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FORGE WORLD

Batten down the hatches! Lock up your women and children! Brace for
impact! The Dark Eldar are here in what is our biggest relaunch of a
race... well, ever. The new range of miniatures is, quite frankly,
astonishing and Jes and the team have really outdone themselves.

The original Dark Eldar Codex was released over ten vears ago, back
in the early days of Warhammer 40,000 3rd edition. Ever since plavers
(myself included) have been clamouring for information about them, for
the original Codex was somewhat sparse on the details. It provided loads
of questions, but precious few answers.

One of my favourite parts of the Warhammer 40,000 background is its sense of
mystery, those unanswered questions that adorn the setting. Sometimes we leave the
questions unanswered deliberately — after all, we don’t want to spoil it all for you — but
other times we're waiting for the opportunity to answer them properly and really blow your
mind. Some of the revelations in Codex: Dark Eldar did just that — did vou know that not
only were the Dark Eldar aware that their debauchery would lead to the Fall, but they
carried on regardless, and that some of those same Dark Eldar still plague the galaxy today,
10,000 years later? Mind, blown. There are plenty more revelations in the Codex, as well
as in the designers’ notes with Phil Kelly and Jes Goodwin later in the issue.

On a similar theme I've just finished reading Thousand Sons (I know it's been out for
ages, but I'm still playing catch-up) and my mind is still reeling from the mysteries that
have been revealed. For such a long time the Horus Heresy has been nought but
fragmentary history and teased revelations, but the series of novels is doing a great job at
filling in some of that background, piece by piece. I'd share my revelation from Thousand
Sons, but I'd hate to spoil it for you.

Anyway, whilst I'm picking myself up off the floor, go and read the rest of the issue and
see if you can find something that amazes you too.

Andrew Kenrick, Editor
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Cruellest of their kind, the Dark Eldar are raiders, slavers and warriors beyond compare. When
unnatural night descends on a world and the sleek craft of the Dark Eldar slip into realspace,
war and bloodshed will surely follow. Turn to page 22 to enter the Dark City of Commorragh.
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FROM THE LABYRINTH DIMENSION

Andy Hall braves the lair of the designer of the Dark
Eldar, Jes Goodwin, to find out all about the creation of
the new miniatures.

A DARK GENESIS

Phil Kelly, the author of the new Codex, sits down to talk
with Adam Troke about the Fall, Commorragh and the
sinister agenda of the Dark Eldar.

THE LORD OF THE RINGS: REINFORCEMENTS

All the rules for using the King’s Champion, FI6i
Stonehand, the Gundabad Blackshields and the Cave
Drake in The Lord of the Rings Strategy Battle Game.

OLD WAR STORIES
Jeremy Vetock returns with more tales of war, this time
sharing some of his Warhammer hobby plans.

MODELLING WORKSHOP: ARCANE ARCHITEGTURE
Dave Andrews talks about his two new pieces of

Warhammer terrain: Witchfate Tor and Dreadstone Blight.

'EAVY METAL MASTERCLASS: DARK ELDAR

The 'Eavy Metal team are on hand to offer tips,
techniques and advice for painting the Dark Eldar in this
month’s special Masterclass.

MODELLING WORKSHOP: DARK ELDAR

The Dark Eldar are a fast-moving, dynamic force.

Jes Goodwin and Juan Diaz show us how to capture that
movement when assembling your miniatures.

%
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58 THE SOUL HARVEST
Archon Valossian Sythrac leads the Kabal of the Black
Heart in bloody slaughter as he seeks to claim Colonel
Straken’s head in this month’s battle report.

02 NEW RELEASES
The latest releases from the depths of the Dark City.

18 NEWS
All the news from the Games Workshop hobby around
the world.

76 STANDARD BEARER
Choices, choices... Which army should you collect?
Jervis offers advice on collecting.

104 FRONTLINE

Hobby activities and news in your area.




This month’s new releases are dominated by the
Kabals of Commorragh as we launch the new
range of Dark Eldar upon the unsuspecting world.




DARK ELDAR KABALITE WARRIORS

The Kabalite Warriors are at the heart of every Dark Eldar
army and form the bedrock for the new range. You'll find the
design prompts and cues that veteran Citadel designer Jes
Goodwin sculpted into this kit repeated throughout the rest of
the new range (you can read his designer’s notes from p22). 7 e R
The kit is extremely comprehensive and versatile, ' ) L
allowing you to assemble ten Kabalite Warriors, including a
Sybarite to lead your squad on a realspace raid. There are 15
heads, 10 of which are helmeted. Every weapon option
available in the army list can be found on the frame, so you'll
find a shredder, a blaster, a splinter cannon, a dark lance and Sybarite with splinter
even more exotic armaments for your Sybarite. pistol and agoniser

Kabalite Warrior

with shredder DA i
KABALITE WARRIORS

Product code: 99120112007
Sculpted by Jes Goodwin
€19.50, 150dkr, 190ske/nks. 7521

ON SALE NOVEMBER 6TH

Kabalite Warrior with
splinter cannon

TURN TO PAGE 98 TO DISCOVER ALL THE OPTIONS IN THIS BOX SET.

Pictures for flustrative purposas onty. Product contents may vary, Products sold unpainted and unassembied. Certain Citadel products may fa dangerous if used incorrectly, Prices norrecr at tima Ufgmng to press, please contact us for current
availability and prices. Prices quoled ars for products soid by Games Workshop through its own stores, ar website, 0 relailars are e for 7 fheir own prices,

www.games-workshop.com 3



Wieh with splinter Whch with shardnet Wiych with splinter Wych with splinter Wych with
pistol and punch dagger and impaler pistol and wych knife pistol and wych knife hydra gauntlets

Wiych with splinter Wych with splinter Hekatrix with blast Wych with razorflails Wych with splinter
pistol and wych knife pistol and wych knife pistol and agoniser pistol and wych knife
The new Wyches box set contains a packed frame filled with oo

deadly assault troops and a whole array of devious and lethal w'q?“""-h'!tit;.,-
close combat weaponry. The kit includes a huge array of
blades and weapons to ensure your sprinting and acrobatic
Whyches will devastate the enemy once they are in melee. You
can make ten Wyches, including a Hekatrix, with all manner
of options available and can further increase this pool of parts

by swapping bits with other Dark Eldar kits.

DARK ELDAR WYCHES £15
Product code: 99120112008
Sculpted by les Goodwin
19,50, 150dks 190skr/nke, 7521

TURN TO PAGE 99 TO DISCOVER ALL THE OPTIONS IN THIS BOX SET.

Seturms for Wustrative purposes only, Product contents may vary, Products sold unpainfed and unassemblad, Cartatn Citadel products may be dangerous If used incorrectly. Prices cnrrecf al time of going to press, please contact us for current

avaliability and prices. Prices quoted are far praducts soid by Games Workshop through its own stares, g or wabsite. refailers are for i [halr own prices.
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DARK ELDAR REAVERS

One of the two Fast Attack elements of the Dark Eldar
army out this month are the Reavers. Speed and

DARK ELDAR REAVERS £21
Product code: 99120112010

b 7 . Sculpted by Jes Goodwin,
customisation were the watchwords for the design of this Tom Walton and
kit, the idea being that every Reaver modifies their ride Alex Hedstrom

€27.25, 210dkr, 260ske/nke, 10521

ON SALE NOVEMEER 6TH

with the aim of getting the perfect, fastest kill. The kit
contains three Reaver jetbike models with the option of
using the different canopies on the fairings, extra blades or
adding a cluster caltrop pod, blaster or heat lance.

P o
s ; Find Out More
“ Speed and CUStomlsatlon To see the Reavers in action and

were the WatChWOIdS fOI' the for tips on how devastating their

bladevanes and cluster caltrops

deSigﬂ Of thiS kit. ,, can be, then go read the Soul

Harvest, this month’s exciting
battle report starting on page 58.

Jethike with heat lance

Three of the four jethike canopy designs that come in the kit. Jetbike with blaster

Picturas for ilustrative purposes only, Produst confents may vary. Products sold unpainfed andg unassembied. Cerfain Cifadel products may be dangerous if used incorrectly, Prices comect at time of going to prass, piease contact us for current
availabiity and prices. Prices quoted are for products sold by Games Workshop through its awn stores, gue o website. dent refailers are responsilite for ining their own prices.

www.games-workshop.com 5



DARK ELDAR HELLIONS

Amazingly, this is Juan Diaz’s first plastic kit since 2003.
Such a long sabbatical between plastic projects has not
dented his formidable talent as the Hellions have an instant
impact. The five models exude speed and dynamism, with
the skyboards looking as though they are reacting to the
movements of their riders. The key to this is the positioning
of the Hellions that can be accentuated using the new ball
joint arrangement on the flying stand beneath.

DARK ELDAR HELLIONS £15
Product code: 99120112009
Sculpted by Juan Diaz,

Jes Goodwin and Tom Walten
€79.50, 150dkr, T90skenke, 7521

ON SALE NOVEMBER 20TH

Find Out More

To see even more ways to pose your
Hellion models, complete with advice from
Juan, turn to page 103.

Hellion with hellglaive

Hellion with hellglaive Helliarch with splinter pistol
and agoniser

Hellion with hellglaive

Hellion with
hellglaive

Figtures for iustrafive purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectiy. Prices correct at time of going to press, please contact us for current
avalability and prices. Prices quotad are for products sold by Gamas Workshop through lis own storss, or wabsita, i dant ratallers are big for 7 their own prices,
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DARK ELDAR MANDRAKES

The Mandrakes are the terror troops of the Dark Eldar
army, emerging from the shadows to feed on the life force
of their prey. Jes’ brand-new designs really capture the
sinister feel of these supernatural creatures, complete with
icy balefire shooting from their arms. Their weapons even
have a very deliberate surgical look to them, to suggest a
preternatural sharpness. The box set contains five metal
Mandrake miniatures.

DARK ELDAR INCUBI

The dreaded elite infantry of the Dark Eldar are the Incubi.
The box set contains five metal miniatures, each armed
with a massive two-handed power sword that gives the
wielder +1 to Strength, making already formidable warriors
even more deadly. Suggesting a fearsome reputation, Jes
has really used the helms and horns to give these warriors
a monstrous appearance. The behorned helmets and
jagged, spiked fins on the back all add to this effect.

DARK ELDAR MANDRAKES £18
Product code: 99710112060
Sculpted by jes Goodwin
€23.50, 180akr, 230skrky; 9021

DARK ELDAR INCUBI £18
Product code: 99110112059
Sculpted by les Goodwin
£23.50, 180dkr, 230skr/nks, 9021

ON SALE NOVEMBER 6TH

( TURN TO PAGE 28 TO FIND OUT MORE ABOUT THESE DESIGNS FROM JES GOODWIN. )

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used incorrectly. Prices corract at time of going to press, pisass contac! us for current

availability and prices. Prices quoted ars for products sold by Bamss Workstop through its own stores,

refailers are bie far ining their own prices.
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N I . 1‘
DARK ELDAR RAIDER

The Dark Eldar are a fast, airborne strikeforce, and
the Raider is the lynchpin of this strategy. This open-
topped transport ferries the Kabalite Warriors and
Whyeches into the heart of enemy formations before an
effective defence can be organised.

The Raider kit not only contains the essential
components to make the craft, but is packed full of
options and extras. You can place crew and
passengers on the deck, holding wicked-looking
polearms and even model Warriors clinging onto the
side of the hull. For the armament, there is a choice
of dark lance or disintegrator cannon. You also have
two ram options, two aethersail configurations and
numerous chains, flails and blades that can all be
added to make your transport highly individualised.

DARK ELDAR RAIDER £20
Product code: 99120112012 =
Sculpted by Jes Goodwin,
Oiver Norman and

Aly Morrison

€26, 200dkr, 250sk/nks, 10021

ON SALE NOVEMBER GTH

/Find Out More

You can find stage-by-stage guides for
painting and assembling Dark Eldar
vehicles on our website, along with
plenty of other great Dark Eldar content.

/

Pictures for Wustrative purposes only. Product confents may vary. Products sald unpainted and unassembled. Cartain Citadel products may be dangerous if used incorrectly. Prices correct at lime of going to press, please contact us for current
avatiability and prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogue or website. Independent retaliers are responsible for determining their own prices.
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DARK ELDAR RAVAGER £30
Product code: 99720112011
Sculpled by Jes Goodwin,
Oliver Norman, and

Aly Morrison

£39, 300dkn, 380skn/tike 1502

DARK ELDAR RAVAGER

The Ravager is similar to a Raider but
sacrifices transport capacity for a
formidable array of three heavy
weapons in the form of dark lances or
disintegrator cannons. This Ravager kit
uses the Raider parts with an extra
frame that holds all the additional
heavy weapons you'll need, along
with the weapon mounts and shields,
more crew — including the gunners —
two new aethersail configurations and
two more prow designs. These extra
parts, coupled with the plethora of bits
already on the Raider, allow you to
create a whole armada of distinctive
vehicles for your force.

Pictures for iustrative purposes only. Product contents may vary, Products sold unpainled and ynassembled, Certain Citadel products may be dangerous if used incarractiy. Pricss r'or.ecr at rJrne sfgu.ng fo press, please contact us for current
avaliability and prices. Prices quoted are for products sofd by Games Workshop through its own stores, fogue or websits, rafailers are s or ing their own prices,

www.games-workshop.com 9



This disturbing metal rendition of Urien
Rakarth was sculpted by Juan Diaz based
upon artwork by Jes Goodwin. Urien is a
depraved Master Haemonculus, a fleshcrafter
who experiments on his own tortured body, as
his three spines and six arms testify.

DARK ELDAR £8
URIEN RAKARTH
Product code: 99060112058

Sculpted by Juan Diaz
£12.50, 100dks, 115skr/nkr, 402t

ON SALE NOVEMBER 20TH

The Archon is a metal model
designed by Jes as a worthy and
dangerous commander of your
Kabals. The miniature comes
armed with a soul-trap, huskblade
and two head options.

DARK ELDAR £8
ARCHON

Product code: 99060112056
Sculpted by Jes Goodwin
€12.50, 100dkr, 115ske/nk, 4021

ON SALE NOVEMBER GTH

Lelith Hesperax is the ultimate
champion of the gladiatorial
arenas. Juan’s metal model —
from Jes’ designs — can be
armed with two wych knives or
an impaler in the left hand.

DARK ELDAR £
LELITH HESPERAX

Product code: 99060112057
Sculpted by Juan Diaz

€12.50, 100dkr, 115ske/iks, 4021

ON SALE NOVEMBER GTH

/

TURN TO PAGE 71 TO SEE LELITH AND THE ARCHON IN BATTLE. )

The webway portal is taken as a piece of

then on you can bring your reserves into play
from it. It's a very effective bit of kit, and you
can see it in action in the battle report. The
portal itself is made from a lightweight metal
with an evocative design printed on its outer
surface. If you want one, then act quickly

| DARK ELDAR £6

| WEBWAY PORTAL ;
Product code: 99220112001
€7.80, 60ckr, 75skrnkr, 30zt

ON SALE NOVEMEER 20TH

wargear by an Archon. It can be placed on the
battlefield during the Shooting phase, and from

because they are only available while stocks last.

AVAILABLE WHILE STOCKS LAST

Pictures for filustrative purposes only. Product contents may vary. Products soid unpainted and unassamiled, Certaln Citadel products may be dangerous If used fncorrectly. Prices corect af time of going fo press, please contact us for current
avatiabltity and prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogue or website. Independent retallers are responsible for determining their own prices.
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CODENX: DARK ELDAR
From Commorragh - the canker at
the heart of the Labyrinth
Dimension - they come. A race of
evil murderers, the Dark Eldar
ensure their continued survival by
inflicting pain and suffering on
others. Their lightning-fast terror
attacks are legendary, as the very
act of waging war gives them
sustenance and prolongs their
wretched lives. Only through
raiding realspace can they hope to

protect themselves from the
depravations of She-Who-Thirsts.

Codex: Dark Eldar is a brand-new 96-page
codex that goes deeper into the history,
background, culture and secrets of the
Dark Eldar than ever before. Phil Kelly is
our guide through the Dark City of
Commorragh and beyond as we learn of
the martial Incubi, the terrifying
Mandrakes, the Wych Cults, Haemonculi
Covens and the powerful Kabals. Within
the covers there are tips and tactics for
collecting a Dark Eldar force, a strategy
guide and the army list itself.

CODEX: DARK ELDAR  £17.50
Product code: 60030112002
Wiitten by Phil Kelly
CODEX g €22.75, 175aks, 220skrinkr, 87,5021

WARHAMMER '
PriTv =

THE R5E O VECT HNGLAAT)
e

r CODEX AUTHOR, PHIL KELLY, TALKS ABOUT THE DARK ELDAR FROM PAGE 30. J

Pictires for Mustrative purposes only. Product contents may vary. Products sold unpainted and unasssmbied. Certain Citads! products may be dangerous if used incorrectly. Prices correct at time of going fo press, please contact us for currsnt
avallabitty and prices, Prices gquoted are for products sald by Games Workshop through its own stares, ! or website, ratallers are ibig for ining their own prices.

www.games-workshop.com
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This month the battlefields of the Warhammer world are adorned with towering
arcane architecture and crumbling monuments with the release of two new kits.
Dreadstone Blight and Witchfate Tor form impressive centrepieces for your games.

DREADSTONE BLIGHT Find Out More

Turn to page 80 for even more
practical information as we
explore the ways that you can use
these two kits in your games of

The ruined tower of Dreadstone Blight will give any Warhammer battlefield
a suitably arcane look. Within the base you can see the Wheel of Magic
replete with a clockwork pointer that fathoms which of the eight winds
blows strongest. From the base, you can build up the _wal[ sections into Warhamimier: You can also find a
numerous configurations, of which just one example is shown here. stunning 360° video of both kits
The floor is also part of Dave Andrews’ ingenious design. It comes in & i
three sections that can be assembled as a whole floor, covering one level,
or fractured to be placed on different levels to add to the dilapidated look. games workshop.com g,

WATADEIAMAAED
oW/ s If\l\l.l'll;El\

DREADSTONE BLIGHT £18
Product code; 99120299018
Sculpted by Dave Andrews
€23.50, 180dks, 230skiinks, 902t

Pictures for ilustrative purposes only. Product contants may vark Products sold unpainted and unassembled, Certaln Citadel products may be dangerous If used incorrestly. Prices correct al time of going 1o press, pleasa contact us for currant
availability and priees. Prices quoted are for progucts sold by Games Workshop through fis own stores, catalogue or website. Independent retaliers are responsible for defermining their own prices
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WITCHFATE TOR, TOWER OF SORCERY

Unlike the crumbling remains of Dreadstone Blight, the
Witchfate Tor kit allows you to build an impressive Tower of
Sorcery in all its arcane majesty. The box set contains more
than enough parts to build a tower up to four levels high, but
due to its modular nature, more levels can be added to make
the tower even taller. Each level has a fully detailed interior
packed with great elements, from a secret door in the lower
levels to comet-adorned battlements. Every floor has a ledge as
well, with room to place a model — perhaps the Wizard himself
— as a visual cue for which unit inhabits the building. Although
space certainly isn’t an issue as there's plenty of room to place
most units — movement tray and all! -

The different levels fit securely on top of
one another. We suggest not gluing them
in place, allowing you to access the
lower levels.

Pictures for Wustrative purposes only. Product contants may vary. Progucts sold unpainted and unassemined, Cartain Cltadal products may be dangerous i used incorrectly. Prices correct at time of going lo press, please contact us for current

availability and prices, Prices quated are for products sold by Games Workshop through its own stores,

or webisite.

WITCHFATE TOR,

TOWER OF SORCERY

£40

Praduct code: 99120299019

Sculpted by Dave Andrews
€52, 400kdks, 500sknhkn 2002

COMING SODN

retailers are

for

thair own prices.

www.games-workshop.com
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LARGE MONSTER
FIGURE CASE

The new monster case is
the deepest carry case we
have ever made — you can
quite comfortably fit a
Stompa within its foam
confines, but its uses are
more wide ranging than
just for Stompa owners. It's
great for large vehicles, or
lots of smaller ones, so
Space Marine players can
get their Drop Pods to and
from games in safety. The
case contains two layers of
egg crate foam and two
layers of tank foam.

AVAILABLE WHILE STOCKS LAST

MONSTER FIGURE CASE  £50
Product code: 99239999054
€65, 500dks, 630skenky, 250z

CITADEL PAINT STATION

The brand-new all-plastic Paint Station is the ultimate hobby area. It's made
from a tough, lightweight and durable material that won't be melted by Plastic
Glue and allows paint spillages to be washed away. The recesses in and around
the paint station have been designed to securely hold water pots and any type
of paint pot from the Citadel range. The most important feature of the new
Paint Station is that the underside has been ergonomically designed to fit on
your lap, so you can paint anywhere! It even has detachable rubber feet to
prevent it from slipping, should you wish to place it on a firm surface.

PAINT STATION £20
Product code: 99239999056
€26, 200dks, 250skn/nkr, 10021

ON SALE OCTOBER 30TH

Pictures for ustrative purposes anly. Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going fo press, pleasa contact us far currart
availability and prices. Prices quoted are for products sold by Games Workshop through Its own stores, or website. independent ratailers are 1 ible for iming their gwn prices.

Paints, miniatures and accessories not included.
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MEGA PRINT SET AVAILABLE WHILE STOCKS LAST

The Mega Paint Set is back and better than ever before. The set contains all 47
Citadel Colour Paints, 18 Foundation Paints and 8 Washes. It also includes all ten
Citadel Brushes, PVA Glue, a pot of Modelling Sand, Static Grass, Glade Grass and
Scorched Grass, all of which are contained in a Citadel Figure Case, packed in
custom cut foam layers. This year, all the Citadel Colour Paints are in new
translucent pots, which means you can see what colour you need at a glance, no
matter which angle you’re searching from!

MEGA PAINT SET £150
Product code: 99179999011
€195, 1500k, 1800ske/nky, 7502)

FBungaTIoN
T

Ul
e |

CrTATE

CITADEL CUTTING MAT

The Citadel Cutting Mat is perfect for appeasing wives,
partners and mothers who fear for the safety of their
dining room table. It is a ‘self-healing’ cutting mat,
meaning any cuts will close up afterwards, and either
side can be used. What's more, it has been designed to
fit snugly and securely onto the new Paint Station to
extend the life of that as well.

CUTTING MAT £6
Product code: 992399990155
€7.80, 60dkr, 75skninks, 3021

ON SALE OCTOBER 30TH

These Citadel products, and all the miniatures and kits featured in
this month’s new releases, are available to buy or Advance Order
from the Games Workshop website. Simply go online to:

games-workshop.com

Pictures for ilustralive purposes only. Product contents may vary. Products sold unpainled and unassembled. Certain Gitade! products may be dangerous if used ineorréctly. Prices correct at time of going fo press, please contacl us for current
avaiiability and prives. Prices quoled are for praducts soid by Games Workshap through its own stares, e or webhsits, refailers are resg for determining thalr own prices.
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Black Library publishes a range of novels and sourcebooks
that delve deep into the worlds of Warhammer and
Warhammer 40,000. These are available in many of our
stores worldwide, as well as in bookshops in certain

| countries. However, if you are finding it difficult to get hold
| of any of these publications then go to the Black Library

| website, where books may be purchased directly.

ACK LIBR

THE FIRST IIEIIETII}

THE FIRST
HERETIC

Amidst the galaxy-wide war of
the Great Crusade, the
Emperor castigates the Word
Bearers for their worship.
Distraught at this judgement,
Lorgar and his Legion seek
another path. Their search for a
new purpose leads them to the
edge of the material universe,
where they meet ancient forces
far more powerful than they
could have imagined.

THE FIRST HERETIC

by Aaron Dembski-Bowden
ISBN: 978-1-84416-884-2
E€10.50, 85clke, T00sknkr, 39,952

£7.99

WARRIOR PRIEST

WARRIOR PRIEST

DARIUS HINKS

L

Warrior Priests are the holy
crusaders of the Empire,
banishing Daemons, witches
and heretics alike with
righteous fury. Jakob Wolff is
one such warrior, and sets out
to track down his brother,
whose soul has been tainted
by the Ruinous Powers. Family
must be put to one side as he
battles to prevent the Empire
from sinking into Chaos.

WARRIOR PRIEST
by Darius Hinks

ISBN: 978-1-84970-002-3
E10:50, A5dkr, 100ske/nkn, 39,9521

£7.99

WY i ¥ the
S%wchcr

ammbus

When Chaplain Elysius of the
Salamanders is taken captive by
Dark Eldar, he faces a fight for
survival at the hands of these
cruel aliens. The Firedrakes of
1st Company attempt a daring
rescue mission, but much more
is at stake than the Chaplain’s
life. He holds the key to secrets
buried beneath Mount
Deathfire; secrets that could
reveal their damnation.

FIREDRAKE
by Nick Kyme

ISBN: 978-1-84970-004-7
ET0.50, Bidkr, 100skenks 39.9521

£7.99

After the fury and thunder of
battle, the arenas of war lay
silent. Enter Angelika Fleischer,
battlefield looter, making her
grisly living among the dead
and dying. But these nefarious
activities will draw her into
dangerous webs of deceit.

