages will be invited to join the force,
both in a capacity as an advisor and as a
protection against the magic of the enemy.
Many examples of this relationship
working harmoniously exist and none
better than the cooperation between Tyrion
and Teclis — both of these renowned Elven
heroes would make fine generals in their
own right, however when together there is
no doubt that Tyrion speaks with the voice
of command. Likewise, any who have
observed them notice that Tyrion leans
carefully on his brother’s counsel. Of
course, few High Elves can hope to share a
bond of brotherhood and cooperation so
close as this pair. Outright antipathy is,
thankfully, rarer still.

Other nobles, Mages and veteran
warriors will be dispersed throughout the
force to act as able lieutenants, helping to
direct the flow of battle. Their function is
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PHOENIX GUARD

he Phoenix Guard are the
I defenders of the most sacred site
on Ulthuan, the Shrine of Asuryan.
There burns the sacred fire, an eternal
flame and upon the walls of the most
secret antechambers is written both the
past and the future.

The trio of Mike Anderson, Matt
Holland and Neil Langdown sculpted the
new Phoenix Guard models, and | spoke
to Mike about how they went about it.

‘The goal was to make models that
exemplify the idea of sacred guardians,’
Michael says, ‘In a nod to the original
Phoenix Guard models we've given them
full-length armoured coats — not only
does this resonate nicely with the first
Phoenix Guard models and concept
sketches by Jes Goodwin, but it also
helps set them apart as heavy infantry, a
very appropriate look for guards.’

‘One of the things we're most
pleased about is the way that we've used
negative space between the chainmail
and the cloaks. This was pioneered by
Brian Nelson when he made the plastic

Empire Wizards and then later the Dark
Elf Corsairs — by having empty areas it
creates the appearance of flowing robes,
giving the most realistic possible effect.’

‘An aspect of the design we had to
consider,” Michael continues, ‘was that
the Phoenix Guard have taken a vow of
silence — so the unit has no shouting
faces nor mouths barking orders. Instead
the Phoenix Guard have a mixture of
gritted teeth and grimly pursed lips. It's a
small touch, granted, but it harks to one
of the most powerful aspects of their
background. They have a drum too,
whereas all the other High Elf regiments
have horns or trumpets.’

Perusing the frames there’s an
impressive number of options to play
around with, from alternate banner tops
to different arms for the unit command.

‘Intricate details was our rule of
thumb,” Michael adds. ‘The Phoenix
Guard are Asuryan’s chosen, and they
look like it, from the top of their sculpted
banner to bottom of the flame pattern
that details their robes.’

CARADRYAN,

CAPTAIN OF THE
PHOENIX GUARD

Not only is Caradryan a
skilled warrior, but he is
also the chosen servant of
Asuryan, king of the Elven
gods. This special status
grants Caradryan incredible
resilience, protection from
enemy magic and the
ability to smite any who
mortally wound him.
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ELLRYIAN
REAVERS

The agile Reaver Knights
are the outriders of the
High EIf armies, able to
sweep ahead of the
advance. Armed with
spear and bow they are a
deadly menace to the foe
but their main advantage
is their agility, which they
use to hamper the enemy
by setting ambushes or
picking off exposed parts
of their army.
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important, for typically one such will be
called upon to carry the battle standard,
and all must be ready to intercede and take
control of the situation should the general
fall in battle. The system of loyal service in
place across Ulthuan ensures that there is
no shortage of able commanders, skilled in
both tactics and combat. These leaders are
the future of Ulthuan, and their decisions
will lead their people to glory or death.

The Gathering of Might

Because every citizen on Ulthuan is a
trained warrior, the expectation is that the
hardship and rigours of war will be shared
equally by all. In practice this can never be
completely so, but when the armies of
Ulthuan are mustered it is required that
every province will provide such aid as it
can spare. Populous regions such as
Eataine, Avelorn and Saphery are expected
to provide more soldiers, while a region
with many farms will perforce provide less
warriors, but more in terms of victuals. The
quantity of troops offered is also weighed
carefully against the nature of the warriors
— the promise of a company of Sword
Masters, elite warrior ascetics from Hoeth,
or Dragon Princes of Caledor far outweighs
a pledge offering a similar number of
citizen soldiers. Likewise, specialists
combat units, while often quite small in
size, such as the swift Tiranoc Chariots or

Eagle Claw Bolt Throwers, are greatly
valued for the devastating power that they
bring to the battlefield.

Often warriors from around Ulthuan
join the throng by other means, however.
Shadow Warrior bands are neither pledged
by the Princes of Nagarythe nor demanded
by the Phoenix King. Instead they will join
an army if its cause shares their own,
emerging from the haunted wilderness of
Nagarythe to join the host. The famed
Phoenix Guard will sally forth from the
Shrine of Asuryan only if it is written upon
the walls of the Chamber of Days.

An army, once gathered, will serve for
the duration of a specific task, which can
often have wildly variable lengths. The
campaign to ravage the coastline of
Norsca, led by Sea Lord Aislinn, has so far
lasted three years and shows no sign of
abatement. Prince Enrith’s blood-soaked
quest to recover the stolen waystone of
Tor larae has spanned more than a decade,
with his battered and weary warriors
constantly on the heels of the ebullient
Goblins of Waaagh! Grobnocker.
Sometimes martial service is quickly
discharged, however it is not uncommon
for such duty to a very long time. It is a
matter of some pride for the Elves
garrisoning the Gates of Calith that they
have thus far maintained more than ninety
years of continuous service.

‘‘‘‘‘‘‘‘‘‘

At the command of the
Loremasters of Hoeth, the might
& of Saphery gathers for war.
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distinctive and striking impression. Serried ranks of

T he image of a High EIf army at war presents a very

tall spears, silver-steel gleaming in the sunlight,
white robes fluttering in the breeze. Across the length
and breadth of Ulthuan, however, there is incredible
variety amongst the different regiments of warriors.
Some regiments will equip themselves with shields,

Rythian’s Waveriders

Rythian Seasong was a famous
Sea Master who lost his life
fighting Dark EIf Corsairs on the
shores of the Turtle Isles. Since
then his former regiment has
adopted his personal heraldry as
their own, adding on Saurir the
rune of unbending vengeance.

| The Dragonspine Tall Spears
| The Tall Spears are a renowned

' of the warriors in the regiment
. paints a unique Dragon design
. onto his shield, always in blue
. upon a white field.

regiment of Spearmen raised from
| the settlements around the foot of
the Dragonspine Mountains. Each

|
1
3

¥

The Tor Elyr Redmanes

A famous regiment that marches
from Tor Elyr, the Redmanes are
named after Aelin Redmane, the
Reaver Princess. Aelin’s
household boasts three such
regiments of Spearmen, each set
apart by the colour painted on
the field of their kite shields.

Hoeth 4th Company

The Hoeth 4th Company of
Spearmen are armed and
equipped by Prince Aelon
Silverfawn, a powerful Mage from
Saphery. Three times they have
been assigned to sentry duty to
the Tower of Stars, far to the
south-east of Ulthuan.

S e

banners and robes that denote their allegiance to their

homeland, while others will be armed and supplied by a
noble benefactor such as a Prince or even the Phoenix
King himself. Other bands of warriors will adopt shared
heraldry that proclaims their joint service — perhaps
proclaiming a famous battle, campaign or even a mighty
leader they have fought alongside.

The Silver Stars of Yvresse

A long-tailed star with a gem set
into its centre is a commonly
occurring motif within High EIf
heraldry. Here it adorns the
shields of the famed Silver Stars,
one of the spear regiments that
Jjoined Eltharion and helped rout
the army of Grom the Paunch.

Athion Trueborn
Athion is a prince from Caledor
who famously roused the Sun

Dragon Ungraulan. Although the
mighty Dragon was slain in battle

against the Vampires of the Old

World, Athion and his household

warriors still proudly bear his
likeness upon their shields.

Scarlet Company, Phoenix Guard
Formations of Phoenix Guard are
told apart by the colours of their
cloaks or some other affectation.
Because they do not speak
themselves, the Elves around
them politely give each formation
a respectful moniker for the
duration of any given campaign.

Griffon Gate, 9th Company
Spearmen from Nagarythe, 9th
Company have served many
times in the defence of Griffon
Gate. The symbol of the moon
denotes their affinity with Lileath,
goddess of the moon, while the
stars set in a white band tell of
battles and glories won.
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More HiGcH
ELvES ONLINE

This month the High
Elves get the full works
online with a slew of new
articles added to the

Games Workshop website.

From sample army
lists and galleries of High
Elf uniforms and heraldry
to stage-by-stage painting
guides and an in-depth
interview with the
mastermind behind so
much of the High EIf
imagery and miniatures:
Jes Goodwin.

For all this and more,
make sure you check out
the latest additions to the
Astronomican at:

games-workshop.com
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§E BREACH OF UNICORN GATE

2498 — The Breach of Unicorn Gate

In the midst of the winter of 2498 a brutal
Dark Elf offensive led by Nihlesh of
Naggaroth struck simultancously at Griffon
and Unicorn Gates. Although the gates held
in both locations, Dark Elf Corsairs
managed to scale the walls of Unicorn
Gate. Fighting with incredible ferocity their
raiding fgorcc was able to capture the east
ostern gate, if only for a few hours, the
fcthal form of Nihlesh scything down the
Spearmen who sought to recapture it with
his glittering longsword.

Ithougi the Unicorn Gate garrison was
able to recapture the postern gate after
several hours of intense fighting,
slaughtering the Corsairs and driving
Nihlesh into retreat, they were not swift
enough to j»rcvcnt a sizeable force passing
through and into Ellyrion. Several hundred
Dark EIf Warriors, their advance heralded
by swift Dark Riders and vicious Shades,
quickly set upon the nearby villages, putting

all to the torch in a display of violence and
cruclty that sent shockwaves throughout
Ulthuan. With the garrisons of Eagle Gate
and Griffon Gate still locked in battle and
Prince Ulthrain of Avelorn unable to spare
troops for fear of his own lands coming
under attack. the court of the Phoenix
King, Finubar the Seafarer, was swift to
search out some other general upon whom
to place the burden of hunting down the
Naggarothi intruders within Ellyrion.

Erincc Althran, known as the Stormrider
for his previous exploits within the fleets
of Ulthuan, was given the dubious honour
for the task. No sconer had the instruction
been given than Althran sent his chief
retainer, Anthaen Silverbrow to his family
estates in northern Eataine to gathf:r the
Silver Stars and the family battle standard
and bring with them Morai's Harvest, an
ancient and valued Repeater Bolt Thrower.
As a sign of his own favour, Finubar



assigned Kanedas, onc of his Ecrsonal

heralds, and a company of White Lions to
assist in the endeavour. Others at court
uickly acted to support Althran’s task.
dmiral Albreth, an old ally and mentor of
Althran, offered both a company of Sea
Guard and an Eagle Ship to convey
Althran's taskforce across the Inner Sca.
Torian Doomblaze pledged the support of
Caledor, departing quickly to gather further
reinforcements from the fortresses that
nestle amidst the Dragonspine Mountains.
Departing Lothern with all haste
Althran’s commandeered Eagle Ship paused
first to put ashore at the Shrine of
Asuryan to take on board a company of
Phocnix Guard. Days later it stopped again
on the coast of Saphery to collect his old
friend and ally Caladris before continuing

to Ellyrion.

W)i{thin two weeks of the Dark Elf
raiding force passing through from
Nagarythe, Prince lglthran brought them to
battle. Marching at the head of his army,

o S

Althran had only to follow the towering
pillars of smoke that rose from the
normally serene landscape of Ellyrion. The
first encounter of the Stormrider’s force
was swift and decisive as Althran, atop
Sharpclaw, brought a company of Dark EIf
Spearmen to heel, purposely driving them
into the jaws of a trap - éaladris and the
rest of the army hiding in the lee of a hill
until the Dark %lvcs were too close to
escape. The butchery lasted scant minutes.

As the High Ervcs had hoped, the
slaughter of some sixty Dark Elves drew
the rest of their kind in like moths to a
flame, hungry for revenge. Battle was joined
upon the grassy slopes of the Emerald

ills, east of Tor lflyr and the Dark EIf
invaders were utterly destroyed.

In the aftermath of the battle, the Dark
Elf prisoners were executed without
ceremony, the corpses of the slain piled
high and burnt. Their duty done, the High
Elves returned to their provinces to grieve

the fallen.

\.

.
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LORDS
Althran Stormrider
High EIf Prince with
Armour of Fortune, lance
and Griffon.

391 points

HEROES

Caladris

Level 2 High EIf Mage

with Jewel of the Dusk.
150 points

Anthaen Silverbrow
High EIf Battle Standard
Bearer with the Razor
Standard, shield and
Dragon armour.

163 points
Torian Doomblaze
Dragon Mage of Caledor
with Silver Wand.

360 points

CORE
Temkor’s Sea Dragons
20 Lothern Sea Guard
with shields, musician,
standard bearer and
Sea Master.

285 points

Unicorn Gate
3rd Company
16 Archers with
musician, Standard
Bearer and Hawkeye.

201 points
Sapphire Stars
32 Spearmen with
musician, standard bearer
and Sentinel.

313 points

SPECIAL
The Phoenix Guard
20 Phoenix Guard with,
musician, standard bearer
and Keeper of the Flame.

330 points
Kanedas’ Honour
Company
20 White Lions of Chrace
with musician, standard
bearer with Lion Standard
and Guardian.

355 points
The Drake Riders
10 Dragon Princes of
Caledor with musician,
standard bearer and
Drakemaster.

350 points

RARE

Morai’s Harvest

Repeater Bolt Thrower.
100 points

TOTAL 2998 points
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DEFENDERS OF ULTHUAN

/ As well as the new High EIf kits released this month, the High EIf army is
burstlng with multi-part plastic models for you to include in your force.

ARCHMAGE AND MAGE
99120210009 £13.50, €20, 140dkr, 270skr/nkr
This set contains 2 multi-part plastic models, which can be used to represent
either an Archmage or Mage. One model is mounted on an Elven steed.

REPEATER BOLT THROWER
99120210006 £15, €20, 150dkr, 190skr/nkr
This set contains 1 multi-part plastic artillery piece
and 2 multi-part plastic crew models.

ARCHERS This set contains 16 multi-part plastic models. Included
99120210004 are options for a Hawkeye, standard bearer and musician.
£18, €30, 225dkr, 270skr/nkr

SPEARMEN This set contains 16 multi-part plastic models which can
Lothern Sea Guard 99120210003 assembled as Spearmen or Lothern Sea Guard. Included are
. - £18, €30, 225dkr, 270ske/nkr options for a Sentinel or Sea Master, standard bearer and musiciar

Pictures for llustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadei products may be dangerous if used incorrectly. Prices carfa.:!a! time of going to press, please contact us for current
availability and prices. Prices guoled are for products sold by Games Workshop through ils own stores, gue or websits. relailers are for ining their own prices.
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This set contains 8 multi-part
plastic models. Included are
options for a High Helm,
standard bearer and musician.

L9
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SILVER HELMS 7]
99120210005 £18, €30, 225dkr, 270skr/nkr

This set contains 1 multi-part plastic model which can be assembled as
either a Tiranoc Chariot or a Lion Chariot of Chrace.

N ) TIRANOC CHARIOT/LION CHARIOT OF CHRACE
99120210010
£15, €22.50, 175dkr, 200skr/nkr

You can view the entire
This set contains 2 multi-part High Elf range by heading
plastic models which can be used
to represent either a Prince or

Noble (including battle standard).
One model is mounted on a PRINCE AND NOBLE games-workshop.com
barded Elven steed. 99120210008 £13.50, €20, 140dkr, 170skr/nkr

to our online store:

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cerfain Citade! products may be dangerous if used Incorrectly, Prices mrmc!al time of going to press, please contact us for current
availability and prices. Prices quotad are for products sofd by Games Workshap through its own stares, or website. D retailers are fe for ining their own prices.
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Last month we told the epic tale of the Island of Blood and this issue we’re
actually going to re-fight it — this one is going to be a biggy! Andy Hall
introduces proceedings.

Andy: There's nothing quite like a big game to really
emphasise the sheer grandeur of the hobby. It takes a lot
of effort to prepare for such a mammoth event but the

> alone is worth it. As well as the sense of
occasion and the sheer thrill at throwing bucketloads of
dice about, what you find is that there are many smaller
stories unfolding within the grander tapestry — acts of
derring-do and monstrous villainy that make the game so
much fun to play (and to recount afterwards).

At the time of writing this introduction, the battle
wrapped but the players are still talking about this or that
instance, what happened to their character, or strings of
luck that are then seeded into the larger narrative. You

can read all about those over the coming pages, and
hopefully they’ll inspire you to have a go yourself or join
in at your local Hobby Centre when they recreate the
Battle for the Island of Blood — more on that later.

So then, on to the main attraction — if you read the
last issue, you'll know the story and that the Studio
terrain makers have created an impressive battlefield. All
we needed to play it was over 10,000 points’ worth of
miniatures per side and a cool scenario. With the Studio
collections of High Elves and Skaven plus contributions
from personal armies (including my own nefarious
ratmen) mustering the forces wasn't going to be a
problem. So, let battle commence.
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ELVES TO THE RESCUE

Adam: If ever you were to see a hotbed of dissent and backstabbing,
you'd have to look no further than the quarrelsome quintet overleaf.
Here on the High Elf side of things you will find a harmonious
convergence of play
Mark Raynor will be taking up the mantle of Tyrion as the nominal

general of our army, with abJe lieutenants Matt Hutson (controlling
Korhedron, a High EIf Prince on Star Dragon), Emma Parrington
(controlling Ealain the Silver, an Elven Prince with the Blade of Leaping
Gold) and Carl Dafforn (with Daeron the Bold, a Prince with the
Dragonscale Shield). While | rally Prince Althran and his band of
valiant defenders against the Skaven attack, the task for the other High
Elf commanders is to assault up the beach as fast and as hard as
possible. Our force will have a rock-hard infantry centre with Lion
Chariots spearheading along the northern flank of our army while a

cavalry contingent led by Dragon Princes will attack in the south.
Tyrion and the Dragon Princes will intervene where they are needed
most. Simple!







... er, | mean ours.
s of Clan Klaw in
which we'll be putting e our differences and fighting
the Elves for the common good. In no way will | try to
trick or deceiv la for me the only thing
that matters is to shatter the High EIf army and steal away
the Phoeni > for the g of the entire clan.
y fellow generals with the
sha i

bridge assault personally ;
(Phil Kelly) and the other Warlords need not conc
themsel vith the temple, in fact | insist th
stalling the Elf-thir







Council of Misrule

The Skaven army is led by
a motely selection of self-
interested megalomaniacs.

Warlord Skreet Verminkin

Warlock Engineer Ratchitt

Warlford Spinetail
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he following scenario is the one that

we used for our re-fight of the final,

climactic battle in the Island of
Blood campaign. We hope it serves as
inspiration for your own recreation of the
battle! Our game started just as the main
High EIf army attacked the Skaven, in a
desperate bid to break through to the tower
and save the Phoenix Stone. At the tower
itself a furious battle was already taking
place on the bridge that connected it to the
mainland. Our game would be a race
against time: could the High Elves defeat
the Skaven army before the ratmen forced
their way across the bridge and captured
the Phoenix Stone?

The Armies

We simply used every Skaven and High EIf
model in the Studio’s collection, and
supplemented these with additional models
drawn from the collections of our players.
The result was two impressively large
armies, with the advantage in terms of
sheer ‘combat power’ going to the High
Elves. This suited our purposes very well,
as we wanted the High Elves to be strong
enough to break through the Skaven army
eventually, and because of this we used the
armies without worrying too much about
the specific points totals of the two sides.

Deployment

A screen is placed between the two armies,
which are then deployed in the areas
defined below. The High EIf Defenders of
the Tower are set up after all the other
models are deployed, once the screen is
removed (see the special rules below).

High Elves Deployment Area: The High
Elves deploy behind a line drawn from the
point on the northern table edge 48" from
the western table edge, to the point on the
southern cliffs 30" from the statue on top of
the rocky outcrop by the beach.

Skaven Deployment Area: The Skaven
deploy behind a line drawn from the point
on the northern table edge 36" from the
edge of the mountains, to the foot of the
steps on the outcrop that lies between the
tower and the beach.

First Turn
Roll off to see which side has the first turn.

High Elf Reinforcements

Tyrion and all of the Dragons in the High
Elf army are held back as reinforcements.
In addition, High EIf units that have been
destroyed during the game can be
‘recycled’ as reinforcements, entering play
as described below.

The Dragons enter play on Turn 2, and
Tyrion on Turn 3. High Elf units (apart from
characters) that are destroyed or which flee
the table are recycled and can be taken as
reinforcements in the next High EIf turn.

All High EIf reinforcements are
deployed either on the beach or anywhere
on the ‘stepped paths’ that lead down to
the beach, rather than on a table edge. In
an exception to the normal rules, they are
allowed to march or charge on the turn
they arrive, to compensate for the large
size of the table that we were playing on
and to give them a better chance of getting
stuck in before the battle was over.



Skaven Reinforcements

When we started to set up the Skaven army
it quickly became clear that not all of the
units would fit easily into their deployment
area. We therefore decided to hold back
half a dozen units as reinforcements. One
of these units could enter play each Skaven
turn, starting from Turn 2. The Skaven
reinforcements are set up on the steps that
lead to the entrance in the mountains on
north-eastern corner of the battlefield. Like
the High EIf reinforcements, the Skaven
reinforcements are allowed to march or
charge on the turn they arrived.

Victory Conditions
The Skaven win if they can destroy all of
the High EIf units defending the tower (see
the rules for the tower below for a more
detailed description of how this works).

The High Elves, on the other hand,
need to get 30 or more models from the
main attacking army 6" or deeper into the
Skaven deployment area (see the map). In
addition, they can also win by clearing all
the attackers away from the bridge, or
successfully using the Phoenix Stone to
cast The Spell of Ultimate Destruction, as
described below.

The following special rules apply to the
battle that takes place round the tower that
contains the Phoenix Stone.

The Defenders

The Tower’s High Elf Defenders consisted
of four units:

- Prince Althran

- Caladris

- Kaeler & 9 Swordmasters

- 5 Ellyrian Reavers

DEPLOYMENT

After the main armies have deployed, one
High EIf unit is set up defending the bridge
that leads to the tower (about half way
across), while the other defenders are set
up at the foot of the tower itself.

Should the unit defending the bridge be
destroyed, its place must be taken by
another of the defending units at the end of
the phase. If there are no defending units
left to take over the defence then the
Skaven win the game.

The Skaven are not allowed to make
shooting attacks or cast spells at the
defenders of the bridge, for fear of
damaging the Phoenix Stone. In addition,
they are not allowed to use movement
spells to move them closer than 6" to the
tower. These rules mean that they will have
to fight their way across the bridge in order
to win!

The Attackers

After the High Elves defending the tower
have been set up, the Skaven were allowed
to set up an attacking unit on the bridge.
This could be any one infantry, monstrous
infantry, swarm or lone character model
that is within 8" of any part of the bridge. It
(and any characters that were part of it)
were placed on the bridge opposite the
defending unit.

Should the attacking unit be destroyed,
its place must be taken by a new attacking
unit at the end of the phase. If there are no
suitable attacking units within 8" of the
bridge, then the High Elves win the game.
This mean that the Skaven players will
need to keep several (preferably powerful)
units and characters back near the bridge
and away from the main battle.

MAP KEY
High Elves Forces

% Prince Althran

*

|

High Elf Mage
High EIf Noble

High EIf Defenders
(on the Bridge)

High EIf Infantry
High EIf Archers
High Elf Chariots
High EIf Cavalry

Shadow Warriors

Repeater Bolt
Throwers

Skaven Forces

A W8 BB 201 X«

Skaven Characters

Rats and Swarms

Clanrats and
Stormvermin

Plague Monks

Gutter Runners

Jezzails and Warp
Lightning Cannons

Plague Furnace

Screaming Bell

Doomwheel
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The Muster of Light
Elven Nobles and Princes
from across Ulthuan have
answered the call to

defend the Island of Blood.

Morael the Fair

Anthaen Silverbrow

Fighting on the Bridge

Combat between the attacking and
defending units on the bridge is dealt with
in exactly the same manner as an assault
on a building, with the exceptions
described below. Note that the deployment
rules mean that the attackers and defenders
of the bridge start the battle already
fighting, and so neither will receive any
charge bonuses.

Locked in Combat: The attacking and
defending units remain locked in combat
on the bridge until destroyed, and neither
is allowed to fall back or flee (even if they
wanted to!). In addition, both have the
Unbreakable special rule, so great is their
desperation to either capture or protect the
Phoenix Stone.

Aaaaaaaaaaaaa!: To represent the ever-
present danger of falling off the sides of the
bridge, both the attacking and defending
units have the Unstable special rule, and
so will suffer an extra wound for each
point they lost the combat by — any
casualties suffered in this way are assumed
to be caused by the treacherous footing,
doubtless falling screaming, to their doom
over the side of the bridge!

Charge!: Normally charge bonuses can't be
used when fighting in a building, but we
decided to ignore this rule for the fight on
the bridge. Thus whenever a new unit
joined the combat on the bridge it counted
as charging in the next Close Combat
phase (though note that no charge reaction
was allowed to the other unit).

Caladris

Caladris is one of the defenders of the
bridge, and can be used in the same same
manner as the other defenders. While
outside the tower he can cast spells and
join units, and he can even be used to
defend the bridge, either on his own or
alongside any unit he joins.

HicH ELF DEPLOYMENT

In addition, Caladris is allowed to enter
the tower in search of the Phoenix Stone.
He can do this at the start of any High EIf
turn, even if currently defending the bridge
(in which case, if he is the sole defender,
his place will immediately be taken by
another unit).

When Caladris enters the tower, his
madel is removed from the board as he
starts to search for the Phoenix Stone,
starting in the current High EIf turn.

Caladris’ search takes place at the end
of each High Elf turn. Four dice are rolled
by the High Elves, and each roll of 4+ is
counted as a ‘success’. The number of
successes is noted down, and when this
comes to a total of 7 or more, Caladris has
found the Phoenix Stone. Immediately
place him back outside the tower.

Caladris is allowed to cast The Spell of
Ultimate Destruction at the end of the High
Elf turn after he emerges from the tower,
starting from Turn 4. No power dice are
needed for this spell, and it cannot be
stopped in any way. Its effect is determined
by rolling on the following table. Note that
in the interim Caladris can be used as a
defending unit, and might even end up
defending the bridge if required!

The Spell of Ultimate

Destruction Table

D6 Result

1 The spell backfires. Caladris is killed.

2-3 The spell fails to work but Caladris
can attempt it again at the end of the
next High EIf turn.

4-6 The spell succeeds, annihilating the
Skaven army. The High Elves win
the battle!

Other Special Rules
The following special rules were used in
our battle.

Cliff & Sea Terrain: The cliffs and sea are
Impassable Terrain for all units. The only
way to reach the tower is via the bridge.




The Statues: The statues are objects of
veneration and inspiration to the High
Elves. Any High EIf unit within 6" of one of
the statues has the Stubborn special rule.

The Mountain Catacombs: The champions
in Skaven units that enter the board as
reinforcements are allowed to explore for
treasure as they make their way to the
battlefield through the ancient catacombs.
If they do so a dice is rolled: on a roll of 1
the champion disappears and is removed
as a casualty never to be seen again, on a
roll of 2-4 they find nothing, and on a roll
of 5-6 they find a treasure. Immediately
select a magic item worth up to D6x10
points. The item doesn’t count against any
limits on magic items that normally apply
to the champion.

The Wrecked Ship: There is a wrecked ship
at the foot of the tower, infested with Giant
Rats and Gutter Runners. To represent their
efforts, the Skaven are allowed to roll a D6
in each Skaven Shooting phase. If the dice
roll is less than the turn number, then they
inflict D6 S3 hits on one randomly selected
defending unit (which could be the unit
defending the bridge, even if it is engaged
in combat, but cannot be Caladris after he
enters the tower). Once the attack has been
made the Giant Rats and Gutter Runners
are assumed to run off and hide in the
wreck, and cannot attack again.

Ratchitt, Verminkin and Spinetail: In our
battle Ratchitt, Verminkin and Spinetail
were controlled by different players.
Verminkin is the Army General, but
Spinetail takes over if Verminkin is killed.
Each other Skaven player is also assigned a
character, and secretly writes down which
of the three they wished to support along
the road to glory.

SKAVEN DEPLOYMENT

To represent the fact that Ratchitt,
Verminkin and Spinetail are deadly rivals,
if the Skaven win, whichever of the three
with the model closest to the tower gets to
claim the Phoenix Stone and be the winner
of the game! The other Skaven players will
count as winners if the leader they
supported wins the game, or if the Skaven
win and none of the three leaders are still
alive. Therefore there is a balance to be
struck between getting in position to claim
the credit for victory, but not getting killed
in the process!

In addition, Skaven player characters
are allowed to choose to cast spells, or
make shooting or close combat attacks
against any other Skaven player character,
as if the other character is an enemy
model. Such attacks are expected in
Skaven society, and casualties thus inflicted
do not cause Panic tests, count towards
combat resolution and so on.

What's more, the rather disjointed
command structure means that should
different Skaven players want units in the
Skaven army to do different things (attack
the bridge, for example) then they will
have to roll-off to see who gets to choose
what the unit will do. A certain amount of
common sense is needed to make this rule
work, and because of this it is best suited
to games that have a ‘games master’ to
deal with any rules questions that may
arise — but it should prove to be great fun,
and really help to ensure that the
Skaven spend as much time trying
to do in their rivals as they do
trying to beat the High Elves!

Caladris

Daeron the Bold
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The Doomwheels
unleash blasts of warp
lightning into nearby
units, electifying rats
aplenty and filling the
air with the scent of
scorched fur.

@The Skaven army

unleashes all manner of
wonder weapons,
bombarding the High
Elves with everything
from Poisoned Wind
Mortar shells to bolts of
warp lightning.

The Lion Chariots of
Chrace lead the High
Elf offensive, smashing
into (and through) the
Doomwheel and a
massive swarm of rats.

@The Silver Helms charge

against the horde of
Stormvermin pushing
the Screaming Bell, only
to be overwhelmed and
defeated - they end up
fleeing back through
the High EIf lines.

@A High EIf Mage

unleashes Chain
Lightning upon the
Plague Furnace. The
powerful spell then
wracks the nearest
Doomwheel too.

®Shadow Warriors upon
the slopes whittle away
at the Skaven with
flights of arrows.

Andy: Despite my protestations and
reassurances, Ratchitt and Verminkin
seemed determined to set up near Spinetail
who I'd placed close to the bridge, in
amongst the Rat Ogres. Behind him was
Verminkin, in with a large unit of Clanrats,
and close by, just outside the gate, Ratchitt
had deposited himself inside a large unit of
Stormvermin. Chris’ Warlord, Scratchitt,
seemed to be far more obedient and
deployed with a horde Clanrats, close to
the Plague Furnace in the west. Meanwhile
Nick had placed his Warlord, Niknik,
towards the rear of the northern flank. |
didn’t know it at the time, but both had
elected to support Phil’s Ratchitt, the
traitorous curs!

The war started in earnest with the
verminous battleline advancing towards the
overly pretty High Elves. With the enemy
able to claim victory if they got 30 or more
models over the denoted line, it was no
coincidence that the forward elements of
our battleline consisted of Doomwheels
and several hordes, two of which included
a Screaming Bell and Plague Furnace. This
line was screened by rat swarms that
scuttled forward to hold up and confound
the High EIf cavalry that stood ready to
charge across the small ribbon of no-
man’s-land.

On the bridge | sent in my unit of 20
Stormvermin to challenge the Sword
Masters. | didn’t expect my ratmen to last
long against the stoic Elves but of the road
humps keeping Spinetail from the tower,
this one was the largest — so any casualties
against these would certainly help.

Beginning of High Elf Turn 1.

SKAVEN TURN I

As it was early in the battle, the
Screaming Bells had not built up enough
resonance to chime significantly. In the rest
of the Magic phase the Grey Seer on the
battleline targeted the Silver Helms directly
opposite. Plague was cast, its devastating
ability to jump onto nearby units was
obvious here. Matt, who had nominated
himself custodian of the High Elf magic
dice, attempted to dispel the power, which
he did with no trouble — although the High
Elves sensed this wouldn’t be the last time
that spell would come to the fore. The
Grey Seer wasn't finished with the Silver
Helms and incinerated two with his Scorch
spell. Phil, in his guise as Ratchitt, thought
about casting Warp Lightning on Verminkin
in a ‘friendly-fire’ accident, but a warning
glance from Pete stayed his outstretched
hand, for now...