This book is available to
order as a P.O.D. through
www.blacklibrary.com

THE FLEISCHER OMNIBUS £20
by Robin D, Laws

Picturas for iustrative purposes only. Product conlents may vary. Products sold unpainfed and unassembied. Certain Citadel products may be dangerous if used ncorrectly. Prices correct al Hma of going to press, please confact us for current

svailability and prices. Prices quoled are for products sold by Games Workshop through fls own slores,
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Forge Waortd

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

www.forgeworld.com

NECRON TOMB STALKER

The Tomb Stalker, sculpted by Will Hayes, is a war construct
intended to guard the tombs of the slumbering Necrons from those
who would foolishly dare to desecrate them. They are fast and
brutally powerful war machines that use phase-field projectors to
pass through solid matter to reach their targets, no matter where they
might try to hide.

Pictures for ilustrative purposes only. Product conlents may vary. Products sold unpainted and unassembied. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press. please contact us for curran!
availahility and prices. Prices quoted are for products soid by Gamas Workshop through its own stores, catalogue or websife. retallers are ibie for iiming Hheir awe prices.
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This month sees the release of the latest White Dwarf Sub-in-a-Box, which not only comes
with a 12 month subscription to everyone’s favourite magazine, but also an exclusive
Grombrindal miniature — the perfect Christmas stocking filler.

Could 2011 really be around the corner
already? | didn’t believe it either until this
year’s sub-in-a-box model landed on my
desk. Yes, Grombrindal’s been on his
travels again, and this time he's helping
out in the Great War. Fighter pilot
‘Ancestor One’ is reporting for duty and
will be available to buy along with a
year's subscription to White Dwarf for the
next year only. Yes, that means the White
Dwarf in Space model is about to be
retired, the moulds cut up, never to be
spun again. So, if you want that version of
Grombrindal visit the website now!

If, however, you want the new
propeller-carrying Grombrindal, designed
by Mike Anderson, then you can buy the
boxed subscription from any Games
Workshop Hobby Centre. All you need do
is take the box to the counter and our
helpful staff will do the rest, leaving you

pilots everywhere.

A Master Rune of Dragon Slaying is
emblazoned upon the scarf, perfect for
dogfights against flying wyrms.

Goggles down, flaps up and all that! Note, the
well-groomed "tash — a requirement for fighter

The rear view of our hero,
those leggings go right up to
the, err... top of his legs!

with this exclusive miniature and to await
delivery of the next issue of White Dwarf
right to your door. If you can’t get to a
Hobby Centre then don’t worry, you can
order it off the website from November
and even if you already have a White
Dwarf subscription (And why wouldn’t
you? — Ed) you can still purchase the
model separately.

Don't forget that
this exclusive White
Dwarf model is
only available for
the next 12
months, after
which we'll see
what the
sculptors come up
with next.

The outgoing model -
Grombrindal in a spacesuit.

A bomb is nestled by the White Dwarf's foot,
wisely inscribed with a Rune of Accuracy.

Now is it me or does that propeller look too
small for a Gyrocopter...
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Popular Black Library
author and chronicler of
Sigmar, Graham
McNeill, has won a
coveted David
Gemmell Legend Award
for Best Fantasy novel
with his book, Empire.
We asked Graham
what it was like to win
such a prestigious award: ‘It was one of
the most thrilling moments in my career,
as David Gemmell has been, and
remains, one of the biggest influences
on my writing. His books made me
want to be a writer in the first place and
his themes of heroism and courage still
resonate throughout my own work.’
Empire and the other books in
F Graham's acclaimed Legend of Sigmar
series are available from the Black
Library website:

www.blacklibrary.com

Christmas is just a few short weeks away and we're here to
help make your Christmas shopping as enjoyable as
possible with our expert advice, Christmas Gift Guide and
Online Wish List service.

Expert advice

If you are not sure what to buy, our friendly and
knowledgeable staff can help advise you on what to get to
make your family member or friend’s Christmas day!

As in previous years, your local Hobby Centre will have
plenty of copies of the full colour Christmas Gift Guide for
you to pick up and flick through, packed with all those
essential ‘must have’ Christmas presents.

Once you've decided what you want for Christmas (or
what you’re getting as a present for someone else) you can
either pick it up in store or add it to your Online Wish List
using your Hobby Centre’s Order Point. The Online Wish
List is great as you can share it with your friends and family
and be sure that you only get what you ask for. Similarly,
why not look up your friend’s Wish Lists and choose
something for them while you're there? This is great as you
can be sure that anything you buy is exactly what your
loved one wants for Christmas!

Let us do the hard work

If you need a break from your Christmas shopping, the staff
at your local Hobby Centre can pick your list for you while
you wait. Alternatively, if you want to do some other
shopping, they will pick your list and have it all bagged up
and ready to purchase on your return.

SIGMAR WINS GEMMELL

A battle-frenzied Graham McNeill wields mighty Snaga. Nobody tell Druss.

—— I |

=PI ST

On the subject of making sure you get what you want
for Christmas, it's worth making a note of this year’s
final postage dates.

23rd December
21st December
17th December

e Special Delivery
e First Class
* Second Class

Please note our Customer Services support team will
be closed on Christmas Day, Boxing Day and New
Year's Day.

www.games-workshop.com 19



CHRISTMAS ACTIVITIES
AT YOUR LOCAL HOBBY CENTRE

We always have a wide and varied

selection of events and activities for you H
throughout the year at your local Hobby "
Centre, and Christmas is no exception! In
the run up to 25th December there will be
a dizzying array of activities going on at
your local store.

Across the Old World, armies set sail
for the Island of Blood. Be the first to
plunder its secrets and possess its ultimate
power. In the lands of Middle-earth,
Sauron’s armies have risen up to enslave
the Free Peoples. Join the alliances of old
to defeat the Dark Lord or join his legions
of Evil. And in the 41st millennium war
comes on all fronts. Bring your armies into
your local Hobby Centre and take part in
battles of all shapes and sizes, from
Apocalypse and Cities of Death to
Planetstrike and Spearhead.

Right now our Hobby Centre Managers
are busily bringing their plans to fruition
for activities throughout the Christmas
break and the New Year. If you want to
find out more, or even want to sign up
right away, get down to your local Hobby
Centre and have a chat with the staff. But
hurry; places may be limited for some
activities and you don’t want to miss out.

January Beginners Winter Crusade Returns

If you're new to the hobby, welcome! Hopefully you'll be receiving a
brand new boxed game and Battalion or Battleforce for Christmas in
order to get your fledgling force up and running. However, if all of
this seems a little daunting, fear not!

Throughout January, your local Hobby Centre will be hosting a
number of beginners events and activities to help you get your
models assembled, painted and, most importantly, ready for your first
few games. To round the month off you'll then be invited to join in
the grand finale where you can try out your newfound skills and field
your brand new army in a series of thrilling scenarios.

e 8th-9th January Warhammer

e 15th-16th January Warhammer 40,000

e 22nd-23rd January War of the Ring / The Lord of the Rings
e 29th-30th January Grand Finale

To find out how to sign up and take part, get down to you local
Hobby Centre today!

DS WARHAMMER
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The fun and activities continue
beyond Christmas and well into the
New Year. Once you've unwrapped
all your presents and taken stock of
the new units, regiments and armies
you've received, get down to your
local Hobby Centre and sign up to
the Winter Crusade.

Throughout winter your local
Hobby Centre will be running daily
events and activities to help you get
the most from your new miniatures
and get your armies assembled,
painted and ready for battle.

There will be loads of games and
scenarios of all shapes and sizes for
you to play, modelling and Green
Stuff clinics, painting masterclasses,
terrain building sessions and much
more. To find out how you can join
the Winter Crusade, get down to
your local Hobby Centre today.




Andy Hall: Flicking through the pages of White Dwarf
you may have noticed those fiends from Commorragh
have raided through realspace to take over great
swathes of the issue. But it's no better online as the
Dark Eldar hold the Games Workshop website in their
icy grasp: you can learn how to paint Dark Eldar colour
schemes, how to model pain tokens and how the
project came together with our designers’ commentary.

Dark Eldar Designers’ Commentary
The cameras are rolling as we get the grand architects We'll also discover how they went about

of Commorragh - Jes Goodwin and Phil Kelly - to talk  developing the Dark Eldar archetypes, what new units
Kabals, Wych Cults, Hellions and all things Dark Eldar.  you can now field and the ethos behind the look of the

Jes and Phil will discuss their insights into bringing a miniatures. And it that wasn’t enough to keep you
dormant range back to the heart of the battlefields of amused we've even managed to take a peek at Jes’
the 41st Millennium. legendary sketchbook — look if you dare!

All Hail the . )
Astronomican Sl Also on the Website...

The Astronomican is the place to Every month we try and fill the Internet up with lots
find all the latest articles that have [l = of free to view articles, including:

been uploaded to the Games vl e Creating Pain Tokens — Nick Bayton gives tips on
Workshop website. Whenever we |8 _ = how to represent pain tokens in your battles.
upload a new feature it’ll appear e Ravager Assembly Guide — Comprehensive

there. In fact you'll find the last four months’ worth of articles instructions and tips for building this model.

all easy to find thanks to the nifty slide bars. Then there is the A Tale of Four Gamers — A centrepiece miniature
White Dwarf Archive, free to view and packed full of great is added to the armies for the final instalment.

articles from past issues — all you need to do is register for  Tower of Sorcery — 360° view of the new Kkit.
free on the website.

Go to games-workshop.com
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e, CEPIVILLY DARK ELDAR

As the realspace raids begin in earnest and all of the galaxy recoils from the might
of the soul-thirsty Kabals, Andy Hall talks to Jes Goodwin on why the Dark Eldar
are no longer the forgotten race.

F or those of you who have recently Jes: It was very different. This was more Wvﬁ#-vw

g=>>¢ SILON NOISIa

joined the hobby, allow me to than just an update or the addition of new - -
introduce Jes Goodwin, a veteran troop types. The length of time between e ;
sculptor and artist who has been at the Codex editions gave us an opportunity to s RKETDAR i
heart of the Studio for decades. His name look at the Dark Eldar from the very
is synonymous with many things we take foundations of the army up. It was a task
for granted in our gaming worlds: Space given to me and Phil Kelly and one that
Marines, Eldar and Skaven are just a few of  was very exciting simply because of the
the projects he has had a defining depth we were going into. We were given
influence on over the years. But it’s the the nod that if we had wanted to we could
Eldar we're interested in today, specifically have started from scratch, giving the race a :
the Dark Eldar. | stole Jes away from his complete overhaul, generating new
corner of the Studio with the promise that background and using different archetypes. 5
he'd be back sculpting before the Green g
Stuff could dry; my sole aim to interrogate Andy: Given that you had such an | The new Dark Eldar
him about the genesis of the new range. opportunity it’s perhaps surprising that the | Codex is 96 pages of in-
Dark Eldar do share common elements | depth background and
Andy: The Dark Eldar first appeared way with the look of the models from the past. | history gf h'he dDar: Eldar ’
back in 1998 and ever since the same Jes: Well, there was always something | seandiinedeeac £y 0
i Commorragh. Plus there
models and Codex have done an there. Phil and | went through every troop | avefull vules for all the
admirable job of serving those that would type in the original Codex and found there | different troop types and a |
fight for Commorragh. Now, twelve years was a strong archetype we could use (Turn | new army list allowing '
on, we're about to release a new range of to page 30 for Phil’s insights and take on you to field your Citadel
models and kits onto the world. So how the army — Ed). The previous Codex was miniatures in battle and a
was this different to other releases and did  written at a time when the books were | full-colour “Eavy Metal
the prolonged gap between codexes have much smaller and so they often contained | showcase of the range.
an effect? these seeds of ideas that weren't [ S U G G

—

' CONCEPT TO MINIATURE

| Just a few Jes’ concept sketches as he started to flesh
| out the new miniature range.
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Archons

| Archons are at the top
of the treacherous and
ever-violent power
structure of Kabalite
society. They are
ancient, powerful and

| cruel. They will lead
the raids into realspace
not just for glory but
because they are stone-
cold killers and
warriors with an
appetite for spilling
blood. They enjoy
reaping the lifeforce
from the unfortunate
victims that they
encounter.

Archon with huskblade
and soul-trap

L ; ; o N

Dark Eldar
Kabalite Warriors

necessarily expanded upon. With the new
Codex and models, we had the time and
space to allow these concepts to gestate.
So, for example, the Dark Eldar still hail
from Commorragh but rather than just
being a sinister name, we've fleshed out
what this realm actually is, giving context
to Dark Eldar armies and all the different
troop types.

Andy: You mention that ideas had time to
develop. Just how long have you been
working on the project?

Jes: A long time. In fact | did my first
drawings back in 2004 so that's six years
on the project, although I've been working
on and off Dark Eldar throughout that time,
as other projects and deadlines interceded.
However, Phil and | have been talking
about it and knocking ideas back and forth
since way before the release of the last
Eldar Codex.

Andy: Speaking of the Eldar, and | suppose
we should distinguish them as Craftworld
Eldar in this case, what is the relationship
between them and the Dark Eldar?

Jes: It's an interesting one, and something
we wanted to pin down early on as this
relationship would inform the design of the
range. Dark Eldar have a very different
survival strategy to their Craftworld
cousins. Both live in fear of Slaanesh; the
Eldar use spirit stones, infinity circuits and
their psychic abilities to keep their souls
safe. The Dark Eldar simply don't intend
on dying — they skulk in their pocket
dimensions, away from Slaanesh’s prying
eyes, and will use the life force of others to
try to live forever.

Andy: So although there is a similarity and
a shared heritage, the two races have
branched off both technologically and
culturally in the millennia since the Fall of
the Eldar?

Jes: Absolutely — the keyword that you just
mentioned is ‘branched’, because if you
follow the lineage of both the Dark Eldar
and the Craftworld Eldar back far enough
you'll find the same source: the Ancient
Eldar. It was the Ancient Eldar that ruled
the galaxy while Mankind had vet to leave
Earth and in the wake of the Eldar Empire’s
destruction, as the race splintered, they all
lost something. The Craftworld Eldar
became more restrained, forcing
themselves to display control. While they
have those dedicated to following a
martial path, those on the Craftworlds are
not the warriors that the Dark Eldar are.
However, the Dark Eldar lost something
else — their psychic gifts have atrophied
and dwindled in the intervening millennia.
That is why the Ancient Eldar were so
powerful — they had the numbers, the
martial might and psychic power to
quench suns.
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Andy: Living in the shadows of past
glories does seem a common theme for all
of the Eldar.

Jes: And, indeed, all of 40K. Everything is
crumbling, dark and gritty, in that way the
Dark Eldar fit perfectly. Both strands of the
Eldar are dying; one you could arguably
say is doing so with dignity, while the Dark
Eldar are refusing to accept their fate.
That's what the art, words and the design
of the miniatures is trying to get across. We
didn’t want to just do a ‘dark reflection” -
they are not Craftworld Eldar with spikes
on. They are their own thing.

Andy: So, if you were avoiding just
‘spiking up’ Eldar Guardians, what design
path did you take?

Jes: Kabalite Warriors are the most typical
example of a Dark Eldar, so let's start with
them. | wanted a segmented, serrated,
baroque look to the models. We're not
talking about a uniformed army here; |
didn’t want all the armour to look exactly
the same. They're piratical raiders and so it
was important they should all look distinct,
even if they were all armed the same.

Andy: Is the Dark Eldar Warrior still
armed with a trusty splinter rifle?

Jes: Yes, we've updated the design with
common Eldar themes and to suggest an
ancestry in the technology. The look is
deliberately quite close to a shuriken
catapult, however, there are major
differences in the manufacture. Craftworld
Eldar use psychoplastics to fashion their
equipment, where the Dark Eldar will
physically machine their weapons.

Andy: Looking at the Warrior frame it's
interesting to note that the Dark Eldar are
an equal opportunities employer.

Jes: You can accuse the Dark Eldar of
many things but you can’t accuse them of
gender discrimination! It isn’t an issue in
their society and we wanted to reflect that
on the models. We've quite deliberately
broken it down so there is a 60/40 split
between male and female in the Kabalite
Warrior kit while there is a 40/60 split the
other way on the Wych frame. Another
interesting point is that all the parts on
both kits are interchangeable. So there is
nothing stopping you putting Wych heads
on a Warrior or vice versa. That way you
can create squads of one gender should
you so wish or even mix up weapons.

Andy: The Wyches, of course, are a whole
different aspect to a Dark Eldar force.

Jes: The way | think of it, there are three
pillars to a Dark Eldar army. You have the
Kabals, the Wych Cults and the
Haemonculi Covens. This month we've
kick-started the range off with Kabals and
Wych Cults. It was also important that the
army looked visually dynamic and fast.
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Kabalite Warriors

A raid into realspace is led by the Kabals and as such
it will be the Kabalite Warriors who make the bulk of
the force. They travel upon Raiders, carrying a wide
array of fiendish and strange weapons. A Kabalite
Warrior will have earned his place by being not only
a competent killer, but a merciless, cruel and
rapacious monster, as eager for blood and souls as his
Archon masters.

Ravagers

Ravagers displace the transport
capacity of a Raider in favour of
three powerful heavy weapons. In
battle they fulfil the role of heavy
support but that doesn’t mean a
Ravager is as slow or ponderous
as the vehicles of other races.
Like all Dark Eldar vehicles, it is
fast, agile and deadly.

Raiders

Lightweight and extremely manoeuvrable, Raiders
epitomise the Dark Eldar belief that velocity triumphs
over durability. They are primarily a transport,
delivering Wyches and Kabalite Warriors into the
heart of the foe, before the enemy is even aware of
the attack. Even after this task a Raider can make its
mark, as it is fitted with sword-sharp fins and jagged
keels and a tank-slaying dark lance.

www.games-workshop.com
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Lelith Hesperax

Lelith is the undisputed
champion of the
gladiatorial arenas. In a
society that's steeped in
violence, Lelith is seen
as a true artist. Even
her many, many victims
look on in awe as they
are cut to ribbons.

Wychcs

Phil’s designed the army list so you can
start nearly all of your models in the air
with most of it can be mounted on
airborne transport; even the Beastmasters
are on skyboards. Another element we
were adamant about was that the army
didn’t have any lumbering tanks — instead
they have aircraft. It's an important
statement about the look of the force and
how it plays.

Andy: And to keep all these Warriors and
Wyches mobile there is the new Raider...
Jes: The Raiders were an interesting
challenge. All the transports are open
topped so | wanted a way of showing
passengers are on board without literally
having to balance the models on the
Raider, or accommodating wide platforms
for holding slotta-based models that would
disrupt the silhouette of the vehicle. What
we've done is include optional Kabalite
Warriors that hang off the hull. The idea
being that you can place them on the
Raider when your squad is on board as a
visual cue, and then remove them when
they have disembarked. Of course, you
can permanently glue the ‘hangers-on’ in

It is in the arenas of the Commorragh where the
Wyches perform their deadly dance. Gladiatorial
fighters and warriors without equal, the Wyches
will clash with all manner of exotic and devious
weapons designed to shred nerve endings and
prolong death, the more the victim howls in pain
the more the blood thirsty crowd will respond in
admiration and jealous respect. However, a
Wych needs none of this evil arsenal to kill; with
but a simple knife she can reap death on a scale
unimagined by the so-called warriors of the

inferior races.

WHITE DWARF  FROM THE LABYRINTH DIMENSION

place if you wish, or just omit them
altogether. When the Venom (another light
and fast Dark Eldar transport) is eventually
made | plan to have Wyches hanging from
that, and they'll be interchangeable with
the Raider allowing you to swap clinging
passengers between the two vehicles.

Andy: The practicalities aside, it's an
impressive model.

Jes: There are quite a few different
influences in there; you have a strong Eldar
aesthetic crossed with a Greek trireme and
Arabian dhow. You'll even find some
Elizabethan galleon elements in there as
well from the look of the railing that
surrounds the vehicle to the tiller and
rudder array at the rear. The aethersails
help to distinguish the model further as
you get the choice of two different
configurations in the kit and even more
with the Ravager as a further way to
distinguish your vehicles — all are
obviously interchangeable. The different
ram options that you'll find in both sets
will also change the silhouette
distinguishing your vehicles further, as well
as giving various in-game effects.

7
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Andy: Let’s bring the conversation back to
the Wyches because, as you say, they are
one of the triumvirate pillars of the force.
Jes: All the Wyches are very deliberately in
a running pose, | wanted them caught in
the act of assault to give them a very
aggressive dynamic. The Wyches’
bodysuits were kept tight to their frames, to
suggest speed and an acrobatic edge. And,
like all of the new kits in the range, the
Whych frame is very comprehensive. It's full
of weapon options in line with the army
list. You'll find options for hydra gauntlets,
a shardnet and impaler, and razorflails.
There are also weapon options for the
Hekatrix and a selection of exotic close
combat blades, from punch daggers to
flails. I've even included a nod to the
crescent daggers so prevalent on the old
metal Wych models. What [ really like
though is that you can arm every model on
that frame with a simple knife. It's a
statement — Wyches are so good in close
combat that all they need is a blade, and
with just that they can kill a Space Marine
in power armour. | like the arrogance of it,
but it is an assumption they can match
with skill.

€ € What I really like though is that
you can arm every model on
that frame with a simple knife.
It's a statement - Wyches are so
good in close combat that all

they need is a blade. 99

Andy: And they’re not the only troops
released this month that revel in the speed
and style of the kill.

Jes: Yeah, there are the Reavers. It's true
they are comparable to Wyches in that
respect, they take pride in not only killing
but how it is achieved. Reaver Jetbikes are
equipped with splinter rifles, but for the
rider, it's far more satisfying to get a
decapitation with the under-slung blade
jutting out of the hull. These guys are the
true speedster gangs of 40K, and that's
what I've tried to get across. You can
imagine each rider obsessing over his

| Eicltions

| Hellion gangs haunt the |
| lower rungs of

Commorrite society;
they are outcasts,
miscreants or those yet
to be taken into a
Kabal. However, that'’s
not to say they don’t
have their uses. In
battle, Hellion gangs
will swoop into the
midst of the foe,
swinging their
hellglaives, a double-
bladed polearm perfect
for lopping off heads

=% and limbs with each

pass of their skyboards.

! So good are they at

this, that it becomes a
game where they will
bet which body part

J they will severe next.

Reavers

Reavers are obsessed
with speed and the

deadly instruments they &

use to attain it. The
Reavers are so attuned
to their jetbikes that in
battle they use them as
extensions of their own
bodies. Though the
Reaver jetbike typically
houses a splinter rifle,
the craft itself is the
rider’s favoured killing
tool. They are experts

2| at flying their machine

Wy
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& not over the enemy but

through them. Heads

 are decapitated by the

| razor-sharp fins and

= cluster caltrops explode ¥
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jetbike, always customising it, to make it
faster and more efficient at killing. There
are gaps, slits and holes in the carapaces to
represent how each rider would want their
craft to have it's own unigque whine as air
passed over and through the jetbike at
untold speed.

€ € They have clothing made from
J, flesh, surgical weapons, lank hair
and only semi-formed faces with
balefire upon their arms. 99

Andy: If the Reavers are the speed
merchants of the Dark Eldar, where do the
Hellions fit?

Jes: We have repositioned the Hellions
somewhat. They're not so much found in
the arenas now but are unpredictable and
wild gangs that haunt the lower levels of
Commorragh. Their skyboards are status
symbols that are personalised with grisly

Incubi

The Incubi are warriors of the highest calibre. They
spend their long lives dedicating themselves to the
perfection of the killing strike. To aid in their task they
all wear Incubus warsuits, resilient armour that
doesn’t restrict movement, and large two-handed
power swords known as klaives.
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trophies. When designing the models the
key image of the glaive and skyboard was
a powerful silhouette, so | kept the
hellglaives with the Hellions and limited
the use of polearms in the army to them.
This included the Incubi as | didn’t want to
repeat the motif.

Andy: Presumably, you gave the Incubi
something just as deadly instead?

Jes: Well, they are now armed with
massive power swords called klaives. | put
extra grips along the back of the sword to
imply that the Incubi are well versed in
many fighting styles with the weapon. As
the closest the Dark Eldar come to an
organised martial order, | really wanted
them to look sinister. The models had to
look imperious — to exude a menace,
presence and a confidence that gave you
no doubt they could defeat anything that
stood against them. The armour had to
look heavy and powerful, but not impede
movement, so the segmented look helped
in this respect. | gave them horns to give
them a really evil appearance and
reinforce the sinister look.
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Andy: | suppose you can use sinister to
describe all manner of Dark Eldar, and for
me, the Mandrakes definitely fall into that
category. Not only do they look
frightening but the fact that they come
out of your own shadow is, well, scary.
Jes: Yeah, they are the ultimate terror
troops. And that's the question we started
with: what kind of creatures would come
out of your own shadow in the 41st
Millennium? We shied away from the
fetish look of the original models, instead
going for something altogether more
monstrous. So they have clothing made
from flesh, surgical weapons, lank hair and
semi-formed faces, with balefire burning
upon their arms. Of all the Dark Eldar it's
the most radical of the redesigns and,
hopefully, these will stand the test of time.

Andy: The Incubi and Mandrakes are
different to the other troop types we've
discussed because they are metal models
rather than plastic kits. Did that have an
effect on their design?

Jes: The integrity of the look and design of
the models always comes first. You
obviously go about the creation of the
model differently but they all still work as
one coherent range. For example, the

40,000;

Mandrakcs

strikes with their keen blades.

Archon, another metal miniature, has been
designed so it can use the plastic weapons
on the Warrior and Wych kits.

Andy: So, the denizens of the Dark City
are now ready to reap their way through
realspace. Looking back at the project,
what are you most proud of?

Jes: It's the sheer amount of stuff we've
created. This is no less than a brand-new
range of plastic and metal miniatures to
make the Dark Eldar a deadly and viable
army in 40K. And [ say ‘we’ve’ because |
haven't worked in isolation. Juan Diaz has
shared the physical sculpting on the
character models while fellow sculptors
Tom Walton, Dale Stringer, Aly Morrison
and Oliver Norman were invaluable on the
plastic kits. Then, of course, there’s Phil,
who wrote the Codex.

Andy: Speaking of whom, readers can turn
the page and discover what he has to say
on the Dark Eldar, but before they do, Jes,
can you tease us with what's coming next?
Jes: Well, this month’s releases allow you
to get your Kabals battle-ready, but we
haven’t touched on the Haemonculi
covens yet and there’s even more Wych
Cult stuff to come...

DARK ELDAR

Once they were Eldar, maybe, but whatever happened in I
their past, Mandrakes are now creatures of pure terror. 1
They emerge from the shadows of their quarry, the only

hint of their arrival is when a thin sheet of ice coats !
weapons and armour. But by then it will be too late, for the
Mandrakes will strike, hateful runes swirling on their coal- ¥
black skin, slaying the foe with bursts of balefire and slicing %

o

Urien Rakarth

| Of all the Haemonculi

in Commorragh, there
is none so twisted as
Urien Rakarth. His skill
as a flesh-carver is
legendary, a torturer
without equal even in a
city full of them. e
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A DARK GENESIS

The Dark Eldar are a race of murderous killers, whose very existence depends on
the pain and suffering that they unleash on the galaxy. White Dwarf’s Adam Troke
braves the sinister mind of Codex: Dark Eldar’s author, Phil Kelly, to learn more.

Jes Goodwin’s sketchbook is
replete with all manner of curious
Dark Eldar concept sketches. This
hook became the birthplace of the
Dark Eldar race.

he passion and attention to detail that
I has gone into the creation of the new
Dark Eldar Codex is clear for all to
see — Phil Kelly is the author of the book,
and as | sit down with him to talk about
the background of the Dark Eldar, his
excitement is tangible.

That passion comes across as Phil
opens the pages of Codex: Dark Eldar and
begins to explain the nature of these
villainous aliens to me, offering an insight
into the whys and wherefores of what is
perhaps the most sinister and cruel of all
the alien races to be found amongst the
stars in Warhammer 40,000.

Until now there’s never really been a
great deal of knowledge about the evil
cousins of the Craftworld Eldar. We've
known a little about their vile nature, as
seen in their propensity for malice and the
cruelty of their raids, but not a lot more.
What currently fires Phil’s boundless
enthusiasm is the chance to delve into their
unknown lore. Over the past year or so

Phil has, along with the high lord of all that
is Eldar, Jes Goodwin, drawn back the veil
of ignorance and confusion.

‘A lot of careful thought and attention
has gone into this project,” Phil says,
waving his hands expressively. ‘A lot of big
thinking. The task at hand was to give
more detail to the Dark Eldar than ever
before. To flesh out the character and
history of their race while ensuring that at
all times they remained true to the tapestry
of Warhammer 40,000. Some of the major
events of the 40K universe were spurred by
the Dark Eldar and their actions, especially
those that centre around the Fall - not
everyone will have drawn out the
connections in their own minds yet, but
they're waiting to be found.

‘At the heart of the Dark Eldar’s
character lies one of the most tumultuous
upheavals in the history of Warhammer
40,000 — the Fall of the Eldar. This Fall is a
tragic moment in their past (depending on
how you measure these things, | suppose),
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A Galaxy of Suffering
A realspace raid is a staggeringly bloody affair usually
conducted by the Dark Eldar Kabals. This is no mere
errand to plunder a few heads of cattle, nor even an

| attack with the intention to round up a few score slaves
for the pit-arenas of Commorragh. A realspace raid is a
massive onslaught, a full scale military operation that

| sees hundreds, if not thousands of Dark Eldar Warriors

Planned to precision, these raids give the Kabalite
Warriors a chance to indulge in the orgy of bloodletting
and devastation unleashed upon the denizens of
realspace. The Dark Eldar delight in proving their
superiority to the foe, becoming revitalised by the
slaughter, pain and suffering they wreak. And all
Commorragh benefits from the victims who are brought

e=*>¢ SILON NOISId

attack with sudden and devastating force.

and when it happened it forever defined
the Eldar race. All elements of the Eldar
race and culture were affected, everything
they had, everything they were changed
forever. Until the Fall, there were no
“Craftworld Eldar” and “Dark Eldar”, they
were all one people — the almighty
children of the most powerful and
advanced empire ever to tread the stars.
But oh, how that was about to change.
‘Some of the Eldar had embarked on a
quest of ultimate indulgence and
unfettered excess, a metaphorical nosedive
into the abyss of debauchery that plunged
the entire race into calamity. These are the
ones who would later become known as
the Dark Eldar. This scramble towards self-
indulgence and avarice was their undoing,
but don't for a moment think that they did
this unwillingly,” Phil adds with a wry
smile. ‘All areas of Eldar society were
involved to a greater or lesser degree,
dabbling with the forbidden and indulging
their basest desires. They were warned of
the consequences too. The Exodite Eldar,
seeing the way the wind was blowing,
packed up and left in their droves. Once
they realised that the Dark Eldar were
simply never going to stop, the Eldar who

‘ ‘ They've

come for your
souls, I've seen
it. They've come
to feed on your

souls...”’,

would be known as the Craftworld Eldar
commenced the construction of the
enormous star craft that they hoped would
carry them to safety. Any and all warnings
to the Dark Eldar fell on deaf ears. They
were far too busy shattering moral codes to
listen, and frankly they didn't care.’

The events that Phil is talking about
took place some time around M31, that's
about the same time that the Emperor
united Terra and prepared his Legions for
the Great Crusade. In a single sin-soaked
instant the Eldar race catapulted itself into
eternal infamy as their collective
corruption reached a crescendo and
Slaanesh, the fourth Chaos God, was
birthed screaming into the universe. The
culmination of millennia of debauchery
shattered the greatest empire ever to grace
the stars, killing Eldar by the billion. Even
the fleeing Craftworlds were ravaged, the
lucky few escaping the worst of the
cataclysm while the Dark Eldar, those
responsible for the calamity sheltered
within their secret domains and jealously
guarded sanctums within the webway. The
centre of this twilight realm has an infamy
all of its own in the 41st Millennium, the
Dark City of Commorragh.

Oelle Blackwinter,
Primaris Psyker

Dark Eldar weapons inflict pain
and misery as readily as death.
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The Rise of the Dark Eldar

MI§ rrpirpatoodh oo
The Port Commorragh

Commorragh is established
as a mighty webway port.

MI8-M2( 7For-F=ts=s¢

The Twilight Cults

The obsession with
decadence and self-
indulgence spreads.
Commorragh becomes the
epicentre of this infatuation
with debauchery.

M30-3] Throtairdes
The Exodus

Those Eldar who heed the
warnings against the pursuit
of excess flee the Eldar
empire, seeking to escape
the corrupting influence
centred on Commorragh.

M3l B e e S
The Fall

Slaanesh is birthed into
existence by the
untrammelled perversion of
the Eldar. Billions die.
Inside Commorragh, the
Noble Houses consolidate
their power, indifferent to
the suffering of their kin.

M32 redmdmoratb o doiain
The Black Heart

Asdrubael Vect, a slave
from the lowest rungs of
Commorragh vows to rule
the Dark City. He
establishes the Kabal of the
Black Heart - the first
group to openly call
themselves Dark Eldar.

M35 retrosd oot too
The Coup

Asdrubael Vect and his
Kabalites make a desperate
play for power, shaking the
foundations of Dark Eldar
society to their roots.

M36 rerimdmored oty oo
Kabals Ascendant

The aristocracy of
Commorragh is ousted.
Vect's Kabalite regime
supercedes the old ways.
Ambition and ability
replace prestige and
privilege as the source of
power in the Dark City.

‘A Dark Eldar within the webway is
almost completely immune to the passage
of time, except that their souls wither with
age. This, understandably, causes a great
sense of desperation for the only way they
can refill the void that grows in their souls
is to steep themselves in extreme sensation
and terrible evil. Quite literally the agony
and suffering of others replenishes them,
granting an unholy vitality and vigour.

‘This sinister immortality gives the Dark
Eldar a duality of appearance,’ Phil adds.
‘On the outside, Dark Eldar appear pale
skinned and fine of form, beautiful even.
But if you looked at their souls with spirit
sight you'd see them for what they truly
are — twisted hideous things.

‘This unending thirst is the catalyst that
throws them into the vast slave-taking
missions that we've mentioned;
undertakings known as realspace raids. For
the warriors of the Dark Eldar Kabals it is a
position of incredible prestige, for only the
most skilled and disciplined fighters are
permitted to take part. In the slaughter and
agony of violence the Dark Eldar find
themselves reinvigorated, strengthened by
every injury they inflict. So strengthened, a

The Kabals are the source of most of the
Dark Eldar’s military power. In essence a
Kabal is a powerful band akin to a
criminal fraternity only far more

| complex. Seeing strength in numbers

(which, considering the murderous
nature of the Dark City, is quite wise)
Kabalites rally behind a powerful
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Dark Eldar warrior can shrug off terrible
wounds and move with quicksilver speed.

‘For those back at Commorragh, it is
the spoils of war that they crave. As the
Kabalites return triumphant with slaves by
the hundred the power of the Kabal
ascends. Slaves, and the opportunity to
inflict pain that they bring, are the
currency of Commorragh. Revitalisation
and life unending are brought with the
suffering of these souls.’

‘This element of drawing power from
pain carries over into the rules, and the
way that the Dark Eldar play on the
tabletop,” Phil adds. ‘The Dark Eldar
become more formidable the more
carnage they unleash. Unlike most armies,
who experience a gradual drop-off in
combat efficiency as the attrition of battle
wears them down, the Dark Eldar find that
they're at their most effective after a few
bloody encounters. Soon the force
possesses a core of blood-soaked maniacs
that can really start cutting a swathe
through the enemy.’

Seeing the background seep onto the
tabletop like this is very gratifiying, and
really helps the player get into the fee! of

Archon, lending their prowess to his
schemes. They are in turn rewarded with
power and prestige and the opportunity
to join realspace raids.

Only the best fighters are accepted
into the ranks of a Kabal, and in return
for their loyalty a skilled warrior earns a
place of privilege in Dark Eldar society.
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what it is to be the Dark Eldar. Swift and
sudden violence pays off with them. It
lends a gratifying roleplay element to the
way that you use your Dark Eldar army on
the battlefield.

‘Battles in realspace are an urgent
affair, and this too is borne out in the way
that the Dark Eldar play on the tabletop,’
Phil says. ‘Just like the Dark Eldar, you'll
want to strike fast and hard, before the
enemy can mount a counter-attack. They
can dish out the damage, but they're not
resilient in the same way as other armies.
This need to hit and run resonates so
strongly with the ‘dark fairy tale’ aspect of
their background. They need to slake their
hideous thirst and escape away to their
dark haven before reprisal — back to their
lairs before daybreak, so to speak.

‘The Dark Eldar might have found a
way to cheat death, but their power is not
unlimited — if they can't inflict enough
pain and suffering the Kabalites won't be
rejuvenated. If they can't bring back
enough slaves, then their power as a Kabal
will wane. At the slightest scent of
weakness their allies will withdraw and
their enemies will circle like vultures. Of
course, if a raid goes really badly, the souls
of the Dark Eldar might actually fall into
Slaanesh’s clutches...

' The Power of the Wych Cults

| The Wych Cults co-exist alongside the power of the

| Kabals, the Hellion gangs and the Reavers — an essential

| aspect of Dark Eldar society. Their primary function is to
provide the spectacle of the gladiatorial arenas around
Commorragh. Without the life-giving violence of these

| displays the mass of Dark Eldar society would revert to
self-destruction, slaughtering one another in pursuit of

| the pain that will rejuvenate them.

‘All this brings the Dark Eldar to a
place where they resonate very strongly
with plenty of traditional horror
archetypes. They embody the worst
aspects of Dracula, in their relentless need
to feed upon the life force of others, while
the macabre labours of the Haemonculi
make Doctor Frankenstein seem pleasant
and natural. Their scheming betrayals and
murderous intrigues leave the Borgias or
Machiavelli standing.’

‘At the heart of this spider web of
intrigue are the Archons, who are the
leaders of the Dark Eldar Kabals and the
Succubi who command the Wych Cults.
The status quo in Commorragh can be
politely referred to as organised anarchy,
with the most powerful Archons ruling
those beneath them by dint of martial
prowess and incredible cunning — the least
sign of weakness will invariably trigger any
rivals to attempt to seize power.

To survive, the Kabals must be strong
both within the Dark City and when on
realspace raids. Careful alliances with
lesser Kabals, Wych Cults and even the
Covens of the Haemonculi or Hellion
gangs can strengthen their position, but in
the end a Kabal will stand or fall based
solely upon the cunning of its Archon and
the skill of its Kabalite Warriors.

| Asdrubael Vect

The most cunning of all
Dark Eldar, Asdrubael

| Vect now rules the Dark

City. It was Vect who

| overthrew the ancient

| system of noble houses

| and instituted the Kabals,
| with his own Kabal of the

Black Heart paramount.
A peerless tactican and
schemer, Vect has ruled
Commorragh for more

| than five thousand years,

crushing any and all rivals

| to his power.

The Wyches themselves are sublime athletes and
warriors, who hone their skills in relentless practice
until they have transcended the abilities of even the
Dark Eldar Kabalites. Such dedication makes them faster
and more deadly than almost any warriors in the galaxy.

Greatest of all the Succubi is Lelith Hesperax, whose
reputation is legendary. Her skill is a thing of beauty, her |
deadly grace inspiration to all Dark Eldar who behold it.
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“ When the
Fall sundered
the Eldar race,
those safely
hidden within
Commorragh
were protected
from the raw
power of

Chaos. , ,

Bewildering Technology

Dark Eldar technology is so advanced that to lesser
races it seems as though it incorporates some kind of
sorcery. Even the simplest Dark Eldar weapons, such as
the splinter rifle, reveal a technological understanding
that humbles that of the Imperium.
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Commorragh is a monstrous nest of
scum and villainy,” Phil says, when | ask
him about the home of the Dark Eldar.
‘Millennia ago, long before even the Fall of
the Eldar, it was a nodal port — a grand
nexus within the labyrinthine dimensions
of the webway. Nestled far away from the
scrutiny of prying eyes, Commorragh
became renowned, in the right circles, for
housing those who wished privacy. As the
cults of excess and self-indulgence grew
and prospered, so too did the Dark City.
When the Fall sundered the Eldar race,
those safely hidden within Commorragh
were protected from the raw power of
Chaos that plunged a vast swathe of space
into the Warp; shielded from the psychic
backlash that ravaged the galaxy.

‘Commorragh is invaluable to the Dark
Eldar,” Phil explains when we talk about
their incredible city-realm. ‘The Dark City
shares some of the strongest post-
apocalyptic references. It was once a
secret place where the Dark Eldar could
indulge themselves as much as they wish,
away from the scrutiny of their peers. It

5

began as a retreat for the Dark Eldar to
carry out their desires in secret. Now,
however, it is their only refuge away from
their greatest threat and fear — Slaanesh.
There’s a certain irony there, the
debauchery of the Dark Eldar gave birth to
Slaanesh, but it is Slaanesh who now waits
to claim their souls. Fear of their destiny
drives them into their cruel acts, ensuring
that others suffer in their stead.’
Commorragh itself is a massive place
and the description of it spans several
pages in Codex: Dark Eldar. In introducing
Commorragh, Phil describes what a
traveller would find in the bounds of the
city, giving an identity to a place that
heretofore was synonymous with evil, but
relatively undetailed. From the towers of
High Commorragh to the slum districts
beneath the Sprawls, the Dark City is a
sinister realm that defies the imagination.
‘It's far bigger than even the greatest
Imperial hive city,” Phil says, gesturing
expansively. ‘Utterly massive. Entire raider
fleets can enter it through the arcane
portals that give access to realspace and to

‘It's so advanced that it might as well be magic,” Phil
explains, ‘and to their victims that is just how it must
seem. There’s no true magic at work though,’ Phil
assures me, ‘it’s just higher technology, built by legions
of slaves in the bowels of Commorragh.’
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the thousands of ports at the edges of the
Dark City. It's a place where life is cheap
and murder and duplicity are the stock in
trade of the Dark Eldar. Anything and
anyone with enough cunning and skill can
survive and even prosper in Commorragh.’
The ruling elite of Commorragh are the
Archons of the Kabals, powerful leaders
who control vast resources and the
loyalties of the Kabalite warriors. Wych
Cults co-exist alongside the Kabals, their
ultraviolent displays serving to stave off the
worst of the soul hunger, slaking the thirst
of the masses to prevent a complete
collapse of society. Deep below, in the
underside of Commorragh, are the
Haemonculi, foul flesh-crafters whose
covens ensure that the Dark Eldar need
never truly taste death, for they are the
custodians of the Eternal Cycle. Infernal
pacts forged between the warriors who
embark on realspace raids and the
Haemonculi ensure that they can cheat
death over and again. When a Dark Eldar
is slain, their soul lingers on in their body
and their body can be regenerated should
it be returned to the Haemonculi in time.
Following a realspace attack, an Archon
will return the corpses of his strongest
warriors to the Haemonculi as quickly as
possible. Thus, in the deepest, vilest parts
of the Dark City, sarcophagi house the
fleshy, mewling forms of Dark Eldar who
are in the process of regeneration. All this
is only a fraction of the Dark City’s secrets.
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Terrors of the Sky

Not all Dark Eldar that participate in the
realspace raids are warriors of the Kabals — the
Hellion gangs who wage constant warfare across
the bruised skies of Commorragh and the ultra-
fast Reavers are easily lured into joining a raid
with the promise of shared plunder and new
victims for their sadistic acts. Natural enemies
who typically wage bitter wars against one
another, they will set aside their enmity to join

| the power of the Kabals.
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longside the renaissance of the Dark
AEIdar’s background, the artwork of

the Eldar’s fallen kin was also the
subject of a great deal of attention. The
artists here in the Studio are a curious
kindred, a quiet and introspective band
who work amidst a peculiar selection of
easels, teetering piles of badly closed jars
of paint and small mountains made from
thick tomes of esoteric artwork. That's
where | found Kevin Chin, who is the
newest member of the Studio’s merry band
of artists. Having worked on projects such
as Warhammer and the Spearhead
Expansion, he’s really found his feet since
joining us back in 2009 and his input to
the Dark Eldar project was huge. | asked
him where the direction for the new Dark
Eldar artwork came from, and what
inspired it.

‘Phil Kelly and Jes Goodwin are the
key to the illustrations and artwork you see
in the book,” Kevin answers immediately.
‘We had a series of meetings where they
brought all the concept work, prototype
miniatures and written background with
them and we began to flesh out what it
was we could show with our art.

‘The goal was to fill in the area
between the miniatures and the written
words — to bring to life their actions on the
battlefield and to convey something that
you don't necessarily see in the miniatures
or imagine from the stories.’

Kevin is clearly excited as you engage
him about the Dark Eldar, he reaches for a
well-thumbed copy of the Codex to
explain what he means.

‘John Blanche explained it to me that
the whole process is a bit like making a
movie. The Citadel miniatures are our cast
of players, and the history and background
are the script. We're drawing and painting
the story board, giving a fuller picture as to
how they fight. Take the picture of the
Grotesques and Wracks of the Haemonculi
Covens fighting the Tau Empire, for
example. In that our cast are portraying a
relentless, terrifying way of war — Tau are
being torn apart by the hideous flesh
beasts of the Dark Eldar. Pictures like this
help portray the different ways they fight —
Hellions and Reavers are all about the
speed of a sudden attack, all precision and
slashing blades, while the Haemonculi like
to wage war slowly, torturously.’

Looking at the pieces throughout the
book, it's clear that they've each been
chosen to show a different aspect of the
Dark Eldar race. John Blanche’s own
image of Commorragh is so packed with
intricate details, so busy with blades and
barbs that it can’t help but reveal
something of the nature of the Dark City.
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‘Each piece is supposed to tell us
something,” Kevin agrees. ‘My illustration
of the Wyches is a good example of that.
Phil’s text talks about their incredible
agility and when | spoke to Jes, we
discussed how they move, how they fight
and the way their bodies would contort in
the midst of battle.

‘| portrayed this with long, sweeping
limbs and a sleek, speeding posture. Her
hair trails behind her, conveying
momentum and her slender arms are
lashing around her with her razor flail.

‘Out of my own pieces, my favourite is
the Dark Eldar Incubi,” Kevin says. ‘He
perfectly embodies how you can use art to
explain something to the observer. An
Incubi is a warrior whose deadliness is
beyond question and his place in Dark
Eldar society is almost as high as it can be.

Above: The Dark City, drawn by
Games Workshop luminary John
Blanche. The incredible intricacy
of this piece helps to convey the
cluttered, bewildering nature of
Commuorragh, a city as sinister and
degraded as it is spectactular.

oot X et oy n
The Web Spreads

For more design notes,
interviews, artwork and
background check out the
Games Workshop website,
which is regularly updated
throughout the month.

games-workshop.com
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This makes them incredibly self-assured
and arrogant. | wanted him to lc
and haughty — with a puffed out ch
he also needed to look deadly, as if his
violence was simmering under the surface.
That's a massive contrast to the urgent
swiftness of the Wyches or the slow
murderous advance of the Wracks and
The Incubi is standing there,
ant of the foe, sure in his
knowledge that he's a stone-cold killer and
nothing the enemy has is worthy of fear.
‘All the things that we illustrated for
the bo k came from a very different
place,’ Kevin adds. ‘The Dark Eldar army
is very diverse and the art reflects that.
From the shadowy hotror of the
Mandrakes to the lumbering monstrosities
of the Grotesques there’s a host of variety.
Sleek and agile skimmers complement
nimble, graceful Wyches and all these
pieces are united by pervading nature of
: mmt definitely evil nature of

the Incu

around th )

the cold, methodical blows meted out wi
fearsome klai

with the scions of the Danl City.

‘DARK ELDAR
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SHOW NO MERCY

DARK ELDAR IN-STORE THIS MONTH

Feared throughout the galaxy, the Dark Eldar return. To mark this nightmarish
occasion, all this month your local Hobby Centre is holding an abundance of
Kabalite-themed events and activities for you to you take part in.

Born unto darkness
With six brand new plastic kits and a host of new metal
miniatures t from, there’s an enormous variety of
; s for your Dark Eldar army. Have a
bur local Hobby Centre about how
gin your own Kabal.

The colours of Commorragh
Shrouded in darkness and m ry, the Dark Eldar favour
r, insidious shades 2 , punctuated by eerie
shlights and luminescent colours — techniques that you
n learn work on with the help of the staff at your
local Hobby

Pain and torment
Dark Eldar codex offers plenty of tactical
nife-wielding Wyches to killer Kabalite
ff at your local Hobby Centre will soo

Raids into realspace

With your warriors assembled, painted and ready for
battle, the time has i

realspace. Bring your arm

Centre and prepare to defend yourselves from the might
of the Dark Eldar or join their ranks and spread fear
throughout the galaxy!

CONTACT YOUR LOCAL STORE FOR DETAILS
www.games-workshop.com
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REINFORCEMENTS

Last month the Goblins of the Misty Mountains and the Dwarves of Durin’s line
received an influx of reinforcements. Adam Troke delves into the tomes of the
loremasters to present rules for The Lord of the Rings Strategy Battle Game.

Gundabad Blackshield Captain (Goblin)

Every Blackshield warband is led by a Captain, the most
hardened fighter of the horde. Such a leader will have slain
Dwarves and Elves by the score and proven himself as a
bloody-handed killer — this violent disposition makes him a
popular role model amongst his peers.

Gundabad Blackshield Shaman (Goblin)

The Shamans that accompany the Gundabad Blackshield
regiments are hunched and wizened creatures with
malicious temperament. Their grasp of magical powers is
quite unlike other Goblin Shamans. Rather than increasing
the ferocity of the Goblins around them and beguiling or
transfixing the enemy, the Blackshield Shamans cause the
earth to tremble and crack and for the weapons of the foe
to crumble apart. To the horror of the foe, swords lose their
edge, axe handles wither and wilt, and bows break.
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Legions of Middle-earth
A Gundabad Blackshield Captain can be fielded as part of
a Moria or Dwellers Below army.

Wargear
The Gundabad Blackshield Captain wears crude heavy
armour and carries a two-handed weapon.

Special Rules
Ancient Enemies. Gundabad Blackshields re-roll scores of
1 when attempting to wound Elves or Dwarves.

Cave Dwellers. See main rules manual for details.

50 points
F S B AC WDE M/W/F
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Legions of Middle-earth

A Gundabad Blackshield Shaman can be fielded as part of
a Moria or Dwellers Below army.

Wargear

A Blackshield Shaman carries a staff (hand weapon).

Special Rules
Cave Dwellers. See main rules manual for details.

Magical Powers

Tremor. Range: Special. Dice score to use: 5+.

Draw a straight line that extends 2D6" (double the score if
playing in cm) from the Shaman. All models touched are
knocked to the ground and suffer a Strength 6 hit. One model
affected can attempt to resist this power in the usual manner.

Shatter. Range 12"/28cm. Dice score to use: 3+.

Pick an enemy model within sight of the Shaman. The
victim has all of its weapons destroyed, and is considered
to be unarmed for the remainder of the game.



Gundabad Blackshields (Goblin)

Gundabad Blackshields are fearsome Goblin warriors,
veterans of the many wars fought against the Dwarves and
Elves. Only the strongest and bravest Goblins are accepted
into the brutal ranks of the Blackshields — a quality that is
measured primarily by the ability to fight unhindered in the
heavy wargear and the possession of a White Warg pelt.
Imposters are quickly rooted out...