The Shooting phase mainly involved
trying to prevent the Doomwheels from
zapping our own troops, which we failed
to do in typical Skaven fashion, arcs of
eldritch lightning leaping onto nearby
units. This resulted in the Rat Swarms in
the centre of the battlefield becoming
considerably smaller, having suffered seven
wounds in total. The Plague Furnace lost
three of its Plague Monk followers due to
the same reasons. The Warp Lightning
Cannons fired; one missed entirely but the
one Nick took control of did manage to
slay three Silver Helms — much to the
chittering enjoyment of the Skaven players.
Three silly Elves dead, but a few more
casualties were needed before we could
pronounce victory!
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Stormvermin vs.

Sword Masters

Andy sent his Stormvermin to meet the
Sword Masters on the apex of the
bridge. Before the ratmen could even
ready their weapons the Sword
Masters had started slaying. The 21
attacks, with re-rolls from Always
Strike First, wounding on a 2+ allowed
Adam to send 18 Stormvermin to a
watery grave below. The few survivors
did manage to kill two in return, but
they were then removed due to the
unstable rule for fighting on the bridge.
According to the scenario rules this
unit had to be immediately replaced.
There were two eligible units within 8"
— the Plague Censer Bearers and the
Rat Ogres, which included Spinetail.
Andy wasn’t ready to commit Spinetail
onto the bridge yet, instead vouching
for the Plague Censer Bearers. Phil and
Pete, on the other hand, were happy to
see Andy’s character go against the
Sword Masters. After a ‘heated’
discussion Jervis ordered a roll-off
amongst the players, which Andy won,
and so the Plague Censer Bearers
moved onto the bridge, ready to
engage the High Elf defenders.

= -
o

Move Charge




¢ JCHARGE OF THE ASUR

The Search

Determined to rescue
the Phoenix Stone,
Caladris descended
into the temple to
commence his search.
Adam scored three
successes on the dice
roll — well above
average. With such a
promising start, it look
as though Althran and
his warriors might be
able to hold out long
enough after all.

Adam: The Skaven army winning first turn
had been a real blow, the High EIf hosts
had a long way to travel before they would
win this battle. Unfazed, the alliance began
by declaring a glut of charges. Mighty Lion
Chariots hurled themselves forwards in the
north, smashing into the Doomwheel and a
Rat Swarm. Beside them the White Lions of
Chrace also joined the fight, charging into
another Rat Swarm. In the south the Silver
Helms smashed into the Screaming Bell
with its attendant horde of Stormvermin
while a second, smaller unit levelled their
lances against yet another Rat Swarm.
Speaking of Rat Swarms, it was
increasingly clear that the Skaven generals
had struck upon a cunning plan - to get to
the real meat of the Skaven hordes, the
Elves would need to hack through massive
swarms of Unbreakable rodents.

In the Magic phase Emma’s High EIf
Mage unleashed the Lore of Heavens,
casting Chain Lightning on the nearby
Plague Furnace. The bolts of lightning
wracked the abominable machine,
damaging it and wounding the Plague
Priest before leaping to a nearby
Doomwheel and damaging that too. The
Skaven generals managed to cooperate
enough to dispel our other spell attempts.

Despite hammering the Skaven with
bolts from our many Eagle Claw Bolt

SCHEMES WITHIN SCHEMES

As the battle got thoroughly underway, it became increasingly clear
that the Skaven generals were all in it for themselves. What started in
the first turn as a little gentle banter and the occasional veiled threat
quickly turned into outright calumny and backstabbing as the head-
rats of Clan Klaw began scheming in earnest.

40 WHITE DWARF BATTLE REPORT

HicH ELF TURN 1

Throwers, we didn't really cause that much
damage in the Shooting phase, but in close
combat the High Elves excelled. In the
north the scions of Chrace destroyed the
Doomwheel and slaughtered Rat Swarms
by the handful, cutting large chunks out of
the Skaven front line. The Silver Helms in
the south trampled more Rat Swarms
underfoot, but those pitted against the
Screaming Bell and Stormvermin were less
fortunate. Despite killing several
Stormvermin and damaging the bell itself,
they lost two of their own number and
were overwhelmed by the Skaven
numbers, breaking and fleeing through
their own ranks.

On the bridge Kaeler and the Sword
Masters found themselves facing a band of
lethal Plague Censer Bearers — their
poisonous flails slew two Sword Masters
before the preternaturally agile warriors
could act. Their vengeance, however, was
exacting as they scythed through all the
Censer Bearers without pause.
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The Lion Chariots of Chrace
spearhead the High EIf assault,
tearing through the Doomwheel.
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Plague Lord

If there’s one magical
power guaranteed to
drive High EIf players
mad, it's Plague from the
Lore of Plague. With a
single casting, Nick
Bayton's Plague Priest
managed to kill 15 High
Elf Spearmen, creating a
gaping hole in one of the
High Elves’ most powerful
units — just as it was
about to go into combat.

Andy: With the slaughter of the Censer
Bearers, Spinetail could no longer stall so |
had no choice but to send him and the Rat
Ogres onto the bridge. This was because
the other generals had deliberately not
come within the 8" range so, as the only
eligible unit, the Rat Ogres had to be
committed. It was a tactic | had used
myself on Pete in the practice game a few
days before. Bah! Not only had he
remembered, but now he was using my
own tactics against me. My fellow generals
seemed to be putting their own self-interest
ahead of the greater goal.

Meanwhile, the main thrust of the
battle seemed to be going well. The Rat
Swarms had worked in miring the High
Elves and had effectively blunted what
could have been a host of devastating
charges with the power to cut through the
heart of our army. Now the High Elves
themselves were ripe to receive a charge,
the cheese had been nibbled, it was time
for the Skaven to spring the trap. First into
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SKAVEN TURN 2

action was the Plague Furnace, pushed by
the frenzied Plague Monks. Swaying and
creaking as it rolled along, the Plague
Furnace charged into the large regiment of
White Lions, closely followed by a
crackling, sparking Doomwheel.

Across the battlefield the Skaven
generally advanced, plugging gaps in the
rear line or moving forward to prevent the
High Elves advancing in their next go. The
only real exception was Niknik, who,
along with his accompanying horde of
Clanrats, suspiciously spun round and
started to head towards the Skaven build
up around the bridge. What was he up to?

The Screaming Bells both tolled, the
ominous sound rolling across the
battlefield like an invisible wave of power.
The first had the effect of Emboldening the
Skaven around it, while the other gave the
nearby ratmen an extra attack with a Wall
of Unholy Sound. To further the magical
onslaught, Plague was cast upon a horde of
Spearmen, slaying 15 High Elves.
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Unfortunately the spell didn’t jump to
another unit this time. In the Shooting
phase the Jezzails were now in range and
fired a fusillade at the Silver Helms
downing 3. However, both the Warp
Lightning Cannons manage to hit and slay
the Rat Swarms.

In combat the White Lions, as skilled as
they are, could not hope to stand against
the massed Impact Hits, Toughness tests
and frenzied attacks arrayed against them
by the Doomwheel and Plague Furnace.
Athough they chopped down swathes of
Plague Monks, their own losses were too
great and they fled, only to be run down
by the chittering ratmen. Luckily for the
rest of the High Elves, Korhil was in the
smaller unit of White Lions and so escaped
the disaster, although he was close enough
to witness the massacre of his brothers.

Back on the bridge, the Rat Ogres lost
three of their number to another blistering
attack from the surviving Sword Masters,
giant limbs lopped off left and right as the
High EIf elite held their ground. Despite
the heavy casualties, however, there were
still three of the monsters left to fight back,
plus two Pack Masters, a Master Moulder
and of course the heroic Spinetail himself.
The Skaven struck back, the frenzied Rat
Ogres smashing through the last of the
Sword Masters and hurling their broken
bodies from the bridge. Even as the last EIf
was despatched, though, the heroic
Ellyrian Reavers urged their steeds into
action and charged onto the isthmus. This
only left Prince Althran and Caladris in
reserve. Maybe Spinetail’s much maligned
advance onto the bridge had not been
quite so foolhardy after all!
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Caledor’s Might

The mighty Dragon
Princes of Caledor went
a long way towards
shattering the southern
part of the Skaven
battleline when they
charged the Stormvermin
and the Screaming Bell,
hurling furry bodies into
the air with their impact.

The tolling of the
8

Screaming Bells bolsters
the Skaven batteline
and makes the
surrounding ratmen
even more dangerous.

Korhedron leads the

mighty flight of Dragons |

onto the battlefield,
smashing dozens of
Skaven aside in the turn
that they arrive.

@The thunderous charge

of the Dragon Princes
and Silver Helms
slaughters whole ranks
of Stormvermin, who
hold their ground in
spite of the odds.

@A fleeing Doomwheel
runs down a Poisoned
Wind Mortar, smashes
through the unit of
Rat Ogres and mows
down several Clanrats.

Adam: The centre of the battlefield was
quickly becoming a bloodbath, with
Spearmen shrivelling and dying under the
effects of Plague and the White Lions torn
apart by the Plague Monks and their
Plague Furnace. The nervous looks that
had been shared by our High EIf coalition
faded as Matt Hutson moved Prince
Korhedron and his flight of Dragons onto
the board. A Prince riding a Star Dragon,
accompanied by a High EIf Archmage
upon a Moon Dragon and a Dragon Mage
did a lot to boost our confidence.

Prince Korhedron wasted no time
piloting his Star Dragon into a nearby unit
of Skavenslaves (who must have felt like
the unluckiest rats in existence) and the
Dragon Mage and his Sun Dragon smashed
into the unit of Giant Rats who had been
menacing the Repeater Bolt Throwers.

The Dragon Princes of Caledor charged
at the Screaming Bell pushed along by the
Stormvermin. In the north, the depleted
regiment of Spearmen, joined by a Tiranoc
Chariot hurled themselves into the Plague
Furnace that had just slain the White Lions.

In the Magic phase Carl’s High EIf
Mage attempted to cast Flesh to Stone on
the Spearmen (who would have benefited
from +2 Toughness), but this was
immediately dispelled by the Skaven
generals. Next Carl tried to cast Earthblood
on the same unit, but again was thwarted.
Infuriated at the failure, the Archmage on
Moon Dragon cast Fate of Bjuna on the
Plague Furnace, inflicting two wounds.

Although there was plenty of shooting,
the huge hordes of Skaven easily absorbed
the worst of the damage. The clouds of
white-fletched bolts and arrows akin to
blowing against a gale.

e
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The Close Combat phase saw much
more success, started off by Korhedron
upon his Star Dragon slaughtering
Skavenslaves in droves and pursuing their
broken regiment into the front of the large
unit of Rat Ogres. The Dragon Mage routed
the Giant Rats. For their part the Dragon
Princes of Caledor showed their quality, as
they were joined by the Silver Helms.
Together they made slaughter upon the
Screaming Bell and the Stormvermin. Chris
Peach, commanding the unit, removed
Skaven by the handful, but even then the
ratmen held, the Screaming Bell making
the unit Unbreakable.

In the north the Lion Chariots
championed a ferocious breakthrough,
carving their way through Rat Swarms and
Giant Rats and beginning what appeared to
be the collapse of the Skaven’s northern
flank. Korhil and his surviving regiment of
White Lions stormed through a further unit
of Giant Rats, their axes scything down the
mutated creatures with practised ease.

In the large combat, Ealain the Silver
{Emma’s High EIf Prince) chopped down
the Plague Priest atop the Plague Furnace
and her warriors and the Tiranoc Chariot
slaughtered rancid Plague Monks, but they
too suffered greatly. The combat ended
with seventeen wounds inflicted on each
side; a bloody draw indeed.

On the bridge the heroic Ellyrian
Reavers charged into battle, but were
quickly despatched. Sensing his destiny
was calling, Althran whispered a word of
encouragement to his trusty Griffon and
spurred Sharpclaw into combat.




Move

Charge
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TIME OF THE DRAGONS

Not only did the Dragons make a timely arrival on
Turn 2, but they could also charge in the same turn as
they came into play. Matt Hutson used this to great
effect, hurling the Star Dragon and Sun Dragon to
where the fighting was thickest and sending the Moon
Dragon (along with its Archmage) to help in the north.
Their impact was massive, as both the Sun Dragon and
Star Dragon easily tore their way through the units
they charged, leaving themselves ready to wreak more
carnage next turn.

Elves over the line:
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Tricksy Gutter
Runners

The Gutter Runners
scaling the rocky isthmus
clambered to the top, in
this turn. As the Prince
was engaged with the
Rat Ogres he didn’t see
one of the hooded
ratmen plunge a knife
into the proud chest of
Sharpclaw, causing a
wound. Before the
injured Griffon could
retaliate the Gutter
Runners disappeared.

Andy: The two armies were now deeply
engaged along the central battleline, with
both sides wading through the bodies of
the fallen. However, it was the flanks
where the High Elves were beginning to
gain a distinct advantage. Had Spinetail not
been fighting for his life on the isthmus
then he would no doubt have marshalled a
better defence; but as it was, he had to rely
on his treacherous underlings to make sure
the High Elves didn’t break through. In the
south, the Vermin Lord strode through the
gap, daring the High Elves to charge. In the
east, Verminkin placed himself and his unit
at the foot of the bridge and eagerly
awaited the death of Spinetail so he could
take his place and claim victory, but
Ratchitt had other ideas...

The Screaming Bells tolled their
Deafening Peals, which caused D3 hits on
all the Bolt Throwers on the battlefield, one
was destroyed but the rest were all severely
damaged. As the Magic phase began in
earnest Phil cast Skitterleap on Pete’s
Verminkin (Pete was out of the room
hunting down a coffee when this happened
and none of the other Skaven players
squeaked in protest). Unsurprisingly, the
High Elves didn't try to dispel it, so Pete
came back just in time to see Verminkin
placed directly in front of a Sun Dragon
deep in the south-west flank! Oblivious to

SKAVEN TURN 3

the back-stabbing taking place around him,
the Grey Seer in the centre cast The Curse
of the Horned Rat on an approaching
Spearmen unit, this time the High EIf
Mages did dispel it.

In the Shooting phase Scratchitt’s
surviving Warpfire Thrower misfired and
ended up on fire, the crew running into the
fleeing Doomwheel!

The Warp Lightning Cannons, however,
were blessed by the Horned Rat himself.
The first one fired, aiming at the Moon
Dragon. Not only was it on target but it hit
with Strength 10 and caused six wounds,
slaying it (and its rider) outright. The
second Warp Lightning Cannon targeted
the Sun Dragon, but surely the same could
not happen again? Six Strength 10 wounds
were inflicted, slaying beast and rider and
depriving the High Elves of two of their
lauded reinforcements. The chittering of
the Skaven was loud indeed.

While the bloodbath continued, Prince
Althran had declared a challenge. Spinetail
did the only honourable Skaven thing and
pushed the Master Moulder in the way.
The Prince cut down the Master Moulder
and so with the Unstable rule in play the
combat resolution meant the Rat Ogres and
Pack Masters were wounded, only
Spinetail was left. The Skaven Warlord had
nowhere else to hide.
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CLAWS OF THE LION

Although the High EIf casualties were mounting up and a massive regiment of White Lions had already been slain,
Korhil and his own unit were keen to make a lasting impression upon the foe. The elite High Elf infantry proved more
than a match for the rank-and-file of the Skaven hordes as they crashed through the forty-strong regiment of Clanrats
with great axes swinging. Amidst the welter of blood and fur, the nerve of the Skaven broke and they fled, only to be
chased down by the vengeful White Lions.

et
Ry L )
Verminkin makes an
unexpected trip,
Skitterleaping across
the board and into the
path of a rampaging
Sun Dragon.

@In the jammiest display
of luck ever recorded
(perhaps), both Warp
Lightning Cannons hit
and kill their targets,
leaving two ominous
Dragon-shaped holes in
the High EIf army.

§ () Prince Korhedron

N
i wreaks vengeance on

iy the Skaven, slaughtering
\\ enough Rat Ogres to
send them packing,
before destroying one

of the hated Warp
Lightning Cannons.

The Skaven launch a
powerful counter-attack
along the northern
flank, miring the High
Elf advance. Dozens of
; models on both sides
die in the bloody melee.
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Unbreakable

The main problem the
High Elves were having
with breaking through
the Skaven lines was that
the huge units
accompanying the
Screaming Bells and
Plague Furnaces were
Unbreakable, soaking
up vast casualties
without wavering.
By presenting a
batteline centred
on these
behemoths, the
Skaven generals had
stymied the whole
High EIf advance.

TYRION'S CHARGE

Few other living Elves could
have hoped to stand in the
path of a Vermin Lord and
live, and yet Tyrion was
fearless against the wrath of
the towering Rat Daemon.
In a combat that drew all
eyes, Tyrion battered the
Vermin Lord, causing three
wounds, only to have the
Vermin Lord stab him
repeatedly with his Doom
Glaive. Fortunately for the
Defender of the Everqueen,
his armour is the finest
available and the Heart of
Avelorn protects him from
harm. Even so, he too
suffered three wounds —
both models hovered on the
brink of death!
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Adam: By Asuryan’s silky robes, what on
earth was happening? Two dead Dragons
in as many shots and still our warriors were
struggling to break through the enemy. Qur
regiment of Spearmen fighting the Plague
Furnace was dead (it had already dealt
with a large unit of White Lions earlier in
the battle) and even Althran was starting to
struggle a little on the bridge.

Fortunately hope was reborn in the
High EIf army as Mark Raynor finally
moved Tyrion into play, making a beeline
straight for the towering form of the Great
Horned Rat — that promised to be an epic
confrontation. Spurred into action, Prince
Korhedron charged at the nearest Warp
Lightning Cannon, ready to wreak
vengeance for the death of his brothers.
The Lothern Sea Guard charged at the
panicking Verminkin (who must have
thought he was in luck when the Dragon
closing in on him suddenly exploded last
turn) and the Phoenix Guard charged to
the aid of the Dragon Princes fighting the
Stormvermin and Screaming Bell.

Korhil and his White Lion regiment
continued their inexorable advance straight
into a horde of 40 Skaven Clanrats while
Emma led her High EIf Mage (and
accompanying block of Sword Masters)
into battle against the Plague Monks, ready
to avenge the slain Spearmen.

In the Magic phase Caladris finally
found the Phoenix Stone — next turn he
would be able to emerge from the Temple
and attempt the almighty spell The Spell of
Ultimate Destruction — assuming there was
a next turn. A High Elf breakthrough was
starting to appear possible.

In the Shooting phase every Archer and
Bolt Thrower that could turned its
firepower against the Screaming Bell in the
north, showering it in bolts and arrows and
inflicting four wounds. This was all a
prelude to close combat, however, where
the slaughter-making began in earnest.

Korhedron and his mighty mount
butchered the Warp Lightning Cannon and
rampaged onwards into a nearby Poisoned
Wind Mortar while in the north the Sword
Masters hacked the Plague Furnace to
ribbons and routed the remaining monks,
chasing them down as they fled. Korhil and
the White Lions cut a bloody swathe
through the Clanrat regiment, inflicting
such losses that the nerve of the unit failed
and they fled for their lives. In the south
the Phoenix Guard and Dragon Princes
together triumphed over the Stormvermin
and their Screaming Bell, but in a recurring
theme the Skaven were Unbreakable
because of the vile war machine.

Meanwhile, Tyrion battled the Vermin
Lord even as Althran faced Spinetail. Tyrion
and the daemonic Vermin Lord hacked and
stabbed at each other, both opening
grievous wounds. Back on the narrow
bridge, Althran fought Spinetail, causing
two wounds in a blur of speed. Spinetail,
brandishing his Blade of Corruption tore
open Sharpclaw’s belly, felling the noble
mount. As Althran stumbled clear of his
stricken mount he broke his ankle on the
rocky ground (OK, so actually he suffered
two more wounds, owing to the Unstable
rule for the bridge). With one Wound each
remaining, the duel between Althran and
Spinetail was looking too close to call!
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CHARGE OF THE DRAGONS

The Dragon Princes fought the Screaming Bell and its
contingent of Stormvermin. Elite by Skaven standards they
may be, but against the Princes of Caledor they didn’t
stand a rat in hell’s chance! In fact the only thing that kept
them in the fight was the infernal war machine making the
accursed ratmen Unbreakable.
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Verminkin, saved from
death at the claws of a
Dragon instead finds
himself fighting the
Lothern Sea Guard. He
flees, only to find his
fate at the hands of the
Shadow Warriors.

.Korhedron’s rampage
takes him deep behind

the Skaven battleline
and into position to
menace the ratmen
waiting to storm across
the bridge.

Having triumphed over
the Vermin Lord, Tyrion
smashes a path through
the Night Runners!

A trio of Tiranoc
Chariots smash into the
Screaming Bell,
scything down more
than a dozen Clanrats
while the High EIf
Prince and Battle
Standard Bearer shatter
the Screaming Bell’s
resilient carriage.

@A catastrophic miscast
from a High EIf Mage
blasts a massive hole in
the regiment of Sword
Masters, slaying three.

- —

Charge

SPINETAIL'S LAMENT

Andy: As carnage, warpfire and magic
spilled across the battlefield Spinetail knew
he was fighting for his life. He looked
around and saw the unit of Clanrats that
Verminkin had unwillingly abandoned in
the previous turn. Spinetail furiously
beckoned them onto the bridge to help
out. Jervis, in his role as GM, intervened
and said that Spinetail could have the unit
join him if no other Skaven generals
objected. But, of course, they all did. This
meant that a roll-off was needed to see if |
could exert Spinetail’s influence and lure
them across the isthmus. Alas, Niknik won
the roll and prevented them from moving.
Spinetail was on his own, with the other
Skaven ready and waiting to storm across
once their rival was dead.

But even this state of affairs wasn’t
enough for the power-hungry Niknik, who
saw an opportunity for victory. Goading his
horde on, he charged into the rear of
Ratchitt’s unit, the Warlord furiously
seeking the Warlock Engineer. While these
shenanigans were taking place in the east,
the battleline holding the High Elves back
was looking increasingly unsteady. The
Lion Chariots had already broken through
and the last surviving Dragon was creating
havoc as the Rat Ogres fled over the edge
of the cliff (having been routed by the
noble creature in the previous turn). All it
needed was a large unit of High Elves to

End of High Elf Turn 4 @
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march through the gaping holes in the
Skaven defence and claim victory.

In the Magic phase, Ratchitt attempted
to Skitterleap Nick's Warlord away and no
doubt into imminent danger. This time the
High Elves took note and dispelled it, more
than happy for the Skaven to carry on
fighting amongst themselves. The Dreaded
Thirteenth Spell was finally cast and slew a
whopping 17 High Elf Spearmen,
weakening the advance on the north flank.

It wasn't long before the Skaven were
back to killing themselves. Chris overshot
with a Warpfire Thrower that managed to
burn seven White Lions and six Spearmen,
before killing nine Clanrats as well. And
then, in the Close Combat phase, not only
did Niknik fluff his rolls to kill Ratchitt, but
the Fellblade took his last wound.

But amidst the myriad close combats,
there were only two that really mattered,
Tyrion versus the Vermin Lord and Spinetail
versus Althran. As the Vermin Lord looked
down upon the High EIf he was aghast at
just how fast the legendary warrior was.
Both had Initiative 10, but possessed by the
Speed of Asuyran it was Tyrion that went
first. The High EIf Prince cut through the
Vermin Lord’s leg with a slash of his
magical blade and, as it toppled to the
ground, Tyrion beheaded the Greater
Daemon in one final strike — the battle was
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Upon the Stone Bridge

With no support coming and a
thousand curses called upon all of Clan
Klaw, Spinetail turned to face the High
Elf Prince alone, like a cornered rat, he
knew he had to fight. But, if he could
deal with one crippled High EIf, the
Phoenix Stone was all but his, and then
they would all pay. Prince Althran was
unsteady on his feet, but he was still a
mighty warrior, with blade held aloft,
he plunged it deep into Spinetail’s
pustulent form. The Skaven Warlord
gurgled and then silently plunged off
the bridge into the cold sea. The
Clanrats, who had been patiently
waiting for their leader to die, stormed
across, each imagining that they could
grab this magical thing-thing and
become the new ruler of the clan - or
even the world!
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The Clanrats butcher the last of the
Spearmen. Only Prince Daeron and the
Battle Standard Bearer survive.
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Adam: With the battle balancing on a
knife-edge and Prince Althran wounded
and ready to step into the afterworld, the
High EIf generals gave one last concerted
effort. Wherever possible they launched
charges; chariots swarming forwards on the
northern board edge while in the centre
Korhil led the White Lions of Chrace
further forwards. Tyrion, free of the Vermin
Lord, charged into a large unit of Night
Runners alongside a unit of Silver Helms.
The Lothern Sea Guard advanced behind
the fleeing Verminkin and over by the
bridge Korhedron charged into the back of
Niknik’s massive Skaven horde.

The Magic phase was short and
somewhat awkward as Carl attempted to
cast Farthblood with his High Elf Mage —
the score was incredibly impressive but
included three 6s. The resultant miscast

HiGH ELF TURN 4

blasted three Sword Masters to pieces and
put an end to our hopes of casting any
more spells this turn.

In the Shooting phase, Emma, who had
been using the unit of Shadow Warriors on
the cliffs to fire into passing Skaven units,
picked out the cowardly form of
Verminkin. Unaware that he was even
being targeted, the fleeing Warlord was
struck by the precise shooting of the High
Elf scouts and slain as he fled with the
utmost ignominy!

As the Close Combat phase started,
Tyrion and the Silver Helms smashed their
way through the Night Runners with
contemptuous ease, the elite Elven cavalry
clearly emboldened by their mighty leader.
In the north three Tiranoc Chariots
careened into the Clanrats pushing the
second Screaming Bell — their impact slew
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thirteen Skaven while Carl’s High EIf Prince
and the Battle Standard Bearer battled for
their lives, hacking chunks of wood from
the Screaming Bell’s frame.

Near the bridge Prince Korhedron
proved the might of Ulthuan as he and his
Star Dragon clove into the rear of Niknik’s
Clanrats. Skaven bodies were ravaged and
hurled high into the air by the raging
Dragon even as Korhedron speared rat after
rat upon his lance. The carnage over,

Nick Bayton took his Break test. The
Skaven might have been utterly defeated,
but were Steadfast, so their chances of
holding their ground looked very good.
Nick nonchalantly threw the dice for his
Leadership test and gawked as he realised
he had failed the roll. Niknik and his
Clanrats turned to flee but the Star Dragon
was there first and ravaged the survivors
with ease.

Panicked by this state of affairs, Ratchitt
and his own Clanrats instinctively fled. The
front ranks tried to slow the rearmost
Skaven even as they were pushed over the
cliff edge, resembling something like a
procession of crazed lemmings.

All that was left was to see if Althran
could hold off the Clanrats. Weary, he slew
a single Skaven, and then was battered by
ten Clanrats in return. But his natural skill
and formidable armour proved equal to the
task and he was unharmed.

Taking his cue, Caladris stepped
forwards and raised the Phoenix Stone. |
rolled the dice for The Spell of Ultimate
Destruction, which bounced and rattled
across the board and plunged into the
sea... coming up a 4. The High Elves had
won the battle!
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BUT WHERE ARE
THEY NOW?

Most of the Skaven
‘leaders’ died in the battle.
But what were their fates?

Verminkin: Shot in the back by
a Shadow Warrior band.

\

Ratchitt: Last seen leaping head
first from the edge of a cliff.

Spinetail: Impaled upon Prince
Althran’s blade, before toppling
from the bridge.

Scratchitt: Last seen marching
into Skavenblight, proclaiming
his near-victory.
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Andy: Curses! Once again the Skaven were
undone, not by the Elf-things, but by petty
squabbling and power plays of over-
ambitious Warlords. If we had fought as a
unified whole we would have stood a
much better chance. The irony is that the
High Elves are political animals too, just
like the Skaven, only they save their
intrigue and machinations for court, rather
than on the battlefield. Still, asking the
Skaven to play nice is like asking water to
run uphill — it ain’t gonna happen!

Grumbling about defeat aside, there
were many things that went the Skaven’s
way. The delight of all Skaven players was
plain to see when not one, but two
Dragons were slain by successive Strength
10, 6 wound results from the Warp
Lighting Cannons.

The Rat Swarms were also a revelation,
they're great charge blockers, perfect for
halting the High EIf advance and allowing
us to charge in with our hurty things. And
let’s not forget Spinetail’s performance; he
and the Rat Ogres ploughed through the
Sword Masters, Reavers, and left Althran
with but a single Wound. Should he have
been killed then it would have been a
simple matter of slaying the Mage and
taking hold of the Phoenix Stone.

Considering the number of massive
units we had on the table, we debated
what type of horde was best on many an
occasion. And the jury is still out on which
is actually better: Clanrat hordes with
spears or armed with hand weapon and
shield. The horde armed with spears is 20
points more but you're getting 10 extra
attacks. The hand weapon unit is not only
cheaper but you get that all-important ward
save of 6, which on its own is
unspectacular but its value increases
exponentially when you're making loads of
saves in one go. I'm all for arming them
with spears. But what do | know — I've now
lost two battle reports as a Skaven player!

Maybe losing is too strong a word; I'd
like to consider myself a victim of
conspiring fates. In any case, that old
Skaven proverb, ‘keep your friends close,
your enemies closer... and just plunge a
knife into the back of your best mate to be
sure’ certainly applies here.

So, congratulations to Chris in the guise
of Scratchitt, as the only surviving Skaven
Warlord the remnants of Clan Klaw are his
to command. I'm not bitter or spiteful, but
all the same, | hope they backstab him!

Phil: So where did my best laid plan go
awry? Well, the Horned Rat was clearly
with me when Nick’s Warlord charged into
the rear of Ratchitt’s unit and challenged
me to a duel. | accepted purely because
there was nowhere else to run, plus it had
all pretty much gone to hell anyway. And
what do you know, somehow it worked
out! Nick’s Warlord nicked Ratchitt with
the Fellblade and then turned white and
died immediately afterwards. Ha! Shame
that Dragon drove my unit off the cliff like
lemmings. Grrr. Maybe we should have
fought against the Elves.

Pete: Well, the overseers of the Under-
Empire can have no cause to complain
about Verminkin. Not only did he lead the
armies of the Skaven to a previously
undiscovered island in search of a fantastic
Elven treasure, but had it not been for the
miserable failings of others, completely
beyond his control | might add, he would
have succeeded. Ready to lead his brave
Stormvermin across the bridge he would
have easily taken care of the Elven Prince
guarding it much faster than the vastly
inferior Spinetail, the Horned Rat curse his
soul. Even after the incompetent magic
casting of Ratchitt had backfired (or so Phil
assures me, at least. I’'m not so sure that it
was an accident) and sent him halfway
across the battlefield he still managed to
hack down half a unit of spear-armed High
Elves and was almost back to the bridge
when some extremely lucky shooting
managed, through no fault of Verminkin’s,
to temporarily incapacitate him, preventing
him from returning to the bridge in time.
Therefore it is clear to all who are clever
and smart that Verminkin is clearly still the
greatest Warlord of all!

Chris Peach: So, I'm the winner, right? My
whole plan was to back Ratchitt on his
path to victory, but when | saw that Niknik
was likely to off him [ realised that | could
be the winner in my own right instead. All
I needed to do was keep plenty of
expendable Clanrats between my happy
little Skaven Warlord and the nasty, spiteful
High Elves. All | needed then was for the
other Skaven rivals, err | mean comrades,
to die — which they duly did, right on cue.
So, the Greyseer Thanquol School of
Combat and Survival has taught me the
ways of victory well. I'd like to thank the
academy, Bill King, my mum...

( ( Keep your friends close, your enemies closer..
and just plunge a knife into the back of your
best mate to be sure.$9



BY THE SKIN OF OUR TEETH

Adam: We played a practise game before
we fought this battle report — a great, tense
game played out late after work one night
(with plenty of drinks and pizza), and in
that the reverse of what happened took
place. Caladris couldn’t roll a 4+ to find
the Phoenix Stone, although his life most
surely did depend upon it, but our army
absolutely ravaged the Skaven.

| think the ratmen had learned a tough
lesson or two from that game, because
their defence was considerably more
aggressive and effective this time around —
they basically presented a wall of
Screaming Bells, Plague Furnaces and
Doomwheels behind a frustrating screen of
Rat Swarms.