Gundabad Blackshield Drummers (Goblin)

-

The warbands of the Gundabad Blackshields are heralded
by the booming of ominous drums — a monotonous din
that echoes through valleys and reverberates through caves
and tunnels. Emboldened by this cacophony Goblins take
heart and fight with redoubled efforts, while the hearts of
the foe are stricken with fear.

Note: The Gundabad Blackshield Drummers are chosen as
a pair of models. For 70 points you get one Drummer and
one Drum Bearer.

F S BiEAC W
Blackshield Drummer 2/5+ RS 1 3
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Blackshield Drum Bearer 2/5+ 1 1 3
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Legions of Middle-earth
Gundabad Blackshield Drummers can be fielded as part of
a Moria or Dwellers Below army.

Wargear

Both the Blackshield Drummer and Drum Bearer wear
heavy armour. The Drum Bearer is considered unarmed,
while the Drummer is equipped with two hefty bone
drumsticks (hand weapon).

7 points

F S D A
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Legions of Middle-earth
Gundabad Blackshields can be fielded as part of a Moria
or Dwellers Below army.

W C
1 3

Wargear

A Gundabad Blackshield wears crude heavy armour and
carries the large shield from which he takes his name. He
is also armed with a hand weapon. A Gundabad
Blackshield may carry a spear for an additional cost.

Special Rules ,
Ancient Enemies. Gundabad Blackshields re-roll scores of
1 when attempting to wound Elves or Dwarves.

Cave Dwellers. See main rules manual for details.

70 points

Special Rules
Ancient Enemies. See Gundabad Blackshield Captain.

Cave Dwellers. See main rules manual for details.

Run and Drum. Unlike the drums of the Moria Goblins,
those brought to war by the Gundabad Blackshield are
carried upon the back of one Goblin while another beats
upon it. The drum is considered to be ‘playing’ as long as
the Drummer and Bearer are in base contact together.

Doom, Doom! While the Gundabad Blackshield drum is
playing the following effects take place:

- In all fights within 18"/42cm of the Drum Bearer which
include at least one Goblin, the Evil player can re-roll any
one of the dice he rolled in the same way as if there was
a banner nearby — see the main rules manual for further
details.

- All Goblins on the battlefield (including Heroes) add +1
to their Courage value and all Good models suffer a -1
penalty to their Courage value (note that this is not
cumulative with other rules that confer a similar penalty).

Take up the Drum. Should the Gundabad Blackshield
Drummer or Drum Bearer be slain, other Gundabad
Blackshields nearby will act quickly to take up the
equipment in their stead.

If either model in the drum team is killed, the
controlling player may choose to ‘pass on’ their wargear to
any other Gundabad Blackshield within 1"/2cm -
immediately replace the model with the slain
drummer/bearer.

Models that are already engaged in close combat
cannot take up the wargear (they're too busy fighting for
their lives). If there are no models available, the equipment
is lost in the maelstrom of combat.
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Cave Drake

Cave Drakes are subterranean predators who inhabit the
cool, dark places deep within the bowels of the earth.
Though natural enemies of the Dwarves, whose persistent
delving often intrudes on their domains, Cave Drakes are
quick to anger when their territory is threatened by
interlopers of any ilk. With powerful jaws they crush and
tear at their foes, and with dagger-sharp claws they can
slice through even the finest armour.

Possessed of a voracious appetite, Cave Drakes have
been known to consume warriors in the midst of battle,
gulping down their unfortunate victim before continuing
their rampage.

B SulPDIAEAY s W C
6/5+ 7 F 6 4
Legions of Middle-earth

A Cave Drake can be fielded as part of a Monsters of
Middle-earth army.

Wargear
A Cave Drake is protected by a tough, scaly hide and
armed with sharp claws and fangs.

Special Rules
Resistant to Magic; Terror. See rules manual for details.

A Cornered Beast. Cave Drakes are accustomed to fighting
within narrow, dark caverns and passageways, and when
cornered they will flail about them with their lash-like tail
and spined limbs.

If a Cave Drake is defeated in a fight, check to see if it
is trapped (and so cannot back away a full 1"/2cm). If this
is the case, all models (both friend and foe) within 1"/2ecm
of the Cave Drake suffer a Strength 4 hit.

Draconic Charge. Cave Drakes move 8"/20cm. If a Cave
Drake charges into combat it will knock enemy models to
the ground in the same way as a monstrous mount (see the
rules manual for further details).
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150 points

Swift and Lithe. The Cave Drake is incredibly agile, able to
weave through rock-strewn caves and tunnels with
unnerving ease, using the vibrissae extending from its head
to guide the bulk of its body. A Cave Drake can move
through difficult terrain of any sort without penalty.

Gaping Maw. Cave Drakes are almost continuously hungry
and won't hesitate to consume a morsel of flesh in the
midst of a battle. Using its powerful jaws, a Cave Drake
can crunch armour and bone, choking down a man-sized
victim in a matter of moments.

If you win a fight with your Cave Drake, you can either
strike as normal or attempt to swallow a single man-sized
(or smaller) model in the same fight. In which case, make a
single roll to wound against your target — if successful, the
victim is gobbled up and very dead.

Fate rolls can be made against this special attack as
normal. If the Fate roll is passed, the target survives and is
unharmed. If the Fate roll is failed, the target model loses
any remaining wounds and is removed as a casualty.

o
4




Fl6i Stonehand, Loremaster of Moria (Dwarf)

Floi Stonehand is the Loremaster of Moria, a prestigious
position that is given only to the wisest and most
experienced of Dwarves. The duty of the Loremaster is to
record the battles of the Dwarves, ensuring that precious
knowledge of their foes, and how to defeat them, is
preserved to be used again and again.

Designer’s Note: Fldi is intended to be able to neutralise
the abilities of the enemy. Sometimes this might seem to
create a strange situation — at times like these it's best to
imagine that centuries of experience and learning give him
insight far greater than our own.

The King’s Champion (Dwarf)

The title of King’s Champion is an honour bestowed upon
only the most skilled and loyal Dwarf fighters — such a
warrior is chosen from among the kinbands for his tireless
devotion and proven strength of arms. When the King’s will
must be enforced, it is to his Champion that this duty falls.

Clad in the finest mail and armed with axes, he will
march upon the foe, ready to defend the honour of both
his King and his hold. At all times he is accompanied by a
pair of Heralds, tough and sturdy Dwarves who bear proud
banners proclaiming the kingship of their liege and the
power of their hold.

The King’s Champion is never a messenger of peace.
He is a harbinger of war, despatched to avenge his master
and uphold the honour of his kinsmen.

[ORDEIGS
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Legions of Middle-earth
Fl6i can be fielded as part of a Khazad-dam army.

Wargear
Fl6i wears Dwarf armour and carries a tall staff (counts as a
hand weapon).

Special Rules
Loremaster. At the start of his Move phase, Fléi can spend
a Will point to negate an enemy special rule for the
remainder of the turn. There is no range to this ability — as
long as Fl6i can see the foe, and has a Will point to spend,
it works.

For example, this could make prevent an enemy from
causing Terror, remove the Pall of Darkness from the
Shadow Lord or stop Gothmog's Master of Battle.

The Living Lore. As the Dwarves triumph over the enemy,
Fl6i’s knowledge of the foe increases. Each time the
Dwarves kill an enemy Hero or multi-Wound model he
receives an additional Will point — this can take him above
his initial starting level.

135 points

Note: The King's Champion is unusual. For 135 points you
get one King's Champion and two Heralds.

The King’s Champion

S B A - W R M/W/EF
BEARS 7 3 25 2N
Herald
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Legions of Middle-earth
A King’s Champion can be fielded as part of a Khazad-
dam, Erebor or Durin’s Folk army.

Wargear

The King’s Champion is clad in Dwarf heavy armour and
carries paired axes (hand weapons). The King's Heralds
wear Dwarf armour and each carry an axe (hand
weapons), shield and banner,

Special Rules

The Herald’s Duty. The Heralds and King's Champion
work together seamlessly, the Heralds protecting the
Champion from incoming missiles and blows in combat.
When two of these models are in base contact they receive
+1 Defence. If three are in base contact they receive +2.

The Life Guard. If the King’s Champion is wounded, either
Herald may expend his own Fate points on the Champion’s
behalf as long as they are in base contact. Note, they may
not actually suffer wounds on his behalf — only expend
Fate points.
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Within the pages of
Warhammer Armies:
High Elves you'll find
background, artwork and
rules. For High EIf
generals, the army book
is an indespensible tool.
You can also find more
advice on our website,
including a High Magic
tactica and stage-by-stage
painting guides.

games-workshop.com

Adam Troke is a name that has become synonymous with the
High Elves. In this article he dispenses wisdom on how to get
the best from the Children of Asuryan on the battlefield.

he High Elves are a force to be

reckoned with. They are fragile,

they are expensive in points and
yet, in spite of all that, they are incredibly
dangerous and never to be underestimated.

I've played a lot of games with them
over the years, and I'd like to think I've
won more than I've lost. That winning
comes from understanding the limitations
of the warriors at my disposal, and having
a firm plan in mind about how | might use
them. That, | suppose, is the benefit of
practice. So, my intention throughout this
article is to share a brief overview of the
High EIf army, highlight what | consider to
be their strengths and weaknesses, and
then present a few solid tactics that | know
to be effective on the battlefield.
My own history with the High Elves is a

speckled thing. When | first started playing
Warhammer my main rival was a High EIf
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player, and | learned hard lessons trying to
take them on in a careless fashion. Even
back in my youth, the High Elves had the
same traits — elite, expensive warriors who
are curiously easy to kill off.

When | came to write the High EIf
army book years later, | realised what an
exciting dynamic they present on the
tabletop. To win with the High Elves, you
need to do two things above all others:

1. Float like a butterfly, sting like a Star
Dragon (bad pun, true principle).
2. Stay cool under pressure.

The first principle is best observed by
not being rooted in one spot. Be fluid,
move your models when you want to;
seize premium positions and hold on to
them, but flit away if your enemy brings
unreasonable force to bear. Most important
of all, have a really, really good counter-
punch in store.



As for staying cool under pressure,
don't let your enemy flap you. If you start
acting in reaction to his plans, you give
him control of the game. Make a plan (see
later) and stick to it. Your warriors are
good, great in fact, so you don't need to
worry about that — just make a good plan
at the start of the battle and use it!

Here are the three golden tactical
principles that a High EIf general can rely
upon to smash the opposition.

A. Taking the Charge

High Elves are equally well set in defence
as offence, so feel free to hold your ground
and take the enemy charge if that best suits
you. Remember, the only advantages that
come with charging are +1 combat
resolution and any bonuses such as lances
and so on. With your mainline infantry,
you are often best off passing up the
charging bonus in exchange for choosing
where you make your stand - especially if
that leads to a good counter-attack...

B. Counter-attacking

While your infantry hold the enemy rooted
in position, you can line up a devastating
counter offensive that will wipe them off
the face of the Warhammer world. This is
where your Tiranoc Chariots and Silver
Helms come in — hammer into the flanks of
the foe once they are engaged. Making this
work is all about playing in depth and
positioning your models carefully. Look at
the diagram.

C. Combining Arms

This is the real strength of the High Elves —
the whole of the army is far greater than
the sum of its parts. A charge of Sea Guard
is far more brutal when joined by a Lion
Chariot. Giant Eagles, soaring over units
that are likely to break, can inflict serious
casualties against enemies that flee through
them, often more than the Eagles would
were they involved in the fight. Pair units
to ensure that you combine the strengths of
the army, and negate the weaknesses.

THE HEROES OF LEGEND

Even the ‘basic’ High EIf warrior is a fearsome prospect on the
battlefield — with a statline and wargear to be reckoned with.
Not only does he benefit from the Always Strike First special
rule, but since his Initiative is so high, he’s likely to get re-rolls
to hit! Their Spearmen even fight in an additional bonus rank
(meaning four ranks can fight). That means that every model in
the regiment can play a part.

On the opposite side of the fence, however, consider their
low Toughness (a distinctly average Toughness 3) and generally
feeble armour saves. Yes, they will go first, yes they are
accurate — but if you end up taking any damage in return,
things have the habit of getting very sticky!

Enemy Unit

Silver Helms

Spearmen

Tiranoc Chariot Spearmen T
Silver Helms

Great Eagle

- Sword Masters Enemiy Horde
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The High Elf army is positively brimming with different units. Here I'll
take a whistle-stop tour through them, pointing out their strengths.

Spearmen

Spearmen are the lynchpin of the High EIf
army — they have a respectable statline
with high spots in the Move, Initiative and
Leadership areas, but best of all they are
able to utterly overwhelm the rank-and-file
infantry of most other armies. Empire State
Troops, Goblins, Skaven, Chaos Marauders
and more are wheat before the Spearmen’s
metaphorical scythe. Deploy in force (a
minimum of 20 models) fight deep and
grind the enemy’s basic infantry to dust!

Archers

High EIf Archers are the most basic
warriors in the High EIf army, but they're
still very good. Use them in a fire support
capacity to rain arrows down on the
enemy. Even though they will Always
Strike First, they're not actually much good
* in close combat, and they are so lightly
armoured that they haven’t got much of a
chance in a fight.

Shadow Warriors

OK, so the Shadow Warriors are the
coolest thing on Ulthuan, but there are
more reasons to take them in your force
than that. Firstly, they're good shots with a
longbow — that's not to be sniffed at,
especially when you combine it with their
manoeuvrability (they're Skirmishers, after
all) and the ability to scout ahead of the
main force. Use them to kill the crew of
war machines and whittle away ranks.

Ellyrian Reavers

Fast Cavalry is always
useful, able to screen your
force, harry the flanks of
the enemy and harrass
enemy units. Ellryian
Reavers are especially
great, because they're well
equipped and highly
skilled. With super-swift
Elven Steeds, bows and
spears, they can run rings
around the foe and still
deliver a lethal charge
against exposed enemies or
to fire arrows into premium
targets — lone characters,
war machines or Weapon
Teams, all beware!
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Lothern Sea Guard

I'm quite open about the Lothern Sea
Guard being my favourite combat unit
(only the Shadow Warriors compete
with them for me) in the High EIf, or
any other, army. They have all the
advantages of the Spearmen, plus they
carry bows. My own force regularly
features several regiments who can fire
a withering hail of arrows, stand and
shoot and then fight in four ranks (five
if they're a horde).

White Lions of Chrace

It's hard to imagine Strength 6
warriors that Always Strike First, but
that's these stalwart protectors to a
tee. Use them to lurk around
wooded areas, where your
opponent might be afraid to tread,
and then come barrelling out of
cover into combat. The other nice
thing about the White Lions is that
they’re Stubborn. If the enemy has a
brutal combat unit that you have to
slow down for a turn or two, these
fill that sacrificial role aptly.

Lion Chariot of Chrace

Capable of unleashing a terrifying amount
of damage, the Lion Chariot's only flaw is
its limited Toughness and armour save.
Counteract this by lurking out of sight until _
it's charge time! I've found the Lion Chariot
can take on almost any quality of foe, but
it's usually numbers that undo
them (15 Skaven attacks may
well cause you irreparable
damage, even if you win the
fight). Use the Lion Chariot as
a support unit, rather than

a suicide weapon. 5




Sword Masters of Hoeth

The finest infantry warriors in
Warhammer, the Sword Masters are
utterly lethal. In close combat they
chop lumps out of any foe, but there
are two areas of concern: more so
than any other High Elf unit, these
will be the target of your opponents
missile troops and magic. Try and
keep them safe from incoming fire,
because your opponent certainly
won't want to fight them up close.

Dragon Princes

Ranking amongst the most elite
heavy cavalry of the
Warhammer world, the Dragon
Princes are staggeringly hard
hitting! Use them to charge into
the enemy where their two
Strength 5 Attacks will chop the
enemy to ribbons. They are
expensive in points, however,
so make sure you screen them
carefully with cover or units
such as Ellyrian Reavers and
only deploy them into fights
they can win — a stray
cannonball or a misplaced
charge can leave your premier
combat unit high and dry.

Repeater Bolt Throwers
These lethally precise war machines have been the death
of many a poor soul in the Warhammer world - Repeater

long-range death. Large, multi-Wound targets need
to fear the solid bolts that cause D3 Wounds,
while regiments of infantry and cavalry can be hit
up to six times by each Repeater Bolt Thrower. In
a word: terrifying.

Bolt Throwers are the first and last word in gruesome ﬂf’
r 4

Great Eagles

The Elves are lucky that they have so many animal allies,
and few are handier (or cheaper in points) than the Great
Eagles. Their best use is to flit around amidst the enemy
army, making a general nuisance of themselves by forcing
the foe to take Leadership tests before they can march and
looking for opportunities to swoop after any easy kills such
as lone Wizards.

Tiranoc Chariot a
If the Lion Chariot is a brutal ramming

machine, the Tiranoc Chariot is a precise tool.
Fundamentally, the Tiranoc Chariot is 'y
intended to sweep into smaller units and send §
them packing (I mean you, evil Skirmishers),
and to lend some hitting power to a High Elf :
charge (it's the perfect unit to complement a ] L
regiment of Silver Helms). The extra speed

and lower cost, when compared to the Lion =
Chariot, make the swift Tiranoc option

very tempting indeed.

14

Silver Helms
Fast-moving cavalry, Silver
Helms are swift enough to
bring hard-hitting power to
the places on the
battlefield where it is most
needed. The advantage to
a unit of Silver Helms is
that they can be fielded in
greater numbers than
Dragon Princes, and so are
far better able to absorb
casualties. As such, they
are the perfect unit for
taking the enemy’s flank
and thereby cancelling the
foe's rank bonus.

Phoenix Guard

In an army that is fragile in the
extreme, the Phoenix Guard are a
bastion of resilience. With heavy
armour and a 4+ ward save they
are hard to kill, and by adding in
Caradryan (their natural leader)
they gain Magic Resistance 3.
Their ward save effectively halves
any incoming damage, so that'’s a
durability that can’t be sniffed at.
They also cause Fear, which can
have a shocking effect on enemy
units that botch their Fear tests
(and has the converse effect of
making them immune to Fear in
their own right).
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called elite, then their heroes must

be considered amongst the finest to
be found anywhere. Princes and Nobles
|| are incredibly skilled warriors, with high
Weapon Skill and Leadership values —
combine this with the Always Strikes First
| rule and you have a hero that can often
| chop down the foe before they can
| respond. When you’re choosing a
| fighting character, opt for one that is
maximised towards a specific function (l
| tend to think in terms of anti-personnel
or anti-hero). Against hordes of enemy
infantry, weapons that enable you to get
| extra attacks or strike from range, such as
the Reaver Bow are a good bet. If you
want to tackle characters, consider
something like the Blade of Sea Gold.

While the fighter-heroes are worthy
of praise, in many ways it's the Mages
and Archmages of Ulthuan that set the
High Elves apart. Able to choose from
any of the eight Lores of Magic found in
the Warhammer book, as well as their
own Lore of High Magic, the High Elves
have almost unequalled access to spells.
On top of that, all High EIf Mages get an
additional +1 on their rolls to dispel, a
little bonus that can often make the
crucial difference between protecting
your precious Elves and having them
burst into flames/die of the pox.

' If the soldiery of Ulthuan can be

Mount Up
If High EIf characters have a weakness, it
is their inability to weather damage in
return. They can dish it out well enough,
but oh, do they suffer from a severe case
of ‘glass jaw’. At Toughness 3, they're
easy to wound, and with very few
exceptions, their armour leaves much to
be desired. Thankfully, they can ride on
powerful, resilient mounts! The Griffon is
a fantastic addition to a High EIf Prince
that makes him even more deadly, while
the Dragon must be considered the king
of all mounts!

While mounted, your character gains
a significant measure of protection from
his mount, and is even better in close
combat. Of course, with the Fly special
rule you'll also be able to get where you
need to be with ease — so even High EIf
Mages benefit from a Dragon of their
own. A word of advice though: if you
buy a Dragon or Griffon, don't mess
around standing off from the foe. Instead,
get stuck into the enemy straight away,
where your highly expensive monster
will really earn its pay.

There are vodles of great magic
item combos out there, but the
simple addition of an Enchanted
Shield can be invaluable.

I swear by the Reaver Bow,
which unleashes three Strength
5 shots every turn.

Placing your Lord on a monster
mount catapults your fightiest
characters into the realms of the
ultra-deadly — well worth the points.

If you're going to take a Mage, make sure you give
them the tools for the job — the Book of Hoeth can
give you a real edge in terms of casting spells.
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A II this talk about what to use and
how to use it only goes so far
though, doesn't it? Here's a High
EIf army that I've played with in the past.
It's a vicious and compact force, capable of
fighting numerically superior foes with
ease. The trick is not to try to match the
enemy along his whole line. Instead, bring
the entire army to bear against a portion of
the enemy force at a time.

Only one Wizard can be an issue, but
I've found that by taking the Lore of High
Magic I'm able to hamper the enemy’s own
Magic phase enough to make up for it
(good ol” Drain Magic).

The army has no Lords in it, instead
operating on a quantity system where
Caradryan and Korhil lead the force. There
are not many characters they can’t defeat —
Korhil is especially good at offing man-
sized foes, and Caradryan eats multi-
Wound creatures for breakfast.

Here's the breakdown of duties that |
assign to my units prior to battle beginning:

Sweepers. The Ellyrian Reavers slink ahead
of the main army. As long as they draw a
unit or two out of position, their inevitable
sacrifice needn't be in vain.

Firebase. The Repeater Bolt Throwers are
tasked with hammering better armoured
and tougher enemies first, while the
Archers and Sea Guard can nibble away at
the ranks of the enemy as best they can.

Elite Infantry. The Phoenix Guard and
White Lions are intended to rampage
through the foe in concert. Use the
Phoenix Guard to take on the enemy’s
heavy hitters and the White Lions to smash
through the best armoured. Back them up
with the Spearmen and Sea Guard who
can kill anything that threatens their flanks.

Sucker Punch. When the enemy are close
enough, hurl the Dragon Princes into them
with reckless abandon, all those Strength 5
attacks will quickly take their toll.

ON THAT?

HEROES

Caradryan

175 points
Korhil

140 points

Melthaen Mornweaver
Level 2 High EIf Mage

- with Silver Wand.

145 points

CORE

The White Spears
20 Spearmen with
musician, standard bearer
and Sentinel.

205 points

The Foamriders
20 Lothern Sea Guard
with shields, musician,
standard bearer and
Sea Master.

285 points

Unicorn Company

16 Archers with musician,

standard bearer and

Hawkevye. |
201 points

SPECIAL

The Dragon Lords

10 Dragon Princes of

Caledor with musician,

standard bearer and

Drakemaster. |
350 points

Asuryan’s Hand

20 Phoenix Guard with

musician, standard bearer

with Gleaming Pennant,

and Keeper of the Flame.
335 points

Korhil’s Guard
20 White Lions with
musician, standard bearer
with Lichebone Pennant,
and Guardian with
Ironcurse Icon.

350 points

Alkemith’s Knights
5 Ellyrian Reavers with
bows and Harbinger.

112 points

RARE

The Bitter Scythes
2 Repeater Bolt Throwers.
200 points

TOTAL 2498 points
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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.

| In Warhammer you and

| an opponent play games
using armies of finely
detailed Citadel

ALLTHIS FOR: miniatures in a battle of
| £60, €78, 600dkr, wits and tactics.

f 750skr/nkr, 300zt _

: Product code: | The Island of Blood

60010299005 | boxed game has

2 (“v - : ' ) everything you need to

ISLA?N E U‘Q‘BE b play Warhammer
'4. L P 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 Elfyrian 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

* Dice

* Templates

L LS

AN
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A TALE OF OLD CAMPAIGNERS INSPIRED TO SOLDIER ON..

STORIES

In this overdue instalment of their semi-regular column, Jerm has been suitably

inspired by all the recent releas‘ _
inspiration and hobby opportunities.

Jeremy: Dave and | are occasionally
unchained from other responsibilities
and allowed room in White Dwarf to
write about our latest hobby offerings.
In addition to providing a textbook
example for the oft-quoted ‘letting the
lunatics run the asylum’ proverb, our
articles give us the chance to talk
about our battles, our passion for
different types of scenarios. In
general, a soapbox from which we
can espouse what we find most
exciting and motivating about the
grand hobby of wargaming. For those
familiar with our (somewhat
rambling) history of articles, you'll
recall that Dave and | have been
reporting on our ongoing Warhammer
campaign and that we are also in a
competition about who is the better
games master; that is, who can set up
and run the best battle. This article is
about neither of those — although
Dave still promises that he’s going to
run a bulkhead-melting, rip-roaring
Warhammer 40,000 boarding action
scenario in the near future. So, what
have we been doing instead?
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A big chunk of our energies has also
been poured into helping make the
wonderfully large new Warhammer
book. And the tome is packed with
lots of examples of just the sort of
things that Dave and | enjoy most —
different types of battles, strange
background details that you can
extrapolate onto the gaming table,
interesting and evocative terrain,
fantastically painted models and
armies and absolute tonnes of
Warhammer madness. As is common
with such a large project with so
many people involved, it is all too
easy to get caught up in the details of
your own involvement and not see
the whole forest for the trees. So it
was great to see the completed book
come in and we still find ourselves,
despite having recently spent so much
time working and living in the
Warhammer world, even further
inspired by the book and eager to do
even more. It has sparked a great
many new ideas and projects, both
large and small, that we hope to show
you more of in future issues.

es for Warhammer, prompting him to wax lyrical on
As it turns out, there is plenty to explore...

DAVE'S NOT HERE..

Normally Dave, the sultan of scenery
and hobby guru of gaming adds his
words of wisdom here, dispensing the
kind of tips and advice only an aged
wargaming veteran (i.e. mad old
coot) can offer. However, Dave could
not contribute his usual swathe of
painted and converted models or
hoarded piles of mastercrafted
terrain, because he is:

¢ Behind on his Games Master
Challenge Scenario (building a 40K
boarding action scenario and painted
up all the accompanying models — or
so he says...)

B) Still recovering from all the terrain
making he did for the Warhammer
rulebook (it is rumoured Dave
dreams of static grass).

C) Working on further Warhammer
madness at the very moment
(something so secret he won’t even
tell us what it is).

D) A big girl’s blouse who is clearly
afraid of losing against Jeremy’s
razor-sharp tactical mind...

Dave and Jerm masterminded the Siege of
Volganof from the Warhammer rulebook.




Large units offer great opportunities for cool unit fillers and multi-
bases, as can be seen with these examples from around the Studio.
Clockwise from below: Jeremy has adorned the bases of his Forest
Goblin Spider Riders with gnarled trees taken from the Citadel
Woad kit, Nick Bayton added this Chaos Spawn and handlers to his
unit of Chesen; Nick has also added this regiment base for his unit

of Goblins, showing them wracked with animosity.

HORDES

Sometimes it’s a game mechanic or
rule that can make you look at a unit
or army afresh. There are several rules
in Warhammer that really make large
formations as hard as nails. My
armies have always been built around
large units — my Dwarf army is
packed with Dwarf Warriors, my
greenskins have masses of Orcs and
Night Goblins, and I've always
thought a Skaven army without lots of
Clanrats was like calling two pieces
of bread a sandwich. Big units fulfil
my vision of how these armies should
operate and besides, large units
interspersed with a few war machines
or monsters makes for a great-looking
and effective battleforce. It is also
what | find most rewarding to paint
and collect — | get a real sense of
achievement as | line up ‘another
rank’ for a large formation and
watching a few figures grow into a
full-blooded regiment is especially
pleasing to me.

The fact that there are rules that
make large formations particularly
effective on the battlefield has given
me yet further encouragement! The
Steadfast rule means that a defeated
unit with more ranks than its foes can

make an unmodified Leadership test.
So you might beat my large mob of
Night Goblins, but as Ill probably
have more ranks, | won't be making
that heavily penalised Break test
where my only hope was Insane
Courage. There is a good chance
you'll have to wade through and kill a
significant amount of those pesky
gobbos before they’ll break
(especially if | can position a Battle
Standard Bearer and my Warboss
nearby). Meanwhile, as my large
‘anvil’ unit holds up your units, my
green imps will be stabbing away and
inflicting casualties of their own. This
allows me time to bring up a harder-
hitting ‘hammer’ unit to strike while
you're pinned in place. The Horde
rule means extra Attacks, so even my
lowly Night Goblins will slay a few of
their foes. What's not to like?

What really gets me most excited
about hordes aren’t the gaming rules,
however, but rather the modelling
opportunities that they present. Large
regiments really encourage multi-
basing, unit-fillers and other more
diorama-esque modelling solutions.
We're talking about Undead rising out
of graves, Animosity overcoming
mobs of greenskins, Skaven Clanrats

scrambling over ruins and more. The
versatility and poseability of plastic
models make it possible to achieve
truly dynamic effects — a standing
second rank of handgunners firing
over a kneeling front rank, a
wounded comrade being given aid, or
anything fitting you can work in. For
some great examples see above and
check out Chad, Nick and Duncan'’s
excellent Vampire Counts army
(featured in White Dwarf 367).

I've messed about with multi-
basing before, but as a mechanism for
convenience rather than for aesthetic
reasons. However, now that I'm
horde- obsessed, | find myself
inspired to create extra poses, add
more theme and challenge my
modelling skills. Rather than
begrudgingly painting up extra ranks
to expand my regiments, | have been
eager to do more of these little
vignettes. I've pulled the legs off
plastic spiders and positioning them
atop trees from the Citadel Wood for
some really creepy-crawly effects. I've
added enormous Squig-infested
mushrooms to flesh out my Night
Goblins, added an idol to my Boyz
mob and am working on my Savage
Orc cannibal cooking pot.
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Mot only is a Battle Standard Bearer great in the
game, but it offers the opportunity to really go to
town on creating a centrepiece model.
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RAISE YOUR STANDARDS!
In Warhammer the Battle Standard
Bearer is a character that carries the
standard representing either the
General’s personal heraldry or the
totem signifying the army as a whole
(which are often the same thing). This
has always been a great modelling
and painting option as all banners
stand out, and this one is the daddy
of them all. Whether it is an Empire
Captain proudly bearing his
provincial or city-state’s emblems or a
Skaven Chieftain hoisting the
degenerative markings of his foul
clan, the Battle Standard Bearer is
deserving of all the time and attention
you can lavish upon such a model.

While all the above is true, in the
past | have found myself tempted by
other options in my army list, or
found myself too short of hero slots to
enable me to always field a Battle
Standard Bearer. Warhammer’s army
selection system (up to 25% of your
points total can be spent on Hero
selections) and a few key rules ensure
that including one is now an even
wiser decision than ever,

The battle standard allows a unit
within 12" to re-roll a failed
Leadership test of any kind it is and in

addition to giving me another shot at
making a Break Test, it also means |
get two chances at my lunk-headed
Trolls not going Stupid and two shots
at my knock-kneed, trickle-legged
Night Goblins passing their Fear and
Terror tests!

Of course fielding a Battle
Standard Bearer and keeping him
alive are two different things. At first |
was placing him in a horde unit,
however, | found that he was targeted
by challenges or the dedicated blows
from enemy troopers. This made
sense, as my foe realised that a
Steadfast horde with two chances to
make any Break tests was probably
not going to go away. So | tried him
on his own behind the centre of my
battlelines, cunningly within 12" of
many of my deeply ranked units. This
worked but now made him a target of
spells, flying beasties or fast cavalry.
Lately | have placed the Battle
Standard Bearer behind my fighting
blocks, but now leading a small unit -
often Goblin archers. While not
especially formidable, the ranks are
more than capable of withstanding
some missile or magic hits or the
sneaky fast things that were assailing
the lone character.




THE WARHAMMER
WORLD COMES ALIVE!

Nothing makes me want to play a
game like a well-modelled tabletop
battlefield. Warhammer has always
conjured rich visions of fantastical
imagery for me, whether that is
Dwarfs battling their age-old foes
against a backdrop of mine workings
and mountain passes, or the dead
rising up from the sands of the Khemri
deserts. | picture worshippers of the
Chaos Gods fighting over fell idols,
and desperate battles within the dark
and monster-filled woods that cover
the Empire. But as evocative as this
background is, playing with terrain
representing such places has
previously required players to slow
the game to a crawl or make up their
own house rules. Frankly the terrain
got in the way more than it added
enjoyment to a game. Well, no
longer. The Warhammer rulebook
provides a swathe of interesting rules
for scenery, all of which are fast
playing, tactically interesting and full
of weird and wonderful possibilities.
There are Blood Forests, Abyssal
Woods, Rivers of Blood and Khemrian
Quicksand, and that's just the start!

All of this is exciting on a number
of fronts. The terrain rules are very
fast and playable but also add tactical
choices. Forests, for example, don't
slow infantry down, although they
can make cavalry, monstrous cavalry
or chariot models take Dangerous
Terrain tests, making for entertaining
choices as you debate the risks of
charging through. Even better, the
rules for forests don't end there. A
unit with the majority of its models
fighting in a forest can never be
Steadfast, meaning large ranked up
units are much more vulnerable in
the woods. Conversely, Skirmishers
(and lone character models) are
always Stubborn when ensconced in
the woods — the more lightly
armoured units being more able to
take advantage of the bramble and
undergrowth. So the forests are ideal
ambush sites, where monsters and
small teams of Skirmishers can beat
superior numbers. That's great and
sounds proper; I've imagined many a
unit of halberdiers has been
swallowed by the darksome forests of
the Empire, but there is even more...

Many standard terrain features,
like hills or forests, have further
options to turn them from mundane

The brave defenders of Ostland

prepare to fight in the Gnasher Hills.
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land features into living, breathing
and interactive (if not downright
deadly) bits of the Warhammer world.
Skull-laden temples might reside atop
a hill, or a forest could be an
animated Wildwood, likely to strike
out and injure any who dare to enter.
The Woods are mysterious terrain -
that is, you aren’t quite sure what
you'll find until you enter them. Upon
moving into the feature a dice roll
determines if it is the vampiric (and
likely to wander) Blood Forest or the
fear-inducing Abyssal Wood, or any
of the other options. Will you risk
entering those mysterious woods in
order to outflank your foe? Will the
screen of archers in the Venom
Thicket be able to ward off a strong
assault? Players who wish to do so
can even model the different options
or add a custom paint jobs to create
something spectacular. As a Night
Goblin player, | personally want to
construct at least a few Fungus Forests
and really what fan of Nurgle and his
foul ways wouldn’t want to own his
own river of Necrotic Ooze? All the
terrain is just further encouragement
to make Warhammer battlefields as
varied and imaginative as the armies
that fight on them!

Making Up New Terrain

The list of terrain in the rulebook has
many great options, but is by no
means exhaustive of what can be
found in the wilds of the Warhammer
world. Recently | have fought a battle
in the Gnasher Hills, a game in which
the hills could literally come alive,
suddenly growing great fanged maws
eager to gnaw at units that dared
trespass upon them. Who knows
what causes such things - perhaps
the hills have become animated by
the strange magics that leak out of
the Realm of Chaos or they were
ancient sites that witnessed too many
gory rituals as the Ogres worshipped
their ravenous god, the Great Maw?

1 used the following rules for the
Gnasher Hills. In the Start of Turn
sub-phase a dice was rolled for each
hill that had any models on it. On a
D6 roll of a 1, the terrain turned
carnivorous and each unit touching
any part of the hill suffered Dé
Strength 4 hits as a rock-fanged pit
opened up to bite them. A roll of 2-6
meant the hill remained inanimate...
at least for now. It was a great game
and the climactic battle took place
atop the hill in the centre of the
battlefield. Naturally it was then that
the terrain became animated and ate
a few chunks out of both sides!
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NO SHORTAGE OF
BATTLES!

It's no secret that | really like different
scenarios, including games-mastered
battles and a wide variety of
competitive play. This range of
different kinds of games is something
that we really tried to put in the
Warhammer rulebook. In the loose
gaming group of my friends outside of
work there is a clear dividing line
between the players who unfalteringly
prefer a basic line-up-and-fight battle
and those that like trying out a wider
range of new scenarios, special rules
and terrain. The slew of scenarios in
Warhammer caters to both factions.
First off, there is a great D6 chart for
Pitched Battles, allowing for a variety
of relatively straightforward battles,
but with a few clear-cut special rules
or differing victory conditions thrown
in to liven it up and really test your
generalship. These games satisfy my
friends who want to show up, pull
out their armies, and fight without a
lot of extra bells and whistles. The
Battles section explores a range of
other Warhammer games, starting
with a few simple additions to the
Pitched Battle format and ramping up
all the way through far more crazed
examples, some of which require
special terrain and the inclusion of a
host of additional rules. These are
good fun to try out, but should also
serve as inspiration for players

The Empire battle the Beastmen beneath
the eaves of the Forest of Shadows.

locking to invent their own such
games. With my mad scenario-
minded friends, | never play the same
game twice, and rarely play a game
in which we don’t ‘make up’
additional rules, coming up with
ideas on the spot, or creating rules to
cover new models or terrain. There is
plenty of material in the Warhammer
book that begs for you to create more
detail - after all, once you've made a

Dwarf Brewhouse (or any of the other
Arcane Architecture buildings listed in

the book, it is fun to design a special
battle to showcase your new terrain.
The Last Defence of O’ Bitter or the
Bloody Battle of Sudds Hollow just
sound like snippets from the
Warhammer background! Dwarf
players, what are you waiting for?
Another thing about having a
ready batch of scenarios at your
disposal is the ability to use them (or
alter them) as best fits your gaming
group. | have a penchant for linked
games — that is, a short series of
battles played successively, with each
game having some sort of knock-on
effect to the next. It is easy to do this
by taking any two scenarios and
making them to fit together. An easy
one that comes to mind is playing the
River of Death scenario to represent
two armies clashing over a natural
barrier. The winner of the scenario
gains an additional 100 points to use
towards his army in the second battle.
Furthermore, he can choose whether
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to be the attacker or defender in
Game 2, the Raze and Ruin scenario;
a game that represents an invading
army coming to destroy an enemy
settlement. Thus you have the start of
a great story — perhaps greenskin
invaders attempt to push across a
river and into the Empire. If successful
at their crossing, the Orcs & Goblins
can smash (and presumably eat) the
local village. If the greenskins are
thwarted at the river, the Empire
player can choose to launch his own
counter-attack and take the fight to
the Orc encampment, or he could
choose to retire and defend his own
village. With the choice going to the
winner of Game 1 there is real
thought and dilemma in working out
which option will best give you a
better advantage.

This classic storyline can, with a
little adjustment, work for any army.

BATTLE FOR THE
FOREST OF SHADOWS

It is also possible to make up your
own scenarios (there is a brief section
in the book with hints and tips for
doing so) and between your own
devisings and the published scenarios
there is unlimited scope. In the
boxout below ['ve sketched out some
ideas as to how you might take a
scenario from the rulebook and link it
with a new battle to create a two-
game series to test any commander.

Game 1

Each side chooses an army to an
agreed points value (say 2000
points, for example) and fights the
Watchtower Pitched Battle from
the Warhammer rulebook. This
represents two armies clashing to
control a watchtower that guards
an area of the Forest of Shadows.

Game 2

Each side takes the same army
type but can choose an entirely
new list if they so wish. Both
players choose to an agreed
points value that is 25% higher
than Game 1 (so 2,500 points
using our first example). The
winner of Game 1, if there is one,
may take an additional 100
points. The Scenario for Game 2
is the Battle Beneath the Eaves
and the winner of Game 1 is
automatically the player that
gains the special Woodcraft
Advantage rule.




BATTLE BENEATH THE EAVES

The Forest of Shadows is a foreboding and dangerous place, where even full
armies tread with trepidation. This scenario represents a battle beneath the eaves
of the forest, where one side has a decided advantage.

THE BATTLEFIELD

Set up terrain as described on page
142 with the exception that every
piece of scenery will be a Mysterious
Forest. After setting up the battlefield
roll off with the high roller gaining the
Woodcraft Advantage special rule and
deployment options. Note, if playing
as linked battles, the winner of Game
1 is automatically considered the
winner of the Woodcraft Advantage
dice off.

DEPLOYMENT

For set-up, the player with the
Woodcraft Advantage picks the half of
the table he will deploy his army in
and his opponent must deploy his
entire army (not including Scouts) first
in the opposite half. Next the player
with the Woodcraft Advantage must
set up his entire army (not including
Scouts). No models from either side
may be deployed within 12" of the
centre line.

FIRST TURN

Roll off after deployment to see which
player receives the first turn.

GAME LENGTH

The battle will last six game turns, or
until a time limit agreed by both of
the players is reached, whichever
comes first,

VICTORY CONDITIONS

Use victory conditions to determine
the winner of the battle, as described
on page 143 of the Warhammer
rulebook. Additionally, for each piece
of forest controlled a player is
awarded 100 victory points. Forests
are controlled if a friendly unit is
within 6" of a wood and there are no
enemy models within 6" of the same
forest. A unit cannot control more
than one forest; if two are eligible, the
owner player can decide which to lay
claim to. It is possible for a unit to
contest more than a single forest. In
this battle, a margin of 100 victory
points is enough to declare one side
the winner.

SPECIAL RULES

Woodcraft Advantage: The player
with the Woodcraft Advantage has
done extensive reconnoitring and has
great knowledge of the surrounding
forests and its perils. Instead of rolling
for each Mysterious Forest as normal,
the player with the Woodcraft
Advantage must secretly nominate
what each forest really is before the
battle begins (but after set-up,
including scouts), so that it can be
remembered when a unit enters. A
battlefield map that notes what each
forest is or a small note facedown that
labels each forest work well for this.
As soon as any models (friend or foe)
enter the woods, the note and forest

type are revealed. Once written
down, the player with Woodcraft
Advantage must abide by his own
decision — he cannot alter his choice
later in the battle!

Designer’s Note: Being able to decide
what each forest type is can be a
great advantage. A player can ensure
the most dangerous woods are where
they can do the most harm to the
enemy, and he will be better poised
to take advantage of any positive
effects. Choosing the forest type is a
worthy prize for winning the first
battle. Being able to deploy your own
archers in a Venom Thicket at the
start of a game gains the advantage of
Poisoned Attacks, but because you
don’t have to move your own troops
first, you won't incur any casuallties.
Try placing a Wildwood where it can
guard your flanks, or ensure that your
skirmishers are defending an Abyssal
Wood, where they can be quite hard
to drive out. Naturally Goblin players
will find themselves defending a
Fungus Forest! It is a subtle
advantage, but well worth winning.

End Note

As you can see, Warhammer has
inspired me no end. Just flicking
through the book has started me
plotting scenarios, terrain projects
and modelling ideas. See if it doesn't
do the same for you.
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This month’s battle report sees Phil Kelly’s Dark Eldar take on Andrew Kenrick’s
Imperial Guard in a battle to the death on the jungle world of Kato I1l. Adam Troke
introduces the proceedings and provides a little background.

henever we release a new codex
Wor army book, here in the White

Dwarf bunker we're always
excited to put it through its paces in a
battle report — it's the wargaming
equivalent of taking it for a test drive. With
the Dark Eldar resurgent and ready for
action there was plenty of anticipation.

The honour of taking the Dark Eldar
army into the field in this inaugural battle
report fell, of course, to the author of the
new book — Phil Kelly. A notorious xenos
sympathiser and proven veteran of
commanding the Dark Eldar through scores
of playtest games, we expected great things
from his daring realspace raid.

Inspired by Jervis’ Standard Bearer from
a couple of months back, Phil decided to
devise a name and backstory for the
villainous fiends in his raiding force, which
led to the invention of Archon Valossian
Sythrac and his Soul Stealers. Phil decided
that a suitably cruel endeavour for one of
Asdrubael Vect's lieutenants would be to
deliberately single out and murder as many
of the Imperium’s most famous heroes as
possible — despair has such a sweet
savour, after all.

To tackle the nefarious schemes of the
Dark Eldar, White Dwarf editor and
Imperial Guard stalwart Andrew Kenrick
willingly stepped into the breach at the
head of the Catachan Il. Andrew is no
slouch when it comes to the Imperial
Guard, and his own regiment has already
blazed a glorious trail across the Studio.

Since there are so many new and
exciting rules and units to get our heads
around, we decided to do the sensible
thing and fight a battle based on one of the
Standard Missions from the rulebook. Such
engagements seldom show particular bias
to either force, and for the benefit of those
at home, it's the kind of scenario you see
fought in gaming clubs and Hobby Centres
across the world - so it will give the
perfect insight into what you can expect
from the Dark Eldar in your own games of
Warhammer 40,000.

So that we can fit as many of the shiny
new toys in as possible we opted for a
chunky 2000 points aside, this means
there's plenty of meat for the ever-hungry
mincing machine of war.

The Dark Eldar have a very dynamic
playstyle, favouring small, elite units
striking at great speed across the battlefield.
Their deadly, ultra-specialised weaponry,
from dark lances and splinter rifles to hydra
gauntlets and liquifier guns, can make a
mockery of almost any foe, making them a
challenge to fight.

The Imperial Guard, on the other hand,
are a far sturdier, more durable force, able
to hurl hundreds of Guardsmen and dozens
of tanks into the meatgrinder to ensure
victory. Their weaponry relies upon massed
firepower and heavy ordnance to blow the
enemy apart. The two armies could not be
more different, which was exactly what
made them such an appealing choice of
opponents for our battle...

'BATTLE |
REPORT

' Battle Facts

| Mission
| Annihilation.
Deployment
Dawn of War
| Forces
| Dark Eldar vs.
| Imperial Guard.
| Size

2000 points.

Players

Phil Kelly vs.
| Andrew Kenrick.

Scrivenors

Andrew Kenrick and
Tom Hutchings.
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Archon Valossian Sythrac

A\ A high-ranking member of the Kabal of the Black Heart, Valossian Sythrac
was Asdrubael Vect’s favoured blade in the ongoing persecution of

humanity for much of the past century. It was Archon Sythrac who _
engineered the downfall of the barrack world Ridiac Secundus with a series
of daring webway strikes, and Sythrac who collapsed the Tau command
structure stationed upon Pech before capturing several thousand Kroot for
the arenas of his allies within the Wych Cults. Sythrac has become i
synonymous with inventive treachery, and he is a born survivor, though his
pride may yet prove his undoing. The Archon keeps the tortured spirits of
his most prestigious enemies in a pyramidal soul-trap so that he is
accompanied by their muted screams at all times. Eager to covet favour
with Vect by bringing him the head of one of the Imperium’s most beloved |
I~ heroes, Sythrac has taken up his ancestral huskblade and donned his i
& shadow field, eager to add the soul of Colonel Straken to this collection. |

004974.M41 During the early part of 974.M41, Archon Sythrac leads his
warband, the Soul Stealers, part of the Kabal of the Black Heart, on a series
of raids into the Ultima Segmentum, in particular targeting worlds in the
Ryza Warzone. Striking seemingly at random, the Soul Stealers attack .
everything from sprawling regimental stations housing thousands of j
Guardsmen to isolated bases with little more than a patrol’s worth of '
soldiers. On Kato Il he finds who he is looking for: Straken.
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Andrew Kenrick is
the iflustrious editor
of this finest of
magazines, a
veritable powerhouse
of words. He is also
wargamer without
peer and a pretty
handy painter too.
And yes, he is also
writing his own bio
this month too.

Andrew: When I'm not playing with my
Flesh Tearers or Salamanders, | can be seen
around the battlefields of the Studio
barking orders to the Imperial Guard of the
Scintillan XIV. So, when Phil laid down the
gauntlet and challenged the Imperial
Guard to a battle, who else could don the
Colonel’s hat and do battle but I2

Although | do have a penchant for
Leman Russ Battle Tanks and a soft spot for
artillery, my own Imperial Guard army
comprises rank upon rank of proud
Guardsmen. Sure, they get gunned down
by the dozen, but that’s why | take so
many. So, for my army today I've gone and
done the same thing. I'm hoping that the
Dark Eldar — an elite, hard-hitting army but
not one renowned for its strength of
numbers — can be overwhelmed and
bogged down by sheer mass of bodies.
With this in mind the first thing | included
in my army were three Infantry Platoons,
complete with Heavy Weapons Squads,
giving me close to 100 Guardsmen.

Given a choice between the Studio
Imperial Guard armies, | instantly went for
the Catachans for two main reasons: they

Iron Hand Straken

Phil: During the warm-up game there
was one character who really stuck in my
throat - Colonel ‘Iron Hand’ Straken. Not
only did he make the Catachans around
him all the tougher to kill — Furious
Charge and Counter-attack? That’s gonna
hurt whichever way you approach it -
but he’s rock hard himself! In the warm-
up game I charged him and his Command
Squad with my Archon and, although the
Archon slew his squad, Straken’s
refractor field protected him from my
huskblade. This bought him enough time
for a squad of infantry to Furious Charge
in beside him and between them they
brought my Archon’s lofty aspirations —
and his shadow field - crashing to the
ground. And | thought humans were
meant to be soft? So, he’s definitely a
priority target for the Dark Eldar today —
I reckon a Raider packed full of Incubi
should do the trick.

e
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look double hard, plus it meant | could
include Colonel Straken as my HQ choice.
Under normal circumstances Imperial
Guard can reasonably be expected to be
chopped up in melee by a Dark Eldar
Warrior, but throw Straken into the mix
and suddenly even a humble Guardsmen
becomes a veritable action hero. My plan
with Straken was to combine a couple of
squads and keep them close to the
Colonel, so that they could benefit from
Counter-attack and Furious Charge. This
worked out well during our warm-up
match, helping me bring down an Archon
in melee. | hope to repeat that trick today.

To add a bit more backbone to the
army | added in a unit of Ogryns, more
than a match for most Dark Eldar in melee
and nasty at range too, if they can hit. |
also added in a second Catachan special
character, Gunnery Sergeant Harker and
his Catachan Devils. Packed full of short-
ranged weaponry, the squad can dish out a
hefty amount of punishment on the move,
and should prove difficult to shift from any
objectives by virtue of a 3+ cover save.

Of course, no Imperial Guard
commander worth his salt would go to war
without any heavy armour, and | still had
plenty of points to spare. The Manticore
rocket launcher is my new favourite toy
and | was confident that the Dark Eldar
would die to it just as easily as the Eldar
did in June's battle report. 1 also filled out
my Heavy Support allocation with a couple
of Leman Russ tanks — a Punisher for
gunning down light infantry as well as
jetbikes, and an Eradicator for killing
everything else. Combined with my
Hellhound, I'm going to make sure this
jungle will be the Dark Eldar’s tomb.

!“6"%
| HQ

i @ Iron Company

i Company Command

[ Squad with regimental

| standard, medi-pack, vox-

| caster and plasma gun.