With all the slaughter on the battlefield,
the intrigue and madness of the Skaven
generals and the excitement on the bridge,
I've got to confess that this was one of the
most entertaining battles that I've ever
played in. Emma, Carl, Matt and Mark all
did a great job of taking the fight to the
insidious ratmen — there were tactics
aplenty, heroic stands and tragic defeats.
Plus we managed to keep courtly intrigue
off the battlefield, unlike the ratmen.

d

Think you can do better? On October
23rd every Games Workshop Hobby

Centre around the world will be refighting

the climactic Battle for the Island of
Blood. Such a mammoth task can only
succeed with your aid. Help the staff to
plan and prepare their battle and then
turn up on the day to fight it. All Hobby

AND NOW IT’S YOUR TURN...

Centres will be reporting back to GW HQ
on the day’s events. The best battle report
we receive will not only gain the Hobby
Centre kudos beyond measure, and a
worthy mention in White Dwarf, but a
certificate to be proudly displayed and
mark the occasion forever more. Will it be
your local Hobby Centre? Make ready for

For me the moment of the match must
be Althran cutting down Spinetail, while
grievously wounded, only to hold back a
whole regiment of Clanrats straight
afterwards! That's the stuff great stories are
made of.

Of course, each of us had other
moments of pure heroism. Tyrion felling
the Vermin Lord across two nail-biting
rounds of close combat, Matt’s flight of
Dragons soaring into play, causing
devastation and then being shot to ribbons
(only for Korhedron to break through and
make it all they way to the bridge).

Carl’s Elven Prince died in a heroic
action against the massed ranks of the
Plague Monks, dying a glorious death, only
for Emma’s Sword Masters to come forward
and avenge him.

Yep, it was a great game and even now
you can see the people who played in it
gathering to talk about ‘that moment’ or
‘this thing that happened'. If you've never
tried a game such as this, get to it! The
effort will be well worth it, | assure you.

Anyway, the loathsome ratmen and
their vile kin are all suitably vanquished.
Back to Ulthuan for poetry and dancing.

the largest day of gaming in Games
Workshop’s history. The world will come

together on the Island of Blood and battle

will truly be joined.

To find your nearest Games Workshop

hobby centre and get in on all the action,
check out the Store Finder at the back of

this issue of White Dwarf. For even more

information, including opening hours and
detailed, printable directions, take a look

at the online Store Finder database on the
Games Workshop website:

www.games-workshop.com
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THE ISLAND OF BLOOD

WORLDWIDE MEGA-GAME OCTOBER 23RD

This month the armies of Ulthuan and Skavenblight stand poised to do battle as
reinforcements flood onto the Island of Blood. On 23rd October you can join in
the battle as Games Workshop Hobby Centres all over the world participate.

A Day of Destruction Share the Glory

On 23rd October every Games Workshop Hobby Centre The talented staff of your local Hobby Centre will have

will be running its very own participation game for the prepared a scenario to play, all they’ll need are the players

Island of Blood, a mega-battle loaded with all the character ~ and armies to unleash! The fate of the Island of Blood is in

and madness that makes the Island of Blood such a great your hands — bring along your troops to join in the action.

setting for a Warhammer battle. If you want to get involved

in the biggest Warhammer event of the year, then now is The Roll of Honour

the time to gather your forces! Lend a hand to make your game even better! We'll be
The results of these games will be collected and we'll gathering reports, photographs and results from the battles

work out the winner, so that we can declare the victor of fought across the globe — we’ll be reporting the best on the

the Battle for the Island of Blood across the world. Games Workshop website once all the result are in.

CONTACT YOUR LOCAL STORE FOR DETAILS!
www.games-workshop.com
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This month both sides in the endless battle between Durin’s
Folk and the Goblins of the Misty Mountains gain fresh
reinforcements. Dwarf-friend Adam Troke investigates.

T here’s something very iconic about
the struggle of the Dwarves and
Goblins over the lost kingdom of
Khazad-dim.

The journey into the dark reveals a
wondrous underground realm the likes of
which my twelve-year-old mind had never
even thought to imagine - J.R.R Tolkien
captured and captivated me with the tales
of Khazad-diim. Here was a marvellous
kingdom beneath the ground filled with
lost memories and shattered dreams.
Gimli’s haunting song showed just how
badly the Dwarves yearned to return to
their home, and then when Gandalf read
the excerpts from the Book of Mazarbul we
learned that grave terrors yet lurked
beneath the earth.

Many years later, sat in the little cinema
in Winchester my childhood adoration for
Moria was rekindled as the Watcher in the
Water brought the gates crashing down
behind the stricken Fellowship.

Years on, and that passion continues
unabated. Now Games Workshop has a
fantastic range of Dwarves and Moria
Goblins for The Lord of the Rings, ready
and able protagonists in the battles for the

Misty Mountains — and this month both
forces gain significant reinforcements. The
driving force behind the new miniatures is
resident Middle-earth obsessive Mat Ward.
From behind the ramparts of his comically
disorganised desk he has penned myriad
books for The Lord of the Rings Strategy
Battle Game and War of the Ring. He’s
long grown used to me hounding him for
the scoop on The Lord of the Rings projects
and developments, and so was willing to
spill the beans on this month’s new
releases. | picked his brains, together with
the formidable duo of Michael Perry and
Alan Perry — the sculptors of much of our
range of The Lord of the Rings miniatures.
‘All of these new miniatures find their
origins in the character of the world
created by |.R.R. Tolkien,” Mat says. ‘We've
really enjoyed delving deep into the nature
of the Dwarves and their enemies and
mining the possibilities therein (terrible
puns, Mr Ward — Ed), take Fl6i Stonehand,
for example. Fléi is named in the Book of
Mazarbul, but beyond that we know very
little. What we did know is that we wanted
to create a new archetype for the Dwarves,
a wise man so to speak. So we connected

ly (7 r = e ‘(l,l- (-

A Brief Fistory of SMora
Moria (or Khazad-diim in the tongue of Dwarfs) was once the
mightiest of all Dwarven holds. It stood inviolate against the
wars and calamities afflicting Middle-earth for generations,
until the Dwarves’ insatiable hunger for mithril drove them
to mine ever deeper. In the middle years of the Third Age, far
beneath the earth the Balrog was awoken.

The Balvog drove the Dwarves from their home, and so
Khazad-divm became the haunt of the foul creatures of the
Misty Mountains, known thereafter simply as Moria: the
Black Pit.

For the exiled Dwarves, the loss of their ancestral home
was too much fo bear — in the centuries since they were cast
out, they have sought repeatedly to return. Always resulting in
long and brutal wars.

Mere decades before Frodo came into possession of the
Ring of Power, a grand expedition to Motia was assembled, led
by the mighty Balin and accompanied by Fl6i Stonehand.
With scores of warriors and high hopes of victory they
journied to Moria to veclaim their long-lost birthright.

Years later, as the Fellowship journeyed towards Mordor,
they braved the dark halls of Khazad-diim, and there learned
of Balin’s terrible fate.

4
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€ € We liked the idea
that the wrath of the
King's Champion
would be so great
that he wouldn't stop
to defend himself —
that's where the two
heralds with him

come in. ”

Fl6i to the idea of a Loremaster, a shrewd
old Dwarf whose intricate knowledge of
the enemy and wars of the past can give
his kinsmen a real advantage in battle.’

Alan, who sculpted the model, pointed
out a few of the design ideas.’Having
discussed the concept for the model, we
quickly came up with a rough idea for
what we wanted,” Alan explains. ‘My
sketches at the time depicted an old Dwarf,
with balding head and long flowing beard
— but not a weakling. He’s still clad in
Dwarvish armour and wearing a regal-
looking cloak. Rather than an axe though,
he has a raven-topped staff and in his other
hand he bears a large book of records,
perhaps some kind of annals about the
enemies of the Dwarves.’

‘This is a complete contrast to the
King's Champion,” Alan grins. ‘who is
armed to the teeth and twice as well
armoured. This fellow is the envoy of his
King, when the King's business needs
solving through skill at arms; when an

THE KING’S CHAMPION

In times of peace a Dwarf king will dispatch an
emissary to see his will done, a wise and even-minded
scion who will act as his mouthpiece. In times of war he
sends his Champion - a bloody-handed envoy whose
skill at arms and endurance in battle is without equal.

In battle the King’s Champion will seek out the
mightiest enemies upon the field, showing stoic resolve
and incredible endurance against any foe from Goblin
Chieftain to towering Cave Troll — the sole objective of
the King’s Champion is to butcher the foe and see the

will of his patron achieved.

Beside the King’s Champion march the King’s
Heralds, stalwart Dwarf warriors who carry both the
royal banner and the standard of the Dwarven hold for

all to see.

insult is so great that terminal force is
required. He has armour that’s second to
none in the entire Dwarf army and two
mean-looking axes. We liked the idea that
the wrath of the King's Champion would
be so great that he wouldn’t stop to defend
himself — that's where the two heralds with
him come in. Not only do they have paired
banners (one for the King and one for the
King’s hold) but they also have large
shields with which to protect the
Champion against incoming arrows as he
closes on the foe.”

Looking at the new models, as the
Perry twins and Mat talk about them it's
clear that they have been sympathetically
designed using the same ideas and imagery
as the rest of the Dwarf range. Fl6i shares a
number of characteristics with other Dwarf
Heroes, such as Balin or the Dwarf
Captains — a characteristic that, as a Dwarf
player with something close to two
hundred painted Dwarves in my army,
warms my heart.
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GUNDABAD BLACKSHIELDS
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The Gundabad Blackshields are a formidable band of
Moria Goblin fighters, frontline warriors in the many
wars fought between the Dwarves and Goblins. More
heavily armoured than ordinary Moria Goblins, the
Blackshields are typified, perhaps unsurprisingly, by the
large shields they carry, thick sheets of blackened iron,
crudely finished but undeniably effective against the
axes of the Dwarves. Behind these jagged shields hunch
powerfully built Goblin warriors clad in the best armour

that the Moria Goblins can cobble together; coats of
stolen Dwarven mail, spiked Goblin helms and heavily
armoured shins and forearms.

The source of greatest envy and awe to the other
Moria Goblins, however, are the White Warg pelts that
the Blackshields wear. Filthy, matted furs draped over
shoulders, these pelts are a sign of their status as the
fighting elite of the Moria, always at the spearhead of
the assault, where violence and prestige are greatest.

Gundabad Shaman Gundabad Blackshield Gundabad Drummer Gundabad Drum Bearer Gundabad Blackshield
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CAVE DRAKE

Lithe, swift and deadly, the Cave Drakes inhabit cool, dark
hideaways from which they roam forth to prey on the
unwary — a Cave Drake has a voracious appetite and will
eat in a frenzy, guzzling down its victim in as few
mouthfuls as possible.

Cave Drakes are perfectly suited to battle, and though
powerful they are weak-willed and easily co-opted into
the service of Sauron where their dagger-sized talons and
teeth, and sharp spines can rend and tear at their victims.

The Cave Drake is designed to kill with a sleek, powerful body that boasts a
multitude of lethal-looking spikes, along with sharp teeth and talons. The

vibrissae protruding from the back of the Cave Drake’s head hint at how the
Drake is able to quickly traverse caverns and tunnels without hindrance.
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A wizened old Dwarf,
Fléi Stonehand is the
Loremaster of Moria.
In battle his insight
and wisdom
concerning the many
enemies of the
Dwarves enables him
to defend his allies
from the special
abilities of the foe.
He’s the perfect
remedy for those
cantankerous special
rules that the enemy
will use to befuddle
and destroy your
sturdy Dwarves.

The army of the Misty Mountain has an
army dynamic unlike any other, with
access to hordes of Goblins, swarms of
bats, Wargs and spiders and a slew of
monstrous brutes such as Cave Trolls and
the dreaded Balrog.

The newest addition to this calvacade
of Evil is the Cave Drake, a serpentine
beast perfectly adapted to slaughtering the
enemy. This towering monstrosity is the
creation of Michael Perry, who relished the
chance to finally get to grips with this
monster for The Lord of the Rings.

‘Mat and | first discussed the Cave
Drake way back in 2005/2006 when we
were working on the ideas for Legions of
Middle-earth,” Michael says. ‘Even back
then | was excited and went away and did
some sketches on what it could look like,
but the idea got shelved for a few years,
almost reappearing a few times but always
managing to crawl back into its dark little
cave. Given how excited we were about it,
it was surprising that it’s taken so long from
then till now to see the finished model. My
goal was to make a model that looked both
sleek and deadly - | didn’t want it to just
look like a Dragon without wings, but like
an agile underground killer. Way back
when we designed the Vault Warden
Tunnel Fighting Team for the Khazad-dim
supplement | knew that | wanted the Cave
Drake to look great up against them,
natural protagonists, so to speak.’

Speaking of natural enemies, Mat
interjects with a comment about how the
Cave Drake acts in the game. ‘It's a
dangerous model, sure enough, but it's
really most dangerous against Heroes,” he
says. It has the ability to gobble down
Heroes with ease should it single them out
in a Heroic Duel. Next month we'll put the
rules for the skirmish game in White
Dwarf, and you’ll get to see what it can do
in that too!”

Qur conversation is nearly over, but
we've still not talked about the new
Gundabad Blackshields.

‘They're heavy infantry for the armies
of the Misty Mountains,” Mat explains. ‘The
hardest, nastiest and best-equipped
veterans of the constant wars between the
Dwarves and the Evil creatures that seek to
infest their homes.’

The Gundabad Blackshields are
stronger than other Moria Goblins, and
considerably better armoured too. Not only
that, but they're braver as well — this adds
up to a formation that can be relied upon
as the combat elite of the Misty Mountains.

All these new models for the Dwarf
Holds and Misty Mountains are starting to
get me quite excited by now. My Dwarves
are itching to include Fléi and at least one
King’s Champion and I've got two Moria
Goblin forces who would benefit from
some Blackshields. Enough talk, it's time to
gather troops — Baruk Khazad!

THE WAR
CONTINUES

Next month the fight
for control of the
Misty Mountains
continues as we
provide full rules for
using all of the new
Dwarf and Moria
Goblin models (and
the Cave Drake) for
The Lord of the Rings
Strategy Battle Game.
In December the
action continues with
an action-packed
campaign detailing the
battle for control of
Khazad-diim.
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BACK SADDLE

Mat Ward takes a look at the pros and cons of the various steeds available to
characters in Warhammer. He’s going to do so from his own two feet though, thank
you very much, as he’ll get dizzy otherwise.

The author of many
books, including
Warhammer and War of
the Ring, Mat Ward knows
what it takes to make a
cunning plan or two.

( : haracters, eh? They're a key part of
any Warhammer army, and when
you take into account the options

for weapons, armour, spells, magic items

and mounts, there’s almost infinite variety
in role and strategy. Now, clearly, the full

topic of characters is far too long for a

single tactics article, but our slave-driving

editor (don’t be fooled by the photo at the

start of the magazine ~ beneath that mild-

mannered face lurks the raging heart of a

psychopath) has asked me to share my

thoughts on one of the more important
choices your character can make — namely,

should he go to war on foot, or on a

mount? And if he chooses a mount, what

should he choose?
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Well, that certainly is the question.
Characters in Warhammer are replete with
all manner of different beasts upon which
they can ride to war, from proud Elven
steeds and maddened war boars, to
stranger mounts such as swarms of putrid
Nurglings bearing the hero aloft or
creaking War Altars from where the Arch
Lector can administer prayers to the
faithful. And of course there are creatures
vastly more terrible, such as the raging
Manticore or the ancient Dragon. With
quite so much choice, it's easy to see why
even the editor of White Dwarf might
struggle to decide how best to be borne
into battle. Without further ado, let’s take a
look at the various options available.



HAVE LEGS, WILL TRAVEL

are his best mode of transport. While

fighting as infantry might sometimes
feel slow, and a little undramatic, it allows
the character to get stuck in alongside the
bulk of the army, offers him a good amount
of protection and is, of course, free.

Not to say a character on foot isn't
going to make an impact on the battle, but
he should always aim to have an infantry
unit to lurk in until the time comes to
strike. These days, even infantry have a
respectable striking distance, and should
manage to reach close combat on Turn 3 at
the latest. Even so, that’s potentially three
turns of the enemy hitting your character’s
unit with arrows, bullets, bolts, fireballs
and probably other horrible things | won’t
sully this page with by mentioning. A
character on his own will be lucky to
survive these outrageous slings and arrows,
but as soon as he’s in a unit, the rank and
file essentially become extra Wounds for
the character in their midst. This may
sound a little harsh, but it's war, and I'm
reliably informed that war is hell...

S ometimes, a character’s own two feet

Challenging Times

The other compelling reason to stash your
character in a unit is to give him a measure
of protection from enemy challenges.
Wizards are all very well in their way, but
most fighty characters in the other army
will fillet them double quick, given the
opportunity. That's why, when a challenge

Just because you're on foot,
doesn’t mean you're slow — just
look at Malagor’s wings!

is issued, your loyal unit champion steps
up to take on the hardened killing machine
who'd rather be gutting your Wizard. Of
course, this normally spells curtains for the
unit champion, but it buys you a turn in
which you can try and bail your Wizard
out of his predicament.

Quantity or Quality?
While you can turn your characters into
fairly lethal combat monsters with a
sprinkling of carefully chosen magic items,
don't underestimate the value of quantity
over quality. This is particularly true of
‘horde’ armies, such as Skaven, Orcs &
Goblins and Empire, where the points cost
of a Hero-level character is actually equal
to or less than the number of points” worth
of magic items each Hero can carry.
Oftentimes, a mix of both types of Hero
works: take a few bare-bones fighters to
boost your units’ close combat potential,
and then a couple of tooled-up chaps to
nobble the enemy characters or elite units.
If you do go for a character on foot, be
careful you don’t get carried away. It's easy
to forget why you're including him to start
with. When building an Empire army, a
unit of State Troops led by a Warrior Priest
is my first port of call. But then | start
thinking that I've not got enough rank and
file, so | make the unit bigger, and
suddenly the Warrior Priest is no longer
supporting a unit. Instead, my entire army’s
there to support the Warrior Priest!

Captain Ulbrecht
of Talabheim

Captain of the Empire
with pistol, Armour of
Meteoric Iron, Potion of
Strength and Luckstone.
106 points
This Captain’s a great
infantry mainstay, with a
pistol for a little ranged
(and stand and shoot)
ability, a crushing 1+
armour save (with a one-
use re-roll) and, of course,
a Potion of Strength to
ensure his moment of
glory against that Chaos
Lord doesn’t go to waste.
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n many ways, a cavalry mount is the
I ideal purchase for a character who

doesn’t want to hoof it around on foot.
At around 15 points for a Hero and 25 for
a Lord, buying a cavalry mount doesn’t
place too great a burden on your army’s
points allowance, and still notably beefs up
your character’s usefulness. Granted, the
mount’s combat power isn't likely to make
your enemy tremble — most have a single
Strength 3 or 4 attack — but your character
does benefit from a few inches of extra
Movement, as well as either a +1 or +2
save, depending on whether or not the
steed is barded, and how thick its skin is.

Normally, it's the extra Movement that's
important, Often the main reason to buy a
cavalry mount is because your character

the next cheapest alternative (normally a
chariot or monstrous mount) and these
are points you can spend boosting your
character’s combat potential. Lest we
forget, there are plenty of magic swords
available for 25 points or less...

Above the Masses

Although a character on a cavalry mount
lends itself to leading a unit of cavalry, he’s
just as capable of Jeading a unit of infantry.
If this is the case, you're really buying the
steed to boost your character’s armour save
— he’s not likely to see the benefit of the
extra Movement whilst he’s hanging
around with the plods. Not only does this
look great, it's a good way of boosting your
character’s chances in challenges: +1/+2 to

wants to hang around with one of your
cavalry units, and that's not going to work
out well if he’s slowing them down. Make
no mistake, cavalry units benefit greatly
from the presence of one or more
characters. Cavalry normally put out less
attacks per inch of unit frontage than other
troop types, and a character or two can
help to redress this balance — as well as
giving a Leadership boost that vou'll be
grateful for once the inevitable Fear and
Panic tests start flying.

If you're still unconvinced as to the
value of cavalry mounts, don’t
underestimate the value in saving a few
points. Even the most expensive cavalry
mount is a good 25 points cheaper than

an armour save goes a very long way.
This isn't to say that such an approach
isn't without its downsides, but the only
one you really need to worry about is the
Look Out Sir! rule. As soon as your
character gets on a mount, he’s no longer
infantry, so won't benefit from Look Out
Sirl making him rather more vulnerable to
unscrupulous foes firing iron shot at his
winning smile. The common term for such
behaviour is ‘cannon sniping” and it’s
remarkably effective at splattering
characters who hang around with troop
types not their own. Bear this in mind
when deploying your character — he's not
going to help your unit much if he ends up
trying to stop a cannonball with his face.

Urk da Grunter
Orc Big Boss

with spear, Enchanted
Shield, war boar and
light armour.

105 points

Point for point, Orcs make
for some of the best
cavalry Heroes in the
game. With an extra
Strength 5 attack on the
charge from the Boar, and
a tasty 2+ armour save
this guy’s a welcome
reinforcement to any unit,
infantry or cavalry.

CHARIOTS OF THE GODS

Nothing makes quite an impact like a character in a
chariot. Not only do such models tend to look suitably
heroic and warlike, few other units have quite the same
psychological effect. In the rational bit of our brains, we
know that the chariot’s Impact Hits are only going to
kill a couple or three of our models, but secretly we all
know with crushing certainty that our opponent’s going
to roll a 6 for the number of Impact Hits, and by the
time the character makes its attacks (probably with a
really big magic sword) we'll be taking models off hand
over fist. So, how do we react? By either staying as far
as possible away from the chariot, or shooting at it with
everything we can. This, more than anything, is why you
should consider putting at least one of your characters
in a chariot. Warhammer’s as much about forcing your
opponent to make bad decisions as it is about you
making good ones.

The psychological aspect aside, chariots still have a
lot to offer. First of all, they grant a pip of armour save
and an increased Movement rate — although, as the
chariot can’t march, it’s not quite in the same league as
a cavalry mount. As I've already implied, the chariot’s
real advantages lie in it having a lot of Attacks for a
modest points outlay — chiefly D6 (or D6+1) Impact
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Hits plus three or four Attacks from the crew and
steeds. That's more than enough to crush entire units of
Fast Cavalry, Skirmishers, war machines and even to
threaten 10-man elite units or small forces of heavy
cavalry. In short, the addition of a chariot will enable a
Hero-level character to smash through his points-value
in the enemy often in a single, bone-crunching charge.

Magical Support

As usual, there’s a whole raft of magic items you can use
to boost or protect the character. However, where
chariots are concerned, I've an alternative approach to
suggest. It goes like this: rather than spending points on
magic items, consider splashing out on a Level 1

Wizard, whose sole purpose is to cast augmentative
spells on the chariot (the Lore of Beasts is best for this,
but Metal or Fire will serve at a push). This is
particularly effective due to the multipart nature of the
chariot — a spell that adds to a unit’s Strength will boost
the power of the chariot’s Impact Hits as well as the
regular attacks of the crew, character and steeds. Trust
me; | cast Wyssan’s Wildform (+1 Strength/+1
Toughness) on a White Lion chariot a couple of weeks
ago, and the mess it made had to be seen to be believed.



MONSTROUS MOUNTS

bit of an all-round boost, but without

paying a huge amount of points, you
can’t go far wrong with an Eagle, Pegasus
or other similar monstrous mount.

A monstrous mount can be best
described as ‘cavalry mount plus’. It
normally has more Attacks and more
special rules (notably Fly in most cases),
but its real advantage lies in the fact that it
has more Wounds. You see, on monstrous
cavalry you use the highest number of
Wounds on the profile, rather than simply
those of the rider, which means a Hero
mounted on an Eagle or Pegasus is
considerably harder to kill than one riding
a horse of some kind. It’s this, more than
anything else that makes the monstrous
mount the ideal choice for Heroes or low-
level Wizards.

Combat Heroes on Monstrous Mounts
are one of the best answers you’ll find to
enemy Fast Cavalry and war machine
units. The extra speed of the mount allows
them to swiftly cross the battlefield and get
to grips with the target, even while dancing
rings around the enemy’s blocking units.
That said, unless you've several Heroes of
this kind in your army, don’t expect to be
able to take on a ranked-up unit — the rank
bonus alone will swiftly turn that combat
against you.

It is as steeds for Wizards that the
monstrous mount truly comes into its own.
Many spells require the Wizard to have

I f you're looking to give a character a

Vilehelm
Foesmasher
Exalted Hero of Chaos
with Daemonic Mount,
Charmed Shield and
Sword of Anti-Heroes.

195 points

This lad’s an assassin, first
and foremost. OK, so not
the kind that hides in
bushes and leaps out at
unsuspecting noblemen,
and not even a light-
footed killer who sneaks
across rooftops, but he
really is an assassin all the
same. Hurl him at enemy
characters and see his skill
come to the fore — the
more the merrier.

Whilst the Exalted Hero's
profile is enough to
handle most situations,
the Sword of Anti-Heroes
turns him into a real brute
with +1 Strength +1
Attack per enemy Hero in
base contact.

line of sight to the target, and for the target
to lie in the Wizard's front arc — something
that can be quite difficult to arrange if the
spellcaster is in the front rank of a unit. Not
so if the Wizard has the freedom of a
monstrous mount. Each Movement phase,
you can get your Wizard into optimum
position for the Magic phase to come.
Admittedly, he’s not as safe as he would be
in a unit, but the extra flexibility is
normally worth the trade off.

Ground Bound

Of course, it would be remiss of me not to
discuss those monstrous mounts without
wings — I've attached a lot of significance
to the Fly special rule, and that might
imply those beasties without wings are of
no use. Nothing could be further from the
truth — you just have to use them
differently. Take the Juggernaut of Khorne
as an example. For 50 points your Herald
of Khorne gains 2 Strength 5 Attacks, +3 to
his armour save, a Strength 5 Stomp attack
and increased Movement. How much
would you pay for that as a magic item?
Quite a lot, I'll be bound. Even if your
Herald is due to sit in the front rank of your
Bloodletter unit, that’s still quite an
effective upgrade, and no mistake. Of
course, you'll sometimes run afoul of
cannon-sniping — as you would with a
cavalry mount in such situations — but only
a few armies have cannons for you to
worry about, so don’t be deterred.
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MONSTERS

f points value is no limit, then you'd
I be crazy not to go for the biggest and

baddest option available — a monster
mount! Characters on ridden monsters are
probably the most feared units in all of
Warhammer, and for good reason — they
combine the raw killing power of
something very big and nasty (such as a
Dragon, Wyvern or Griffon) and the
combat prowess or magical nous of a
powerful Lord or Hero.

By and large, monster mounts come in
two sizes — Dragons, and everything else.
Non-Dragon monsters tend to weigh in
with a fairly vicious profile, with roughly
four Strength 5 Attacks, a Toughness of 5
and 4 Wounds. From the extra Attacks that
the monster brings alone, you've probably
just made your character twice as effective
in close combat, and few monsters stop
there. Most monsters have the Fly special
rule, making them even faster than the
swiftest horse in the game, and most have
a few extra special rules to further augment
their abilities. Take the Wyvern, for
example, with its Poisoned Attacks and
Scaly Skin, or the Manticore with its Killing
Blow. Monster mounts also invariably
cause Terror as well, with all the benefits
that brings (the only thing better than the
ability to chomp through rank upon rank of
the foe, is the ability not to have to). Last,
but by no means least, most monster
mounts have the Large Target special rule.
This means that if your General or Battle
Standard Bearer is fortunate enough to be
riding such a beast, the range of his
Inspiring Presence or Hold Your Ground
special rule is increased to 18"! Oh, and
lest | forget, being Monsters, they all have a
healthy Thunderstomp attack as well...

Moving up a weight class, Dragons are,
without doubt, the most impressive
combatants in the game, with a slew of 6s
across their profile, a thick Scaly Skin, Fly,
Terror, Large Target and a Breath Weapon
of some kind. Of course, this majesty has a
price — Dragons tend to cost roughly half
as much again as other monsters — but it's
a price worth paying.

So, what are the downsides to fielding
a monster then? Well, the first is that your
character is quite vulnerable on a ridden
monster, as he and his steed are treated
separately, rather than operating off a
joined profile. This means that unlike
monstrous mounts, your charactet’s
defensive magic items, be they armour
saves, ward saves or a smattering of
Regeneration, won't help keep his Dragon
or Griffon alive. A ridden monster also
makes your character into a big target —
one that even the most myopic gunner
can't fail to miss if given enough time to
aim. Worse, templates will hit both the
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rider and mount, making it an all too
tempting shot to attempt.

For this reason alone, I'd heartily
recommend a ridden monster for
characters who want to get stuck into close
combat as quick as possible. Not only does
this mean you're getting the most benefit
from the monster’s death-dealing abilities
and Fly special rule, but it stops enemy
cannon from taking too many pot shots at
what is a considerable points investment.

Once in combat, it's imperative that
you spend as little time in challenges as
possible. Every time your Monster-riding
character fights in a challenge, you're not
only earning less combat result points
(most challenges top out at around +8
combat result, and that’s with overkill) but
unless it's a unit champion, you're
attacking a target that's more likely to
survive the blows as well. Even an average
Griffon-riding lord can cause a potential 14
Wounds each turn (4 Attacks from the
Lord, 4 from the Griffon and D6 Stomps)
and want to be crushing rank and file with
that, if possible.

Prince Temakador
the Dazzling
High EIf Prince
Heavy armour,
Temakador’s Gauntlets,
lance and Griffon.

392 points

By the standards of High
Elf monster-mounted
Lords, this Prince is
relatively cheap and
cheerful. Be warned, he’s
not going to manage a 1-
on-1 with a tooled-up
enemy character, but his
armour save (and ward
save versus Strength 4 or
more, thanks to
Temakador’s Gauntlets)
makes him a good rank
and file cruncher. If
you're looking to spend a
few more points, why not
throw in a Healing Potion
or exchange the lance for
a Star Lance (+3 Strength
on the charge, no armour
saves allowed).




Magic Items and Ridden Monsters
As soon as your character gets on a ridden
monster, he becomes a regular freight train
o’ death™ — and buying magic items can
often serve to make him more formidable.
There are definitely two schools of thought
at work on the subject of Lords riding upon
monsters. The first is that, since you're
taking the risk of including a powerful,
points-heavy model in your force you
might as well protect that investment. A
magical shield or suit of armour and a
sparkling sword or two later and you've
probably added the best part of 100 points
to the cost of the unit. You'll have a deadly
and durable model, but will it win you the
battle?

Given that such a generous investment
will have probably taken a sizable chunk
out of your points allowance, | often think
that it’s worth considering a fairly modest

A stunning mount helps elevate a
character to truly iconic status, as
Azhag the Slaughter riding upon
Skullmuncha proves.

magic item load-out. Certainly |
recommend that you let normal equipment
carry the burden where you can — a great
weapon (with +2 Strength for the rider) is
far cheaper than a magical sword of death,
and it's just as good in many cases. With
that in mind, save your magic item points
for covering the weaknesses in your
character that the stats and normal
equipment just can’t help with. Elves, for
example, should always look at bulking up
on magic items that keep them alive —
Toughness 3 is all too easy to knock off the
back of a Dragon, as I've discovered to my
cost on many occasions.

Whichever you go for, bear in mind
that your monster-riding character is going
to be the most sought after model on the
battlefield — units will shy away from him
in fear, and enemy war machines will fire
at him. He'll be a regular attention grabber.

More Online
There are more tacticas,
sample army lists and
getting started guides on
our website - in fact the
Astronomican, the one-
stop portal to new hobby
content is updated every
day with new content.
Whether you're looking
for tactical advice, a
painting guide for those
Citadel miniatures you
just picked up or an
interesting read about
your favourite army, the
Games Workshop website
is your first port of call.
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www.games-workshop.com 69




There can be few
generals who have
taken to the field as
often as Jervis, so
who better than to
offer tactical
insights? And if they
work for Jervis,
they’ll work for
everybody!

Winning games of Warhammer
requires you to use both large,
ranked-up infantry blocks paired
up with elite shock troops.

Chaos Chosen

ne of the things | rarely do is talk
Oabout the best ways to win games,

even though | work at the Studio as
a games developer and so play games
quite a bit. The arrival of the new
Warhammer rulebook made me question
this state of affairs. You see, I've found that
the new rules have a profound impact on
the tactics that are used in the game.

This being the case, it occurred to me
that a Standard Bearer article about
Warhammer ‘strategy and tactics’ was in
order. At the very least it offers me a
chance to talk about just how tactically
challenging Warhammer is. However, once
| started, the article quickly grew into
something of a magnum opus that would
have filled all of this issue, and the next
two or three issues beside. Much as | loved
this idea, our beloved editor had some
qualms, and so | have instead concentrated
on two tactics that were very important
under the last version of the rules — known
as ‘march blocking’ and ‘redirecting’ — and
why | think they have been replaced in
importance by what ['ve called ‘combined
arms tactics’ and ‘the long game’.

Experienced Warhammer players will
be used to a strategy that concentrates on
landing shattering blows with powerful
units, while stopping the enemy from
launching similar attacks in return. This
tactic makes fast-moving and powerful
units that can inflict enough damage to
break an opponent in a single round of
combat, very effective. It's also why tactics
such as march blocking and redirection
became important, for reasons | will
explain in a bit more detail below. What
I've found is that, while such tactics don’t
go away with the new rules, they are
harder to pull off. The overall effect is that
a single powerful unit can no longer
dominate the battlefield, which makes it
more important to have a solid battleline.
In order to explain why, I’l] first describe
what march blocking and redirecting are
and why they are less effective, and then
talk a bit about the tactics that | think have
replaced them in importance.

I'll begin with march blocking, which is
the tactic of getting one of your units
within 8" of the enemy to stop them from
marching. In Warhammer, marching allows
a unit to double its move, so stopping the
enemy from marching can really slow them
down and makes it hard for them to react
to changing battlefield situations. Flyers
and Fast Cavalry are very effective at this
tactic, being able to quickly close with the
enemy to slow them down, while infantry
are an especially vulnerable target as they
don’t move all that quickly to begin with!
In the hands of an experienced player,
march blocking can make it hard for an
opponent to get out of their deployment
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zone let alone launch an effective attack.
However, things have changed with the
new rules, and although the tactic is
viable, it's less reliable now because a unit
gets to make a Leadership test to march
even if the foe is close by. This means that
your best-laid plans aren’t necessarily sent
awry and your units can still get into the
thick of the fighting. This doesn’t mean it’s
not worth march blocking, just that it’s not
a sure way of slowing the enemy down.

Redirecting is the tactic of using your
own troops to ‘bait’ the enemy into
declaring a charge. Typically a unit of Fast
Cavalry or Skirmishers will be placed in
front of the enemy unit at an angle to the
enemy line. If the enemy charge, the Fast
Cavalry or Skirmishers will flee, which
forces the charging unit to wheel round to
face them before charging after the fleeing
foe. This leaves the charging unit open to a
flank charge in the enemy’s turn, or at least
leaves it facing the wrong way and out of
position. If the unit doesn’t take the bait,
then it won't get to do anything useful for
the turn, which is often just as good an
outcome for the foe. Although redirecting
may sound a bit complicated, in practice
this tactic is quite easy to set up and use,
and often had a profound impact on the
outcome of a battle.

Or at least, that's what used to be the
case — things are rather different with the
new Warhammer rules. For a start, units
that fail a charge now only move forward a
few inches, and are much less likely to end
up with a flank exposed. Of course, the
charging unit may roll high enough to
catch the unit that was attempting to re-
direct it, which will still pull it out of
position. However, the fleeing unit will
have been caught and wiped out, which
allows the charging unit to take a
Leadership test to reform facing in
whatever direction is most desirable.

As with march blocking, this doesn’t
mean that redirecting can no longer be
used, just that it is harder to pull off. The
main problem is that you usually need the
enemy to complete their charge, which
means that the unit doing the redirecting
really needs to hold rather than flee. It will
probably lose the ensuing combat, but with
luck the enemy will fail its Leadership test
and either have to pursue or overrun,
leaving it out of position. When this works
it can swing a battle your way, but it's not
reliable enough a tactic to build a whole
strategy around. In my experience it's
become another string to my bow, rather
than the essence of my game plan.

Instead, I've found that | have come to
rely on ‘combined arms tactics’ and
playing for ‘the long game’ to help me win
my battles. Combined arms tactics is the
ability to use different types of unit to




deliver an effective attack together. A
classic example of this is to attack an
enemy unit from the front while
simultaneously charging it in the flank.
However, there are lots of variations on
this theme, and to be a successful general
you will need to learn them all. For
example, if you are attacking an enemy
from the front, try to attack with a powerful
elite unit (that will win you the combat)
and a core unit with plenty of ranks (to
stop the enemy being steadfast).
Alternatively, pair up a missile unit with a
powerful attacking unit; use the missile
troops to reduce the enemy’s ranks, and
then hit them with the attacking unit when
they are no longer steadfast. And so on.
The bottom line is that you now need to
pair up several units in order to ensure a
quick victory, rather than simply relying on
one unit to do the job all on its own.

The fly in the ointment is that your
opponent is rarely going to sit by as you set
up your carefully prepared attack. In the
new edition there are few ways to destroy
enemy units quickly. Instead you are going
to need to be able to spot situations where
you will have an advantage over the long
term. For example, say you have a
regiment that is very similar to an enemy
unit, but has one or two extra ranks.
Although you can’t count on winning the
combat quickly, you can count on winning

the combat over the course of a few turns,
and when you do, your unit will be free to
add pressure somewhere else. Start to think
about what that extra bit of pressure could
be, and how you could use it to swing the
battle in your favour — and then you're
starting to plan ‘for the long game'!

As you get more experience, you'll start
to be able to figure out how long a combat
will last. Returning to our previous
example, if you know that your unit will
inflict three or four casualties a round and
the enemy unit has ten models, then you
will know that you should destroy the
enemy after three rounds of combat. You
can use this information to plan out the
most effective moves in the ensuing turns.
It's also a great way of setting up combined
arms attacks that are really difficult for an
opponent to stop. Returning to our
example, what if the ‘pressure’ your unit
was going to apply was a flank charge into
an enemy unit that was already engaged
from the front? As you can see, by planning
for the long game you have been able to
set up a potentially game-winning attack.

And that’s quite enough from me. Let
me know if you've enjoyed this month'’s
Standard Bearer. Is it the right place for
tactics articles? What game-winning tactics
have you devised? | can’t always reply to
the letters | receive, but | read them all and
value the feedback that | receive.

By using your forces in concert,
ever the largest foe can be brought
down a size or two.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2WS
United Kingdom
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This issue’s
Masterclass is all
about Prince Althran.
Darren Latham
readies his brush for
painting duties on the
latest High Elf model.
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High EIf army is a thing of beauty —
Aranks of perfectly dressed, elegant

soldiers in bright, crisp colours.
Marching along with the rank and file are
the charismatic leaders of the High Elves —
the Nobles and Princes. Whilst the High EIf
nobility will dabble in politics and intrigue
at court, on the battlefield they lead from
the front, using their preternatural speed
and aim to slay the enemy in droves. For
that's what they have to do, a High EIf
must kill many times his own number as
they are a dwindling race, and while
highly skilled in craft and war they will be
outnumbered on the battlefield.

When Darren, and indeed all of 'Eavy
Metal, come to paint High Elves it's always
with these traits in mind. The High Elves in
the Studio collection, whether a Spearman,
Silver Helm or Archmage, all follow the
same principles. Their garments are
painted white, with a secondary colour of
blue. The blue complements the white,
adding a defining tone to give the model
depth and shape. Finally, red tends to be
used as a third tone and spot colour. Mail,

armour and other details are painted in
suitable colours, so you’ll also see lots of
bright silver and gold. This palette is used
because they are the colours of Ulthuan,
and helps give the whole collection a
uniform look. But don’t mistake a cohesive
whole for looking monotonous or dull. The
placement of the colours and the varying
shades make each model different from the
last. Elven characters are perfect examples
of this; rich golds and reds are used for
armour and jewels, while cloaks are
painted with fine patterns to look bespoke
and worthy of the character’s stature.

In this Masterclass Darren paints Prince
Althran on foot. What makes this
Masterclass different is the subject
represents a character that already exists in
a different form — whilst rare in
Warhammer, this is the normal state of
affairs in The Lord of the Rings, where
models are often painted both on foot and
mounted. Needless to say, the methods
described here can be applied to both, and
it's often best to paint both at the same
time to make sure they look similar.




Seeing Double

Darren took his painting cues from the
mounted version of Prince Althran that he
had already painted. But you can never
stop a figure painter tinkering, so for this
version of Prince Althran, Darren created
an even more intricate pattern for the
cloak lining and used the inclusion of the
shield to incorporate more red onto the
model. However, before we get onto that,
let’s take a look at Althran’s proud mount,
Sharpclaw, to provide you with
information on how to paint both models.

Sharpclaw the Griffon

As the Griffon was based upon two
real world animals, Darren used lots of
reference; wildlife photography books
and images from the Internet proved to
be great resources in this respect.

1. Brian Nelson designed the front end of the
Griffon to be a falcon so that’s how Darren
painted it. Using fots of reference, he noticed how
the front of the beak is a dark blue-grey and the
base is much lighter in colour. The eye is worthy
of mention as it is a painstaking recreation of a
real falcon’s. Notice the bright blue iris that
surrounds the whole cornea, and the large black
pupil in the centre — perfect for spotting prey.

2. Figure painters tend to paint claws in light
colours, often in the same style as the beak. But,
looking at wildlife pictures you notice just how
dark they actually are. With this in mind, the
talons were painted brown with black claws.

3. The Griffon’s plumage was painted in
alternating light and dark brown colours, using
photographs of falcons as reference. Quills and
feather highlights were painted on with Bleached
Bone and Skull White.

4. For the rear half of the creature, Darren
immersed himself in pictures of big cats. The
black tone of the creature’s markings was half
Chaos Black mixed with the main colour of the
coat. This makes the markings look like part of the
creature instead of just painted on top.
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Painting the Armour

Armour Plates

Step 1. Darren began by
basecoating the armour plates
with a 1:1 mix of Shining Gold
and Scorched Brown,

Step 4. Three separate washes
were then painted into the
recesses, first Baal Red, then
Devlan Mud, then Badab Black.

Step 2. He then applied a layer
of pure Shining Gold to all but

the most recessed parts of the
Prince’s armour.

Step 5. The armour was then

carefully highlighted with a 1:1

mix of Burnished Gold and
Mithril Silver.

Step 3. Next, a layer of
Burnished Gold was added.
Darren worked this layer up
towards the raised areas.

Step 6. Finally, pure Mithril

Silver was used to edge around

the armour plates.

When using metallics, Darren
advises building one layer up
over many thin coats. This will
give you a streaky effect at first,
but as you continue it will
gradually form into a solid,
vibrant layer. This is how he
has painted all the stages on his
armour. So, when the step calls
for a layer of Burnished Gold,
that hasn’t been painted as one
solid coat, but over lots of thin
applications. Due to the
pigment, gold takes longer to
do than silver in this respect.
However, persist, as you'll get a
much better finish.

Silver Scale & Sword

Darren views silver in a similar
way to white. It’s a blank
canvas, and so he uses the
washes to add tone and
character to the area. For
Althran, Asurmen Blue was
used to give the mail and
sword a clean, polished look.
On the blade itself, Darren has
actually employed a non-
metallic metal technique but
using metallic paints.
Obviously, the properties of
metallic paints mean you don’t
have to paint in a non-metallic
style to get a shiny look, but
using the mirrored effect here
adds real depth to the blade,
making it stand out.

.

Step 1. The scale mail | g f
and sword blade were

basecoated with Boltgun Metal. As

with the armour, the layer was
built up over several thin coats.

Step 4. Darren then h
applied Badab Black 5

between the segments of mail.
The wash was also placed in the
centre of the Asurmen Blue
patches on the blade.

—
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A

Step 2. The scales were
then highlighted with
Chainmail. The sword blade
was also given an initial
highlight of Chainmail.

Step 5. When dry, Darren | E
re-highlighted the scales

and blade with Chainmail.

Step 3. A thin layer of E
Asurmen Blue was then

washed over the scale mail. On
the blade, the wash was placed
to create an alternating dark

area on both sides of the sword.

Step 6. Finally, the h
scales were edge

highlighted with Mithril

Silver. For the blade, Darren
created a Mithril Silver glaze and
applied that over the whole area.
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Painting the Cloth

The Cloak

Step 1. Darren basecoated the
cloak with a 1:1 mix of
Enchanted Blue and Regal Blue.

Step 2. To shade the area he
then used a 1:1 mix of Regal
Blue and Chaos Black, applying
this into the recesses.

Step 3. Darren then used pure
Enchanted Blue and layered it
onto the raised areas over
several thin coats.

Step 4. Next, the cloak was
highlighted using a 1:1 mix of
Enchanted Blue and Space
Wolves Grey, with a touch of
Kommande Khaki.

Step 5. A further highlight was
then applied, using the mix from
the previous step, only with
more Space Wolves Grey and
Kommando Khaki added.

Step 6. For the final, crucial
highlight, Darren used pure
Space Wolves Grey on the most
prominent creases and folds of
the cloak.

To give the cloak a rich, silky
look keep your paints thin and
build the layers up, exactly as
described for the metallic
paints on the previous page.
Highlight the cloak as if the
light is coming directly from
above. Resist the urge to over
highlight the bottom ripples in
the cloak, as this can confuse
the eye as to the source of
illumination and diminish the
effect you're trying to achieve.
The other point of interest is the
use of Kommando Khaki in the
highlight steps. This is used to
improve the flow of the mix
and reduce impurities as the
pigment gets mixed.

The Sash

The sash was painted in a pure,
clean white, to reinforce the
High EIf aesthetic, as opposed
to the dirty or bloodstained
white that you'll often see on
other races when it is used as a
colour rather than a highlight.
To achieve this Darren used
Foundation colours wherever
he could, as the increased
pigment means you can get a
smoother coverage, reducing
the amount of layers needed
and giving you a solid white.

Step 1. A 1:1 mix of
Astronomican Grey and Fenris
Grey was used as a basecoat for
the sash.

Step 4. Next, Darren
highlighted the raised areas
with a 1:1 mix of Astronomican
Grey and Skull White.

Step 2. Darren then applied a
1:1 mix of Fenris Grey and
Chaos Black, directly into the
depressions of the sash.

Step 5. As a final highlight, he
used pure Skull White on the
prominent parts of the sash.

Step 3. He then layered on pure
Astronomican Grey building up
the raised areas.

Step 6. The freehand designs on
the tassels were painted in Scab
Red. For reference, Darren used
the High EIf army book.
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Painting the Head

The Face

Step 1. The face was first
painted with a 1:1 mix of
Tallarn Flesh and Dwarf Flesh.

Step 4. Darren then started to
highlight up, beginning with a
coat of EIf Flesh.

e,

Step 2. Darren then brushed on
a liberal wash of Dark Flesh,
followed by a further wash mix
of Scorched Brown and Chaos
Black around the eyes and nose.

O

Step 5. A highlight using a 1:1
mix of Elf Flesh and Skull White
was then applied. A Scab Red
and Regal Blue glaze was
brushed around the eyes, nose
and bottom lip.

Step 3. The 1:1 mix of Tallarn
Flesh and Dwarf Flesh was then
reapplied, layered onto the
raised areas.

Step 6. A final highlight of Skull
White was used. The eyes and
teeth were also painted in with
Skull White.

Darren is a master at painting
faces and you can read his
advice in previous issues of
White Dwarf over three
informative Painting
Waorkshops. If you haven't got
those issues then you can find
them as part of the White
Dwarf Archive online. When
painting Elven faces, the
important points are to give the
face definition - the high
cheekbones and eye lines
should be well-shaded, to give
the face shape and reference.
Light tones are needed but
should not be at the expense of
losing distinct facial features.

High Elves are fair of aspect so
blond hair is a good choice as
it suits their complexion well.
The key to blond hair is to not
actually use bright yellow
paint; you're aiming for a
natural blond rather than a
bleached blond style! Another
reason why blond is suited to
High Elves is that a dark skin
tone with light hair looks
unnatural, so the paler Elven
shades work well in this
respect. Finally, beware of
black key lines separating the
hair and face, especially with
blond hair as this will make the
paint work look artificial.

* Step 1. Darren used Snakebite

Leather as the basecoat.

Step 4. Gryphonne Sepia was
washed over the hair, followed
by a wash of Devlan Mud
directly into the recesses.

Step 2. He then layered on
Desert Yellow, following the hair
strands with his brush.

Step 5. The strands of hair were
then all highlighted with
Bleached Bone.

Step 3. A 1:1 highlight of Desert
Yellow and Bleached Bone was
then applied.

Step 6. A fine highlight of Skull
White was then painted to the very
ends, giving the hair a shine, to
make it look clean and well kept.

WHITE DWARF
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Painting the Shield

Shield Back

Step 1. Darren started by
basecoating the area with
Scarched Brown.

Step 4. The lines and other
details, like knots and ricdges,
were highlighted with pure
Snakebite Leather.

Step 2. He then applied lines
using a 1:1 mix of Scorched
Brown and Snakebite Leather,
going from top to bottom.

Step 5. Darren then used a finer
highlight of Bubonic Brown to

the wood grain effect.

Step 3. Thinned down Chaos
Black was painted between the
lines, to add further definition.

Step 6. To finish, he applied a

very fine highlight of Bleached

Bone, to the wood grain and
edges of the shield.

Darren has created a wood
grain effect for the back of the
shield. The method described
here can be used any time you
need a wood effect. Darren
went for a very neutral-
coloured wood — a darkish oak,
but the same method can be
used with lighter colours for,
say, beech, or used with even
darker shades. When painting
wood grain, draw the brush
downwards, but don't be too
regular in the thickness and
straightness of the line — it can
be wobbly! Incorporate knats
and other details as you go,
rather than adding them in at
the end.

Shield Front

To balance out the colour of
the figure, the shield was
painted a purplish red. Darren
painted the front of the shield
to be stretched red leather over
the wooden shield. To
emphasise this he has
incorporated scratches, scuffs,
and other ‘soft marks’. This not
only helps reinforce the leather
effect but also puts the model
in context of a battle. Placing
High Elves in such a context
can be challenging, as this can

undermine the clean-cut image.

If vou apply the damage to the
equipment, rather than the
garments, then you don’t have
to make them look grubby.

Step 1. A 1:1 mix of Scab Red
and Warlock Purple was painted
onto the front of the shield.

Step 4. Using the mix from Step

3, he added in some Space Wolf
Grey and started to highlight the
top and edges.

Step 2. Darren added a little
Chaos Black and Regal Blue to
the previous mix, watered it
down into a wash and then
applied it around the icon and
bottom of the shield.

Step 5. More Space Wolves
Grey was added into the
previous mix and this was used
as a finer highlight and to add
scuffs and scratches.

Step 3. He then prepared a fresh
1:1 mix of Scab Red and Warlock
Purple, with a touch of Kommando
Khaki added, and layered it on.

Step 6. Pure Space Wolves Grey
was the final highlight. The
scratches were given definition
with a 1:1 Scorched Brown and
Chaos Black mix.

www.games-workshop.com

77



78

The Finishing Touches

Cloak Lining

Step 1. Darren painted on his pre- Step 2. Once he was happy with
designed pattern with thinned-down  how the design was plotted, he
Vomit Brown, in a very thin line, thickened up the line with more
wiping away mistakes. Vomit Brown.

Bubonic Brown over the design to highlight on the design itself and
add in some yellow and ‘bridge’the  along the raised contours.
intersecting lines.

Step 4. Darren then layered on Step 5. Bleached Bone was used as a

Step 3. He then shaded the line with
Vermin Brown. The shade was
applied to the depressions where the

lines intersected.

Step 6. To complete the freehand,

Darren applied Skull White as the

final highlight.

As with any freehand
design, you must plan it out
before tackling the model.
Don't be tempted to wing
it. On Althran, Darren drew
a couple of designs, before
picking the one he liked
best. He then used
watered-down Vomit
Brown to plot out the
design with a thin line. This
way when he made a
mistake he could quickly
wipe it off, and continue
on. Once he had the
plotting line down, he
thickened up the line with
Vomit Brown. With the
design in place, the
highlight and shading were
applied. And, using the
sketch, Darren could work
out where the design
entwined and was the most
intricate. Don't forget the
cloak has contours, and
this should also be taken
into account for shading
and highlights.

Gems

The gems are a prominent part of the model and are
perfect areas to apply spot colour and so help the eye
define the dynamic silhouette. Darren has aided this
effect by using a deep red. He has also experimented
with how he has painted these gems because they are

Step 1. He started by~ Step 2. Thinned Chaos Step 3. A 1:1 mix of
basecoating the gems  Black was used to Scab Red and Blood
with Scab Red. shade the top of the Red was then layered
gem and create a line  on, avoiding the
two thirds of the way  blackened areas.
down its surface.

larger than normal, giving him more surface area to play
around with. To that end he has added an extra line of
shade at the bottom rather than keeping it to the
traditional top part of the model. This gives the gems
extra depth, making them look deeper and darker.

Step 4. Darren then
applied pure Blood
Red as a highlight to
the raised surface of
the gem.

Step 5. A second
highlight of Blazing
Orange was then

carefully painted on.

Step 6. A 1:1 mix of
Skull White and
Blazing Orange was
then used, followed by
pure Skull White
placed as thin lines
and dots for reflection.
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A DUEL TO THE DEATH

Inspired by the events of the Island of Blood and our battle report, Darren teamed up with Joe Tomaszewski to
create this diorama of the two protagonists laocked in mortal combat. The interaction between the subjects has been
created with clever positioning, rather than conversions. Dave Thomas sculpted the models with this in mind.

The shield icon was painted
using the same method as for
the sash. Darren painted the
gem as described on the left and
the gold rune was achieved
using the armour plate method.

The skull on the base was first
painted Khemri Brown and then
worked up to Bleached Bone
and then fine Skull White
highlights were applied.

Spinetail

Joe has painted Spinetail using lots of
Scorpion Green, a very vibrant colour that
gives it an almost luminous appearance and
allows it to contrast well against the clean
blues of Althran.

The models have been
positioned to look as if
Spinetail is striking and
Althan is parrying his
crooked blade away with his
shield — it looks really
effective from both angfes.

Spinetail’s tail does indeed have
some spines running up and
down its length. Joe has painted
the tail a dark pink to contrast
with the spikes and boils.

ASK

'EAVY METAL

Don'’t forget — the world'’s best
miniature painters are always ready
and willing to answer your queries.
If you have a question or problem
that needs solving then write to
’Eavy Metal at the address below:

White Dwarf,
Games Workshop,

| Design Studio,

. Willow Road, Lenton,
Nottingham, NG7 2WS$S
United Kingdom
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Pictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for
current availability and Games Workshop prices. Prices quoted are for products sold by Games Workshop through ifs own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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The Island of Blood is bursting at the seams with finely detailed Citadel miniatures.
It contains two complete armies made up of plastic High Elf and Skaven models and
everything else you need to play games of Warhammer.

/ ALLTHIS FOR:

Product code:
60010299005

€78, 600dkr, T50skr/nkr

In Warhammer you and
an opponent play games
using armies of finely
detailed Citadel
miniatures in a battle of
wits and tactics.

The Island of Blood
boxed game has
everything you need to
play Warhammer
including two complete
forces — the noble High
Elves and the cunning
Skaven. Who will win the
battle for domination?

Box Contents:
» High Elves

1 Prince on Griffon

1 Mage

10 Sword Masters of Hoeth
10 Lothern Sea Guard

5 Ellyrian Reavers

» Skaven
1 Warlord
1 Warlock Engineer

20 Clanrats with hand
weapons and shields

20 Clanrats with spears
and shields

1 Warpfire Thrower
Weapon Team

1 Poisoned Wind Mortar
Weapon Team

2 Rat Ogres
1 Master Moulder

¢ Full-colour
rulebook

¢ Full-colour
Starter booklet

* 2 range rulers

e Dice

¢ Templates

www.games-workshop.com
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BATTALION CHALLENGE

This month’s Army Masters article has a twist - instead of showcasing just one

extraordinary collection of miniatures we’re taking an in-depth look at some of the

participants from the Studio’s Battalion Challenge. Adam Troke leads the way.

he Studio is an interesting place to
Twork in, really it is. One day we're all

sitting busily at our desks working
away (Or pretending to, eh Adam? — Ed.)
when the merry tinkle of email hitting
inbox augered the arrival of a new
endeavour: The Battalion Challenge.

Issued by Matt Toone, whose stunning
armies have graced the pages of White
Dwarf as well as the new Warhammer
rulebook, the challenge was simple, and
said roughly the following.

‘If you're ‘ard enough, choose a
Warhammer Battalion and paint it by the
31st of March. Successful completion gets
you a pint in Bugman’s Bar.”

OK, so | paraphrase, but the intent was
about the same. Warhammer was almost
complete, and the Studio was brimming
with more enthusiasm for the Game of
Fantasy Battles than a Nurgling staring
through an open sewer grate. Matt had hit
upon the perfect way to channel that
(sometimes rabid) excitement — a hobby
challenge! With just a few weeks to paint
up a Warhammer Battalion, eighteen of the
Studio’s brightest sacrificed lunch breaks,
sanity and sleep to take up the gauntlet.

SPIRIT OF WARHAMMER

The ‘Eavy Metal team also ran a
competition of their own at the same
time. Titled the ‘Spirit of Warhammer’,
their competition was an open
challenge to all Studio members to see
who could paint the best model in the
spirit of Warhammer. Originality, skill,
style and imagery that best evoked the
spirit of the Warhammer world were the
measures that the elite painters declared
would decide the winner.

The overall winner of the
competition was Martin Footitt, whose
hulking Ogre Bruiser was agreed to be
the strongest in each of the categories —
and what's even more astonishing is that
he managed to paint a Battalion to the
same standard too!

A special mention must also go to
Oliver Norman, whose Hedge Wizard is
made solely from the scavenged parts of - .
ten different kits, plundered from bitz : . Wiy - IR pipentmat ot Fe S
boxes around the Studio.
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The Battalion Challenge saw participants
from across the Studio join in the
painting extravaganza — from members
of the renowned "Eavy Metal team to
sculptors, artists, the White Dwarf crew
and more.

Here you can see a scattering of the
models that were gathered into the
board room on ‘B-day’. Battalion Day, as
it became known, saw all the
challengers muster in The High Lords of
Terra (one of our meeting rooms), ready
for Matt’s Warhammer Battalion muster.

Carl Dafforn’s Vampire Counts Skeleton Warriors are
advancing through a murky swamp, the lifeless legions
undaunted by the watery depths before them.

Neil Langdown
(formerly of "Eavy Metal
fame, now a miniatures
designer) tackled a
Wood EIf Baitalion —
these Glade Guard show
the fruits of his labour.

Christian Byrne painted this unit of
Greatswords for the first month of our

Tale of Four Gamers series on the web,
which coincided with the challenge.

Emma Parrington, who normally spends her
time making our books look so good, also
chose Wood Elves. Their wintery colour
scheme even features glitter. ‘Nuff said.
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Martin’s Ogre Kingdoms

Martin Footitt has been a
mainstay around the
Studio for well over a
decade. A former 'Eavy
Metal painter, Martin
now plies his trade in the
miniatures design area,
where he wields sculpting
tool and digital stylus,
creating such models as
the new plastic Dragon
Princes out this month.
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artin Footitt has a reputation
around these parts as a bit of a
talent when it comes to the hobby.

He also has more Golden Demon awards
than any man has a right to! When he
threw his proverbial hat into the ring we
knew we were in for a treat. |'ve been
badgering Martin about his Ogres for quite
a while now — ever since he blagged the
parts he needed to make his Ogre Bruiser
from my own Ogre Kingdoms collection.

‘| chose Ogres because they're faster to
paint,” Martin says with a deadpan
delivery. ‘Seriously? | love the models and
have since Brian Nelson first sculpted
them. The plastic Bulls are, in my opinion,
amongst the best miniatures to be had.’

In the Battalion you get 14 Ogre-sized
models, which are normally made as four
Ironguts, four Leadbelchers and a regiment
of six Ogre Bulls. Martin swapped around
models from these units (and nicked
another of my Bulls) to build a larger
regiment of Ogre Bulls.

‘The Warhammer rules give some real
advantages to larger units in the game,
especially if they happen to be monstrous
infantry,” he offers, explaining his decision,
‘so it seemed like a good idea at the time
to make two ranks of five. It certainly looks
great on the tabletop.

‘Since this force was for my own
enjoyment |'ve painted them using what |
call the “John Blanche colour scheme”:
mainly black, red and metal. It appears in
lots of John's artwork and always looks so
vivid. It is the kind of colour scheme that’s
easy to associate with Warhammer and
looks great on your miniatures.’

‘Painting a large force, as opposed to
single models that | normally paint, meant |
had to change my technique to keep the
quality of painting high across the army,’
Martin says. ‘I applied more details to the
focal points of the miniature. Generally
there are only one or two highlights across
the model, with perhaps three on the major
areas, such as faces.’




Looking at Martin’s Ogre Bull, the
‘John Blanche’ colours of red, black
and metal are clear to see.

The Gnoblar Fighters were the fastest regiment in Martin’s
army to paint. His goal was to ‘blast them out in a large
batch’, so that he could get on fo the big boys!

As well as a convincing
flame effect on the

Leadbelchers’ firelighters, 2 : . : :
7 ' You'll notice a lot of red hafts on the weapons in Martin’s

army. ‘It was a nod to the old days,” he says. ‘All the older
madels | painted had red hafts, so | went a little bit retro.”

Martin has also blackened
the cannon barrels.

I probably put more effort into the banner for the Ogre Bulls
than anything else in the army,” Martin says. ‘That massive
fanged maw is basically the centrepiece for the whole force.”
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A sculptor who has
worked in the Studio for
more than 11 years, Mark
Harrison’s talents aren’t
limited to ‘pushing putty’.
He's also won Golden
Demon trophies on two
continents and his
fantastically painted
models often appear in
painting contests around
the Studio.

ark Harrison’s Vampire Counts are
Ma really striking army, dominating

the top shelf of the Battalion
Challenge display cabinet. It doesn’t take a
Witch Hunter to see what first drew us
towards his force — the whole Battalion
looks splattered with sticky, glistening gore.

I spoke to Mark about his force, asking
him why he’d chosen to delve into the
sinister world of the Undead.

‘Vampire Counts are actually my
favourite Warhammer army,” Mark says,
‘and probably always have been. | enjoy
the dark and brooding aspects of traditional
horror, and since sculpting the Von
Carsteins and the Varghulf a few years back
I've really started to like the idea of
collecting a Vampire Counts army of my
own. The Battalion challenge was the
perfect opportunity to do that.’

‘| started the project by getting all the
models and assembling them all on my
desk. Looking at the Battalion | realised
there was loads of potential for kit-bashing

86 WHITE DWARF ARMY MASTERS

and conversion, so | had quite a lot of fun
meddling with the Zombies — | used spares
from the Skeleton Warriors and Corpse Cart
frames to do head swaps (and limb swaps
too for that matter). The end result is a
distinctive regiment of walking dead.’

Probably the most eye-catching aspect
of the army is the bright blood that has
been liberally painted onto weapons, claws
faces and teeth. ‘It's a mix of Red Gore,
Blood Red and Baal Red,” Mark explains
with a grin. ‘| was thinking about what the
army must be like in battle and | could
imagine the Zombies, Ghouls and Dire
Wolves tearing into the flesh of the foe,
ripping out gobbets of meat, dripping with
blood. You'll notice that the unit of
Skeleton Warriors have got less fresh gore
on them — that's because they’re not going
to stop and eat.’

‘The eyes are my favourite thing about
the paint scheme’ Mark adds. ‘The glow
makes me think of supernaturally animated
creatures — with an evil inner light.’



The cadaverous flesh of the Varghulf was
achieved with successive Citadel Washes
over a Skull White undercoat.

As well as the liberal helping of gore,
Mark used the blue light in the lanterns
to tie the Corpse Cart into his force.

Vlad von Carstein, just one of the
Vampire Counts models that Mark
sculpted for the range.

Mark saw plenty of bones as a kid, as his dad was an
archaeologist — when painting these Skeletons, he tried to
keep their bones dark and realistic-looking.

Mark’s heavily converted Zombies. Like all the models
in the force, they were painted with Citadel Washes
over a Skull White undercoat and minimal basecoats.
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Above: The Sabbat Worlds is the
first anthology set within Dan’s
corner of the 41st Millennium.

Far Right: The Sabbat Crusade is a
massive undertaking, drawing in
countless regiments of Imperial
Guard for the battle against the
archenemy. This poster map of the
crusade was originally included in
the Sabbat Worlds Crusade
background book.