_l Led by Colonel ‘lIron

| Hand' Straken.

| 210 points

| ELITES

| The Bull ’Eads

| 3 Ogryns.

| 130 points

| TROOPS |

| The Catachan Devils

Veterans with 2 flamers,
| heavy flamer, demolitions. |
Led by Gunnery Sergeant
Harker.
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185 points
e Savage’s Platoon
Command Squad with
bolt pistol, flamer and
vox-caster.
0 2 Infantry Squads with
© flamers and one
vox-caster.
Heavy Weapons Squad
with 2 autocannons and
heavy bolter.
232 points
Stone’s Platoon
Command Squad with
bolt pistol, meltagun and
vox-caster.
€ 2 Infantry Squads with
flamers and one vox-
caster.
Heavy Weapons Squad
with 2 missile launchers
and lascannon.
257 points
Stark’s Platoon
Command Squad with
plasma pistol, power
weapon, flamer and
VOX-caster.
@ 2 Infantry Squads with
one flamer, one grenade
E) launcher and one vox-
caster.
Q Heavy Weapons Squad
¥ with 3 mortars.
235 points
FAST ATTACK
The Jungle Stalkers
2 Scout Sentinels
with multi-laser and
missile launcher. |
80 points
Hellhound

i o 130 points
HEAVY SUPPORT
Manticore Rocket
Launcher

160 points
Leman Russ
Eradicator |
with heavy bolter
S5PONSONS.

180 points
Leman Russ
Punisher
with heavy bolter
5ponsons.

TOTAL

R e

|
I
200 points |
1999 points |
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Who better to
champion the black-
hearted cause of the
Dark Eldar than the
Codex’s author,

Phil Kelly. Since
starting work on the
project Phil has fled
the bright lights of
the office for a room
he refers to as his
‘pocket dimension’.
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Phil: My esteemed opponent Andy K may
be a consummate gentleman but he
certainly knows his fire drill, so I'm going
to need to adapt my usual aggressive
tactics. Just rushing recklessly headlong
into Andy’s gunline ain’t gonna cut it —
against the lightly armoured Dark Eldar,
even a lasgun volley from a humble
Infantry Platoon can do serious damage.
And let us not forget the real forte of the
Imperial Guard — tanks! Regardless of
which tank Andy brings (and he’ll no
doubt bring more than one), it'll be armed
with a weapon more than capable of
making me remove my beloved Dark Eldar
by the handful.

So, how best to counteract my strike
force’s fragility? Well, first off | intend to
use a tried and trusted tactic and field a lot
of units; that way | can force Mr. Kenrick to
deal with several threats at once. Two
squads of Kabalite Warriors and two of
Wyches should give me a solid number of
Troops choices should we roll up an
objective-based mission, whilst leaving me
plenty of points for a variety of murderous
specialist units. Admittedly | won't have as
many units as Andy is likely to turn up
with, but between you and me [ reckon
one of my squads of Warriors can tear
through a whole platoon of Guardsmen.

WARHAMMER

40,000

Essentially my plan is to make the Dark
Eldar’s Power from Pain special rule work
overtime. If | can get my spiky little units
into combat as soon as possible, they will
most likely either be engaged during the
Imperial Guard turn and hence safe from
return fire, or will have killed their prey
and have a pain token to show for their
success. This will give them an important
Feel No Pain save with which to counter
those flamers and triple-shot volleys of
lasgun fire. Consolidating into cover should
help too — as an old-time Eldar player, |
know how useful any sort of ‘double save’
can be.

Next up are some super-fast squads
able to zoom down the flanks of the board
and wreak havoc. Two units of Reavers, a
Hellion gang and a Raider packed full of
Incubi should be enough to keep the
pressure on, especially with a huskblade-
wielding Archon leading the charge. The
huskblade dessicates anything it touches,
inflicting Instant Death, which might not
mean much to the everyday Guardsmen
but any special character that my Archon,
Sythrac, encounters on his adventures is
going to be toast. Well, dust.

I also need to make sure | can deal with
those tanks that Andy is bound to bring
with him. I've brought a couple of
Ravagers, one with a trio of dark lances
and one with three disintegator cannons, to
help bust tanks and chew up heavy
infantry. Ogryns, I'm looking at you.

Sythrac also has a webway portal,
which is a gadget that opens a gateway
right in the thick of the fighting. This
should allow my assault units to charge out
into the fray without being shot to pieces
first. The Archon and his Kabalite units will
use cover to close with the enemy, and
once the webway portal is open, Lelith and
her Wych handmaidens will leap out and
deliver the killing blow. Let the feast begin!

Y
The Wych Cults

Andrew: Whilst the Ravagers did get
insanely lucky in the warm-up game,
bagging both of my Leman Russ tanks in
the first turn, I'm confident that Phil’s
luck won’t hold out for a second time.
Instead, the top of my list of targets are
anything vaguely resembling a Wych. |
know how to deal with Warriors - shoot
them before they shoot you - but
Wyches are another matter entirely. Like
all Eldar, they’re just so fast; typically
popping out of a handy webway portal
right next to my units, fleeting and
assaulting all on the same turn. And you
wouldn’t believe the mess they make
when they make contact with... well,
anything really. And don’t get me started
on Lelith. She’s at the top of the list.

‘DARK ELDAR

HQ !
@ Lelith Hesperax .
175 points |
@ Archon Sythrac
with huskblade, soul-trap, |
shadow field, haywire |
grenades and webway
portal. |
175 points
ELITES [
@ The Shrine of Hell's Edge
6 Incubi.
132 points
Raider
with dark lance and
flickerfield.
70 points
The Hidden Claw
& Mandrakes, led by
Nightfiend.
100pts
TROOPS
The Cursed
9 Kabalite Warriors with
blaster, splinter cannon, led
by Sybarite with blast pistol
and power weapon.
141 points
Raider
with disintegrator
cannon.
60 points
The Darkwreath Brethren
@ 10 Kabalite Warriors with
dark lance, led by Sybarite
with agoniser.
145 points
@ Daughters of the Blade
Unseen
10 Wyches with haywire
grenades, shardnet and
impaler, hydra gauntlets,
led by Hekatrix with
power weapon.
160 points
e The Plunging Knife
10 Wyches with haywire
grenades, razorflails, led by
Hekatrix with agoniser and
blast pistol.
175 points
FAST ATTACK

The Ripskins
@ 9 Hellions, led by Helliarch
with phantasm grenade

launcher and stunclaw.
179 paints

The Jaded Strike
6 Reavers with heat lance
and blaster, led by
Arena Champion.
169 points
Vorlaxan Skyriders
3 Reavers led by Arena
Champion with
cluster caltrops.
96 points
HEAVY SUPPORT
Stardeath
Ravager with 3 dark
lances and night
shields,
115 points
Deluge of Pain
Ravager with 3
disintegrator
cannons.
105 points
TOTAL 1997 points
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EPLOYMENT

Map Anﬁotationsz

Phil wins the roll-off
to go first.

o Phil deploys a Raider

filled with an Archon
and a unit of Kabalite
Warriors.

o Andrew deploys

Straken in the area of
jungle in the corner of
the board.

Squads form a
combined squad,
aiming to make it
harder for Phil to
claim a pain token.

Two of the Infantry ‘

A Heavy Weapons
Squad armed with
mortars deploys in the
far corner.

-

. Archon Syth
- portal as the

WHITE DWARF BATTLE REPORT
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AMBUSHING THE AMBUSHERS Tusx I

Phil deployed first and was all set to

start play when Andrew announced,

nonchalantly, that he was going to
Seize the Initiative, which he duly did.
Andrew’s cunning plan — keep as many
units as close to Straken as possible —
quickly went out the window when he
realised there was simply no room for so
many Guardsmen.

In the dawn gloom neither the
Eradicator nor the Punisher could pick out
a target. Elsewhere, the jungle was lit by
explosions as the Manticore and mortars,
unperturbed by the darkness, bombarded
the Raider in the centre — the mortars
missed but the Manticore scored a direct
hit, immobilising the fragile vehicle.

Their transport downed, the Archon
and Kabalite Warriors disembarked, pelting
forwards. The Ravager armed with
disintegrator cannons — S5, AP2 Heavy 3
anti-elite infantry weapons — would have
struggled to make out the Ogryns through
the darkness, were it not for the crew’s
Night Vision, and scored a wound. The
second Ravager was not so observant,
failing to make out either Leman Russ.

As the Kabalite Warriors ran forwards,
the Archon remained in the shadows. He _ b
activated a webway portal and the walls S s 4 s Py M PP
between worlds collapsed, a darkly 5pir9d ; £ - As the sun rises, the Dar Eldar swiftly
city visible through the gap in space. S L take up sniping posts.

The Kabalite Warriors leapt upon the
Infantry Squad and Heavy Weapons Squad
with careless abandon. The Warriors slew
three but the Guardsmen fought back well,
killing two Dark Eldar. The Guardsmen'’s
nerve broke, however, and they were run
down, earning Phil his first pain tokens.

| Bring the Pain

The mechanic at the
heart of the Dark Eldar
army is the Power from
Pain special rule, which
kicks in whenever a Dark
Eldar unit completely
destroys an enemy (non-
vehicle) unit. Each time
they do this they accrue
a pain token, granting
them additional powers.
The first pain token gives
the unit Feel No Pain,
the second token Furious
Charge and the third
pain token Fearless,
making Dark Eldar
deadlier as the battle
unfolds.

=+ 140dTY TTLIVE
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OPEN FIRE!

Andrew: Those pain
tokens totally saved Phil’s
bacon this turn. If his
Kabalite Warriors hadn’t
had Feel No Pain, I'd
have hosed them with
the combined firepower
of two Infantry Squads, a
Command Squad and the
Leman Russ Punisher. As
it happens, the squad is
down to three Warriors
now, but I just know
that's two more than he
needs to mess up my
Heavy Weapons next
turn — especially now
that they’ve got Furious
Charge too.

he Imperial Guard wasted little time
I manoeuvring into position, with the

exception of the arrival of the
outflanking Scout Sentinels and the Ogryns
hurrying to close with the Kabalite
Warriors. Now that the sun’s rays had
pierced the jungle canopy and revealed the
enemy force arrayed in front of them, the
Catachans opened fire with everything they
could. Colonel Straken started by ordering
the nearby Heavy Weapons Squad to bring
down the closest Ravager, armed as they
were with dedicated anti-tank weaponry,
but the order got lost in the static-filled
vox-channel.

Platoon Commander Stone issued a
First Rank Fire! Second Rank Fire! order to
the combined squad nearby. With a blaze
of lasgun shots the squad brought four of
the Kabalite Warriors taking up position in

| the ruins down. Platoon Commander Stark
" followed suit, issuing the same order to the

adjacent Infantry Squad. They opened fire
on the Kabalite Warriors who had torn
through the Imperial Guard frontline last
turn, wounding three. Filled with the vital
energies of the kill, however, the Dark
Eldar were able to shrug off two of the
wounding hits with their newly acquired
Feel No Pain ability.

Determined to put a halt to the Kabalite
Warriors’ rampage and stop them from
reaching the artillery entrenched in the
corner, the entire Imperial Guard flank

IMPERIAL GUARD TURN 2

opened up too. The Platoon Command
Squad of Lieutenant Savage engulfed the
squad of Warriors in flames, but again Feel
No Pain saved all but one. Nearby
Lieutenant Stark took aim with his plasma
pistol, but the aneient weapon vented
boiling coolant over him. Luckily the
Catachan was made of stern stuff and
shrugged off the malfunction. The Infantry
Squad's lasguns fared better, bringing down
two of the Dark Eldar Warriors with
pinpoint shots.

With a high-pitched whine that sent
even the Catachans flinching back, the
Leman Russ Punisher opened fire with its
gatling cannon. The jungle was filled with
lead, wounding five of the Kabalite
Warriors, but once again Phil’s pain tokens
proved to be his saviour. A mixture of
successful cover saves and Feel No Pain
saves led to only a single Warrior
succumbing to the hail of bullets.

Elsewhere the Leman Russ Eradicator
took aim at the Kabalite Warriors hunkered
down in the ruins — an altogether easier
target by comparison to the other squad of
Warriors — dropping a large blast marker
on the squad. The sub-atomic blast
shattered armour and cover alike, ripping
four of the Dark Eldar apart.

The anti-tank Heavy Weapons Squad,
despite missing Straken's orders, took aim
at the Ravager emerging from behind the
ruins. Flickering night shields protected the
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sleek vehicle, enveloping it in a cold
darkness that refused the sun’s illuminating
rays. The night shields reduced the range
of enemy weapons by 6" but, unluckily for
Phil, the squad was exactly 42" away - still
in range, but only just. Both the krak
missile and the lascannon hit home, both
penetrating the lithe metal hull. It was the
searing las blast that earned the kill,
however, blasting the craft neatly in half.

The Scout Sentinels, recently arrived
from deeper in the jungle, took aim at the
darting Reavers. Both the frag missile and
multilaser hit home, but only a single
Reaver tumbled from his jetbike. His
comrades, sneering their contempt at his
misfortune, zoomed onwards, leaving their
fallen in their wake.

The final volley of the Shooting phase
came from the artillery; the mortars hit the
Hellions, slaying another of the Dark Eldar,
but the Manticore proved to be well off
target, sending great gouts of flame into the
skies above the jungle.

In a last-ditch attempt to stop the
Kabalite Warriors from tearing into the
Heavy Weapons Squad, Lieutenant Savage
tried to launch an assault, confident that he
could take the Dark Eldar down. The
jungle foliage proved to be too thick and
he could not reach the Dark Eldar
sheltering there.

‘My turn’, Phil declared with a suitably " v . i ;
wicked grin. oy g Lieutenant Savage orders his men

to target the powered-up Warriors.

&=>>¢ 140dId T1LLVE

| Map Annotations:
I o After tearing through

a couple of Imperial
Guard squads in the
first turn, the Kabalite
Warriors prove even
tougher for the
Guardsmen to bring
down at range.

The Eradicator’s nova
cannon wreaks
carnage amongst the
Warriors hiding in the
cover of the ruins.

The Scout Sentinels
arrive from reserve,
outflanking the Dark
Eldar and take a
potshot at the squad
of Reaver jetbikes.

Desperate to stop the
Warriors charging the
mortar teams in the
jungle, Lieutenant
Savage tries to launch
an assault but fails to
make it through the
difficult terrain.
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The Webway

Such is the Dark Eldar’s
mastery of webway
technology that they can
even create temporary
portals from portable
emitters. A webway
portal is deployed during
the Shooting phase
instead of the bearer
shooting. It is placed in
base contact with the
bearer and from then on,
all Dark Eldar units
entering play from
reserve can move onto
the board through the
portal instead of from
their board edge. This
allowed Phil’s Wyches to
get stuck in at once.

BATTLE REPORT

t the start of Phil's second turn, one
Aof his squads of Wyches emerged
through the webway portal in the

centre of the board. Eager to get into the
fray — especially as they saw the Kabalite
Warriors already carving a bloody path up
the flank — they ran towards the Platoon
Command Squad of Lieutenant Savage.

The Hellions, their attention attracted
by the nearby Sentinels, swung their
skyboards around and zoomed towards the
walkers, hellglaives twirling. Archon
Sythrac, deigning to join the fight, had
second thoughts after Phil rolled a meagre
1" to move through difficult terrain. On the
opposite side of the board a Raider
swooped down on the Imperial Guard
lines, a squad of Incubi emerging with
Straken in their sights and murder in mind.

With a subsonic roar the Voraxan
Skyriders zoomed over the heads of the
Heavy Weapons Squad. Using their
jetbikes’ bladevanes, the Reaver jetbikes
struck the Guardsmen as they flew past
them, each inflicting D3 Strength 4 hits.

A

The Incubi dismount from their Raider,

s m S Colonel Straken in their sights.

One of the missile launcher teams was
slain outright by the bladevanes, and the
cluster caltrops — inflicting D6 S6 hits
instead — deployed by the Arena Champion
slew the second. The other squad of
Reavers closed in on the Manticore.

The Dark Eldar Shooting phase began
with the remaining Ravager unleashing its
disintegrator cannons at the Bull ‘Eads,
blazing hot plasma erupting in their midst.
Two of the Ogryns were slain, the third
turning tail and fleeing towards the board
edge. The downed Raider could only see
the mortar teams hiding in the
undergrowth, so opened up with its own
disintegrator cannon. The plasma would
have vapourised them, but for the cover.

The second Raider, fresh from
deploying the Incubi, turned its dark lance
on the Leman Russ Eradicator, blowing one
of its tracks clean off and immobilising it.
The dark lance wielded by the Darkwreath
Brethren sniping from the cover of the
ruins struck the Punisher, but could not
penetrate its steel hull.
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Map Annotations:

The Reaver jetbikes
Turbo Boost over the
Heavy Weapons
Squad, using their
bladevanes to kill two
of the teams.

9 The lone Ogryn is sent

| fleeing as two of his
comrades are
vapourised by the
Ravager’s
disintegrator cannons.

The Wyches slice and
stab their way through
Savage’s Platoon
Command Squad.

surrounded by the |
| Incubi after his squad
| is slain in assault.

‘ Straken finds himself |
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The Kabalite Warriors on the opposite
side of the board opened fire at the Heavy
Weapons Squad, switching their splinter
cannon into assault mode as they charged
recklessly forward. The splinter cannon
only inflicted one wound, but the Sybarite's
blast pistol — a pistol-sized darklight
weapon — vapourised a team with a single
shot. Nearby, the Manticore was struck by
the heat lance — a particularly nasty
Strength 6 melta lance — from a Reaver, but
only shook its crew.

The Shooting phase ended with the
Incubi running a mere 1" forwards — not
far, but still close enough to launch an
assault against Straken and his Command
Group. With a rallying cry, Straken led his
men in a daring countercharge, but the
Dark Eldar struck first, hacking the
Catachans to pieces. Straken throttled the
life out of one of the sinister warriors, but
lost a wound due to his Fearless rule.

Elsewhere the Kabalite Warriors
assaulted the Heavy Weapons Squad,
cutting them all down and earning the
Dark Eldar a third and final pain token. The
Wyches charged into Lieutenant Savage’s
Command Squad, nimbly slashing out with
delicate knives and crystalline hydra
gauntlets. The Catachan warriors were cut
down before they could strike back, the
lithe Wyches darting on towards their next
target even as heads tumbled from necks
behind them.

The Hellions swooped into combat
with the Sentinels, their skyboards mostly
keeping them out of reach of their
unwieldy prey except when they darted in
to strike at an exposed joint with their
hellglaives. One of the Hellions managed
to land a solid strike against a Sentinel’s
leg, destroying it, but in return one of the %
Dark Eldar was battered from h|S board Fresh from the arenas of
and crushed beneath the walker’s iron foot. Commorragh, the Wyches descend.
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STRAKEN'S LAST STAND tum

with Sergeant ‘Stonetooth’ Harker

and his Catachan Devils arriving
from reserve, having outflanked the Dark
Eldar raiders with a night-time march
through the thick jungle. The Imperial
Guard Veterans moved on from Andrew’s
left-hand flank, taking up position in the
overgrown ruins and scanning the Dark
Eldar force in search of a viable target.
Spotting the Kabalite Warriors entrenched
in the ruins directly in front of them,
Harker opened fire with OI' Payback, his
heavy bolter, slaying one of the Dark Eldar.
Andrew, desperate to start claiming kill
points from the various ‘easy’ targets
littering the board proceeded to open fire
at the remaining two Warriors with his
Punisher cannon. The gatling cannon
inflicted 10 wounds and slew both with a
flagrant display of overkill. But a kill point
was a kill point after all, Andrew reasoned.

On the opposite side of the board the
Hellhound roared onto the table,
immediately sighting the Wyches and
Warriors packed into the thick jungle,
much to Phil’s horror. This was just the
target the Hellhound was designed for and
it unleashed both its inferno cannon and its
heavy flamer, setting the jungle ablaze.
Eight Wyches were incinerated, but the
Kabalite Warriors were only singed, their
Power from Pain keeping them alive.

The Infantry Squad on the left of the
Imperial Guard lines opened fire at the
Reaver jetbikes, bringing one crashing to
the ground and sending the remaining two
fleeing. Wary of friendlies so close to the

The Imperial Guard’s third turn began

Straken is laid low by the | .
klaives of the Incubi squad. T T TR

The Art of Pain

Phil: The Dark Eldar may be fragile, but become more
powerful the more damage they inflict. So, to get the

best out of them you need to throw them forwards to
| get to grips with the enemy. But you cannot be

'~ reckless; you have to pick your targets carefully. So, on |
' this turn, it was a risk Turbo Boosting the Reavers into |
the path of so many Guardsmen. But, because there [
' was an easy pain token to be had, it was worth it.




enemy, the Eradicator refrained from using
its nova cannon, instead firing its heavy
bolters at the Raider. The fist-sized bolts
blew apart the prow-mounted dark lance.

With a bellow the twenty-strong
combined Infantry Squad hurled
themselves into the fight against the Incubi,
hoping to save their beloved Colonel. But
they were too late, as Straken was struck
down by the Dark Eldar’s deadly klaives,
gifting the Incubi their first pain token. The
charging Catachans fought back with 32
attacks but a combination of the Incubi’s
heavy armour and Feel No Pain saw only
two fall to the primitive knives of the
humans. The combat was drawn.
Elsewhere the Hellions stabbed and killed
the remaining Sentinel pilot, before flying
back towards the fray.

As bloody combat erupted all around,
the Dark Eldar turn was heralded by the
arrival of perhaps the greatest of the
galaxy’s combatants — Lelith Hesperax —
who strode from the webway portal and
looked disdainfully about. Seeing a
potential rival and not wanting to be
outdone, the Archon stepped out of his
hiding place.

Although one of the Reaver squads
continued to flee, the other Turbo Boosted
along the Imperial Guard board edge,
swooping through Lieutenant Stark’s
Command Squad. Their bladevanes
inflicted 11 hits and 9 wounds, slicing the
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squad down and earning the riders their
first pain token.

The Dark Eldar had little shooting, save
for the Warriors’ blast pistol shaking the
Manticore once more and the Reavers and
Ravager killing three of the Catachan
Devils. Lelith bounded towards the Infantry
Squad but once again the Archon could
only stumble, slinking a mere 2" through
the cover.

Lelith assaulted into the Infantry Squad
with 12 attacks, slaughtering six. She was
enraged when one of the humans wounded
her back and the Imperial Guardsmen fled
in the face of her anger, even though they
had no chance of escaping.

The Wyches charged the Hellhound but
could not hit it, let alone penetrate it,
whilst the Kabalite Warriors immobilised
the already-shaken Manticore. Finally the
Incubi cut down three of the Guardsmen
for no losses in return, causing the
combined squad to flee. Efficient in their
murder, the Incubi calmly cut down the
Imperial Guard before consolidating
towards their next target — the lone Heavy
Weapon Team armed with a lascannon.

LTIV ILY DARK ELDAR

A League Apart

Lelith Hesperax is
perhaps the deadliest of
the Dark Eldar. Although
she is able to dodge
almost any blow by
virtue of a 3+
invulnerable save, she
rarely needs to. Lelith
strikes at Initiative 9 with
4 Attacks, but gains an
| additional Attack for
every point her Weapon
‘ Skill exceeds that of her
foe. So, charging into the
hapless Infantry Squad,
| she had 12 Attacks - 4
basic, +1 for charging,
+1 for an extra weapon
and +6 for the difference
between their Weapon
Skill. it’s a wonder any
foes survived at all.
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The Reavers swoop

over the Command

| Squad, slashing them with bladevanes.
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A STORM OF STEEL

Shadow Plays

The shadow field
provides a 2+
invulnerable save to its
bearer, but if a save is
ever failed the field
shorts out. So although
the protection is near-
total, the best way to
destroy it is with sheer
weight of firepower - or
so Andrew thought.

BATTLE REPORT

urn 4 started with something of a
I dilemma for Andrew. With a number
of supposedly ‘soft’ targets — depleted
squads, as well as both Lelith and the
Archon standing out in the open — he was
in danger of being overwhelmed with
choice and risking finishing off no units.

In the end he settled on his targets,
attempting to focus as much fire as
possible. Andrew started by ordering one
of the Infantry Squads to First Rank Fire!
against the Incubi. Although the fusillade
inflicted 8 wounds, only a single Incubi
fell, the rest saved by the combination of a
3+ armour save followed by a 4+ Feel No
Pain save. The Hellhound then reversed
and opened fire at the two Wyches
immediately in front of it. Surely they were
toast? And yet Andrew rolled a 1 to wound
with the inferno cannon, and the lucky
Wych then went on to escape the heavy
flamer blast with her Feel No Pain save.

More promisingly, the Leman Russ
Punisher and the Infantry Squad prepared
to gun down Lelith. The Infantry Squad
fired first and, much to Phil’s horror, Lelith
suffered 5 wounds and then failed two
saves. Because the last Infantry Squad to

" for the massed fire of Guardsmen.

TURN 4

come up against Lelith had managed to
wound her in melee, two wounds was
enough to fell her.
This left the Punisher free to target
Sythrac, unleashing 29 shots at the Archon.
The Punisher hit 11 times, inflicting an
impressive 7 wounds. Andrew thought that
he’d done enough, until Phil reminded him
that the Archon was equipped with a
shadow field, and proceeded to save them
all one by one.
The disappointing shooting continued
when the Eradicator’s nova cannon missed
the Incubi, although one Dark Eldar did fall
to a sponson heavy bolter, and all the
lascannon could do to the retreating shape
of the Raider was shake it.
The Imperial Guard turn at least ended
on a high note as Harker and his Veterans
opened fire on the Voraxan Skyriders as
they fell back, finishing the squad off and
netting Andrew a belated kill point.
The Dark Eldar had similar problems in
their turn, struggling to claim kill points
from the Imperial Guard. The Mandrakes
arrived from reserve, outflanking on the
table edge adjacent the Manticore. With a
Strength of 4, they posed a danger to the
Andrew: This turn really
was a tale of two
characters, with Archon
Sythrac weathering a

| veritable storm of bullets

| from the Punisher’s
gatling cannon and Lelith
Hesperax succumbing to
a good old volley of fire
from my Necromunda-
pattern lasguns. This was
the opposite of our
practice game, where
Sythrac’s shadow field
failed to a third attack by
the Catachans in melee,
allowing the rest of the
Guardsmen to hack
Sythrac down, while
Lelith gracefully carved
her way through most of
my backline. It also goes

| to show just how jammy
Phil can be - by rights at
least one of those
invulnerable saves should
have come up a 1 and
the shadow field failed,
but there was not a
single 1 in sight.




shaken artillery piece. The Reavers
swooped over the Hellhound, lining up a
shot with their heat lance, and the Incubi
advanced on the last weapon team.