CAMPAIGN

This month sees the release of a new Wafhammer 40,000
anthology set within the Sabbat Worlds. Dan Abnett explains
how the anthology - and the Sabbat Worlds — came to be.

he Sabbat Worlds campaign is a
I massive crusade to drive the forces

of Chaos out of Imperial territory. It
has already lasted decades and cost
billions of lives. Entire worlds have been
sundered and lost. The Imperial Guard,
with Navy, Mechanicus and Adeptus
Astartes support, has taken on a vast
occupying host of the archenemy, dire
forces devoted to Chaos that include the
infamous Blood Pact.

Of course, when | got involved, | had
no idea about any of that.

The second half of the 1990s had just
begun, and | had been approached by
Marc Gascoigne and Andy Jones at Games
Workshop. They wanted to see if | might
be available to write some stories for the
Black Library, a new fiction publishing arm
of Games Workshop that they were
assembling. They were going to start with
comics, which is why my name had come
up in conversation.

When | say ‘available’, | also mean
interested and able. Andy and Marc were
very particular about the tone and style of
the work; they wanted writers who could
capture the particular flavour of

Warhammer and Warhammer 40,000. |
seemed to have the right chops. | knew my
way around a comic script, | liked combat
SF, I'd been a keen roleplayer in my youth,
and I'd read White Dwarf back in the early
days. Though | wasn't, at the time, an
expert in the Warhammer and Warhammer
40,000 universes, | had a strong feeling for
what Games Workshop was about.

At least, | hoped | had. | started writing
some comic strips and then Andy and
Marc, liking my stuff, asked if I’d be at all
interested in writing some short stories.
This seemed like fun to me. | wrote a
fantasy one, then switched to Warhammer
40,000, choosing the Imperial Guard
because | ‘got’ humans more readily than |
got Space Marines.

By this, | don’t mean that | didn’t like
Space Marines, | just thought they’d be a
tougher thing to write about because they'd
be harder to individually personalise. |
created a rag-tag mob of Imperial
Guardsmen and put a Commissar in charge
of them instead.

| called them Gaunt’s Ghosts. Don't ask
why because | can’t give you an answer
other than that the name just came to me




when | was sitting at my keyboard.

Anyway, | started writing stories about
Gaunt and his Ghosts, and | wanted to
inject a little ‘local colour’ into them, so
they felt like they were taking place in a
particular corner of the 40K universe. The
term ‘The Sabbat Worlds’ came to me in
just the same sort of ‘turned up out of no
where’ way that the name Gaunt’s Ghosts
had, so that’s what | called the campaign. It
felt right. It had that hint of the mystical
and the occult to it.

It was just a throwaway at first, a vague
backdrop. As the short stories turned into
novels, and the number of novels grew, |
realised that the geography was beginning
to take on a life of its own. The Sabbat
Worlds was beginning to become a proper
place. Worlds were being named, cities,
planetary clusters. It was beginning to
become a time too: there was a sequence
of events, a sense of history, a timescale
and a flow to the crusade. I still had no
idea how big that idea would get.

By the time of Honour Guard, the
fourth Gaunt’s Ghosts novel, the history
and culture of the Sabbat Worlds became
significant to the plot. We learned of Saint
Sabbat, an Imperial ‘Joan of Arc’ figure
who had first led the conquest of the
worlds that bear her name. We learned that
Gaunt's mentor, the old warmaster Slaydo,
had considered the area sacred to the

Emperor. As time passed, we discovered
exactly how great the threat had become.

The Gaunt’s Ghosts series is now
twelve books long, so there are fourteen
Sabbat Worlds novels if you count Double
Eagle and Titanicus, both set in the same
campaign. The fiendish High Lords of the
Black Library decided it might be a great
idea to produce a book containing new
stories set in the Sabbat Worlds, in which |
and some of the Black Library’s finest
explore different aspects of the crusade.

The brief was to let the guest writers
choose their settings and situations. It's a
huge honour to find that writers like
Graham McNeill want to play in my
sandpit, and it's going to be explosive fun:
amongst others, Graham is doing an air
combat story featuring the Apostles, Aaron
Dembski-Bowden will be taking us back to
Balhaut, Nik Vincent will be giving us a
slice of life with the resistance on a
brutally occupied world, and Sandy is
revisiting Vervunhive after the siege.
I've also written an epic new Gaunt’s
Ghosts novella, which I'm proud of.

If you're a fan of Gaunt's
Ghosts, the Imperial Guard or if
you simply want to sample a slice
of some of the best fiction
the Black Library has to
offer, then this anthology
is a must!

RLACK LIBRARY

More interviews and previews can be found at the Black Library website:

www.blacklibrary.com
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Duncan R}lodes

Mad as a March hare and
twice as jumpy, Duncan is
a paragon of hobby talent
and rabid enthusiasm.

His ability with paintbrush
and Plastic Glue do not
typically extend to the
battlefield, however,
earning him the dubious
moniker ‘Light Brigade’.

The Games Workshop
website is constantly
updated with new hobby
content, This month we're
adding a Chaos Space
Marines painting guide, a
feature on Christian
Byrne’s award-winning
army and new tactics.

games-workshop.com

In a secluded corner of the Studio, Duncan Rhodes has been
working on a heretical project. Adam Troke catches up with
the latest recruit to the legions of the Dark Gods and finds
out all about Duncan’s new Word Bearers army.

T he Word Bearers have earned
themselves a vile reputation in the
long millennia since the Horus
Heresy. Ten thousand years of betrayal and
butchery leave them ranked amongst the
most hated and feared of all the enemies of
the Imperium.

If you know Duncan Rhodes, seeing
him painting a Word Bearers army might
surprise you. You see, Duncan is the ‘good
guy’. He collects armies such as Space
Marines or Imperial Guard, Bretonnians or
Knights of Dol Amroth. My first question
when | cornered him for a chat about his
burgeoning Chaos Space Marine force was
quite simply ‘why"?

‘I've been reading the Horus Heresy
novels from Black Library,” he answers, by
way of explanation. ‘The Word Bearers are
really dark and villainous in those books.
They appear to lead a great many of the
other Space Marine Legions astray. They're
not hoodwinked or deceived, they simply
turn from the Emperor and his laws and
embrace a more sinister power. Reading

those books, | quickly realised that |
wanted to bring a little of that villainy and
evil to the tabletop — getting my paws on
the plastic Daemon Prince for the first time
was the final straw. The day of the Word
Bearers had come!

‘Whenever | build a new army | want it
to offer me some new and exciting
possibilities. | already own three Space
Marine armies (Dark Angels, Blood Ravens
and my own Chapter, the Void Hunters), so
the chance to intermingle power-armoured
warriors with gibbering Daemons was too
much of an opportunity to resist — more
models to explore and options to enjoy.

‘I think it's fair to say that my reputation
as a hobbyist has been built at the painting
table and bitz box, and not on the
battlefield (Hardly a revelation when you
consider the nickname Duncan has round
these parts — Ed.), so | have gone with my
usual focus of concentrating on the models
that | wanted to collect and paint,
including a lot of small conversions and
kit-bashes throughout the force.’

Chaos Space Marines

Duncan: At the heart of every
Space Marine army I've ever
collected are the Tactical Squads.
Knowing that Chaos Space Marines
march to the beat of a different
drum, V've still stuck true to this
principle, including a couple of
good-sized squads into my army as
a good starting point.
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The Infernal Host of Kor Megron
Duncan Rhodes’ Chaos Space Marine Army - 1606 points

HQ
Kor Megron The Murdermakers
Daemon Prince with Doombolt. 8 Summoned Lesser Daemons.
120 points ) i
ELITES 104 points

The Horned Coven The Howling Throng

il 5 Chaos Terminators with reaper autocannon and two power fists. 9 Summoned Lesser Daemons.

195 points 117 paints
Horgan's Diresouls FAST ATTACK
10 Possessed Chaos Space Marines. Rhino with daemonic possession. The Sons of Glory

315 points 2 Chaos Spawn.

TROOPS 80 points
Rograhn’s Bloodreavers HEAVY SUPPORT
10 Chaos Space Marines with Aspiring Champion with power sword, Eviscerator Prime
Icon of Chaos Glory and meltagun Chaos Predator with twin-linked lascannon, daemonic possession and

200 points
The Words of Power 130 points
10 Chaos Space Marines with Aspiring Champion with power sword, Scoranax
Icon of Chaos Glory and flamer. Chaos Defiler.

195 points

150 points
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THE CHAOS SPACE MARINES

There’s no denying that a large unit looks
really impressive on the tabletop —
Duncan has taken this to heart when
planning out the core of his army. No
small units of five Chaos Space Marines
here, instead two healthy units of ten
Word Bearers apiece form the centre of his
discplined army.

‘Not only do large squads look
impressive on the tabletop,” Duncan says,
‘but they're handy in the game. Ten-man
Tactical Squads are so valuable in my
Space Marine armies, with enough
firepower and staying power to see the
fight through. When you need an objective
claimed, having a durable unit is key.’

Looking across the squads it's clear
that Duncan has made use of the
versatility of the parts in the Chaos Space
Marines range and taken a great deal of
pride in posing the models in a dynamic
way. The cunning inclusion of bits from
the Possessed Space Marines kit is
especially handy, since it helps to denote
the Aspiring Champions within the squads.

‘I've used lots of Possessed parts on the
Aspiring Champions to show their
increased favour with the Dark Gods,’
Duncan adds. ‘I reasoned that
prominent Chaos Space Marines such
as these will have been blessed more
than their peers.’

WHITE DWARF ARMY WORKSHOP




Daemonic Allies

Duncan: The Word Bearers
are renowned for their
daemonic pacts, and |
wanted to show this in my
force. Bloodletters are the
most ferocious of the
daemonic footsoldiers,
while the Pink Horrors still
glitter with the sheen of
‘gorgeous new toys’, so |
wanted to paint them!

My goal in the future is to
add more Daemons, until
there is an equal showing
from all of the Chaos
Gods. Daemonettes will
definitely be next up.

Painting the Horrors of Tzeentch

Prior to painting his Pink Horrors, Duncan scouted around for some ideas for an effective way to paint them.
Fellow Studio hobby-meister Chad Mierzwa recommended the scheme that Duncan chose, which is demonstrated here:

Duncan undercoated the
Horror with Chaos Black
Spray. He then used the

Citadel Spray Gun to basecoat
the whole model with Dwarf

Flesh. He then washed the
model with Baal Red.

Next, Duncan layered the skin
with a 4:1 mix of Dwarf Flesh
and Red Gore. The gold was
then painted with Shining
Gold, the teeth and claws with
Khemri Brown and the tongue
with Liche Purple. The ball of
flame was painted with Skull
White and the eyes with
lyanden Darksun.

Duncan added a little
Bleached Bone into the
previous skin mix for a further
highlight of the Pink Horror's
flesh. He then washed the
gold and the eyes with Devlan
Mud, and the flame with
Asurmen Blue. He then
highlighted the tongue with
Enchanted Blue.

Finally, the flame was
highlighted with Skull White,
the gold with Shining Gold
followed by Mithril Silver
and the claws with Dheneb
Stone, followed by Skull
White. Duncan washed the
tongue with Leviathan Purple
and added a dot of Sunburst
Yellow to the eyes.

ik
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THE POSSESSED

The Possessed are the truly favoured
members of Duncan’s army. Over long
years and blood-soaked campaigns they
have earned the approbation of the Chaos
Gods, bearing blessings openly in the form
of bountiful mutations!

The Word Bearers are known for
worshipping the myriad glories of Chaos
(rather than slavishly following one
particular Chaos God). Duncan wanted to
convey this devotion in the army, and he
decided the Possessed Space Marines were
the best place to do that.

‘I have kept the squad free of overt
displays of alliegiance to specific powers,

with only a little nod to the Chaos Gods. If
you look at the hottom row on this page,
for example, you can see there’s a
Possessed whose armour is beginning to
turn a little brassier than his brethren...
There’s a hint of Slaanesh and Nurgle in
that lineup too if you look for it. This sort of
touch appeals to my personal sense of
narrative, but as | am painting | feel the
‘story” of the squad building up.

‘I've left Tzeentch out of the unit. Not
because | don't like his featheriness, rather
that | plan to included a Sorcerer at some
point, and don't want him gaining too
much power in my army, do 12’

ARMY WORKSHOP
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The gunner in the Rhino’s
top hatch has parts
plundered from the
Possessed kit, while the
Rhino itself is festooned
with spare bits from the
Chaos Spawn set.
Duncan always makes
sure to save any spare
parts for later use.

j\\

The most blessed and
beloved of the Chaos
Gods, the Chaos Spawn
are important inclusions
in the force. Not only do
they look great (wholly
embodying the warping
power of Chaos and the
possibilty of mutation),
but the kit also contains
loads of wonderful extra
parts that Duncan kept in
store for use on other
units — for instance, both
tanks have horns and
tentacles erupting from
their hulls.

Painting the Possessed

The techniques that Duncan used while painting his Possessed are repeated across the army - the armour is
universal amongst the Chaos Space Marines and the skin tone is also used on Kor Megron, the Daemon Prince.

Duncan basecoated the whole Duncan washed the whole Next the armour plates were The armour was highlighted
model with Mechrite Red. The model with a liberal coat of layered with Red Gore and the with Kommando Khaki, then
metal banding was picked out Badab Black. The bony skin with Charadon Granite. washed with Baal Red. The
with Chainmail and the skin appendages and spines were The metal was highlighted skin was finished with

{and claws) with watered- then painted with a laver of with Chainmail and the bone Kommando Khaki. The
down Charadon Granite. The Dheneb Stone. was highlighted with a 1:1 armour was highlighted with
bony appendages were mix of Dheneb Stone and Mithril Silver and the bone
painted with Khemri Brown. Skull White. with Skull White.
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HEAVY SUPPORT

When it came to the armoured support for
his army, Duncan had a particular vision
in mind:

‘I decided right at the start that |
wanted all of the vehicles in my force to
he daemonically possessed” Duncan says.
‘Thousands of years fighting on behalf of
the Dark Gods has warped and
twisted their mortal frames beyond
all reckoning.’

Looking at his selections it's
clear Duncan has chosen to
augment the long-range
firepower of his force but
there’s a lot more to the
vehicles than big guns. There’s
a lot of strange Chaotic
happenings too.

‘I like the idea that the
whole vehicle and crew has
become one organism, a disgusting
amalgamation of fleshy beast and
corrupted metal. From the tentacles
erupting from rents in the doors to the
daemonic head on the Defiler, this really
helps to tie them into the army nicely.

Above: Duncan’s Predator is crewed by an insane
Possessed Space Marine. When he was building it, he
starteel to wonder what the insides of a daemonically
intested tank look like. Duncan reckoned it’s probably
full of pulsing, corpulent flesh that extends from the
lower half of the Chaas Space Marine’s body.

Left: Aiming for a sense of aggressive momentum,
Duncan has posed his Defiler to look like it is scuttling
forwards, poised to attack.
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THE DARK MASTERS

The undeniable centrepiece of the army is
the towering Daemon Prince, Kor Megron.
This brooding form, clad in crimson
armour, is incredibly striking.

‘The Daemon Prince is the main
reason | finally took the plunge into Chaos
Space Marines,” Duncan explains. ‘I put as
many armour plates onto the model as
possible, to make him look like a Warp-
changed Chaos Space Marine. | then
painted the skin tones to convey that some
of these armour plates were actually
melded with his flesh. | absolutely love the
model, which exemplifies what any Word
Bearer in my army is aspiring towards —

a band of warriors striving towards eternal
glory and immortality amongst the scions
of the Dark Gods.

‘The Terminator Squad is the power
behind the throne,” he continues. ‘I've kept
them simple and mutation free because |
like the idea that they are subtly steering
the actions of the army. Perhaps their
ultimate goal is something deeper and
darker, guided by their understanding of
the ways of Chaos.’
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Above: Kor Megron in all his glorv, Duncan took
care to paint the Daemon Prince so that he was \
unified with the rest of the army — note for \ “’1
example how the flesh is painted in the same 2
fashion as the Possessed Space Marines. One
really great detail is the way that the Daemon u

Frince’s flesh appears to be melding with his
armour — just take a look at his forehead.

Left: The Horned Coven, Duncan’s elite squad
of Chaos Terminators. From the onset Duncan
had planned to build the Terminators without
using any conversions or Bitz Packs. 'l like the
idea that they stand aloof from the actions of
many of their brethren. Thev want nothing more
than to wage their long, bitter war.
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Planetstrike is an 80-page
Warhammer 40,000
Expansion that enables
you to play out a
planetary assault. When
playing Planetstrike, the
terrain is an active
element, as important to
the battle as the army
you field.

o

8 WHITE DWARF PLANETSTRIKE
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When the forces of the Dark Gods capture a planet, the
warping influence of Chaos permeates the land itself, as
Andy Hall found out when he talked to Chad Mierzwa.

or a professional terrain maker, our
F Chad is a bit of a vandal. In fact,

only recently he was witnessed
despoiling an Empire village on behalf of
the Beastmen. He did such a good job we
asked him to do it all again, this time we
asked him to despoil something to adorn
the battlefields of the 41st Millennium.

The perfect candidate for Chad’s
attention turned out to be Chaos terrain for
use in games of Planetstrike. Inspired by
Duncan’s Word Bearers army (see page 90)
Chad set to work creating some suitably
Chaos-infested terrain that could be used
by any of the Dark Gods’ servants, be they
Chaos Space Marines or those of a more
daemonic nature.

At its basest form Chaos is the dark
reflection of Mankind. And so, just as you
can take a tank of the Adeptus Astartes and
create a Chaos Predator, so too can you

twist and deface the grand statues, symbols
and mighty defensive structures of the
Imperium. This was Chad’s starting point,
so he assembled a bastion — using a Chaos
Bastion kit, so he could get his hands on
the extra spiky frame — an Honoured
Imperium kit and Aegis Defence Line. With
these kits in hand and ready to go, Chad
then turned to the Games Workshop
website, specifically to the Bitz Pack
section of the online store. As well as
getting hold of the more obvious frames,
such as the Chaos Vehicle Accessory
frame, Chad ordered more than a couple
Gothic Scenery sets — he had a plan for all
those candles and gargoyles. However,
despoiling terrain is also about taking away
as well as adding. Chad'’s skill as a model
maker really shows in how he inflicts the
damage onto the terrain. These are tips he's
willing to share over the next few pages...
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DESPOIL IN THEIR NAME

Tactical placement of the candles from the
Gothic Scenery set on the bastion and
upon the broken aquila gives the scenery
an unsettling nature. It's a subtle addition
that works well with the more bombastic
elements Chad has placed on the terrain,
such as the Chaos icons. The simple
addition of more candles to the statue’s
base, and razorwire coiled around it, is
particularly effective.

The Chaos icon rising
from the aquila was a
spare part stolen from
Duncan’s Detiler kit.

Candles were bunched close together
and perched on top of the heavy bolter
alcove, illuminating the Chaos icon
mounted above and giving the
impression of an unholy shrine.

PLANETSTRIKE

MODELLING WORKSHOP

4

Chad used the Hobby Orill to increase the amount of
battle damage upon the statue, as he could imagine
Chaos Space Marines taking pot shots at the revered
imagery of their hated enemies.

A Hobby Knife was used to open up the drilled holes
and make them less uniformly round, as though chunks
of masonry have been blown away. It's a great little tip
to use whenever vou want to add bullet or shell
damage onto vour models or terrain.
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THE COLOURS OF CHAOS

Chad painted his Honoured Imperium scenery
a white, chalky colour so as to give a stark,
striking contrast to the damage and destruction
reaped on the structures by the forces of Chaos.
For instance, it makes the burn marks, candles
and bloodstains particularly vibrant.

To get a white sandstone look, Chad \
basecoated the scenery with Bestial Brown. He
then overbrushed the structures with Bubonic
Brown. This was followed by a drybrush of
Bleached Bone and finally a light drybrush and
highlight of Skull White. The scorch marks are
really effective against the alabaster and they
were simply created by painting Bestial Brown
in and around the damage and then filling the
depression with Chaos Black.

The bloodstains offer a stark contrast against the white
aquila. Chad used a mix of Red Gore, Blood Red and
Bestial Brown to get a dark, dried look to the blood.

The Razor Wire was painted after it was In a symbolic gesture that adds power to
twisted around the statue. Chad painted the piece, Chad wrapped some Razor

it sifver first and then used Bestial Brown Wire around the statue’s head. blinding
and Devian Mud to rust it up. it and thereby blinding the Imperium.
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BASTION OF DARK GODS o

We've already mentioned
the placement of candles
and gargoyles to help
dedicate this bastion to the
Dark Gods, but if you look
even closer you'll find
loads of other details. One
such addition is the use of
gun barrels from the Chaos
Tank Accessory frame on
the quad-guns and Icarus
pattern lascannon.

Chad chose a suitably
sombre colour scheme for
the bastion and Aegis
defence lines. From the
Chaos Black undercoat he
painted Dark Flesh directly
into the recesses. Charadon
Granite was then
overbrushed onto the
structures. He then began
highlighting with a 1:1 mix
of Charadon Granite and
Rotting Flesh. With each
highlight layer he added
more Rotting Flesh. To
weather the scenery he
used Graveyard Earth, even
mixing it with Dark Flesh
when painted back into the
bastion’s recesses.

The quad-gun has had its muzzles replaced with some Chaos-infested ones from the Chaos Vehicle
frame. Spikes, also from the Chaos Vehicle frame have been placed on the Aegis lines, along with
some Chaos Icons from the Bitz Pack range.
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The Battle for

UDULO'S SEAT

When Missionary Udulo took rest in a rocky ravine on
the planet of Testament 111 he could not know that
6000 years later it would be the theatre of a full scale
Ultramarine planetary invasion. Just 52 standard
Terran years ago the Black Legion invaded, taking the
planet and sacrificing the entire population of two
billion souls to the Dark Powers. Now the
Ultramarines have appeared over the scorched skies
to re-take the planet and avenge the deaths of so
many Imperial subjects, Udulo’s Seat was the
dropzone for the assault, once a revered site and now
the location of a Black Legion defensive compound.
Intelligence the Ultramarines had gathered correctly
placed the Daemon Prince Marrovore the Black at
this location and so elements of the Ultramarines First
Company descended to attack without mercy.

In the 50 years of occupation, the original
Imperial defensive networks had been corrupted and
mutated beyond their original designs. The
fortifications were now wholly possessed by Chaos,
repelling the attackers with as much fervour as the
Black Legion themselves.
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sSpend two days fighting great battles, seeing
wonderful-looking armies, making new friends,
and swapping war stories.

Warhammer: 15th - 16th January 2011 - Warhammer 40,000: 22nd - 23rd January 2011

WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?
e Either a fully painted 2000 point Warhammer army or a * Five games over two days.
1500 point Warhammer 40,000 army (depending on which ¢ Lunch on Saturday and Sunday and an evening meal
event you are entering). on Saturday.
¢ Somewhere to stay on the Saturday night. * Access to all the Warhammer World facilities including
* A desire to have a great time playing your favourite game. Bugman's Bar, the Citadel Miniatures Hall and the Gaming
* You must be at least 16 years of age to attend these events. Hall, together with the option for early registration from
e The Throne of Skulls rules pack, available to download from Friday evening.
www.games-workshop.com * Take part in some great organised activities on the Saturday
evening.

* Tickets cost £55 per event, per player.

Tickets released 12th Octoher, available from www.games-workshop.com
AR AME




DIRECTORY

GAMES WORISHO

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.

Events and Community 106-111

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.

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 Information 12-111

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.

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.

> Available to Order
Not all of the miniatures in our range can be fitted into our Hobby Centres. Some
models are far too rowdy, others too monstrous. But fear not, for the full range is
available to order online or by phone.




EVENTS DIARY

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

October 2010

October 2nd October 9th October 9th

CHALLENGE 5 FANATIC LEIDEN [ WARHAMMER THRONE OF SKULLS
Date: 2nd-3rd October, 2010 Date: 9th October, 2010 | AUTUMN GRAND TOURNAMENT
Venue: Chirolokaal ‘De Venue: Piraat Plaza, Willem de Date: 9th—10th October, 2010
Nieuwe Deure’, Zwijgerlaan, The Netherlands Venue: Warhammer World, Nottingham, England
| Jzegemseaar[d_eweg, 8800 Details: Fanatic Leiden in Age Limit: 16+
| Beve-r;er.\, Be glun; co\z‘pelt'atlon W'ﬁ“ Ra”_t' ng der Details: Spend two days fighting in five great battles, seeing wonderful
| ,Deéa'lsT Spellenclub Roeselare Nederlanden \lqo_uld like [to looking armies, making new friends, and swapping war stories.
;Eer; ﬁﬁ?;ﬁ;i L?“ . Join '\:’,‘;':E;n?;é? .;nzlr\fi‘g:‘huaammer You will need a fully painted 2000 point Warhammer army and a desire
tournaments for Warhammer 40,000 tournaments. N have a great time pla.ymg yOurTavoulrite:game;
| and Warhammer 40,000. Full Tickets: €12.50 per player Tl_ckets: Tickets are avfn]ablg from www.games-workshop.com aqcl cost
| B s F ) £55 per player, Each ticket includes lunch on both days, an evening
| details can be found on their Contact: De Viiegetsh ) L
| website, below. '07] o :f' o 8; meal on Saturday, and access to all the Warhammer World facilities.

Contact: Customer Services — 0115 91 40000

Tickets: €8 per player B
Wkt e litiennl Website: www.games-workshop.com

Website: www.blackborder.be J:

October 16th PEECON October 16th

ESCALATION 2010 BUNKER BOWL

Date: 16th October, 2010 Date: 16th-17th October, 2010

Venue: St Pauls United Reform, Bracknell, England Venue: Police HQ Sports and Social Club, Chelmsford, Essex, England

Details: The Bracknell Forest Gamers invite you to Details: Coach your team to victory in this, the first open tournament held by the Chelmsford
take part in a tournament of total domination. Play Bunker gaming club. Select your team up to a value of 1.1 million Gold Crowns from any of
in four games of Warhammer 40,000, starting with | the standard or NAF sanctioned teams, and play in six matches over the weekend. Check out
armies of 500 points of your finest troops, the club’s website for more details.

escalating up to 2000 points in the final game. Tickets: Tickets cost £15 for NAF members and £20 for non-NAF players (but you can join
Tickets: £11 per player on the day!l. All tickets include lunch on both days.

Contact: chair@bfgclub.org.uk | Contact: enquiries@bunkerassault.co.uk

Website: www.bfgclub.org.uk Website: www.bunkerassault.co.uk

October 30th
IMMORTAL WAR HlI

PRGN

October 23rd
WARHAMMER 40,000 DUTCH GRAND TOURNAMENT

10TH ANNIVERSARY Date: 30th October, 2010

Date: 23rd-24th October, 2010 Venue: All Saints Church, Belwell Lane, Sutton
Venue: Sporthal University of Tilburg, The Netherlands Coldfield, England

Age Limit: 16+ Details: Bring along a 2000 point army and

compete in this one day Warhammer tournament to
become the best of the best. For full details and an
event pack, contact the club directly.

Tickets: Tickets cost £10 per person. Places are
limited, so make sure you book your place quickly
to avoid disappointment.

Contact: Sutton_lmmortals@yahoo.com

Details: This year the Dutch Warhammer 40.000 Grand Tournament celebrates 10 years! The
tournament consists of five rounds played across two days with armies of 1700 points as
gamers from all over Europe compete for the title of Dutch Grand Champion 2010.

Tickets: €55 per player. Includes lunch on both days and an evening meal on the Saturday.
Tickets available in-stores or from the webstore at: www.games-workshop.com. |
Contact: For more information contact martina.jiricka@games-workshop.co.uk
Website: www.games-workshop.com

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



September 13th

13th September-7th November, 2010

Original artwork, miniatures and archive items used to delve into a
world of eternal war and fleeting glory — the world of Warhammer.

November 13th

WAR OF THE RING THRONE OF SKULLS

GRAND TOURNAMENT

Date: 13th-14th November, 2010

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend two days fighting in five great battles, seeing wonderful
looking armies, making new friends, and swapping war stories.

You will need a fully painted 1500 point War of the Ring army and a
desire to have a great time playing your favourite game.

Tickets: Tickets are available from www.games-workshop.com and cost
£55 per player. Each ticket includes lunch on both days, an evening
meal on Saturday, and access to all the Warhammer World facilities.
Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

November 20th

WARHAMMER 40,000 THRONE OF SKULLS
AUTUMN GRAND TOURNAMENT
Date: 20th-21st November, 2010

Venue: Warhammer World, Nottingham, England
Age Limit: 16+

Details: Spend two davs fighting jo.di

|ouk|ng, armies, mak sn‘“

playing your favourite game

Contact: Customer Services — 0115 91 40000
Website: www.games-workshop.com

. S/

November 28th

GAMES-N-STUFF FANATIC

Date: Sunday 28th November, 2010

Venue: Broerenkerk - Zwolle, The Netherlands

Details: The Games-N-Stuff Fanatic is described as a mini version of
Games Day. Play in either the Warhammer Doubles or the Warhammer
40,000 Doubles tournament, take part in painting and terrain building
workshops, and have a go at the many participation games.

Tickets: All tournaments are €27.50 per team. Visitors come in for free!
Contact: +31 (0)38-4216385 or info@games-n-us.com
Website: www.gamesnstuff.com

Event intormation correct at time of going to press.

L 2

Games Workshop is not responsible for events not run by Games Workshop.
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December 2010

BRASSBOWL VlIII

Date: 11th—12th December, 2010

Venue: Zaal Nieuwlandm Nieuwlandstraat 76, Oostende, Belgium
Details: Brassbowl is the mother of all Belgian Blood Bowl tournaments,
and fun to boot. With lots of mayhem on and off the pitch, Brassbow!
has become one of the tournaments to visit on the continent.

Join the carnage and play in five matches over two days.
Tickets: €7.50
Contact: brasshowl@thebrassman.org

Website: www.thebrassman.org/brassman/brassbowl.aspx

v,
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Club

GCN RIPLEY
Ripley Terra Troopers

Contact:
Judith Hawcroft

Email:
judith.hawcroft@
derbyshire.gov.uk

Tel: 01773 743 321

Below. Under the watchful eve of
tellow club member Seb, Nick and
Andrew enjoy a game of
Warhammer 40,000.

Profile: The Ripley Terra Troopers

In November of 2006 the Ripley Public Library held its first
Warhammer games night. Four years later the Ripley Terra
Troopers gaming club has become a hub of excitement in the
local community, frequented by gamers of all ages.

Judith: Our club started out life as the
Ripley Library Games Club, on Thursday
23rd November 2006, and from a humble
beginning our club has grown from
strength to strength each vyear.

As a former secondary school teacher,
when my colleague at Hucknall Library
first introduced me to the idea of running a
gaming club, | was unconvinced of the
wisdom of having a large group of teenage
boys meeting in the library to play war
games. It seemed a recipe for disaster, but |
could not have been more wrong.

A push in the right direction

It was with some trepidation on that first
evening that | waited for the hoped-for club
members to arrive, and thanks to a lot of
help from Bek Hawkby at Games
Workshop HQ, we had a few freebies and
goodies for our new members to enjoy.

At 5:00 our first member arrived, by
5:30 we had six members and by the end
of the evening we had ten - quite a
respectable number for a first meeting. The
lads were all great — very enthusiastic and
good-natured.

Since that first evening our numbers
have increased from club night to club
night. Our members are aged between 11

and 18 years, of varying experience in
gaming and come from six different
schools in the local area.

Though the make-up of the group is
very disparate in terms of age, background
and ability, the members are highly
cooperative and friendly, giving each other
help and advice and swapping tips on
painting and tactics. It is a far cry from the
classroom setting of my past. Most play
Warhammer 40,000, though we do have
the occasional game of Warhammer and
two of the club sometimes play Legends of
the Old West and other table top games.

The Terra Troopers are born

The School League rules provide some
much needed structure to our club and
mean that games can be kept fair and
enjoyable for all. We have a three weekly
running programme of linked games using
these rules and have bigger games on our
fourth week. The club is hoping to
compete in the School League this year
and the members are practising hard with
their armies and working feverishly to
complete their painting!

Eventually, as a result of a competition
the club came up with their own, more
inspired name — The Ripley Terra Troopers.

DIRECTORY
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All club members are encouraged to
take part in the upkeep of our club’s
scenery and contribute ideas for events and
campaigns that they would like to see.
Currently we're working on a huge scenery
project to upgrade all our gaming boards
and terrain, and we hope to run an
enormous game of Spearhead for
Warhammer 40,000 at Christmas. We're
also looking at setting up our first
tournament next year.

One of our young members, David
Moore who has been with the club for four
years, has just joined the Club Committee
having recently turned eighteen. David has
run loads of events in the club and last
year ran a brilliant map-based campaign.
In addition to the many other club
activities, David plans to introduce regular
painting competitions and hobby
challenges to help the other members get

Summer Reading Challenge

the most out of their club time.

There is such a great atmosphere on
club nights — the library buzzes in the
evenings, the public gets to see our young
adults in a refreshingly positive light, but
most of all it's great fun! We have a core
group of 14 teenage boys who come along
to every meeting, and others who come
now and again. Many of them were not
library members before the club began, or
if they were, had not used their library card
for years. The library now gets more
people regularly borrowing books, and
their families have been encouraged to
make more use of the facilities too.

The rewards of running the club far
outweigh the effort required to run it.

If you'd like to know more about this or
would like to start a club in your library,
get in touch with Bek. Her advice and
information packs are invaluable,

Ripley Library runs events each summer in association with The Reading Agency, and
in 2009 got involved in a pilot scheme with Games Workshop and The Reading
Agency to run a parallel activity as part of the Summer Reading Challenge.

The Reading Agency is an independent charity that works closely with Local
Governments and libraries to inspire people of all ages to read more. The hope is that
over the summer each person will read six books and take part in activities organised
by the library. Every year Ripley Library gets involved with this initiative, involving the
gaming club and making the challenges relevant to the hobby!

Members of the Ripley Terra Troopers signed up to complete six challenges based
around either Warhammer or Warhammer 40,000 (depending on what armies they
played). The challenges all involved reading — to be able to play out scenarios, to build
up their knowledge of the background and rules of their army, to write a short review of
a novel, to complete the writing tasks about their army and about one of their battles.

Upon completion of all the challenges, each club member received a certificate
and a prize, not to mention improved reading skills and a greater depth of knowledge

surrounding their chosen game and army.

To find out more about The Reading Agency and the Summer Reading Challenge,
check out their website: www.readingagency.org.uk

Top Left. Ripley Library offers ils
members access to the internet,
which keeps the Ripley Terra
Troopers occupied as they plan
their next orders.

Above. On another gaming table,
Keanu and Gabe battle it out with
their new Eldar and Ork armies. So
eager were they to play, the paint
on Gabe’s Orks was still wet.

SETTING UP YOUR
OWN GAMING CLUB
If you would like to set
up your own Gaming
Club please contact
Bek Hawkby, our
Community
Coordinator on 0115
900 4821, who will
give you advice on the
basics of setting up and
running a club. This

includes providing
packs for schools,
libraries, independent
clubs and information
on the GCN.

Please note, if you want
to set up a gaming club
in a school we will
need to speak to a
teacher or member of
staff before we can
register your club.

VISIT THE GCN ONLINE AT WWW.GAMINGCLUBNETWORK.ORG

GON membership promotes the highest standard of customer senvice and satety, As part of our ongoing commitment to our customers, we do not pramote any club outside of the Gaming Club Network,

www.games-workshop.com 109
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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

WHITE DWARF  DIRECTORY

STORE FINDER

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.
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.



EW HOBBY CENTR

Every month we’re opening more and more stores in locations near you.

rNorth West

Back in July we opened two brand new stores in the North

West of England, in Kendal and Bury. If you live in either

area, why not pop in and have a chat with Louis and Brian?

Units 4 & 5 Blackhall Yard
Kendal
Cumbria
LA9 4LU
Great Britain

Tel: 01539 722211
Manager: Louis Liddle

() PREMILIM STORE ~ cucks vt o o s
Tor ke stire they have whit yoir want in sck: we recommend calling the store fint

Games Workshop Bury

16 Crompton Street
Bury

Lancashire

BL9 OAD

Great Britain

Tel: 0161 797 6540

Manager: Brian Purchase

eaues Il
WORKSHOP

Stockists in the
North West

@LANCASTER, Gotham City Games:
Tel

1 01524 65811
ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01613 432 343

BLACKBURN, Balcave:

Tel: 01254 667 388
BLACKBURN, Mercers Toys:
Tel: 01254 681401
BLACKPOOL, iCollectables:
Tel: 01253 403839
BLACKPOOL, Toys 2 Save:
Tel: 01253 855 403

BOLTON, HobhyCraft:

Tel: 01284 374 300

BURNLEY, Compendium:

Tel: 11282 457 060

CHORLEY, Toymaster:

Tel: 01257 263045

CLITHEROE, Cowgills of Clitheroe Ltd:
Tel: 01200 423 587

KENDAL, Aireys of Kendal:
Tel: 01339 720 781

LEIGH, Toymaster:

Tel: 01942 671 176

ORMSKIRK, Taylors:

Tel: 01695 573516

PADIHAM, Forge Games:

Tel: 07725 941 530

PRESTON, HobbyCraft:

Tel: 01772 661 200
RAMSBOTTOM, Bridge Street News:
Tel: 01706 822 436
STOCKPORT, HobhbyCraft:
Tel: 0161 429 5400
STOCKPORT, Marauder Games:
Tel: 0161 4772111
WARRINGTON, HobbyCraft:

Yel: 0845 051 6531

www.games-workshop.com

i
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GAMES WORKSHOP INDEPENDENT STOCKISTS

need.

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

IN YOUR LOCAL AREA
With over 2,000 locations worldwide there is never a stockist very
far away, making them perfect for that quick resupply or hobby

MOST POPULAR STOCK LINES
Independent Stockists stock our most popular products, so you're
more likely to find exactly what you're looking for!

IN THIS DIRECTORY
Full listings 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

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

If vou're unsure where your nearest stockist is located, anywhere
in the world, call Customer Services on: +44 (0) 115 91 40000

If you are an independent refailer and you think you could be our next Premium Store, then why not give us a call?

FOR MORE INFORMATION, CALL: 08700 134411

STORE LISTING

October 2010

GW BRISTOL:
27 The Hor B
Tel: 1= 9
GW BRISTOL \CRIBES C\USEWA‘I‘
Unit 129, The Mall, §S

Tel: 0117 939 2

BRISTOL, Area 51
Tel: 117 9244055

Tel: 117 958

BEDFORDSHIRE

* GW BEDFORD:

10 Grenfriars, M40 1HE

CRANFIEI.D Vnrgamei Workshop:
Tel: 01234 7
LUTOI Fanhsv Wargames:
Tel: 01582 ~28 Dl

LUTON, Ottakers:

Tol: 01562 48ub0

* GW MAIDENHEAD

ot, SLR TEE

4
(.\V NE\\'BUR‘I"

holomew S

RGI4 307

READING Hnbvaraft
Tel: 0118 90 da00
WINDSOR W] Daniels:
33 Bt 100

GW BIRMINGHA!
Linit L1, Bullring Link,
Tek 0121 £33 7193
GW DUDLEY:

v Hill Centre, 11Y5 15F

+ GW SOLIHULL:
%0 Warwick B4 30X
feb o1
. G\-. SUTTON (()LDHELD

Road, B2 TRIH

o, WS1 10QF

* GW WOLVERHAMPTON:
" 157

Streat, WVT

Db
BIRMINGHAM Console Games:
Tel: 0121 47
DUDLEY, The Arcade Toy Shop:
Tel

TER T] Models:
ol 1 i
“OL\ ERHAMPTON HobbyCraft:

WHITE DWARF

GW HIGH WYCOMBE:

No 55 Eden Walk Galbery, Eden, HP11 2HT
Tel: 0149 453 1494

GW MILTON KEYNES:

Unit 2, 502 Silbury Boulevard, MAY 24D
Tel: 0100 369 0477

AYLESBURY, Bear Necessities:
Tel: 0129 421098
2 , Fenny Models:

ek

FENNY STRATFORD, Maple Models:
Tel: 01905 367 588

MILTON KE\‘NES Fenny Models:

Tel: 0208 1232872

MILTON KE\‘NES HobbyCraft:

Tel: 01908 308 130

MII.TON KfYNES, Jays Crafts:

Tel: 019 :

MILTON KEYNES, Maple Models:

Tel: 01908 17385

CAMBRIDGESHIRE

G“ CAMBRIDGE:
EE‘... e

GW P TERBOROULH
et, PE1 1DH

ELY, City Cycle Centre:

Tel: 01353 663131

HUNTINGDON Sports & Fashions:
Tel: (1450 45454

PETERBOROUGH The Rift:

Tel: 01733 141007

ST I\ ES, »\pplelrre Games:

ST NE TS Camers
Tel: 01480 2
WISBI

Tel: 01

CHANNEL ISI.MIIIS

JERSEY, ST. HELIER, Imagination:
Tel: 01534 505407
JERSEY, ST. HELIER The Little Shop:

Tel: 61574 732

-A

GUERNSEY, ST PI’:TERS PORT, Carousel:

Tel:G1481 7

GW CHESTER:

112 Fe cel. CH1 THE

Tel: 0724

* GW CREWE:

B Marke! Street, CW1 ZEG
-4 26903

61 9020
* GW STOCKPORT:
ey Square, SK1 TRA

NANTWICH, HobbyCrait:
Tek: 02 i

DIRECTORY

NORTHWICH, Level 1:

Tel: 01606 45653

NORTHWlCH The Model Shop:
Tel: H180% 47740

STOCKPORT, Huhhv(raﬂ'

Tel; 0161 429 5400

STOCKPORT, Marnuder Games:
Tel: 01n1 477211

\VARRINGTON HobbyCraft:

Tel: DE45 051 6541

GW MIDDLESBROUGH:
Unit 33, 39 Dundas Street, TS1 1HR
Tel: 0104 225 4091
NORMANBY, PC Tech:

Tel: 01042 461010

REDCAR FC Tech‘

Tek: € A

CBH!IWII.I

‘l"mw New Bridge Streed, TRT ZAA
2 0047

ST AUSTELL, Mad for Miniatures:

Tel: 61726 ~2259

BODMIN, Encknell&

Tel: 01208

TON, Zaggy Games:

CAMBORNE Ex.\

Tel: 01209 670224

FALMOUTH, Kernnw Toymaster:
Tel: 01326 112

HAYLE, Blewem of Hayle:

Tel: 01736 753 012

HELSTON, Exit:

Tel: 01226 565117

LISKEARD, Trago Mills:

Tel: 01579 d48ar

NE“‘L\’N, Newlyn Post Office:
Tel: 01736 364592

NEWQUAY, Newqun Gaming:
Tel: 01637 85414

ST IVES, Dragnnt Hoard:

Teli 01726 “9848

\'\ADEBKJDGE Bricknells:

l:lllllll'\‘ IIIII!IHIM

* GW DURHAM:

b4 Narth Rosd, DH1 45Q
Tel: 0191 374 1062

* GW DARLINGTON:
C 1TLX

o
RD CASTLE, Toy Shop:
3637 495
BISHDPAUCKLAND Windsock Models:
Tel: 011388 09 ™
CONSETT, K
Tel: 07207 581024

SEAHAM, Games of War:

Tel: 01973 817

STOCKTON ON TEES, HobbyCraft:
Ted: 0845 05
STOCKTON Oh TEES Stockton Modeller:
Fel: 014 )

EUMBHIA

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

) These Hobby Centres are closed on Mondays and Tuesdays.

PREMIUM STORE

Stacks most of the product range.*

W PENING
NB?S!E'REQ .

* To be sure they have what you want in stock. we rec

mmend calling the store fiest,

GW KENDAL:

Units & & 5, Blackhall Yard, LA% 41U
Tel: 01519 722271

BARROW- |N FURNESS Heaths:
Tel: 012

SOW
Tel: 443 047
CKERMOUTH, The Toy Shop:

Tel: 01900 B25835

KEN Aireys of Kendal:
Tel: 01539 720 787

PENRITH, Harpers Cycles:
Tel: 01768 B64 475
ULVERSTON labber\nol.h
Tel: (1229 5R4
WORKNGTON ToyTown:
Tel: 01960 573 32

DERBYSHIRE

* GW CHESTERFIELD:
21 Knifesmithgate, S40 1RL
1a

DE1 INR

ASHBOURNE Lumbards Toys:
Tel: 01335 343115

BUXTO Knoules Toys and Models

(heﬂmuid Department Store:
230 200

DERBY, Tok\‘ﬂ Otaku:

Tel: 01322 4313

GLOSSOP, Watn Services:

Tel: 01457 853

ILKESTON, Ilkmun Co-op:

Tel: 817159 327

MATLOCK, Shawci

Tol: 01629 582

RIPL Cinmerm Leisure:

Tel: 01773 747848

SWADLINCOTE, Extreme Gamez:

Tel: 07283 558338

* GW BARNSTAPLE:

{ouse, Quevn S

ret, EX32 BH|

Tel: 0739
GW PLYMO! TH
B4 Comnwall Street,
Tel: 0173 225 11

* GW TORQUAY:

12 Market Steeet, TG 3AG

Tel: 6180 320 1036

BAR\ISTAPLE, Th! Tarka Model Company:

Tel E)
BRIXHAM, The Brixham Model Centre:

Tel: 01801 882555
CULLOMPTON, Nanna's Toychest:
Tel: 01884 81931

DARTMOUTH WG Pillar & Co:
Tel: 07803 A32 139

EXETER, Eldrllch Games:

Tel: 0 ¥

EXMOUTH Gamezone Models:

HONITO! Prenpl;u'

Tel- 01404 549412

SON- Wl.\DElMEl!, Ernest Atkinson & Sons:
4

KINGSBRIDGE The Trading Post:
Tel: 01548 15

NEWTON ABBOT, Austins:

Tel: 01626 333 444

NEWTON ABBOT, Trago Mills:
Tel: 01626 8211
OKEHAMPTON Kinderbox:

PLYMOUTH, Mudel Shop:

Tehi 01752
TAVISTOCK, Kaieldoscupe

Tel: 01822 615 236

TAVISTOCK, Tavistock Games and Computers:
Tel: 01822 15 288

TEIGNMDUTH Jackmans Toybox:
Tel: 01628 264

TTVERTON
Tel: 01884,
TORKINGTON Toyzone:
Tel: 01805
TOTNES, Fi
Tel: 91003 Bo2244

DORSET

GW BOURNEMOUTH:
85 Commercial Road, BH2 ST
Tel: 01202 119 282
GW POOLE:
Linit 1 gate Centre, BH13 1ER
Tel: 0 Sudd
BLANDFORD FORUM, Inspirations:
Tel: 01253 460599
BOURNEMOUTH, Hobbycraft:
Tel: 01202 382 444
BIIDPORT Frolls Toymaster:

4 07308 3
CHKI RCH Simple Miniature Games:
Tel: 01202 489721
DORCHESTER Dorchester Toys:
Tel; 01105 261 152
DORCHESTER, Merlyn’s Vault:
Tel: 01305 62277
POOLE, Ashley Road West Post Office:
Tel; 1202 “4Bu3>
SHAFTESBURY, Hardings:
Tel: 01747 658195
SHERBOURNE The Corner House:
Tel: 01933 315
SHERBOUR
Tel: 01935 415 040
SWANAGE, Leonard's:
Tol: 01929 42609
HEY“OUTH Howln 's Toymaster:
Tel: 071 i}
WIMEORNE MINSTER Riverside Toys:
Tel: 01202 #8817

C\% (H[L\v‘.)FURD
5 Centre. CM2 &FD

The Toy Barn:

COT TN
Tel: G120 676

G\"\ SOLTHE\\D




@HARLOW Ma:q'uec Moadels:
Fel: 01778 42
BASILDON, HnbbyCmft.
Tek: 011268 240 100
BILLERICAY, Tuw N Tuck:
Tel: 61277 65044
BRAINTREE, ]KLM Direct:
Tel 0137k 321 116
BRAINTREE, Kidzone Toys:
Ted 91376 554 783
BRENTWOOD B&M Cycles:
;01277 214 342
CLACIO\ 0\1 SEA Clacton Art & Craft Centre:

ER, JTK Gaming:

Tel; 01206 ~363040

HARLOW, 3 Dmh: Comics:

Tel: 01279 41%

HORNCHURCH, Modellers World Ltd:
Tel: 01708 630633

HORNCHUR(H Tole Haven:

Tel: 11708 47507

MALDON, Culm Bliss Models:

Tel: 01021 851 327

RAYLE
Tel: 01264
SAFFRON WALDEN, Game On:

30 High Street, Tel: 01799 506 070

SOUTH WOODHAM FERRERS, Candy Stix:
Tel: 01245 625 "86

EI.BIIBESTEHSHIIIE

GW CHELTENHA’H
152 21

Tuv; N Tuck:
50

. GW GLOUCESTER:

Street, :,H 1EA

GLOUCESTER, Hubvarafl;
Tel: 01452 414 %

STROUD Alan Tyndall Ltd:

Tel: 61453 7w

GW BASINGSTOKE:

1 Potlers Walk, RG2T TGO
Tel: 0123 646 £O50

GW PORTSMOUTH:

24 Arunde I\hr:\ PO INL
Telt 02

GW SOUTHAMPYON
21 Emt Street, SO14 1HG
Tel: 0238 033 1902

* GW WINCHESTER:

@ALDERSHOT The Game Shop:

AtTON Alte n Model Centre:

01320 34
ANDOV ER. Hoggonuru; Toymaster:
Tel: u1264 352 263
BOTLEY, Just Add Imagination:
Tek: 01489 781 1
EASTLEIGH, Eastlelgh Wargames:
Tel: 02180 a4 17
FARNBDROUGH Dark Star:
5014

GOSPORT, NT Books and Wargames:
Tel: 02352 586931

HAVANT, Hubvaraﬂ

el 0845 031 35

L\MINGTON HE Figgures:

Tel: 015%0 672

MELFORD DI\ Si,\ Mllfnfd Models and Hobbies:
Tel:

NEW MIL!'ON » Toys of New Milton:
Tel: 07425 617 g

MORTHEND Fun Tnu and Games Workshop:
Tel: 02392 &' id

PE}'ERSHELD Full\. Models:

Tel: 61730 267 %

RINGWOOD Tﬂvs of Ringwood:

Tel: 01425 479 344

ROMSEY, Ruundahoul.
Tel: 01794 312 145
, HobbyCraft:

SOU‘I’HSEA Solent Wargames:

Tel: 02392 61375

SOUTHSEA Southsea Models:

Ted: 02392 733 208

WATERLOOVILLE, Paul’s Hobby Shop:

Tel: #1705 259 180

* GW HEREFORD:

n Gate. HRS 0AR

Tel: 014132 455 040

HEREFORD, Weobiey Bookshop:

Tel: 11544 1192

LEOMINSTER, Mirtm s Models & Crafts:
Tel: 01588
ROSS O

Tel: 079

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:
16 Bridge Street, HF1 TEF

Tad: D144 5

* GW ST ALBANS:

1% Herit Hn» ALL 3£8

YE, Revolutions:

Tel: (01438 135044

ABBOTS LANGLE'! The Battle Shop:
Tek: (17003 400 33

BARNET, Toys Toys Toys:

Tel: DI0M 449 (968

BERKHAMSTEAD, Hamlins:

Tel: 01442 B4 642

P'S STORTFORD, Boardmans:
1279 058 033

Creative Thinking:

H!TCHEN M ni\ Models:
Tel: 01462 $2

lETCHWDRTH Rouellq Toy Emporium:

Tel: 07442

LETCHWORTH GARDEN CITY, Rowells Toy Emporium:
Tel: (1462 620 717

STEVENAGE, Huhvaraft

Tel: 0845 031 b

STEVENAGE, KS Models:

Tel: 01436 746 816

WHWYN GARDEN CITY, Fun House Toy Store:
fel: 01707 397 319

WARE, Klng Cmrge Stores:

Tel: 01920 462

WATFORD, HuhbyCraf(

Tol; 0845 051 b

ISLE OF MAN

DOUGLAS, ‘{nym-\!tel"

Tl 07624 w22

ISLE OF WIEIIT

NEWPORT, hup Thrills:
Tel: 01983 5.
NEWPORT, Toy & Models:

Tel: 01943 528 25

RYDE, The Spom & Model Shop:
Tel: 01083 862 454

KENT

GW BLUEWATER:

Uit hames Wk, Biuewater. DAY 450
Tel: 0132 242 TRE0

GW CANTERBURY:

Unit Bar Lane, CT1 2HN

Tel:
GW MAIDSTONE:

Ta Pudding Lane, MET4 192

Tel: 0762 267 7415
GW TU- BRIDGE WELLS:
s Growenor Buad, TNT AP

Te WY 2525783
@BROADSTAIRS Time & Space:
Tek: 01847 Sod
ASHFORD, GZ Computers Ltd:
Tel: 01237 b 1096
BEXLEY HEATH Kit Krazy:
Tel: (206 298 7
CHATHAM, Maynes.
Tel: 01644 400 031
CRAYFORD, HobbyCraft:
Tel: 01580 ~13298
DOVER, Tumers Madels:
Tel: 01504 208 7
FAVERSHAM, Ahacul Toys:
Tel: 01795 532327
FOLKESTONE, Penkraft:
Tel: 01303 279292

GRA\ ESE Sleve s Collectables and Models:

GRAVESEND, The Stamp Centre:
Tel: 01474 534 166

HASTINGS, Hasltng; Hobbies:
Tel: 01424 200021

HERNE BAY, Spearings:

Tel: 01227 374 049

HYTHE, Apple Jax

Tel: 01703 262 802

MAIDSTONE Hubbvcnﬂ

Tel: 01622 62

MAIDST
Tel: 0162
ORPINGTON, JH Lorimer:
Tel: 01689 823193
SEVENOAKS, JH Lorimer:
Vel 01732 452 840
SEVENOAKS, Manklaws;
Tel: @1742 454 952

* GW BLACkPDOL

Model World:

Tel: 0125
GW BDLTO\
4114 lgor), Cromplon Mace, BL1 1DF

JWNT TP

ASHTOH U'\IDER LYNE, Roundabout Toys:
Tel: 11613 432 344

BLACKBURN, Batcave:

Tel: 01234 667 488

BLACKBURN, Mercers Toys:

Tel: 01254 681401

BLACKPOOL, iCollectables:

Tel: 41251 40
BLACKPOOL TO\! 2 Save:
Tel: 0123

SOLTON Huhb\Craﬂ
Tel: 01204 374 300

Tel: 11257 26404

CLITHEROE Cowgllls of Clitheroe Ltd:
Tel: 01200 421 5

LANCASTER, Gotham City Games:
Teli 01324 63811

LEIGH, Toymaster:

Tel: 01942 571 116

‘ORMSKIRK, Taylors:

Tel: 01695 57351h

PADIHAM, Forge Games:

Ted: 07725 %41 520

PRES , HobbyCraft:

Tel: 01772 61 200

RAMSBOTTOM, Bridge Street News:
Tel: 01706 B22 336

LEICESTERSHIRE

GW LEICESTER:
/20 Sikver Streel
Tel: 0115 25

* GW LO

LEICESTER, Gifts For Geeks:

Tel: 01162 513954
LOUGHBOROUGH, Wargames Inc:
Tel: 01509
LUTTERWORTH Ace Connections:
Tek 4145 L}

MELTON MOWBRAY, Cobwebs:
Tel: 01644 300700
ASHBY-DE-LA-ZOUCH, Steve’s Models:

Tel: 01530 416 827

LINCOLNSHIRE AREA

* GW GRI“&B\
9 West 51
Tel: 0147 23
* GW LINCOLN:

Unit SUA, Saltergate,

|outside of Waterside Centret, LN2 TAP

Tel: 0152 254 §02~

BOSTON Mﬂd!h and Computers:

Tel: 012 102

GRANTI , Access Models:

Tel: 01476 592 061

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
Tel: 01507 473 320

SCUNTKORPE, Shermans Model Shop:
Tel: 01723 842 439

SKEGNESS, The Model Shop:

Tk 61754 763 429

SKEGNESS, Warlords of the Coast:
Tel: 01754 Twibe

SPALDING, Mason’s Models:

Tol: 01775 722 456

STAMFORD, Stamford Models and Hobbies:

Tel: 01780 767934

* GW ANGEL:

6-47 Myddieton Street, Angel hilington, ECTR 1LA

Tel: 0207 T130815

LW BRENT CROSS:
. L ‘

s Shwgpirg Centre, NW4 3

te. DN3T LB

i
GW BROMLEY:

Unit 24, The Mall, Bromibey, BRT 178
Tel: G208 466 0670

GW COVENT GARDEN:

Unit 33, The Market, WCZE BHF

drale Siopping Centre, Nethey Road, CRd 17

(B0 40606

* GW EPSOM:
gh s’rni KT19 8AD

o Chiarch Street, WB 4EH

GW MNGSTO\ ON THAMES:
33 Fife Road, K11 15F

Ted: 208 549 5224

GW OXFORD ST

Uit F10, The Plaza shopping Centre, W10 TL1
fel: 0207 436 0830

* GW MUSWELL HILL:

117 Alexandrs Park Road, N10 20P
Tel: 0208 853 9301

GW ROMFORD:

12 Cuadrant Arcade, RM1 36D

Tel: 01708 742 140

* GW STAINES:

& Clarence Streel, TW18 4P

Tel: 0175 446 0675

are Shopping Centre. SM1 1LF
68 770 9454
UXBRIDGE

Pavilians Shepgin

GW WATFORD:
Unit ©, 14 Queen Sirset, Haeloquin Centra, WD1 278
Tel: 01923 245388

GW WOOD GREEN:

Uit 5, The Mall Wood Greea, High Strest. N22 6RA
Tel: 0208 84971074

BLACKHEATH, 2nd Impressions:

Tel: 0208 #52 6102

CAMDEN, Goodwoods:

Tel: 0208 340 4441

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, Thc Art Stationers:

Tel: 0208 693
FINCHLEY, I.E
Tel: 0208 346 232
FULHAM, Patri
Tel: 0207 1030804
GREENFDRD Habb\Crzﬂ.
HAMPSTEAD Happv Returns:
Tel: 0207 43

!'!ERNE HILL ]uil Williams:

re Games:

k’s Toys:

LONDON 4D Modelshopv

Tel: 020 7 2od 1288

PUTNEY, Toystop:

Tel: 4208 783 9555

ROMFORD, HobbyCraft:

Tel: 0B43 051 8343

RUISLIP, John Sanders:

Tel: 01895 614 248

VICTOR A PARK The Toybox:
ol: D208 533 287

WATERLOO Dlrk Sphere:

Tel: D207 424 722

HIIII}IllSTIII AREA

* GW ALTRINCHAM:

aratton Nr( of, WAT4 1D

g%

(HESTER (Central):

South. Arndade Centre, W4 3AT

Tel: 0161 534
ow TRAFFORD CENTRE:
Unit L4dc 'rmm-d(--me MIT 88BN

Tel: 0161 75
ALTRINCHAM The Gaming Crypt:

Tel: 01al

MERSEYSIDE AREA

GW LIVERPOOL:

138 Central Shopping Centre. Ranebigh Sreet, L1 108
Tel: 0151 T3 093

* GW SOUTHPORT:

Urit 2, The Edge, ~ Hoghlun 51, PRY 0T

Tel: 0170 450 1235
BRIMSTAGE, Wargame Store:
Ted: 91573 821 234 T80 876070

ST HELENS, DMZ Gaming:

Tel: 01744 739 413

WALLASEY, Wirral Model Shop:
Tel: 0151 206 8355

MIDDLESEX

EAST SHEEN, Pandemcmum
Tel: D208 ~§0

ENFIELD, Peamms.

Tel: 0208 371 4200

GW NORWICH:

12-14 Exchange Street. NR2 1AT

Tel: 0160 370 T8i0

CROMER, Cromer Furniture:

Tel: 012683 515153

EAST DEREHAM Starlings Toymaster:
Tel: 01362 69

EAST DEREHAM Youngsters World:
Tel: 01362 658 450

GREAT YARMOUTH, Kerrisons:

Tel: 01493 833891,071494 650019

HOLT, Starlings Toymaster:

Tel: 01263 713 101

HUNSTANTON, Pavilion Toymaster:
Tel 01485 553 108

KINGS LYNN, Youngsters World:
Tel: 01553 773994

NORWICH, Langleys:

Tel: 0603 621959

NORWICH, Kerrisons:

Tel: 01603 434000

NORWICH, § P Models:

Tel: 01953 357878

NORWICH, Starwynn Games:

Tel: 01603 631920

SHERINGHAM, Starlings Toymaster:
Tel: 01263 822 368

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Street, NN16 8DH

Tel: 01536 411114

* GW NORTHAMPTON:

24-26 Abington Square, NN1 444

Tel: 01604 536 687

DAVENTRY, The Games Vault:

Tel: 01327 310541

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 800

NORTHAMPTON, Project Hydra:
Tel: 01604 639966

RUSHDEN, Osborne Sports & Toys:
Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 861

NORTHUMBERLAND

ASHENGTON Siue Box Models:
Tel: 01670 5212

BLYTH, C!Irkes Convenience Store:
Tel: 01470 353 169

CORBRIDGE, Th! Village Square:
Tek: 01434 634 056

HEXHAM, Rnhbc

Tel: 01434 602 151

MORPETH, TG Allan:

Tel: 01670 315 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
42 Friar Lape, NG 6D0)

Tel: 0115 948 0651

GW \VARH-'\M“ER WDRI.D
Willow Road,
Tel: 0115 96 8
BEESTON, Chimera Leisure:

Tel: 01734 129880

CLIPSTONE VILLAGE, TC Painting Studios:
Tel: 07822 615 236

MANSFIELD, The Games Emporium:
Tek: 01623 640 022

MANSFIELD, Maelstrom Games:

Tel: 01623 138919

NEWARK, Access Models:

Tel: 01636 673 118

NEWTHORPE, Caliver Books:

Tel: 01159 382111

NOTTINGHAM, Goblins Lair:

Tel: 01159 789025

NOTTINGHAM, HobbyCrait:

Tel: 0843 051 6249

RETFORD, Bookworm:

Tel: 01777 B69224

SUTTON IN ASHFIELD, Model World
Tel: tlu23 443861

WEST BRIDGFORD, Inspirations

Tel: 0115 962 1200

WORKSOP, ndzl Base:

Tel: 01%0% 201 75

GW OXFORD:

1A Bush House, New Inn Hall Strect, O 20H
Tel: 01865 242 182

BANBURY, Trinder Bros:

Tek: 01295 262 546

BICESTER, Hobthuﬂ~

Tol: 5845 051 6

(ARTERTON Gl'H Sports:

Tel: 01993 842 395

‘OXFORD, Boswells Toymaster:
Tel: 01865 241 244

OXON, Kev’s Toyshop:

Tel: 01491 625136

'WITNEY, Dentons:

Tel: 01993 704 979

PEMBROKESHIRE

HAVERFORDWEST, Emry’s:
Tel: 11437 779 b46

RUTLAND

OAKHAM, Rutland County Museum:
Tel: 01572 "584 36

GW SHREWSBURY:

6 Markel Stroet, 51T TLE

Tek: 0174 336 2007

@TEHOEU Quulmg Knight Games:
Tel: 01952 417

JACKFIELD, Rnben Harrop Designs Ltd:

Tei: 11932 344804

OSWESTRY, Totally Games:
Tel: 01691 G283 94

TELFORD, Sindi Games:

Tel: 01952 676

snﬂlﬂsn
GW BATH:

15 5 James Parade. BAT TUL

BRIDCWA;TER, Insane Games:

Tek: 01278 433554

BURNHAM ON SEA, GW Hurley:
Tel: 01278 789 201

CLEVEDON, Lloyds Toys:

Tel: 61275 341

FROME, The Ellenbray Press:
Tel: 01373 462 139

e Model Centre:

GLASTONBURY, Pedalers Toymaster:
Tel: 01456 B34 Se2

MIDSOMER NORTON, Signals:

Tel: 01761 402484

MINEHEAD, Salty Dog Comics:

Ted: 01634 TOSM00

STREET, Insane Games:

Tel: 01458 441444

TAUNTON
Tel: 01822 33
TAUNTON, Hit(hzr & Sons:

Tel: 7823 2

WELLS, Innm- Games:

Tel; 01749 47947

WESTON SUPER MARE The Games Bunker:
Tel: 01934 w2214

WESTON SUFEK MARE, Lloyds Toys:
Tel: 01914 418151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

STAFFORDSHIRE

* GW BURTON ON TRENT:
B, Union Court, Union Street, DE14 TAA

ckers:

ALS»\GE Aluger Toys and Models:
Tel: 61270 882

BURTON, Blue Grove Racing:

Tel: 01283 51275

HEDNESORD Best Bargain Models:

881235
STAFFORD SLD Models:
Tel: (11785 238 ©

S'EAFFORD Staﬁ'ard Games:
Tel: 01785
STAFFORD, Too Fat Goblinz:

Tel: 01785 244 499
STOKE-ON-TRENT, Affinity Models:
Tel: 01782 3209%)

STOKE-ON-TRENT, Toytown:

Te): 01538 750555

TAMWORTH, Hobbycraft:

Tel: 01827 300 800

GW IPSWICH:
3 Westgate Sireet, IF 3DZ
Tel: 07473 210 031

BURY ST. EDMUNDS Model Junction:
Tel: 01284 3

BURY ST. EDMUNDS Runik Games:
Tel: 01284 714 607

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 01284 "8l bdh

FE[IXSTOW
Tel: 1384 27
IPSWICH Tovwarld Ipswich:
Tei: 01473
LOWESTOFT Annal:lr'

Teli 01502

NEV\MARKET Moons Toyland:
Tel: 01036 b 14

STDWMARKET D | Collectables:
Tol: 01449 771 013

STO\‘\.MARKET Simpson & Sons:

izards Workshop:

\\-OODBRIDGE. Toytown:
Tel: 1394 103 170

SURREY

GW GUILDFORD:

12 Tumgate, GU1 3GT

Church Sl East, GU21 5H)

CAMI ERLE\‘ Murmng Star:
Tek: 0127

CATERHAM, M.Dd!ikr s Loft:
Tel-01883 341 M8

COBHAM, Funlisn

Tel: 01932 867174

CRANLEIGH Dawd Mann:

Tk 01483 273 7

DORKING, Dorking Models:
Tel: 01306 821 "4

FARNHAM Enchanted Wood:
Tel: 01 2
HASLEMERE, Enchanted Wood:
Ted: 01428 645
LIGHTWA‘IER nghmaler Homecare:

REDH!LL Gamen Guild:
Tel 01737 789 123
REIGATE, The To\ Shap:
Tel: 01737 245
RICHMDND, Toy Station:
Tel: 0208 940 489

www.games-workshop.com
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WOKING, HobbyCrait:

Tel: 08435 051 6356

GW BRIGHTON:
nl\ o, BNT THW

s GW CRA\VL[!I

11 Brosdway, RH 1Dx

Tel: 0129

* GW EAS HOUR\E

33 Cornficld Road, BN2T 406

Tek: 01 41423

* GW WORTHING:

2 Kath Place, Worthing, BN11 384

Tek 01903 213 930

BOGNOR REGIS, Trains Models and Hobbies:

Tel: 01243 $6d =2

BRIGHYON War),ams Heaven:

Tel: 012 S

3URGESS

sTel; 01444

CHICHESTER, Chachesler Toys:

Tel: 01243 788 055

CRAWLEY, HobbyCrait:

Tel: 0845 5T 6532

EAST GRINSTEAD, Martells of Sutton

Tel: 61342 421303

EAST GEINSTEAD) Ready To Run Models
< 01342 30

EAS‘!‘B 10 NE, Rainbow Toys:

Fel 01128 30680

HASTINGS, Hlltmgs Hobbies:

Tek: 01424 200021

HAVWARD'S HfATH Clarkes:

Tel: 01444 45

HORSHAM, lhttlequei! Games:

Tel: 01403 24200

HOVE

Tel: 01273

HURSTPIERPOINT, Helter Skelter:

Tek: 01273 833333

ST LEONARDS ON SEA, Silverhill Models and Toys:

Tel: 01424 411 121

STEYNING, The Dollhouse Shop:

Tek: 01503 816812

FIH.D ch'i Stuff:

T\'HI MIII WE.III AREA

GW NEWCASTLE (Central):

Unit b, Newgale Shopping Centre, NE1 SPY
Ted; 0191 232 24148

GW METRO (Metro Centre):

Unit 2, First Floor. The

D reams:

Vel 01915 100 434
GATESHEAD, The Gamers Outpost:
Tek: 0191 447 w00

GATESHEAD: HobbyCraft

Fel: 0797 482 7410

NORTH SHIELDS, SR Gladston & Son:
Tel: n1912 570 33%

SUNDERLAND, Toy and Computer Store:

Tel: 0191 365 519

GW COVENTRY:
Unit 39, Upper Level r)rh'd‘ al Lanes

= GW NUNEAT()N'
« \ 11 402

3 Bridge Stre

V3T G

ay & Modellers Junction:
Tel: 02470 316 285
COVENTRY, Hobbycraft:
Tel: 02476 234 520
KEN[L\'-DRTH Ahacraft Arts & Pictures:
Tel; 01926 511
NUNEATON Hnd of England Co-op:
Tel: 02476 382 331
RUGBY, ]o:o Rnlways & Models:
1

STRATFO! UPON AVON, Much ado about toys:
Tel: 0170 2195 B50

WARWICK, Ca!l’le Trains:

Tel: 01926 497 903

WIITSIIIIIE

GW SALISBURY:
1R Winchester Street
fel; 9172 213 095
GW SWINDON:

18 Brunel Flaza, SN1 1LF

Tel: 0175 343 626

CHIPPENHAM, Thorntons Toymaster:
Tel: 01 24% 463100

DEVIZES, Hﬂggosaurus Toymaster:
Tel: 01380 723 8

V.ARLBCIROU(,H. Ducklings Toys:

MELKSHAM The Toyshop:
Toli 01

SHAI
Tel: 0174
SWINDO HohbyCraft

Tel: 6845 031 6551
TROWBRIDGE, The Toy Shop:
Tel: 1225 7okt 415

WESTBURY, The Gas Cupboard:

Tel: 07373 825 825

WESTBURY, Trlple Helix Wargames:

Tel: 98000 3

WUHBESTEIISIIIIIE

GW WORCESTER:
3 Lychgate Mall. Cathedral Plaza, WR1 205

i; 0190 541 6707

DROITWICH, HobbyCraft:

Tel: DBAT 051 6548

DROITWICH, laolwl!e Ltd T/A Toyworld:

Tel: 61905 772 40,

REDDITCH, Huhby Hut:

Tel: 01527 540 640

STOURBRIDGE, Invasion Games:

Tel: 01384 373536

YORKSHIRE

* GW BRADFORD:
-{i=.t.am|\\ Bradiord, BDT 3LW

B RY Harding's:

DX1 1DW

* GW HARROGATE
on Parade, HG11TT
336 4310

Tel: 0114

Unit 918, High Street, Upper Mall

256
GW WAKEFIELD:
%6 Kirkgate, The R
Tel: 0192 436 %431
GW YORK:

T3A Lendal, YO1 BAQ
Tel: 0190 462 8014

ngames Emporium:

BARNSLEY, Janco Tnys

Tel: 01226 208454

BEVERLEY, Game Invader:
Tel: 01482 88191
BRIDLINGTON, Icy Tea Ltd:
Tel: 01626 403 059
DONCASTER, Zone Out:
Tel: 01302 810285
GOOLE, Hall’'s Music:

Tel: 01405 764191

GUISBOROUGH, Stokelds Toy Centre:
Tel: 1287 632 935

HALIFAX, Cumﬁyl Toymaster:

Tel: 01422 353 986

HALIFAX, Halifax Modellers World:
Tel: 01422 349 157

HUDDERSFIELD, Something Wicked:
Tol: 01484 559 226

HULL, Archeron Games Workshop:
el: 67452 221011

KEIGHLEY, Cnnw:ys Toymaster

Tel: 01533 H0404

LEEDS, 360 Gamev

Ted: 113 2605222

LEEDS, Hobbycraft:

Tel: 0113 389 3020

NORTH HUMBERSIDE, Game Invader:
1482 BE1%1

THALLERTON, T & FM Grover Ltd:
el 0160% 774 134

PICKERING Puffurs of Pickering:

Tel: 01751 4

FOCKLINGTON Chylds Play:

Tel: 0175% 306

PGNTEFRACT Coddards Models & Toys:
144

Tht Knowledge Magnet:

Tel: 01765 690118

SCARBOROUGH, Space, Myth and Magic:

Tel: DB436 441 113

SEI.BY, Al Spom and Toys:

Tel; 61757 705 115

SHEFFIELD, HobbyCraft:

Tel: 0843 051 6326

LD, Imp Miniatures:
29388

THIRSK, Tl rsk Art Store:

Tel: 01345 574457

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

‘Do you want to become an

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 SHEFFIELD (Meadowhall Centre):

NORTHERN IRELAND

GW BELFAST:

20A Castle Court, BT 1DD) ttowards the bach,
of the centre Tel: 0259 0233684
ARMAGH, Kidzone Toymaster:

Tel: 0253055 8508

ARMAGH, Rennn:ks Model Tune:

Tel: 028 381305

BALLYMENA, Camerons:

Tel: 08-256458)

BANBRDGI
Tel: U18-40

Toymaster Banbridge:

BANGOR, Replay Games:
Tel: 028-91452210

BELFAST, The Basement:
Tel: /028 8046 0404
BELFAST, SEfEnlh Games:
Tl 024 024

CARRICKFERGUS. The Basement:

ENNISKILLEN . Modellers Corner:
Tel: 028-6612

LI58URN Frontl:m.- Models:

OMA(.H White's Toymaster:
Tel: 0.

SCOTLAND

GW ABERDEEN:
Unit 1, 12-14 Upper Kickgate, ABTO 184
Tel: 012,
* GW AYR

115 High Street, kAT 188

146 High Stre m: 105
Tel: 015
* GW FAH.IRK

154 6NE

FK8 1 HF

4 4500

ABEKFELDY Crossfire Hobby:
Tel: 1287 029 519

ARBROATH Haqs

el
DINGWALL Spnm and Model Shop:
Tel: 01349 B2 34
DUNFERMLINE Abbey Models:
Tel: 01384 =31 116
DUMFERML[NE Walker’s Opticians:
Tel: 01383 621
DUMFRIES, Tm,town.

Tel: 41387 263084
EDINBURGH Marionville Models:
Tel: 01113 177 010
EDINBURGH Mlnlstrv of Gaming:
Tel: 131 226 3452
ED]M!URGH Tou Galore:
Tel: 0131 447 100
ELGIN, Junner s Toymaster:

Fds aag

A, The Granite House:
g 'Bouks Plus:
GLASGO\N HOhthraft

Tel: D45 031 6555
GLASGOW, Stahc Games:

Teh: 0141 5

GREENOCK Arts. Crafts & Hobbies:
Tek: 014 104

HADDI N. Mike’s Models:

Tel: 016,

H»\MII.TON Ink Spot:
Tel: 01698 201311
}MrERCL\E)E Arls Crafts & Hobbies:
Tel: 01475 725

INVER?
Tel: 0144

INVERU RIE Mud!e; Unlimited:

Tel: 01457 67

53 ]unners Toymaster:

http://nestrade.games-workshop.com

114 WHITE DWARF

DIRECTORY

KIRKCALDY, Tht Hope Chest:
Tel: 01592 2
KIRKCALD\’ Klngdom of Adventure:
Tel: 2
KIRK DBRIGHT Solway Books:
Tel: 01557 1304
LARGS Bus Slnp Toy Shop Ltd:

I: 6t

PAISLEY, Pai Ie; Model Shop:
Vel 0141 #ae

PERTH AND KINROSE, Crossfire Hobby:

Tel: 11587 8.0
PHERHEAD Gmrge Donald Ltd:
Tel: 01779 &7

FETERHEAD Peterhnd Puffers:
Tel: 01779 481102

SHETLAND, Harns Dept Store:
Tel: 67395 493 L
STONEHA\‘E
Tel: RT569 76
STRANRAER, Discover:
Tek: 01776 ~00053
THURSO, Durrans:

Fel: 67847 83 169

Toymaster Toyland:

WALES

- GW (AMARYHF"«.

W CARDIFF

31 Migh Sir F1o 1PU
o=

el 0179 246 1969
ABEIGA\ENN\ ﬂlrl\lrds of Abergavenny:

: 01470 61
BANGOR Acmu Games:
Teld: 012

BRECON, J C!.:
R

Toys & Giits:

(AERPHIL[Y ]el Models and Hobbies:

Tel: D292

CARDIFF F}rﬂtorm Games:

CARDIFF, O|akuzt)ku
CEJ‘\RMART;IEN Good News:
E.;l‘lhil\R-THENe Hardings:

‘C!!“l:ﬂ:‘ :(‘OW .?rmls Corner:

COLW\’V BM Hippeo Toys:

COLWY\ BA ', Clay Corner:

DOLCELI.AU Waterloo:

LLANT\\IT MAIOR Rainbow Plaza:

Tel: 01444 794

NE , Fuh N Things:

Tel: 2 w9

NEWPORT, HobbyCraft:

Tek: 845 931 6540

NEWTOWN, Crafts and Co:

Tel: 01 biies.

PEMBROKE, Dragon Alley:

Tel: 01846 621 436

PONT‘IPRIDD Sugar and Spice:
1

P()KTH(' AWL Gﬂme Itd:

el: 01856 Titd 42

PQRTHMADOG. Porthmadog Models:

RHYL,
Tel: 01745 1

SWANSEA Com x Shoppe:
Tel: 01792 642
\‘\-REXHAM
Teb: 61978 26

INTERNATIONAL
ACCOUNTS

ghtmul Models:

te Ideas Toymaster:

T B

BRUGGE, F rl-'l.n

Tel: 030 3

HAS)ELT Oherﬂnn

AALST Her e||n
Tel: 033 41 48
AALS nghhnrn
Tel: 0437
AARSCHOT Ingelherls
Tel: +32 16
ANTWERPEN Celtic Cross:
Tel: 03 288

SEVEREN EPvFun

hiudrun Magique:

b
Bnussﬂ ln«erluv; Anderlecht:
B4

BRUSSEi In(ertnu Ixelles:
DENDERMONDE, Utopia Games:

D RNE The Gamestore:

Rmpwnkﬂ Bloomies:

GENT, Wurlds End Comics:

LLE, Mls ra

Tel: 021 41 5853
HALL ‘l’np 1 TDVS’
Tel: 023 5

HEIST OP- DEN BERG RC Vulture:

L
lEU\‘EN spehanaal Leuven:
Fel: 076 84 3

MERKSEM, Tlu Movie Zone:
Tel: 03 2%

NEERPE|
Teh: 071 74 49 ™

UV[RI]SE Inlevtovs Overijse:
Tel: 026 A~

DOSTE\IDE,
Tel: 0159 51 5
ROESE{ARE BIacL Border:
Tel: 051 20 &

RONSE M delbauw Dekeyser:
Te e

t Spellenhuis:

ing Arthur:

SENT NlKlA»\S Het Speelgoedanker:

3
TbRNHOUT ‘t Bazarke:
VILVQORD Buekcenter BVBA:
V\ESTKEKI\E Wh.)l Ever:

3 6 41

WESTO TER Damlnu

BRAZIL

BRASILIA, Hohhmrl

Tel; 1a 344 29

CAMPINAS Lng:nn‘s do Brasil:
Tek:

PIRA[ICABA Nubel Livraria:

PORIO E\LEGRE Jambd:

SAN PAU[O. Ta\ema do Ogro Encantado:
Fel: 11 3061 %42

SAN FAULO Terramédaa

Tel: 11 2127
SANTO ANDRE Hobby Depot:
Tel: 11 4438 3880

VINHEDO Hnbb\- Depot:

Teli 19

BULGARIA —

SOFIA, Magic Worlds:
Tel: 359 2

CAYMEN ISLANDS

GEORGE TOWN, GameShack:

Tel: 1 5 445 4263

BEI]I\G No 14 Arsenal:
46 10 84011474
BEIllN(: Tong Yun Card Game:

Tek: 0086 1080132462

BEI]ING, Beqlng \\arhzmmzr Club:
Ta P

BEIJWG “irhlmrrmr Elite Club:

Tel: o4t 10 51671304

SE[INC Harhlmmer Games Shop (Xidan):

n Wnaqh‘ Gaming Club:
5HANGHAI Zark:

Tel: D08n (21) 5761166

SHANGHAI Zhanchmilore

Tel: D086 21 52300900

SHANTOU, Mmulure Kingdom:

Tel: 0754 BAR10916

W UHAN S(nrm:uﬂe Warhammer Club:
5 13

OSIJEK, Land 0f Magic:

Tel: 785 31 275 7&

OSIJEK, Land nr Magic:

Tol; 385 31 368 412

RIJEKA, Land of Magic:

Tel: 383 51 371 108

OR [and of Magic;

i1
SPLIT and uf Maglt

ﬂYPHIlS

hICOSIA, Iu‘ngard Fantasy Shop

KATO PAPHOS C\prus Crusade:

I}IEEII HEPIIIII.II: -

BRNO, Cerny Rytir:

Tel: +420741 214860




CESKE BUDEJOVICE Chaotit:
Tel: +420602459

HARADEC KRALOVE Knihkupectvi Valhalla:

Tel: 1420603534440
LIBEREC, Banle szn-ﬂbdmdm Payilion:

Tel: 44207

OSTRAVA, Mainx (knihkupectvi):
Ted: 5420774 304 024

PRAHA, Ogri Doupe:

Tel: +42022 4811

PRAHA, Cerny Rylir:

Tel: 4420222112461

PRAHA, Cerny Rytir:

Tek: +420222712.
VSETIN, Atla
Tel: +420571411697

GW KOBENHAYN:
Frederiksborggade
Tel: 0045 33 122217
\AALBORG, Dragons Lair:
Tel: 98 12 16 18
RHUS C, Dragons Lair:
Tel: B6 19 00 &3
KG@BENHAVN K, Faraos Cigarer:
TH: 333222 11
ODENSE C, Dragons Lair:
Tek: 63 91 97 01
ROSKILDE, Fanatic Roskilde:
Tel: du 3615 48
LYNGBY, Faros Cigarer:
Tel: 12 10 23 23
AALBORG, Aalhorg Hobby Service:
Tel: 98 12 1%
AALBORG Gunzune
Tek: §3 12 45 43
AARS, Ting og sager:
Tel: mh 62 45 52
ASNZES, Bog & Ide Asnas:
Tel: 539 65 00 14
BORNHOLM, Dorthes Hobbystue:
Tel: 56 95 a4 4%
ESBJERG, Adventure Corner:
Tel: 35 11
RG Amold Busck:

L1360

FREDERIKSV»IERK Legekaeden:
Tel: 37 72

HELSINGE Arm:l]d Busck Helsinge:
Tel: 48 70 4 01

HELSINGC’R Hobby og Fritid:
HELSINGOR Arnold Busck:
56 0

Tel: 49

HE

NC F!r;ﬂ Kalder:

HlLlERﬁD Hobby & Fritid:
Tel: 45 25 76 16

HILLER@D, Legekaden Hillersd:
Tel: 4% 24 1 b1

HJGRRING, Arnold Busck:
Tel: 98 92 80 40

HOBRO, Gller;lm\ Efterskole:

Tel: 41 44 95

HOB4K, Hark ‘n’ Slash:

Tel: 61 66 20 12

HORSENS, Legekaden:

Tel: =5 41 60 17

HORSHOLM, Bog & Ide:

Tel: 45 B6 04 08

HUNDIGE, Arnold Busck:

Tel: 43 %0 6 08

KOBENHAVN K, Fantask:

Tel: 3193 85 38

KOGE, SEMA:

Tel: 56 61 07 04

KOLDING, Arnold Busck:

Tel: 75 50 38 34

KOLDING, Goodgames:

Tel: 75 50 03 04

LYNGBY, Arnold Busck:

Tel: 45 &7 D4 45

MARIBO, Guldburpund Hobby:
Tel: 54 60 1

N/ESTVED, Legekaeden'

Tel: 51 20 %~

ODDER tegekzdm Odder:

Tel: &

RANDERS nge Serensen Hobby:
Tel: 86 42 38 14

RANDERS Randers Hobby Import:
Tel B4 43 3% 13

RGDOVRE Arnold Busck:

Tel §h 31040
RUSENGARDSCENTRF[ Arnold Busck:
Tel: tn 15

| LKEBORG Asg.nrd Games:

Tel: 25 55 94
suxcsom, Bog & Ide:
Tel: b6 82 02 47
SKWE. lrd‘k Hnghlndel

SlIAGELSE U|dlotlsn

Tel: 58 53 50 33

ST HEDDINGE, Hobbystalden:

Tel: 76 50 8m 10

STENLOSE, HH Hobby:

Tol: 21 41 39 61

5\"ENDHOKG Farve & Hobby Hjernet:
Trk:a2 21 31 41
TAASTRU!
Tei 41 7161 15
VE]LE Arnold Busck:

enbrugshoger:

\'IBORG Eng, & lde:

Tel: 34 62 68 b

FALKLANDS
STANLEY, Falkland Collectibles:

Teh: 0030021174

Simonkatu 9. 00100

Tel: 0% 75 15 45 2

FINLAND
@50, E;p;:miihden Puolenkuun Pelt

GW HELSINKI:
Tel: 0% GvBn3

@ESPOO Tapml-n Puolenkuun Pelit

Tel: 09 - 412 by

@HELSINKI Fanlml:pelll Helsinki

0 803

@HE{STNK Helsingin Puolenkuun Pelit
Tel: 09 W 980300

@JOENSUU Fanlmapeln Joensuu

JYVASKYL:

2 52 00
Lahden Puolenkuun Pelit
515151
@LAI'PEENMMA Fantasiapelit Lappeenranta
Tel: 105 541 1475
@DULU: Fantasiapelit Oulu
Tel: 1081 374 %06
PORYOO: Porvoon Puolenkuun Pelit
Trl: 419-33 483
@TUKKU F:nlmapeln Turku
Tek: 102 232 8411
@TAMPERE an(ampeht Tampere
Sk i) 22
AHTARI, Hnnkamemen Kirjakauppa:
Tel: 04 533 0027
llen AB:

ALAND,
Tel: 0 l%l
EKENAS, Kungshokhandeln AB:
Tel: 0192461024

HAMEENLINNA, Lelushoppi:
Tel: 118423950

HEINOLA, Tilammuovl ja lelu:
Tel: 4t 715 3

HYVINKAA Rnyil Toys:

Tel: 918 .lj'l"l‘
IMATRA, Kirja-Lahja Alex Ky:

Tek: 0343 19353

JARVENPAA, Askartelutarvikeliike Taitaville:
Tel: 0% tT04 6120

KARIS, Bla Lidan KD:

Tel: 019 234 9.

KERAVA, Anlnkvarlaam Kersa:

Tel: 00356 44 465
KOTKA, Eagle Clrd oy:

Tel: 0038 5 274248

KOUVOLA, Muoviepox KY:

Tel: 053117935

LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 4317761

MIKKELI, Lastentarvike Muppela:

Tel: 3361611

ORIVESI, Silver Seed:

Tek: 0417775166

PORI, Askartely-Pori:

Tel: 02 4320671

RAAHE, Raahen Astartelu ja Paperi:
Tel: 042236523

SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 514412

SEINAJOKI, Fantasialinna:

Tel: (40 5616330

SEINAJOKI, Pelikeidas:

Tel: 4353 6 4177880

TAMPERE, Pelimaa OY:

Tel: 030 5538313

TAMPERE, Kirja Karkkainen:

Tel: 03 2251830

URUMI, Kuopio:

Tek: 101 17 364 B B

VAASA, Pelimies OY:

Tel: 06 112 51173

GIBRALTAR e

@GIBRALTAR K&M Hobby Centre:
Tel: 330 2007003

ATHENS, Avalon Games:

Tel: D010 210 8016041

ATHENS, Fantasy Shop:

Tel: 6030 210 8233072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tef: 0030 210 6005312

ATHENS, Fantasy Shop: Exarcheia:
Tel: 0020 210 5428877

ATHENS, Fantasy Slmp: Kallithea:
Tel: thidg 210 954 292

ATHENS, Filﬂi!) Shop Pagrati:

Tel: D030 210 "560780

ATHENS, Hohhy Planet:

Tel: 0010 210 u0428146

ATHENS, Kaissa Amarousiou:

Tel: 9030 210 »141475

ATHENS, Kaissa Glyfadas:

Tel: 0010 210 8932 057

ATHENS, Kaissa Halandriou:

Tel: 8070 210 HE984R5

ATHENS, Kaissa Kallidromiou:

Tel: 0030 210 Jeb48d

ATHENS, Kaissa Monokeros:

Tel: 0030 210 4817 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 9817944

ATHENS, Kaissa N!n Smimis:

Tel: 04 30 210 93
ATHENS, Kaissa l'agrmou'
Tel: 80 30 210 "218 318
Hall:

CHANIA, Kaissa Chanlun

Tel: 030 2821088996

CRETE, Fantasy Shop: Herakleion:
Tel: 0050 2670 201312

HALKIDA, CD Corner;

Tel: 0030 2221 04TN15

KERKYRA, Digital Fantasy:
Tei: 062 26703

LARISA, Kaissa Larisas:

Tel: 0630 2410 5
LOANNINA, Kaissa Loannina:
Tel: 60 10 26510710500

LARISA, Kaissa Larisas:

Tol: G030 2410 536355

NAFPLIO,
fel: 00 10 275 2024834
NEA SMYRNI, Gameﬁ Vault;
Tek: G030 H:-lw

PALLINIS, Hobhy P|ll1ﬂ:
Tel: 210 6042 816

PATRAS, Kaissa Patras:

Tol: b010

PERISTERIO, Ihum Peristeriou:

“Fel: 04130 2105 7967

THESSALONIKI, Kilm Kalamaria:
Tel: DO 2310 349

THESSA[OM!(I lhlm Thessalonikis:
Tel: 0t 39 2310 2!

THESSA[ONIKI, Uﬂl‘]!ﬂhﬂ!’ld.

Tel: 0030 2410 2401 9

VOLOS, Fantasy Shop,

Tel: D040 24210 267

HONG KONG Fun Atelier:
Tel: iB52) 286n-4

BUDAPEST, Compayi‘
0036 20 42811

BUDAPEST, Dungenn.
0036 13211311

BUDAPEST, Krl!lalcsamok
0036 204 251 0H

BUDAPEST, Sal Military:
0036 1 2664351

BUDAPEST, Wargammers:
D36 30 0467670
NAGYMAROS, Kerekkonyr:
DO T 2649580

Tel: 60354 5

JAKARTA BARAT, Comics N Games:
Tel: 021 56%6-7855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tek: 031-500-30343

SURABAYA, Fantasy N Games:
Tel: 031-746-2475

GW BLANCHARDSTOWN:
Unit 2484, Blanchardstown Shopping Centre,
Dublin. Tel: 01 822 3868
GW DUBLIN:
Unit 1, Lawer Liffey Street
Tel: 07 872 5791
\CORK, Other Realms:
Tel: 021 4278508
DUBLIN, Gamers World:
Tel: 879299392
ATHLONE, Valhala Games:
Tel: 0879210058
BALINA, World of Wonder Balina:
Tel: 09 TebTh
CAVAN, Apex Games:
Tel: 049 4126504
CAVAN, Clarkes 'l‘nvmuter'
Tel: 00353 49 4372
COBH, Toytown Tnvmaster
Tel: 021 4814 562
CORK, Murphvs Toymaster:
Tel: 00153 58 4114
CORK, Tu_vluwn Toyrnasler:
Tel: 021 414 162
DOUGLAS, Art and Hobby:
Tel: 021 436 3580
DROGHEDA »\rl and Hobby:
Tel: 041 937 5
DUBLIN, Arl and Hobby Jervis Centre:
Tel: 018 745
DUBLIN, ]uz Mannmn! Newsagents:
Tel: 0F 4302387
DUBLIN Toymaster B Banba Dubli
Tel: 01 672 ~100
DUBLIN The Toy Store:
Tul: 01 6774420
DUN LAOGHAIRE, Toymaster Banba Dun Lasghaire:
Tel: 072 804 011
DUN LAOGHAIRE, Art and Hobby:
Tel: 612805047
DUNGARVAN, Toymaster Murphys:
Tel: 058 41378
ENNIS, Tir na Nog Toymaster:
Tel: 00351 65 6842 188
ENNIS, World of Wonder Ennis:
Tel: 065 644 8497
GALWA Model World:
Teh: 091
KERRY, Cabal 's Toymaster:
Tel: 00333 66 7121847
KILLKENNY, The War Forge:
Tel: #1512 87 6602992
LAOIS Grzhams Toymaster:
Tel: 03 04
LEXLIP, Iind Dice Games:
Tel: 01 615 5708
LIMERICK, Arl and Hobby:
Tel: Da1 309
LIMERICK, The Gathering:
Tel: 041 315114
LOUTH, Kidzone Toymaster:
Tek (0339 42 9330313
LOUTH, The Warglmerr
Tel: 4353 B4 833215
MACROOM Tayma:(er Marys:
Tek: 026 3244
MA\'NOOTH Eason Bookstore:
Tel: 50153 1 429 3765
MULLINGAR, iun & Bows Hobbies and Crafts:
Tel: 844 23543
MULUNGAR S|ar; and Crafts;
Tl 00 353 BT940279
NEWBRIDGE, Art and Hobby;
Tek: 045 450280
NEWRY, Murphy’s Toys:
Fel: 0 0264578
OFFALY, Kelly’s Toymaster:
Tel: 0353 57 9351303
SANTRY, Art and Hobby:
Tel: 01 fia2 4500
STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2ba0Thd
WILTON, Art and Hobby Wilton:

Wilton, Tel: 021 434 7207

ISRAEL

HAIFA, Kitaro:
Tel: 0072 48304212
HERZLIA, Freak:

Tol: D472 59550

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(#) These Hobby Contres are closed on Mondays and Tuesdays,

PREMIUM STORE
Stocks most of the product range.”