The final squad of Wyches also arrived,
no doubt impatient to get stuck in, almost
immediately running towards the Infantry
Squad that had gunned down Lelith. The
Archon ran forwards too, eager to get out
of the firing line of the Punisher.

The Sybarite in the Warriors squad fired
his blast pistol at the Manticore, stunning
it, and the Arena Champion shot his heat
lance into the back of the Hellhound,
immobilising it. Elsewhere the Ravager
unleashed its disintegrator cannons at the
Leman Russ Punisher, but could only shake
it, drawing the Shooting phase to a close.

In the Assault phase Sythrac assaulted
the Punisher, priming a haywire grenade as
he did so, but all he could do was shake it.
Enough to stop it firing its gatling cannon
again next turn, but not enough to earn a
kill point. The Hekatrix assaulted the
Hellhound, shaking it with her haywire
grenade. Leaping from the thick jungle
shadows, the Mandrakes assaulted the
Manticore, destroying its main weapon and
rendering the artillery piece next to useless.

The newly arrived squad of Wyches,
the Plunging Knife, assaulted the Infantry
Squad. The Wyches tore through the
Guardsmen with all the speed and ferocity
of the gladiatorial arena, killing eight with
razorflails and knives. The remaining two
Guardsmen fled, but how could they
escape such finely honed killers?

In stark contrast to the near-artistic
bloodletting of the Wyches' arena style
fighting, the Incubi put down the last of the
Heavy Weapons Squad with contemptuous
efficiency, sparing no thought for elegance
or showmanship.

) WARHAMMER ‘DARK ELDAR

Archon Sythrac and the Wyches of the |

Plunging Knife assault the Guardsmen. ©

Map annotations:

The Mandrakes
outflank, arriving on
the board edge right
next to the Manticore
and immediately
launching an assault.

o The second Wych
squad appears through
the webway portal,
eager to get to grips
with the Catachans.

e Archon Sythrac
assaults the Leman

Russ Punisher, shaking
the tank with his
haywire grenade.

o The Wyches assault
the Infantry Squad,
carving through them
without stopping.
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PAYBACK

Rallying around Harker, the Imperial
Guard prepare to make a stand.

Phil: It may seem
counter-intuitive that |
chose to assault the
Leman Russ Punisher
with the squad of
Hellions, fully aware that
they could neither glance
nor penetrate its
prodigious rear armour
of 11. Under normal
circumstances, this
would have been a waste
of time, but the true
target of the Hellions
was the Infantry Squad
lying beyond the battle
tank. By assaulting the
Leman Russ, the Hellions
could use the assault
move as a free move of
sorts, slingshotting them
an extra 6" towards the
Imperial Guard squad
ready for next turn.

nce again Andrew commenced his
Otum hungry for kill points, painfully

aware that this could be his final
turn of the game and he was lagging
behind Phil’s rapidly increasing tally of
kills. The Imperial Guard did little more in
the Movement phase than advancing
forwards with the Catachan Devils, who
were trying to bring their short-ranged
weaponry to bear on the rapidly advancing
Dark Eldar.

With most of his tanks shaken or
stunned, the task of claiming kill points fell
to Andrew’s infantry. Once again the
overwhelming firepower of a fusillade of
lasguns proved the better of the Dark Eldar,
as the Infantry Squad were ordered to ‘First
Rank Fire’ against the Incubi. No amount
of 3+ armour saves or Feel No Pain could
save Phil from the law of averages, and he
failed miserably to save enough wounds
and the last of the elite squad fell to the
ground, dead.

Out of range of softer targets, the
Catachan Devils once again relied upon
their sergeant’s fire. This time, however,
even the fury of Ol' Payback could not
bring down the Raider. This was Andrew’s
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last chance to bring it down before it
zoomed out of range of all of his remaining
heavy weapons, denying him a much-
needed kill point.

The tank commander of the Leman
Russ Eradicator sighted the Reaver jetbikes
through the jungle and targeted their
position with pin-point accuracy. The nova
cannon shell exploded in their midst, its
ferocity denying them either armour saves
or cover saves. Although he killed four,
once again Andrew rolled a 1 to wound, so
one of the Reavers survived. Because of the
thick jungle between the tank and the
squad, the sponson-mounted heavy bolters
proved to be out of line of sight and the
Reaver’s Arena Champion survived to fight
another turn.

As neither tank had moved in the
Movement phase, the Archon and the
Wych remained in base contact and were
free to attack the Hellhound and Punisher
in the Assault phase again, once more
shaking and stunning them.

In Phil’s 5th turn, although victory
looked fairly assured, he was eager to
claim a few more Imperial scalps before
the day was done. His surviving Arena
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Map Annotations: '

o The Infantry Squad
finally put down the |

last of the Incubi with
a well-aimed volley of
lasgun fire.

The Eradicator scores |
a direct hit on the |
squad of Reavers, but |
the Arena Champion
survives the blast.

The Arena Champion
destroys the
Hellhound with a
well-placed shot from
a heat lance.

The Hellions, Wyches
and Archon all assault
the Leman Russ
Punisher, destroying it
with their deadly
haywire grenades.
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Champion swung his Reaver jetbike out of
sight of the Eradicator, moving behind the
Hellhound to claim a shot at the
vulnerable fuel tanks at the rear. The shot
struck true, the focused heat blast from the
Reaver triggering an explosion that ripped
the tank apart, earning a kill point for Phil.

Sighting a vulnerable target out in the
open, the Ravager opened fire at the
Command Squad of Lieutenant Stone. Six
shots hit and all of the Guardsmen except
Stone were slain by the plasma blasts
unleashed from the Ravager’s trio of
disintegator cannons.

Both the Warriors’ and Wyches' blast
pistols struck their targets — the Manticore
and the Punisher — at close range, but did
little real damage. Both tanks were
stunned, denying Andrew another turn of
deadly firepower. It was fair to say that he
had not really had a good game with either
of the tanks, and Phil had been spared the
full wrath of Imperial ordnance.

In the Assault phase the Hellions and
Wyches both piled into the Leman Russ
Punisher, perhaps seeking to outdo their
Archon and earn the trophy of the tank
commander’s head to take back to
Commorragh. If that was their intention,
they were successful as the Archon could
only destroy the gatling cannon with a
well-placed haywire grenade, leaving the
Wyches to destroy the Leman Russ with
their own grenades and drag the crew
screaming from the wreckage.

Over in the corner of the board, the
Mandrakes of the Hidden Claw continued
to take the Manticore apart piecemeal,
destroying its heavy bolter.

At the end of the turn the independent
adjudicator and battlefield scribe, Tom,
rolled to see if the game would end — it
didn’t. Roll on Turn 6.
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DARKNESS FALLS

s the end of the game loomed large,
AAndrew concentrated all his fire on

the rapidly approaching Hellions.
The last remaining Infantry Squad were
ordered to ‘First Rank Fire’ once more, by
the sole surviving member of the army’s
command structure, Lieutenant Stone. The
Infantry Squad’s aim was off, however, and
anly two Hellions tumbled from their
skyboards. The Veterans fired at the squad
as well, but only Harker was in range and
even he could only kill one. Finally the
Eradicator fired an opportunistic shot at the
Dark Eldar clustered around the wreck of
the Punisher, killing a couple of Wyches
and a Hellion. The tank’s heavy bolter
claimed another, forcing the Hellions to
take a Morale check, but they duly passed.

In the Assault phase the Mandrakes
finally finished off the Manticore, before
melding back into the shadows of the
jungle once more.

The only real action of note during the
Dark Eldar turn was the acquisition of a
final kill point. The Hellions ran towards
the Infantry Squad, dodging past a hail of
disintegrator blasts as the Ravager slew
three Guardsmen. The Hellions then
assaulted the Imperial Guard squad,
slaying six of them and running down the
lone survivor.

As the Dark Eldar withdrew from the
battlefield, their trophy racks filled once
more, the jungle fell silent. Archon Sythrac
had conducted his most successful
realspace raid to date, defeating a beloved
hero of the Imperium — the Kabal of the
Black Heart could not fail to hail his
victories now.
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The Hellion gang swoops down

upon the last of the Infantry Squacds. &

TURN 6

Map annotations:

o The Imperial Guard

pour firepower into
the nimble Hellions.
Harker, the Leman
Russ Eradicator and
the Infantry Squad kill
five between them.

e The Mandrakes finally

finish off the
Manticore, wrecking it
in close combat.

The Hellions make a
run move towards the
Imperial Guard,
having slingshotted off
the Leman Russ in the
previous turn.

o The Ravager kills 3
Guardsmen, and the
Hellions kills 6 more.
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SLICE AND DICE

Phil: Man, that was fun! It was great to see
the Dark Eldar running rings around those
slowcoach humans. Though my webway
portal unit delivery system didn’t go quite
according to plan, the mission allowed me
to start with three of my units in position
from the start. Andy’s army was so large
that he had to hustle forward just to fit
them on the board — fine by me, as it
meant that several of my units could get
stuck in from Turn 1. Dark Eldar are really
good at catching foes that flee from melee,
too — having Initiative values between 5
and 9 means that a failed Morale test will
almost always mean a unit kill.

One thing that was radically different
from the practice game was the fate of
Andy’s battle tanks. The first time we
played, my Raider and Ravager-mounted
dark lances detonated both Leman Russ
tanks in the first turn. This meant that Andy
prioritised their destruction this time round,
leaving me with only a smattering of anti-
tank weapons. In the end it was good old
haywire grenades that did the job. | like the
image of leering alien faces peering into
the vision slits of a crippled tank as they
cut their way in to get at the crew trapped
inside;: very Dark Eldar.

CATACHAN'S FINEST

Andrew: Well, perhaps the title might be a
bit misleading, I'm not sure | did the boys
from Catachan proud. Those Dark Eldar
were just plain nasty. They were so quick it
was hard to respond to them in time — that
first Warrior squad made it into combat
with two of my squads on the first turn,
and don't get me started on the webway
portal. The Dark Eldar shredded everything
they could get their hands on, it's true, but
[ should have fought harder to keep them
at arm’s reach.

| made some basic tactical errors in
deployment and the first turn that helped
Phil no end. My initial plan, which | used
in the warm-up game, was to keep my
units close to each other and close to
Straken. The plan was that they could
support each other with overlapping fields
of fire without getting caught too readily in
assault. By keeping them near Straken, my
own units became tough whether charged
or charging, but | ended up spreading
myself too thinly across the board.

The difference in the warm-up game
was that | set up first, so wasn't restricted
by the Dark Eldar’s own deployment,
which in this game led to me being

Highlights for me included moving the
Dark Eldar units at breakneck speed across
the battlefield — especially the part where
each Reaver decapitated one of the
Command Squad, killing the entire unit
with a single turbo-boosting attack and
netting themselves a pain token in the
process. The Archon striding through the
Punishers firestorm without taking a single
wound was also very gratifying, and the
Incubi made short work of old Iron Hand
himself (who fought with the fury of a tiger
in the practice game, killing my Archon
and a squad of Warriors with ease).

Overall, a great showcase of Dark Eldar
jitsu against a really fun opponent. The
mission favoured the Dark Eldar heavily —
not only did | get to start halfway across
the board, but | even got to use my Night
Vision to good effect. Andy had an awful
lot of Kill Points on the board, but he took
each kill with good grace, and wiped out
over half my army too. The Dark Eldar that
were left ended up seriously powered up,
but had we started on opposite sides of the
board | think it would have been very
different. Still, I've got lots of captives for
the slave pens of the Dark City, so I'm not
complaining. Vect will be pleased...

hemmed in from the start. There was a way
round this, of course — | could have left
more troops in reserve to move on as
subsequent waves, or made use of more
combined squads. As it happened, |
compounded the problem by moving
forwards with my squads on the left-hand
flank, grossly underestimating how far the
Kabalite Warriors would be able to charge
and leading to two squads getting
destroyed in assault at once. With
hindsight | should have formed a series of
tight-knit defensive positions from where |
could gun down the encroaching Dark
Eldar down as they advanced on my lines.

Of course, ‘the dice conspired against
me’ conclusion of a defeated wargamer
would not be complete if | did not
complain viciously about the bad luck that
plagued me throughout the game. Straken
got far luckier in the warm-up game, that's
for sure, so losing him so early on was
disappointing. Likewise, two sure-fire kill
points — the pair of Wyches attacked by the
Hellhound and the Eradicator firing at the
Reavers were denied me by my propensity
for rolling 1s! | declare a pox on my dice
(and Archon Sythrac!).

| Unit of the Match

Unexpectedly enough, my
unit of the match is the
Kabalite Warriors that
escorted my Archon fo
the battlefield. What a
bunch of hard cases! Not
only did they kill two
squads of Guard in the
first assault and evade the
Ogryns’ counterattack,
but they also silenced the
Manticore until the
Mandrakes showed up to
finish the job. Get in!

W‘i
| Tank of the Match

It doesn't take a genius to
| tell you that if you want to |
kill lightly armoured,
Toughness 3 Dark Eldar
that benefit greatly from a
board littered with cover,
the weapon of choice is
the Eradicator nova
cannon, a S6, AP4 large
blast weapon that ignores
cover. And sure enough,
whenever it landed on
target (at least twice!)
Dark Eldar died in their
| droves. Next time [\
| bringing two.
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This month the
mighty Hobby Tsar
who is known as
Jervis Johnson tries
to answer an oft-
uttered request
from the gaming
fraternity, namely:
‘Which army should
I collect next?’

This Adrian Smith illustration has
inspired maore than a few people to
start their own army, our editor
Andrew Kenrick among them.

WHITE DWARF

ne of the most common questions
O | get asked is ‘Can you help me

decide which army to collect?
And | reply, there is little | can say other
than ‘Pick the army you like the most’. |
know, | know, a reply like this is not all
that helpful; unfortunately, though, going
through all of the things you should
consider when picking an army would take
me pages, and sadly | don't have time to
answer every letter | receive at such length.
So instead I've decided to write a Standard
Bearer on the subject instead!

This said, my answer to the question
remains the same. No one can really
decide this for you, and certainly not me —
| can explain which army [ want to collect
next, but it's too personal a decision for me
to tell anyone else what to do. However,
what | can do is to talk you through the
different things you should consider before
you make your own decision. While there
are almost as many reasons for collecting
an army as there are hobbyists, if you think
about the things | talk about below, you
should at the very least be able to figure
out what it is you really want from your
new army, and this will make picking the
best candidate much easier.

So, what are the things you need to
consider? I'll start by stating the obvious,

£ 3 AN\

which is that the first thing you should
consider when deciding on an army to
collect are the miniatures. Although some
people collect an army for reasons other
than the miniatures, in my experience it's a
decision they usually come to regret, when
they realise they prefer the appearance of
their opponent’s army! Because of this, it's
worth taking your time to browse through
all of the different Citadel miniature ranges.
Most of our rulebooks include miniatures
sections for just such a purpose, and don't
forget the catalogue or the website. Very
often you will find that there are some
armies whose miniatures you love the look
of and want to have in your collection. If
you're lucky, there’ll be just one army that
‘speaks’ to you in this way, and you will
know right then and there that this is the
army you have to collect.

However, more often than not you'll be
torn between two or three armies, and this
is where the other factors | describe below
can help. So, in no particular order, here
are the other things you should consider:

The Background: Read through as
much background for the armies as you
can lay your hands on, and talk to other
players that already collect the same army
about it. All armies have their own unique
background, themes and archetypes, and
you will find - just like the miniatures that
make up the armies — that some of the
armies’ backgrounds will appeal to you
more than others. Take some time to
consider the background, and think about
what the army would be like ‘in real life'.
Our backgrounds are written to help bring
the armies to life (at least in your mind’s
eye), and this can be very useful when
deciding which army to collect.

Illustrations: Just as important as the
written background are the illustrations
created by the artists in the Studio. Like the
background, the illustrations in our
rulebooks do a brilliant job of ‘bringing an
army to life’, and can really help you
imagine what it would look like on a
battlefield. Sometimes a single glorious
illustration will be all you need to decide
which army you want to collect.

Gaming Opportunities: Most armies
are suited to particular styles of play and
different sorts of battlefield tactics, and so
reading up on the tactics an army uses may
provide just the information you need to
help you decide which army to collect
next. It's also worth having a think about
the style of play that suits you best, and
finding an army that fits this best. If you
love the idea of a fast-moving army that
can launch lightning fast assaults, then you
should pick a very different army to a
player who prefers to defend stoically
while blasting the enemy apart with
massed firepower!




Painting Opportunities: Many
hobbyists consider painting and modelling
to be the most important part of the hobby.
If you're one of them, then thinking
carefully about the painting and modelling
opportunities a new army will offer you is
very important. You'll sometimes find that
just looking at the paint schemes used by
’Eavy Metal for an army will provide the
inspiration you need to collect an army.
Alternatively, if there is a particular paint
scheme or technique you want to try out,
then more often than not it will be more
suited to one army than another.

Collecting Opportunities: Different
armies offer different collecting
opportunities, and because of this it's well
worth considering what types of model you
want to collect. Within the Citadel range
there are many different types of models,
and you'll probably find that certain types
of model appeal to you more than others.
For example, if you love tanks, then you
will want to collect an army that has lots of
interesting tank models available, while if
you like the look of big regiments of
infantry fighting in serried ranks you might
want to choose quite a different army (and
game system, for that matter).

Ease of Use: If you are just starting out
in the hobby, then it is worth considering
collecting an army that is fairly easy to
paint and fight battles with. On the other
hand, more experienced hobbyists may
want to pick an army that will provide
them with new challenges, both in terms of
painting and gaming. The best way to find
out about these things is to talk to other
players about it, or to have a chat with the
staff in your local game stores. In my
experience they will all be more than
happy to offer advice on how easy or
challenging an army is to collect. The
important thing is to consider this advice as
just one more bit of the jigsaw, rather than
feeling that the first army you collect has to
be easy to use, and that each succeeding
army has to be more challenging. The
choice is completely up to you, but it is
something you might want to consider.

Friends’ Armies: Most of us play as part
of a gaming group, be it a small group that
meet at each other’s houses, or larger
groups that play in their local store or
games club. This being the case it can be
worth thinking about the armies that your
friends collect, before you decide what to
collect yourself. If you are part of a small
group, see if there is an army that nobody
yel collects. If there is then you might want
to consider collecting it yourself. If you are
{ of a larger group, it's likely that most
will be collected by someone, so
{ you may want to consider
ing an army that will complement

other player’s collections, and allow you to

fight more enjoyable multi-player games,
or to refight certain battles from the
background. As with so many things I've
mentioned, the key here is to talk to the
other members of your group to get their
advice, and then use it to help you pick the
army you want to collect.

Hopefully by now you will have been
able to pick out the army you want to
collect. If not, here are a few more things
you can consider...

Complementing Your Collection: If you
already have some armies in your
collection, then it's worth considering how
the next army you decide to collect will
complement those you already have.

Rarity: Certain armies are rarer than
others, and you may want to take this into
account when you decide what to collect.
Some hobbyists take great pleasure in
collecting armies that are rarely seen.

Effectiveness: Another factor you ma:
want to consider is how effective the
army is at winning games. This is
similar to considering an army’s
‘gaming opportunities’, but focuses
more on how effective the army is on the
battlefield. Such factors can be important
you are interested in playing competitively,
either in a club league or at a tournament,
and this may effect which army you decide
to collect. One word of warning: while
winning games is nice, worrying about it
too much can have a negative effect on
your enjoyment of the hobby as a whole.

Christian Byrne started his Empire
army just so he could include this
Warrior Priest.

Lysander was the inspiration for
Matt Hutson’s lmperial Fist army.
Indeed, he painted this hero first.

€ € No one can tell you the right army
to collect — it really is something
you need to decide yourself. %

So, while you may want to take an army’s
effectiveness into account, don't let it get
in the way of collecting the army you think
looks the most interesting and fun.

And that brings me to the end of my
whistle-stop tour of the different things you
may want to consider when deciding
which army to collect next. As | said right
at the start, no one can tell you the right
army to collect — it really is something you
need to decide yourself. The trick is to take
the time to ponder on what it is you want
most from your collection, and let this
guide you to the perfect army for you.

And that’s quite enough from me for
this month. As ever, if you have any
thoughts or comments about this month’s

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio

Standard Bearer (or the hobby in general), Games Workshop
then please feel free to write to me. While | Willow Road
can't reply to all the correspondence | Nottingham
receive, | really do appreciate receiving it, NG7 2WS

and you never know, your letter may United Kingdom

inspire a future Standard Bearer.
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ARCANE ARCHITECTURE

This month two new scenery pieces are added to our ever-growing range of
Warhammer terrain. Adam Troke dons the cap of the loremaster and investigates
how to put Dreadstone Blight and Witchfate Tor to use in your games.

he Warhammer world is a place of
I dark and twisted magic, where the
arcane and the mundane collide in a
shocking manner. Jutting from the
landscape are mighty edifices of power,
towers of long-dead sorcerers or wizards
whose rise to glory has only just begun.
Such locations become repositories of
incredible wisdom or sinister evils and are
wont to become a battleground in their
own right as fearful warlords and covetous
~mages vie for dominance. Such is the
power of these places, however, that even
if they are destroyed some of the magic
will remain, an arcane ruin and a place of
ill omen.
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SCENERY OF DESTRUCTION

the Warhammer world presents a
I rich backdrop for players to fight
their battles against. From the lethal,
vine-choked jungles of Lustria to the
blazing hot, sand-blighted deserts of
Khemri the entire world is ravaged and
wracked by war.

Sounds a little grim, eh? But that all-
encompassing battleground is the perfect
setting for our battles. When two
Warhammer armies meet, it's not upon
pleasant green and rolling plains, nor
around some sweet-looking and somewhat
sleepy hamlet. Oh, no. Warhammer battles
are fought across skull-strewn valleys,
under the shadow of arcane monoliths.
Wars rage beneath the hateful eaves of the
Drakwald forest, where fortified hamlets
cower from the encroaching darkness.

This wonderful imagery is what makes
Warhammer games so exciting and, as the
range of Citadel Terrain continues to grow
and expand, it becomes easier than ever
for us to imagine their fantastical setting.

The Warhammer rules embrace and

encourage this imagination and innovation.

They invite players to fill their gameboards
with towering edifices, malign forests and
sturdy, resilient buildings. In the midst of a
battle a massive tower of sorcery, such as
Witchfate Tor, is far more than a mere
scenery piece; it's part of the texture of the
battlefield. Warriors will fight and die to
dominate its ramparts and wizards duel in

an effort to harness its secrets. Likewise
Dreadstone Blight may appear a ruin, but
the magical power that it contains yet
holds power over life and death.

Including such evocative pieces of
scenery in your games gives you the
chance to create a powerful narrative over
your games. With a crumbling ruin of such
obvious magical import upon your
battlefield, Dreadstone Blight instantly
defines and battle fought around it. Do you
sacrifice warriors to secure it or do you
give it a wide berth?

Just take a look at the Battlefield Terrain
section of your Warhammer rulebook for
examples of the ways that terrain can
influence your game. While a low wall
could give your embattled spearmen a
small advantage in defence, a Blessed
Bulwark has the power to repel the Forces
of Disorder.

When you're preparing for your battle
consider the narrative of your tabletop. |
am reminded of a series of battles fought
against one of my childhood friends where
a single tent became the focus of our
armies — we'd have killed for a masterpiece
of terrain such as Witchfate Tor.

Over the following pages we'll take a
look at some ideas for the two newest
additions to the Citadel Terrain range. We'll
pluck inspiration from the pages of the
Warhammer rulebook and delve into how
to include them in your battles. To War!

The Warhammer rulebook
contains 528 full-colour
pages packed full of rules,
background and gaming
ideas. There can be no
finer resource to guide
your own fantasy battles.
It's got everything a book
needs to keep even the
most voracious
Warhammer fan busy
reading, daydreaming and
especially fighting out
amazing battles for many
a happy hour.

Below: Dreadstone Blight sits as a
shattered reminder of some past
glory, the arcane symbols of the
Winds of Magic still etched upon
its worn stone floor. Both this new
scenery kit and Witchfate Tor, are
the handiwork of master modeller
Dave Andrews, the designer
behind much of the Citadel Terrain
range. Each of the pieces in the
range is designed with gaming in
mind — they cry out to be fought
across by gallant Empire soldiers
and brutal Chaos Warriors.

As you can see from the pictures in
this article, including an item of
centrepiece ferrain such as these
upon your gaming table does far
more than merely enhance the
look of your battlefield. New
tactical opportunities are opened
up and the fight for domination
becomes ever more intense.
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WITCHFATE TOR, TOWER OF SORCERY

he dominating presence of Witchfate Tor has the

potential to really change the shape of your games of

Warhammer. The Battlefield Terrain section of the
Warhammer rulebook provides fifteen pages packed with
rules and ideas on how to use terrain in your games. Here

we echo a couple of those suggestions pertaining
specifically to the soaring majesty of Witchfate Tor. Of
course, you're free to ignore all my advice and use it as
something else entirely from impassable terrain to
something altogether different that defies explanation.