NEW STORE OPENING
Indicates naw stockists

* To be sure they have what you want in steck, we recommend calfing the store first

RAMAT HASHARON Tapuah:
Tel: 00972 3540471

TEL AVIY, ka

Tel: 0O%7 ‘3&‘)(\11‘3»

TEL AVIV, Kitaro:

Tel: 00572 36299320

JAPAN | @
GW IKEBUKURO:

Mishi-lkebukubura 3-32-6 1F, Toshima-Ku, Tekyo
Tel: 03 5191 7ade

GW JIMBOCHO:

fimbocho 1-7 1F, Chiyada-Ku Kanda, Tokya,
Tek: 03 1296 2733

CW KASHIWA:

Kashiwa 2-4-12 1F, Kashiwa-Shi, Chiba

Tek: 04 7167
GW KICHIJOJI:

Kichioqi-Femchd 1-11-20, Musashino-Shi, Tokyo
22 27 2513

GW MACHIDA:

Haramachida 6-10-19 1F, Machida-5hi, Tokyo
Tel: 042 721 8385

GW NAKANO:

way Bidg, 2232, Nahano-ka Nakame 5-52-15, Tekwe
3 5380 4636
GW OMIYA:

tama-Shi OminvaKa, Saitama

RIGA, Sia Prata Speles:
Tel: W“' 67314015

VILINIUS, Db Necona:
Tel: 00 370 5 2133269

MACAU, Game Fun Table Games SE

Tel: +830 phatRd 2"

MADEIRA

MADEIRA, Sétima Dimensio:
Tel: 351 201 218 244

BANDAR TANJONG TOKONG, Game

Tel: 0764445194 / 048900381

KOTA KINABALU, Sabah, Just Wargame:
Tel: w013 - 855 5269

KUALA LUMPUR, Comics Mart;

Tel: 03 - 2247 O

KUALA LUMPUR, MySciFiFan Outpost:
Tel: o) 016 - 981 1506

PENANAG, Comics Mart:

Tel: 04 - 126 2538

PETALING IAYA Woli's Game Shop:
Tel: 012

PETAI.IM] iAYA Selmgul, The Games Circle:
Tel: b O1g - 451 6940

SHAH ALAM, SELANGOR Dakka Dakka Games:

Tel: 6 617 107

MALTA

MALTA, Fua-hniden Power:
Tel: 60136 21 2
MALTA, K Huhhles Ltd:
Tel: (0336 21 $95423

PAN, Quest Hobbies & Games:

649278

CHISINAU, Adept:
Tel: 373 £9B1%9%

PODGORICA, Neutron Podgorica:
Tel: 00 381 69 06D 669

THE NETHERLANDS

GW AMSTERDAM:
Rokin 36, 1072 KT,
Tel: 020 622 3063
GW DEN HAAG:
Schoolsteaal 128, 2511 AX,
Tel: 070 392 7834
GW ROTTERDAM:
Van Oldenbarneveldplaats 452, 3012 AP,
Tel: 010 280 0263
@ARNHEM, Spelkwartier:
Tel: 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530
ENSCHEDE,
Tel: 053 410
@HMRLEM Spellenhuu'
Tel: 023 53 13 188
@LEEUWAKDEN Spellekijn:
Tel: 058 213 1112
@LEIDEN Vliegershop:
Tel: 071 313 2783
MAASTRICHT, Vieg-er-uit:
Tel: 043 323 1651
MIDDELBURG, De Burcht:
Tel: 011 8650048
NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119
TILBURG, De Dohhelsteen-
Tel: 013 544 1700
UTRECHT, Subcu!tufes:
Tel: 039 2311122
ZWOLLE, Games-n-Us:
Tol: 018 421 6383
ALKMAAR, Bmkers & Strippers:

Tel: 12

jplines:

ALMERE HAVEN Fantasia:

Tel: 036 531 &

ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 017247

AMERSFOORT Spellenwinckel:

Tel: 031 470
AMSTELVEEN Het Ganzenbord:

Tek: 020 #41

APEI.DOOIN Top1 Toys - De Kinderdroom:

41
ASSEI\ Piok'
Tal: 059 231 3262
BARENDRECHT, Peter’s Posttrein:
Tel: 0100 976340
BERGEYK, Wouters Technohobby:
Tel: 049 755 0248
BERGEN OP ZOOM, Big Boys Toys:
Tel: 0164 25 0840
BEVERWIJK, Bmm Games:
Tel: 023 1216568
DELFT, Speldorado:
Tel: 015 213 4516
DEVENTER, Knibbel Comics:
Tel: 057 061 6579
DORDRECHT, thhy Modelbouw Dordrecht:
Tei- 678 631 2,
EDE, Tinnen Soldnl
Tel: 0318 45 32%
EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030
EMMEN, Spirithoes:
Tel: 0391 645787
GEMERT, Top 1 Toys Van de Goor:
Tel: 0492 6 58 43
GOES, Het Hobhvhuw
Tel: 0113 227 ©
GORINC]| EM. J&W Modelbouw:
Tel: 0183 665 §90
GOUDA, Gameplayer:
Tel: 018 26 #4 902
GRONINGEN, Wirwar:
Tel: 050 114 8424
HARDERWIJK, Top 1 Toys Volgers Spel & Hobby:
Tel: 0347 412945
HEEMSKERK, Bob Hes:
Tel: +31 (0251) 24 19 99
H[I[KHUGOWMRD, Huider Modeltreinen:
Yel: 0725714
HEERLEN, De Houten Sleutel:
Tel: +32 1045, 54 91 428
HENGE[O, De Daondersteen:
Tel: 074 2555030
HILVERSUM, Hllvrrsumw Bockhandel:
Tel: 035 82 33 131
HOOFDDORP, Mm‘l!!spuri
Tel: 41 10231 563
HOOFDDORP Spellnlm-ml\ﬂ Wahalla:
Tl 023 55784

HOORN, De Spcll!nhnurn
: 1233 29

24
LELYST.-\D KE Mind Creations:
Tel: + 1140, 2024400
MAASTRICHT, Hounjet:

Tel: 042 143 6778

NES AMELAND Top 1 Toys Van den Brink:
Tel: 0319 54

NUENEN, Sche“eni Speelgoed:

Tel: +31 40 787 10 001

OLDENZAAL, Top 1 Toys:

Tel: 0541515218

RIJNSBURG, Toys 2 Play;

Tel: 071 40 21 244

ROERMOND, Bloemboetiek Hermien:
Tel: 047 537 6624

ROSMALEN, Top 1 Toys Jovi:

Tel: 431 (74 5212409

ROOSE AAI Top 1 Toys Jadin;

Tel: 016
kOTTERDAM Eternal War:

Tel: 01997007

ROTTERDAM Metal Dragon Shop:
el Do 3013

ROTTERDAM Rogue Trader:

Tel: 010 27pa23

SCHIEDAM, BTS.

Tol: 010 475 §755

SITTARD, Atomik:

Tek: 046 4315073

UDEN, Gobli
Tel: 041 327 gai
UTRECHT, Lahyrlmh‘
Tel: 030 281
UTRECHT, hnu Never Land (Wieder & Kugant):
Tel: 030 233 22
UTRECHT, Whoops:

Tel: 030 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2e88

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 351
WORMERVEER, Mini-Wonders:
Tel: 075 &40 1617

ZOETERMEER, RC-Pitstop:

Tek: 678 31
ZWOLLE,
Tel: 038 42

NORWARY =]
GW 0SL0:

Mullergata 7, 01
fel: 447

www.games-workshop.com
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ALESUND, Brio Kremmerhuset Moa Syd:
Tel: +47 T0143;
BERGEN, Outland:
Tel: +47 55314822
BERGEN, Proworks:
Telj +47 98030051
DRAMMEN, Outland
Tel: +47 12897400
DRAMMEN, Drammen Spillforening:
A7 B3B19°
DRIKSTAD. Norstar Leketorvet:
Tek: +47 69315630
KONGSBERG, Rolf Liane:
Tek: +47 92819580
KRISTIANSAND, Outland:
Tek: +47 36099420
MO L RANA R-ngn Lekehjornet Mo:
Tel: +47 751
MOS!@EN Hobhmntetet.
Tel: +47 75170170
MOSS, Repl
Tek: +47 4540
NARVIK, Ri gu Barnas Verden:
Tel: +47 TENESDS
SANDNES, Oseland Hobby:
Tel: +47 31661309
SJGVEGAN, Outpost:
Tel: +47 9370
SKIEN Sokratis Hobby Garden:
Tel: 2674
STA\ NGER, Outland:
> 51938080
STOI(KE. Hubby' Hagen:

: 147

TROMSG, Tromsn Bruktbokhandel:
Tel: +47 7

TRONDHEIM Trundel‘irlm

Tal: 447 715

TEJNSBERG Brlo Bamse:

Tol: +47 3311570

TONSBERG,
Tek: +47

LAHUG CITY, Neutral Grouan:
Tel: (63916, 8303040

MAKATAI CITY, Neutral Grounds:
Tel: (6324 8195800

MUNTINLUPA, Neutral Grounds:
Tel: (632, 8502033

QUEZON (_‘JTY, Neutral Grounds:
Tel; r32] 348982

SAN JAUN, Neu!ral Grounds:

Tel: 1032 7278

TAGUIG, Hobhes and Landes:

Tel: 16321 850839

POLAND

BIELSKO-BIALA, Gnom:
Vb 0048 33 8213432
KATOWICE, Bard:
Tel: 0048 32 2571817
KRAKOW, Bard:
Tel: 0048 12 H320735
POZNAN, Bard:
Tel: D048 61 8538277
WARSZAWA, Faber i Faber:
Tel: 0048 22 B491265
\WROCLAW, Bard:
Tel: 0048 71 3417472

BIALYSTOK, Deparlmznl Gier:

Tel: 0048 357443360

BIALYSTOK, Komnata Gier:

Tel: 0045 667381667

BYDGOSZCZ, Wszvstko Gra:

Tal; G04R 608641909

CZESTOCHOWA, SKELP STRATEGOS:

Tel: 0045 514703167

GDANSK, GameOx:

Tel: 0048 58 346 1221

GDANSK, Iskra:

Tel: 0043 58 5101952

GDANSK, Rebel Centrum Gier:

0045 58 3470204

Iedenhuset:

GDANSK, Spider Games:
Tel: G048 55 3442212
GDANSK, Us h Naszego Dziecka:

Tol: 0048 58 1057043
GDYNIA, Futurex:
Tel: 004R 501563066
JAWORZNO, Mgla:
Tel: 0048 50137777
KATOWICE, Smulh
Tel: D32 605 03 5
KIELCE, Warga
Tel: 0048 5014393
KRAKOW, AGTOM<
Tel: 0048 12
KRAKOW, Bard
Tel: 0048 12 2344130
KRAKOW, Imperium Gier:
Tel: 0048 36110930

]

KRAKOW, Vanahelm
Tel: 0048 5030903065
LEGNICA, Skelp Femks'
Tel: 0048 (036045

LDDZ, Da-ta;
Tel: 0048 4
LODZ, E-linl

Teh. 0048 n-.n 2130
LODZ, Gamelord:
Tel: 0048 42 6311161
LODZ, Strategia Centrum Gier:
Tel, 1048 T96595339

LODZ, Twoja Ksiazka:

Teli 0043 42 6821120
LUBLIN, Krz
Tel; 0043 41 572
LUBLIN, Majsterklepka:
Teli 0048 51 7417106

OPOLE, MS Compulers 1
Tels 004%™
OSTROW WlElkDPOLSH Centrum Gier Arena:
Tel: G048 89487

PILCHOWICE, Imperalor FF:

Tel: 0048 662250241

Tel: 00 48 603873175

WHITE DWARF

?OZNAN, Q wor&ihop.

?DZNAN
Tel; D048 503

PSZCZ NA Red Scorpion:

RADOM, W:rgamer:

Tel; 0043 S0 4582781

RZESZOW, WAW Skelp Modelarski Hobby:
Tel, 017 85 20 101

SlEMIANOWICE laga PHU:

Tel: 1045 72 220013
SWIDNIK, Mo
Tel: 0048 66499
SWIEBODZIN, Czempioni:
Tel: 0048 6229457
SZCZECIN, Fenix:

Tel: 0048 595934995
SZCZECIN, Vest:

Tel: 6048 22 (921727
SZCZECIN, Warlord:

Tel: 0048 91 5267304
TORUN, Sklep Paplermczy
Tol: 0048 56 6322393
WARSZAWA, Games World:
Tol: 0048 22 3132373
WARSZAWA, Graal Blue City:
Tel: 0048 22 311
WARSZAWA, G
Tel: 0048 12 88275
WARSZAWA, Graal Galeria Mokotow:
Tel: 0048 22 5413318

WARSZAWA, Hobbyt:

Tel: 0048 22 B340206

WARSZAWA, Komikslandia:

Tel: D048 72 6541066

WARSZAWA, Modelarski Dom Handlowy Chematic:
Ted: 0048 22 5649917 / 0048 22 6432718
WARSZAWA, Morion:

Tel: 0048 22 4241062

WARSZAWA, Panda Zabawki:

Tel; 0048 22 B26446

WARSZAWA Rephlulor pl:

Tel: 0048 7955

WARSZAWA, SIS.'

Tel: DU48 22 B269100

WARSZAWA, Sklep Superserie:

Tel: D048 BO1 DOS 362

WARSZAWA, Skladnica Harceerska SKAUT:
Tel: D048 22 4230115
WARSZAWA, T fﬁc Club:

Tel: D048 22 69217,

WARSZAWA, Wargamer Centrala:
Tel: 0048 "24575171

WARSZAWA, Wargamer CH Bemowo:
Tel: 0048 “24375311

WARSZAWA, Wawpmc CH Targowek:
Tel: 0048 724
WARSZAWA, \Hrsnwshe Centrum Modelarskie:
Tel: 0048 22 8587087

WROCLAW, Bolter:

Tel: 0048 ™1 3491910

WROCLAW, Enklawa Wroclawska:
Tel: 0048 600426371

WROCLAW, Games R Us:

Tel: 0048 6k6297232

WROCLAW, Ogryn:

Tel: 48 ™1 3771872

WROCLAW, Pracownia Fantastyczna:
Tel: 0048 71 3344344

WROCLAW, Smok:

Tel: 071 124 16 35

ZIELONA GORA, Level:

Tel: 0048 603235160

ZYWIEC, Model-Fan:

Tel: 0048 4006 30805

PORTUGAL

ALCABIDECHE, CascaisPress:
Tel: +331 314 600 330
CARCAVELOS, Eicah Directa
Tel: 4351 241 581 2

ERICEIRA, Tab:lcarta Ovni:
Tel: 43371 261 B63 bb1
LARANJEIRO, DIICUCHI’DPI.
Tel: 4351 2112 500

LISBOA, Fnac.

Tal: 4331 21% 404 700

LISBOA, Homem Azul:

Tel: +351 213624382

LISBOA, Lojas Arena:

Tel: +151 213 135 580

LISBOA, Puros e (‘umpanhla‘
Tel: +351 217 156

LISBOA, Rocha &\ummeloﬁ Dentinho:
Tel: +351 2173 833 2

LISBOA, Sete le Tabacarias:
Tel: +351 217 2

MIRAFLORE’S, Erlm:l Riscos e Rabiscos:
Tel: +351 214 104 998

| CF Skorosze:

PAlMElA Devir Livraria, Lda:
Tel: +351 212 139 440

PORTO, Lojas Arena:

Tel: +351 222 011 384

SINES, Galeria BT:

Tel: +351 269 632 511
TELHEIRAS, Tihak

Yel, +351 217 16
TORRES VEDR.AS, Papelaria Unido:
Tel +351 201 414 186

BUCHAREST, Hobby Games:
Tel: 00 40 21 3231 431

RUSSIA F
KRASNODAR , Alegris-Jug (South)

Tel: &
MlNSi\ Valahanouch ent:
Tel: 08029 p318212

MINSK, Valahanovich ent:
Tel; 008028 6548426
MOSCOW Alegm

MOSCOW Alegns
Tel: #71 495737 Saul

MOSCOW Alcg iH

Tel: +¥1 499261 507
MOSCOW, Club TM:
Tel: +71495191 6441

MOSCOW, Detskiy Mir:

Tel: « 7485291 121

DIRECTORY

MOSCOW, {)etsk iy Mir;

Tel: 4714951720

MOSC! OW Detsk iy Mir:

Tel: 4714

Tei: 471495

MOSCO\‘\, Delskav Mir:
Tel: +7149%13 5

MOSCOW Detskiy Mir:
Tel: +714951405 6294

MOSCO lobby and Tabletop Games:

Tel: 4714 Se7s

MOSCOW, Little Genius:

Tel: +71495:291 2147

MOSCOW, Mr Hobby:

Tel: 71495 061 Bav3

MOSCOW, Urfin juice:

Ted: +71493784 6355

MOSCOW, Wonderful World:

Tl +71485,7%8 4438 *132

NORLISK, Na Styke Mirov:

Tobh 008029 6548426

NOVOSIBIRSK, Icehummer:

Tel: TRA5T0T R4

SARATOV, Detskiy Mir:

Tel: 64 5830

§ ?E‘FERSBURG. Art-Miniatures:

Tek: +71812

uhb\n and Igrushki:

Tel: 0073 2726811

BELGRADE. ANET ﬂubbys!nre
Tel: 00 381 11 3612

BELGRADE, ANH Hobbyslore.
Tel: 00 381 11 2652230
BELGRADE, EKI Hobby store:
Tel: G381 11 b2 75 2°
BELGRADE, Whll! Dragon:
Tek 00 171 p382

NOWVI SAD, Bragan:

Tel: 00 381 11 636 14038

NOVI SAD, Valhala:

Tel: b0 381 21315336

ZRENJANIN, Takeda:
Tel: 00 381 2364572

SINGAPORE -
SINGAPORE, Comics Mart PTE Ltd:

Tel: 6883 2724

SINGAPORE, Comics Mart PTE Ltd:
Tel: 6210 %069

SINGAPORE, Comics Mart PTE Ltd:
Tek: 05 6402 2751

SINGAPORE, Fo:geworks Hobbies:
Tel: 65 6431 597

SINGAPORE, iridipﬂ Infinitum Pte Ltd:

Tel: 67 Gabin="1

SLOVAKIA rre

BRATISLAVA, Madmaxon:
Tel: 421 2524 6927 8~

KOMAKNO ]unal\o SRO:
0

421505518080
SPISSKA NOV VES, War Gaming:

Tek: +421903219185

LJUBLIJANA, Crna Luknja:
Tel: 0186 59031220

OUTH AFRICA
sou [ %

BELVILLE, The Boys and Mens Hobby
Tel: DO2T 21 614 B4R
BLOEMFONTEIN, The Games Dungeon:
Tel; 27 T2 831 9970
CAPETOWN, Pastimes Retail:
Teb: 0027 21 421 1191
CAPETOWN, Wizards Books and Games:
Tel: 0027 BE3 0360
CRAIGHALL, OtherWorld Games:
Tek 011 226 0740
DORINGKLOOF. Ba((le Planet:
Tel: 00 27 8245 939
DURBAN, The Hobhv Specialists:
Tel: 0027 31 566 4806
EAST LONDOV. Slaters Toy Magic:
Tel: + 26572
EDENVALE l’laﬂllu
Tel: 0027 B2 703 14
GAUTENG, The de.erground'
Tel: +27 11 793 1945
JOHANNESBURG, Esswex Retail:
Tel: 0027 11 B83T01%
JOHANNESBURG Oulzr Limits Johanneshurg:
Tel: 002 11 482
fOHANNZSBUKG Ouler Limits Pretoria:

iOHAN ES!LRG \‘nzzrdl Book and Games:
Tel: 0027 11 B0 9253
JOHANNESBURG, Warfair:

Tel: 0027 82 431 22
JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 J09m

MENLYN, Top CD:

Tel: DO 12 361 3122
PIETERMARITZBUKG Games Direct:
Tel: +27 33 342947

RUSTENBURG ‘.‘\.arcrv-

Tel: G027 721 910 2604

UMLANGA, The Hobhv Specialists:
Tel: 0027 31 Shh 4806

SOUTH KORER

SEOUL, Orctown:

Tel: 62 6402 3946

GW GOTEBORG:

Tel

GW STOCKHOLM:

Regeringsgatan 30, 111 53,

Tel: UR-21 38 40

@KARLSTAD Spal& Fantasi:
Tel: 054-15 10 70

STOCKHOLM,

Tel: o9

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

{®1 These Habhy Centres are closed on Maendays and Tuesdays

PREMIUM STORE

Stocks most of the product range.”

uhﬁmm

*To be swre they hay

what you want in stock we revommend calling the stoee fist,

UPPSALA, Prisfyndet:
Tel: 018-14 66
ARVIKA, Bokia:
Tel: 0570-13411
AVESTA, Vega Video:
Tel: 0226-00078
ESKILSTUNA, Lasses Leksaker:
Tel: 0161303 35
FALKENBERG, Lekcenter:
Tel: 0346-807 K0
FRITSLA, Fritsla Hobby:
Tel: 05200108
GAVLE, Hobbyshopen:
Tel: 026-18 b2 49
GC)TEBORC. Goblin Games:
Tel: 031-24511

GbTEnoac; Toys Leksaker & Hobby:

Tel: 031-459401

GOTEBORG, Wizard Games:

Tel: 031-51 41 50

HALMSTAD, Lekcemer

Tel: 0635-15 91 7

HAPAIIANDA. Barnens Hus:
Tel: 0 [

HELSI GBORG Drakborgen:

Tel: 042

HUDDI GE. Humlin Lek & Hobby:

Tel: 08-689 BSES

KALMAR, Lek & Hobby:

Tel: 048024717

KARLSKRONA, Leksakshuset:

Tel: 045524082

KATRINEHOLM, Game Maniacs:

Tel: 0150-12032

KIRUNA, Lekhuset Lekia:

Tel: 0930823 65

KUNGSBACKA, Lek & Hobby:

Tel: 0300-14136 B

LAHOLM, Lekia:

Tels (44 3010067

LIDKOPING, Game Maniacs:

Tel: 0310-25320

LINDESBERG, Juntan:

Tel: 070-25 11 343

LINKOPING, Sagoland:

Tel: IH 4. 1

LUlEA Bamem Hus:
Tei: 0
LULEA, lacu!'

Tol: 0920-69954

LUND, Spel p.i Clemenstorget:
Tel: 0481-27814

LUND, Unispel:

Tel: 046-285 9112

MALMO, Hornan pi Limhamn:
Tel: 040-367520

MALMO, Spel pa Djiknegatan:
Tel: 640-1 20410

V\ORRKOPING, Hobbyhérnan:
Tel: D111-62120

NORRKOPI\IG Lekhuset:

NORRTA IE Lekplaneten:
Tel: 0176-12358
NYKOPING, Laka TV-spel:
Ted: 0153281000
ORMINGE, Happies:

Tel: 087152701

PITEA, Barnens Hus:

Tel: 691-119910

SALA, Elnm Leksaker:

135
SKELLEFTEA, Lek & Hobby:
Tel: 041-01 29 30

SKOVDE, Partaj:

Tel: 0510-784 49

STOCKHDLM Arcane:

Tel: 08-22 25 22

STOCKHOLM Brio Hogdalen:
Tel: 08-74% 17

STOCKI'EOLM Dragons Lair:
Tel: 18-654 &0

STOCKHOLM, Happtes Hammarby Sjistad:

Tel: 08-32244800
S‘I;ROMSTAD) Kjells Lek & Hobby:
Tel; 052

SUNDSVALL, Orion Spel:

Tel: 000-155 447

TRANAS, Lekia:

Tel: 4140-1 H«l!

TKOLIHA'I'[AN Hobbyhérnan:
Tel; 0320-1
TUMBA, Lakukskungen

Tel: 08-530 380 90

UMEA, Incrade:

Tel: 090-1% 580

UDDEVALLA, Olles Leksaker:

Tel: 0522-88520

UPPLANDS VASBY, Barnens Hus:
Tel: 08-626 49 40

UPPSALA, Fantasia:

Fyndmagasinet:
Tel: 0140-5789%0

VASTEHAS. Zetterlund!
Tek: 021-10 43

VASTERVIK, Lekstugarh
Tel: 0490.36171

VAXJO, Helges Hala:

fel: 04702 18 b0t
VIMMERBY, Brio Vimmerby:
Tel: 0492-31188

VISBY, Lekstugan:

Tel: 049821 50 50

YSTAD, Tv-Spelshérnan:

Tel: 041 Lenbli

ANGEI.HO[M Leksaksmagazinet:
Tek: 0437-02

OREBRO, Mudellu.

Tel: 119-611 15 34

OSTERSUND, Hobbyboden:

Tel: 0635-13710

TAIWAN 50

GANGSHAN, Toys Cat:
Tel: +88s = p2 14940
KAOHS[UNG Dwarf’s Goldmine:

TAIPEI, Cacacl s
Tel: +886 2 23099579

THAILAND =
BANG C_HAK Battlefield Bangkol

Tel: 02 7
BA’GGKOK Fanhim(TS Toys):

DNEPROPETR
Tel: 0031816
DNEPROPETROVSK, Modelist:
Tel: 003810671504 B350
DONETSK, Toy Stary

Tel: DO3E062 487 5203

T15 7738
KIEV, Bun‘lnok lgruihek.
Tel: 00 34 57 831
kIE , Bu nok lgrushek.

KIE\.’ Bu nnk Igruihzl‘—
Tel: 00 38 5 821 385

KIEV, Budinok Igroshek:
Tel: 001 28 2 308 150

KIEV, Budmuk Igrushek
Tel: DG 38 4 5
KIEV, Gime Hall
Tel: BORO4S1456 ~i08
KIEV, Model Kits:
Tel: 00380671769 4842
KIEV, Models:
Tel: UIB06T 14T
KIEV, Toy Story
Tel: DIBMAIS T 3979
KIEV, Toy Story:
Tel: 00380441581 2385
KIEV, Toy Story:
Tel: D038 (M41495 3494
KIEV, Toy Story:
Tel: 00380441417 2442
KIEV, Toylan
Tel: DOSEL43/587 5603
LEVIV, Hobby World:

Teh: D038 Onb 764

[o] ESSA, ‘anguard:

Tel: 003805 Ihnlﬂ 357

SEVASTOPOL, Arcanum Store & Club:
Tel: BO3R0501594 5328

VINITSA, Spellscape:

Tel: 60380431440 0902

ZAPOROZHYE, Warhammer pr;

Tel: 0038067 Tu1 591

UNITED ARAB EMIRATES ==

DUBAI, Bishops Trading:

Tel: 9047155942787
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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 retailer.

Premium Stores are independent retailers who offer a wide
range of Games Workshop products and are able to look

after all new and established hobbyists.

range.

any hobby questions.

Premium Store for details.

Should you find a specific miniature or boxed set is not
available in the store, these stockists also offer a Mail Order
service giving you access to the entire Games Workshop

Their knowledgeable staff are on hand to offer help and
advice on you army, from planning your next purchase to
plotting killer tactics for your games. Please feel free to ask

In these stores you can expect painting lessons and other hobby activities such as conversion clinics — call vour local

Premium Stores also have a number of dedicated gaming tables in their stores which are used to run introductory games,

hold in-store tournaments, bespoke mega battles or general open-play gaming where anyone can bring their armies

along for a game.

Check out the list below to find your local stockist!

Ql PREMIUM

The following stores have been
designated Premium Stockists,
and we plan to open more in the
future, so keep a look out in

OBELGIUM

DENMARK

AALBORG, Dragons Lair:

Mgade 63, 5000

Tel: +45 98 12 16 1%

ARHUS C, Dragons Lair:

Sht, knads Tory 3, OGO

Tel: <45 86 18 44 0}

I\{}BENHA\N K, Faraos Cigarer:

a0

RDSKILDE Fﬂnah( Roshilde:
o

o

White Dwarf for stockists near vou,

ESPOO, Espoonlahden Puolenkuun Pelit:
Lokirinne 1 LH 5. 02320

Tel: 0% 6380300

ESPOO, Tapiolan Puolenkuun Pelit:
Kauppamichentie 1, 02100

Tel: 09 - 312 9941

HELSINKI, Fantasiapelit Helsinki:
Vilhonkatu 4 B, 00100

Tel: 109 850 803

HELSINKI, Helsingin Puolenkuun Pelit:
Vuarikate 14 A, 00100

Tel: 0% 6980300

JOENSUU, F:n(aslapellt Joensuu:
Suvantokatu 8, 30100

Tel: w131

A, Fantasiapelit Jyviskyli:
akatu 2. 40100

Tek:i014) 216 629

KOUVOLA, Kouvolan Puolenkuun Pelit:

Kouvolankatu 14 et Valtakatur, 0400

Tek: 103 222 52 00

LAHTI, Lahden Puolenkuun Pelit:

Rautatie -vkz\u b, 15110

Tel: 03751315

LAPPEENR-\NTA Fantasiapelit Lappeenranta:

Brahenhatu 3, 53600

Tel: (05) 541 1375

OULU, Fantasiapelit Oulu:
Rautatienkaty 10, %0700

Tel: (08) 374 906

PORVOO, Porvoon Puolenkuun Pelit:
Mannetheiminkatu 10, 06100

Tel: Y 48577

TAMPERE, Fantasiapelit Tampere:
Kuninkaanka
Tel: (03 2
TURKU, Fantasiapelit Turku:
Humalistonkatu 8, 20100

Tel: (020 232 84 13

GIBRALTAR

GIBRALTAR, K&M Hobby Centre:
Unit F218, First Floor lcc, %99
Tel: +350 200 ~06 37

IRELAND

CORK, Other Realms:
Tel: 00353 21 4222 224

DUBLIN, Gamers World:

Tel: 00353 879 299 392

THE NETHERLANDS

ARNHEM. Spnll\w-nler

|\| 026 370
DEN BOSCH, De Dobbelsteen:
Hinthammerstraat %, 5211 Ms

Tel: 073 #14 5510

ENSCHEDE, Pi

HAARLEM, Spellenhuis:
Rruis Weg 6, 2011 LE

Tel: 023 531 1188
LEEUWARDE!
Voorsireck 84, 8
Tel: 058 213 1112
LEIDEN, Viiegershop:
Turf

Spellekijn:
I

10715
MAASTRI(HT, Viieg-er-uit:

fir raat 70, 6211 MP

Tel 1453

MIDDELBURG, De Burcht:

Flein 1940 a3, 4331 LG

Tel: 011 B65 0048

NIJMEGEN, Moenen en Mariken:
Van Welderenstraat 70, 6511 MP

Tel: 024 323 6119

TILBURG, De Dobbelsteen:
Langestraat 176, 5638 SH

Tel: 011 544 3

UTRE(HT Subcullurts

ZWOL E Glmes n-Us:
BOTL XN

POLAND

BIELSKO-BIALA, Gnom:
i i s 1

KATOWICE, Bard Centrum Gier:
Kosciushi 8, 4D-049 Katowice

Tel: D047 32 257 1817

KRAKOW, Bard Centrum Gier:
Batorego 20, 31-135 Krahdw

Tel: D048 12 632 07 35

POZNAN, Bard Centrum Gier:
Sw. Marchin 41, Poznan

Ted: DO4S 61 B33 B2 77

WARSZAWA, Faber & Faber:

ol. Pulawska 11 02-515 Warszawa

Tel: D048 22 84912 65

WROCLAW, Bard Centrum Gier:
Srewshka 31, 50-139 Wrockw

Tel: 0048 T1 347 74 72

2 24 Karlstad

STOCKHGLM Science Fiction Bokhandeln:

gatan 4%, 117 27 Stockhotm

. Fanln
(J'.lrl 44, %03
Tel: 0 T oL 60
UPPSALA anndet

53 21 Uppeala

Unted

UNITED KINGDOM

ALDERSHOT, The Game Shop:

i Wellington Streat, Hampshire, GLt 1DZ
Tel: 01252 311443

BROADSTA!RS Time and Space:
Steeel, Kent, CT10 1LP

Tel: 01843 46006

CAMBERLEY, Morning Star:

& Eietigheim Way, Surrey, GUTA 356

Tel: 01276 685160

HARLOW, Marquee Mudeli:

he Harvey Cenire, Ereny, CM20 115

SI-EEFFIELD ‘Wargames Emporium:

m-q,m. shetfield, $1 2F8

\\atch Engml'

Terrace, Somerset, BAZD INE

www.games-workshop.com
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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.

ou can order ANY current Games place an order for the latest Bitz Pack or Wherever you see this

Workshop product, including our simply pre-order the latest miniatures, symbol, that product is only

Collectors Range, Bitz Packs, Specialist  ordering directly from Games Workshop is f}:‘;’feﬁi&;é"ﬂ‘ﬁi,Ttg’{;’;*ge
Games range and models that are exclusively ~ quick and convenient. There are three main hold of it §
‘available to order’. Whether you want to ways to get your hands on the latest products.

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!

* Register on 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 your choice.

www.games-workshop.com

RO AN L M TRl ¢

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 web
order points in all of our stores.

* 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 112 for the Store Directory

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
Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 112 for the Directory




The heroism of the High Elves and their allies from the Annulii
Mountains have achieved such legendary reputations that they are
spoken of across the length and breadth of the Warhammer world.
Shown here are a selection of High EIf models that are only available
to order - see the full range online.

Great Eagle

9911020408
£15,€22.50, 175dkr. 200skr/nkr

Eltharion on Stormwing

99110210002
£20, €30, 225dkr, 270skr/nkr

Teclis

99060210107
£12, €17.50, 135dkr, 160skr/nkr

R

Tyrion

99110210101
£18, €25, 200dkr, 250skr/nkr

7 m ' dangerous if ised incorrecty, -
m

thraugh s mquf g www.game&
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Get your first 3 issues for only £5!

Continue your subscription for just £9 a quarter giving you a FREE magazine every 3 months!

o It is the cheapest way to get White e Guarantee you never miss another issue!
Dwarf every month

* Your first three issues are only £5! 0
* Then get one issue FREE every three months n
* Access to exclusive special edition

subscriber models every year 0“ Ihe couer I]rice

* Exclusive subscriber offers, like seminars

and early tickets for Games Day. Call 01778 392 083 now to subscribe

[J | would like to pay by Direct Del

| understand that £9.00 will be dehited from my account every 3 months)

To the Manager (Bank Name!

Address B DIRECT
...................................... V‘ saea De b It

Postcode ...
Namefs) of account holder(s) ...........occvurinen, e D ey SRR your Building
Branch sort code (] (JC1 O[] Bank/Building Society (| I | Society/Bank
SIBNAUrelS] wovvevvevineiniennnns BT UPO PP to payjl)y
Date scsian: GG Direct Debit.

Instruction to

Originator's
Identification
Number

Surname.. 388464
Address .. -

Title ... cee FOTBMAMIE ettt ittt et s s e see s es

Telephone (in STD code)
Email address

RATEESE crvammmmmmmsavism GRS

Rastende wavmanmanassy

Telepharia{ i STE EOUR) s s s N——— TR NS MR

RETURN THIS FORM TO

White Dwari Subscriptions Dept, West Street, Bourne, Lincolnshire, PE10 9PH
TERMS AND CONDITIONS: Th
wn Bank or Building

¥ You can cang
amer ref. WD-DD-370