Bastion of Defiance

The first and perhaps most obvious way to use Witchfate Tor in
your games is to treat to exactly as a building, as described
within the Warhammer rulebook. The rules for buildings cover
all eventualities, but in a nutshell they work as follows:

- Entering a building. A single unit can enter an empty
building and garrison it in the Movement phase.

- Firing from a building. Up to five models can fire from each
floor of the building. Shooting is measured from the closest
point of the building to the target.

- Magical powers. Magical powers can be cast from (and into)
buildings, again measuring from the closest part to the target
and vice versa.

- Hard cover. Models in a building count as in hard cover.
Additionally, template weapons will affect only D6 occupants.

- Man the battlements. In a fight against a building there are
no charging bonuses. Additionally both sides in the combat

select only 10 models to participate and the combat is won

and lost based upon wounds inflicted and nothing else.

- The rest of the rules. The eagle-eyed will have noticed this is
only a summary of the rules for buildings (there are four pages
brimming with details to cover all eventualities in the
rulebook). If you're new to using buildings in your game, use
these pointers as a guide, grab your Warhammer rulebook and
get to fighting. There’s no better time to learn than when
you're playing a game.

Why treat Witchfate Tor like this? Treating the tower of
sorcery as a building is a good introduction to using a complex
scenery piece. It's also quite easy to see how any army would
benefit from controlling a building throughout the battle — if
you know those Dragon Princes won't benefit from their
lances, your Bretonnian Peasants will feel much better.
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Dominate the Wizard’s Tower

My own favourite way to use Witchfate Tor is to assign it the
rules for a Wizard's Tower found in the Warhammer rulebook
(page 131 to be exact). The great thing about the rules for the
Wizard’s Tower is that they naturally lend themselves to the
scenery piece.

Here's what the rulebook has to say on the matter:

Wizard’'s Tower

Wizards are solitary folk, little able to abide the simplistic
minds of the mundane multitudes. Little wonder therefore that
the mightiest wizards construct great towers to serve as
lodging, library and stronghold.

A Wizard who is within 3" of the tower at the start of the
Magic phase is assumed to ransack the tower’s library in
search of additional spells — he is treated as knowing all the
spells from his chosen lore(s) of magic for that phase. If more
than one Wizard is within 3", randomly choose which one has
control of the tower at the start of each Magic phase (no room
can hold two wizardly egos in search of knowledge).

- Cards at the ready. If you control the Wizard's Tower the
sparks are sure to fly as your humble Wizard finds himself in
control of a vast library of arcane wisdom. There are a few
special characters who already boast such abilities and, as
anyone who's ever used Teclis or Balthasar Gelt in battle will
attest, it's no small boon. There's nothing quite so enjoyable as
scooping up all of the magic cards for your chosen Lore as
your Wizard seizes control of the tower!

Why treat Witchfate Tor like this? Mostly because it's
awesome. But seriously, with a massive tower dominating the
battlefield and Wizards, Mages and Shamans battling tooth
and claw to dominate it, your battle naturally takes on a strong
narrative of its own. The added prowess that your Wizard
gains while you control it is exhilarating too — careful not to
get overwhelmed with choice when you come to cast a spell!
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DREADSTONE BLIGHT

of its apparent ignominy, however, it remains a potent
presence on the battlefield. Who is to say what eldritch
power remains locked within the crumbling stones of the
walls or the mystical remains of the magical circle carved
into its floor.

character all of its own — it’s a tumble-down shadow

of its former glory, a ravaged ruin that has been
plundered for the arcane knowledge once contained within
as well as the simple masonry that formed its walls. In spite

T he ruins of Dreadstone Blight have a sinister

Ghostly Goings On

There's no hard and fast rule as to how you should treat
Dreadstone Blight. It may be in ruins, but you might decide
that it's still sturdy enough to count as a building, in which
case all of the points discussed on the left will still apply. And,
if you're using it as a building, there’s no reason that you can't
use it as a piece of Arcane Architecture too, such as a Haunted
Mansion or Arcane Ruin.

Here's what the Haunted Mansion does in the game:

Haunted Mansion

Many an abandoned tower or mansion was once the abode of
a Necromancer, whose dark sorceries could only be practised
in secret. The Necromancer may be long gone, but the
poltergeists and revenants remain — as any who enter will
doubtless discover.

A Haunted Mansion is normally a building of some kind, but
there’s no reason why it can’t be a ruin. At the end of the
Shooting phase, all units within 6" of the Haunted Mansion
suffer D6 Strength 1 hits to represent the spectral strikes of the
mansion’s guardians. Due to the ghostly nature of these
attacks, armour saves cannot be taken against them. A unit
inside the Haunted Mansion causes Fear.

- Fear no Evil. As the unit that controls the Haunted Mansion
causes Fear, there are all manner of exciting tactics that can be
employed by a cunning player. Imagine facing a Vampire
Counts army and garrisoning the Haunted Mansion — even the
scardiest of warriors will stand firm against the Fear-causing
ranks of the Undead with a Haunted Mansion to their backs.

Why treat Dreadstone Blight like this? Some of the most fun
to be had comes from the somewhat chaotic and dangerous
nature of the terrain. Not only do garrisonned units take on a
fearsome aspect no matter how lowly, turning the notion of
Goblins fearing Elves on its head, but heavily armoured foes
had best tread carefully lest they fall prey to the spirits within.

The Circle of Magic
Instead of treating it as a piece of Arcane Architecture,
Dreadstone Blight could easily be imagined to be a Mystical
Monument. Whilst Mystical Monuments are most often treated
as impassable terrain, the Warhammer rulebook suggests that
they can be counted as obstacles instead, which conjures up
all sorts of images of defenders crouched behind the crumbling
masonry. Dreadstone Blight would work as any number of
different Mystical Monuments, but the one that first springs to
mind is the Magic Circle.

Here’s what the rulebook says about the Magic Circle:

Magic Circle

Ancient mannish ruins, raised to empower primitive rites,
magic circles can dissipate harmful sorcery and offer
protection to those close by.

Units within 6" of the Magic Circle have the Magic Resistance
(2) special rule.

- Spellshield. Although relatively straightforward, gaining
Magic Resistance (2) is not to be sniffed at, providing a 5+
ward save against wounds from spells. Don't forget that this
stacks with regular ward saves too, so your unit of Phoenix
Guard suddenly get really rather resilient to the spellcasting of
your enemies with a 2+ ward save,

Why treat Dreadstone Blight like this? Using Dreadstone
Blight as a Mystical Monument allows you to keep it as a
centrepiece to the board, without having the battle focus on its
capture. Rather than using it as a building to be garrisonned,
use it simply as an obstacle that your unit can hunker down
behind whilst shrugging off the enemy’s best spellcasting.
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SINISTER DETAILS

itchfate Tor dnd Dreadstone

from skulls to qtalue and even a Wheel of
Magic. | asked Da 1drews where the
inspiration came from.

‘Inspiration for this sort of thing comes
from all sorts of places,” Dave answers with
a grin. ‘Basically, | look around when | am
out and about. Any time I'm in a city, | start

spot things that could be twisted into the

rhammer world. So that’s what | do. |

a fri on a wall and [ think, what
would a W: : ¢/

Evidence of this constant search for
ideas is clear to see across the two new
kits. Splendid though they look, they do
have a certain ramshackled : ’

‘There’s a reason for lh.\t Dave says.
‘In thE‘ OJd Wurld 1 dnn 1 |mag|ne that

all emhed
will even see
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MASSACRE AT THE TOWER

2509

When the tower of Leopold Grocth is seized by a Chaos warband,
the army of Ostland marches to oust the invaders. The battle
culminates as Harrax Soultrader is slain by Priest Toben Bell.

the Gold Order of Wizards, so when he requested

lodgings in the wilds of Ostland, the Patriarch of the
College was more than happy to grant him possession of
an ancient tower if only to remove his dangerous
experiments from the confines of Altdorf.

During the Reaving of the Soultrader however, Groeth
and his small detachment of State Troops were overrun, the
Wizard only escaping thanks to the sacrifice of sergeant
Nikolaus Brammen. The Gold Wizard's warning of
invasion was heeded by Elector von Raukov who
despatched a sizeable army under the command of Wizard
Groeth and the watchful eye of Toben Bell, a grizzled old
Warrior Priest.

L eopold Groeth was always an eccentric member of

]
Olvrecht’s Battery
The pride of Ostland’s artillery was
drawn into position by the weary gun
crews before baitle was joined. Under
the watchiul gaze of master gunner
Tomas Krutcher they unleashed a
relentless bombardment. Krutcher
himself was responsible for the
cannonball that smashed the skull from
the head of the Chaos Giant Clobbox.

When the Empire army arrived they found Soultrader’s
hordes encamped around the wizard's tower as the Chaos
Sorcerers of the Cult of Ruin plundered the priceless arcane
lore within its vaults.

Wasting no time, the wily Warrior Priest deployed his
artillery upon the ridge overlooking the tower, before
advancing into the shadow of the tower of sorcery.

While Groeth engaged the coven of Chaos Sorcerers
defiling his precious library in a blistering magical duel,
Toben Bell led the legendary Ostland Silvers against Harrax
Soultrader and his Bloodguard, who sheltered in the
nearby ruins.

Ever hungry for war, the Northmen under Harrax rallied
against the Empire with gusto and cut down Halberdiers
and Spearmen by the score,

As Groeth overcame the Cult of Ruin, Toben Bell fought
his way through the press to confront Harrax Soultrader. In
an epic duel that saw both fight on despite terrible
wounds, the Warrior Priest was triumphant. Although some
say the victory was not entirely his own...




q Duel of Sorcery

The Cult of Ruin joined
forces against the wily
old Wizard Leopold
Groeth, who found
himself bombarded by a
dazzling array of magical
powers, Even one so wise
as he would have fallen,
had Gollox the Biler not
attempted too great a
spell, blasting himself
and two of his brethren
into bloody chunks.
Groeth and a company
of Empire Handgunners
soon had control of the
tower once again.

The Fellwood

Some say Groeth's tower stands
upon one of the magical ley lines of
the Warhammer world, Regardless,
the magical energy drawn to it has
twisted the trees into things of dark
power and malicious intent.

The Ruins of Salama
Salama Deathshade was the Necromancer
who once inhabited the misbegotten land.
Driven by madness he erected a series of
arcane structures that drew yet maore
magical power to his demesne.
Throughout the battle these shattered ruins
caused magic to gust across the battlefield.

Soultrader’s Fate

The ruined keep of an
ancient Necromancer was
the site of the final clash
between the Ostland
Silvers and Harrax’s
Bloodguard. Amidst the
haunted ruins spectres
arose, the bloodshed
awakening the souls of
those sacrificed in ages
long since past.

As Harrax raised his
sword high to cut down
the Warrior Priest,
spectral claws ensnared
him, drawing out his soul.
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VYME TAI®SE MASTERCLASS

DARK ELDAR

This month’s ‘Eavy Metal Masterclass is a little different as it’s focused on the
various painting techniques that are used across the Dark Eldar army. To show us
how, we've enlisted the help of Anja Wettergren and Joe Tomaszewski.

whole new range of Citadel
Aminiatures means a raft of models
for the 'Eavy Metal team to paint,
But nothing can faze our team of expert
figure painters and they took up the
challenge with relish. Over the last few
weeks they’ve been turning dark grey
plastic and shiny white metal into the
| sinister and deadly denizens of the Dark
#7 City known as Commorragh.
= For the "Eavy Metal team it was a
case of starting from scratch and designing
a new style that would suit the Dark Eldar.
They went for a very clean, clinical style as
opposed to the dirty or bloodstained look
that is often used for other evil races. The
Dark Eldar remain aesthetes, mindful of
their own appearance and style, albeit
Eldar with a love for malicious cruelty and
violence. When ‘Eavy Metal talked to Jes
Goodwin for his take on the colours, he
wanted to see a dark but bright style. On
the face of it this sounds contradictory but

Archon of the
Kabal of the Silent Scream

has actually worked out really well, giving
the Dark Eldar a brooding, threatening
look, broken up with flashes of brightness.
The glowing eyes, as demonstrated below,
are a great example — giving the model a
strong contrast. When talking to Joe
Tomaszewski — whose work you'll see
alongside Anja Wettergren’s on the
following pages — he spoke of how they
were after a neon effect for the bright
flashes and light areas on the miniatures,
thus giving the Dark Eldar a style that really
stands apart from the other races.

In this article we're going to show you
how 'Eavy Metal have painted the Studio
Dark Eldar collection. Rather than focusing
on one model as in past ‘Eavy Metal
Masterclasses, we're going to highlight
techniques developed on models
throughout the Dark Eldar army — there’s
everything from painting Kabal markings
on aethersails to the balefire on a
Mandrake’s arm. So, let us begin.

GLOWING EYES

The glowing eye effect is an ‘object source lighting’
technique that really helps to define the model with the
‘neon’ look discussed above. Here, Anja has applied the
effect at the same time as painting the eyes. The other
option is to paint the eyes first and then apply the object

Step 1. After painting the
armour and helmet as described
on the opposite page, Anja
basecoated the eves with pure
Snot Green.

Step 2. Scorpion Green was
then applied to all but the inner
part of the lens. Scorpion Green
was then thinned down and
painted around the sockets for
the initial glow effect.

source lighting afterwards. The key to making this work is
that the eyes must be the brightest thing as they are the
source of the glow. What Anja did was take the mix used
for the eye from each step, thinned it down further and
then carefully applied it around the area.

Step 3. Anja then highlighted
the lens with a 1:1:1 mix of
Scorpion Green, Golden Yellow
and Skull White. This mix was
also thinned and applied around
the sockets for the glow.

Step 4. Pure Skull White was
used as the final highlight and
also applied to the extreme
points around the eye sockets.
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WARRIORS

The segmented plates of a Kabalite
Warrior's armour make it easy yet effective
to paint. The clear portioning of the armour
plates allow you to get a great effect
without an extortionate amount of effort. If
you have painted Space Marine power
armour before then the techniques used
there will be familiar to you. From a dark
basecoat, edge highlighting is used to
create a dramatic effect that not only
outlines the individual plates but gives the
armour a dynamic look.

KABALITE ARMOUR

Step 1. Anja basecoated the
armour using a 1:1:1 mix of
Dark Angels Green, Enchanted
Blue and Chaos Black. This was
applied over several thin layers.

Step 4. Anja then built up the
edge highlight using a 6:3:1 mix
of Rotting Flesh, the mix from

Step 3, and Scorpion Green. the edged armour.

BRASS DETAILS

Step 1. The area was first
basecoated with a 1:1:1 mix
of Tin Bitz, Dwarf Bronze
and Scorched Brown.

Step 2. Anja then applied a
second basecoat, this time
using a 1:1 mix of Tin Bitz
and Dwarf Bronze.

Step 2. Thinned Chaos Black
falthough not quite a wash) was
then applied in and around the
recesses to shade the
intersecting armour plates.

Step 5. A final highlight of pure
Rotting Flesh was then applied
to the most prominent parts of

The armour below is painted in the
style of the Kabal of the Black Heart, from
which the majority of the Studio collection
is mustered. However, you can, of course,
use the technique with any colour palette
you like whether it's for another of the
Kabals as shown here, in the Codex or one
of your own designs. No matter what
colours you use, the principles will remain
the same — basecoat the armour with a
dark colour and then use a stark,
contrasting edge highlight.

Warrior of the
Kabal of Poisoned Tears

Step 3. An edge highlight (a thin
line brushed onto the edge of
the armour plates) was applied
using a 1:1 mix of Dark Angels
Green and Enchanted Blue.

Warrior of the
Kabal of the
Poisoned Tongue

Warrior of the
Kabal of the
Obsidian Rose

Warrior of the
Kabal of the Black Heart

Step 5. Finally, Anja used
pure Mithril Silver to
highlight the tips of the spikes
and the very edge of the
brass plate.

Step 4. The raised areas,
spikes and edges were then
highlighted with a 1:1:1 mix
of Tin Bitz, Dwarf Bronze
and Mithril Silver.

Step 3. She then used a 1:1
mix of Devlan Mud and
Chaos Black, applying this
into the recesses.
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WYCHES

While the Dark Eldar Warriors are mostly encased in
serrated Kabalite armour the Wyches are less protected,
relying on their own deadly skills to get in close and make
the kill before the enemy can strike back. So, Wych models
have areas of skin and exposed heads to consider when it
comes to painting them. 'Eavy Metal chose a very pallid
skin tone, aiming for an almost alabaster white, suggesting
that the Dark Eldar live their long lives in the dark depths
of the Labyrinth Dimension. It also gives the models a
decidedly malevolent edge and works as a neutral tone to
complement the flashes of colour painted onto the

FLESH

Step 1. Joe began by
basecoating the face with a
1:1 mix of Tallarn Flesh and
Space Wolves Grey.

Hekatrix of the
Cult of Strife

Step 4. Next, he started building
up the highlights first using a
3:3:1 mix of Tallarn Flesh, Space
Wolves Grey and Skull White.

Whch of the Cult of the
Blade Denied

RED HAIR

Step 1. Joe basecoated the
hair using a 2:1 mix of Scab
Red and Mechrite Red.

Step 2. A 1:1 mix of Red
Gore and Blood Red was
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weapons and hair. The hair and the armoured half of the
wychsuit are where 'Eavy Metal have really added colour,
going for rich primary tones that contrast against the
neutral skin and leather.

The face, arms and other areas of exposed flesh also
present opportunities to paint on tattoos and other skin
markings; whether a cult symbol or a personal icon, it's a
great way of personalising your models. The Codex is full
of examples for reference and you’ll have noticed a good
few on these very pages. This uses a simple freehand
technique, where all that's required is a steady hand.

Step 2. He then used the
previous mix with equal
amounts of Dark Flesh added,
watering it down into a wash
and applying it to the recesses.

Step 3. Joe then applied Devlan
Mud into the most prominent
depressions on the face.

Step 3. Strands of hair were
then picked out using pure
applied to all but the deepest  Blood Red.
recesses of the hair.

Step 5. The next level of
highlights used the same mix
with equal parts Skull White

added. The eyes and teeth were

also painted pure Skull White.

Blazing Orange.

Step 4. Joe then highlighted

Step 6. A Leviathan Purple
Wash was brushed around the
eyves and nose to add depth and
pure Skull White was used as a
final highlight. Chaos Black
pupils were added to the eyes.

Step 5. A final highlight of
the strands of hair using pure  Blazing Orange and Skull

White was applied.



TATTOOS

Step 1. Using a pre-drawn Step 2. When happy with the Step 3. To help blend the tattoo
reference Joe outlined the tattoo outline, he blocked it in using into the skin, the original
using a thin, watered-down 1:1 an undiluted 1:1 mix of Red shading was applied and
mix of Red Gore and Blood Gore and Blood Red. highlighting was added with the Wych of the
Red. This way he could wipe red mix included. Cult of Strife
away any mistakes,

TATTOOS SHOWCASE

Wych of the Wych of the Wych of the Hekatrix of the
Cult of Red Grief Cult of Strife Cult of Strife Cult of Strife

Reaver attached to the
Kabal of the Black Hear.

Lelith Hesperax
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MANDRAKES

Mandrakes are ‘negative’ versions of Eldar with their black
skin and white hair. The background for these creatures is
quite specific about the tone of a Mandrake’s flesh and
lank hair so these are the cues that 'Eavy Metal took,
although there is plenty of opportunity to personalise and
play around with the palette when it comes to the glowing
runes, balefire and even the flayed skin.

In a recent Ask ‘Eavy Metal painting surgery we
covered Fabius Bile’s flesh coat and the principles

FLESH

Step 1. Anja basecoated the
flesh with a 1:1 mix of Regal
Blue and Chaos Black. The
runes were painted with Dark
Angels Green.

Step 4. As a final highlight for
the flesh, pure Space Wolves
Grey was used. A 1:1:1 mix of
Scorpion Green, Golden Yellow
and Skull White was applied as
a highlight for the runes.

described there are the same for the Mandrakes’ grisly
garb. By painting several different basecoats and then using
the same shading and highlighting techniques you can
achieve a patchwork effect,as though the clothing has been
pieced together with different bits of aged skin and hide.
Anja also has a good tip for the Mandrake’s hair in that
you should be wary of highlighting every strand the same,
as this will give the hair a uniform artificial look. This is
true of any painted hair but is especially prevalent here.

Step 2. She then built up the
flesh using the previous mix
with Space Wolves Grey added.
A layer of pure Snot Green was
applied fo the runes.

Step 5. Anja then applied a
further highlight on the runes
using the previous mix with
more Skull White added.

Step 3. Anja highlighted the
chest using the previous mix
and added even more Space
Wolves Grey. The runes were
layered with Scorpion Green.

Step 6. For the final highlight on
the runes, Anja carefully applied
pure Skull White to the most
prominent areas.

Step 1. The Mandrake’s hair was
basecoated with a layer of
Astronomican Grey.

Step 2. Anja then applied a
shade by using a 1:1 mix of
Shadow Grey and Chaos Black
into the recesses,

Step 3. Strands of the creature’s
hair were then picked out using
a 1:1 mix of Astronomican Grey
and Skull White.

Step 4. Finally, Anja used pure
Skull White as a highlight
although she didn't apply this
coat to every strand, so as to
keep the hair looking natural.
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FLAYED SKIN

Step 1. Anja basecoated areas
with either Tallarn Flesh; a 1:1
mix of Tallarn Flesh and Vomit
Brown; or a 1:1 mix of Tallarn
Flesh and Dark Flesh,

Step 4. Next, Anja continued to
build up the highlight layers by
using a 1:1 mix of Rotting Flesh
and Skull White.

Step 2. No matter what Step 3. The flayed skin was then
hasecoat was used, the area was given an initial highlight using
shaded with a 1:1 mix of Dark pure Rotting Flesh.

Flesh and Liche Purple that was
thinned down and painted into
the recesses.

Step 5. Further highlight layers

were applied by adding in more

Skull White to the previous mix. and prominent creases of the
Mandrake’s garb.

Step 6. Finally, pure Skull White
was used on the very extreme

Balefire

The balefire swathing
the arm was painted
using the same method
as described for the
glowing runes upon the
torso. The difference is
that, because it is
flame, you reverse the
direction of the
highlighting, so it is
brightest around the
Mandrake’s hand.

FLAYED SKIN SHOWCASE

Whych of the
Cult of the Bloodied Tongue

Warrior of the Kabal of Wych of the
the Silent Scream Cult of Strife

Urien Rakarth
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DARK ELDAR VEHICLES

The vehicles of a Dark Eldar army all share the same fast
and extremely manoeuvrable characteristics. Each one is
marked and highly individualised by the owner or rider,
whether that's a Hellion’s skyboard, a Reaver’s jethike or
even a Kabal’s Raider. This gives painters plenty of
opportunity to distinguish each craft. You can do this with
transfers or by painting on icons and unique designs.
Below Anja has painted an example on the canopy of a
Reaver Jethike, while Joe has painted a distinctive symbol

CANOPY MARKINGS

Step 1. Anja line-sketched out her design using a watered down 1:1
mix of Scab Red and Mechrite Red. This way she could wipe off
unwanted lines and mistakes.

Step 3. With the lines thickened up, Anja neatened the edges using
the basecolour of the canopy to sharpen the shape of the pattern
and Blood Red to edge the design.

onto the aethersail of a Raider. Before Joe attempted the
symbol he painted the aethersail itself, basecoating it using
Skull White with a small amount of Astronomican Grey
added to aid consistency and flow. He then applied several
layers of watered-down Shadow Grey to the edge of the
sail to exaggerate the curved surface. The two examples on
this page are interesting as they show two different
methods for applying freehand designs, from line-sketching
to forming a shape with points, and then joining the dots.

Step 2. When she was happy with the design she started to thicken
out the lines of the previous stage using the same mix in a less
undiluted form.

Step 4. To finish, Anja edge highlighted the design with Blazing
Orange, applying it in thin lines around the border of the pattern.

REAVER SHOWCASE

Below: Rather than following
the contours of the canopy,
the design on this jethike is
an icon, perhaps displaying
the rider’s allegiance.

Above: This Reaver of
the Corespur Elite has
symbols and designs in
a bright, neon blue to
contrast with the dark
purple tone of the
fjethike’s canopy.

'EAVY METAL DARK ELDAR




AETHERSAIL SYMBOL

Step 1. Joe advises when doing a design like this that the paint should be
thin. He started by outlining a circle and, once happy with the shape, filled
it in with Chaos Black.

Step 2. For the icon Joe used the Codex as reference. He started by
‘pointing” out the design with a 1:1 mix of Red Gore and Blood Red.
He then joined the dots to get the outline shown above.

Step 3. With the design finalised, Joe blocked in the outlines using the same
1:1 mix of Red Gore and Blood Red.

The Hull

The Raider hulls and jetbike canopies are
painted using the same method as for the
Kabalite armour. The only difference is
that the areas are much bigger, but the
principles and colours remain the same.

Step 4. Finally, to give it depth, Joe highlighted the design with Blazing
Orange and then with a 1:1 mix of Blazing Orange and Skull White.

Got a question?

And that'’s it for another
fine Masterclass. Don’t
forget that the 'Eavy
Metal team are always
willing to answer your
queries. Although we
can’t promise to answer
every question you send
us, we'll give it a good
go. So, if you have a
painting problem, if no
one else can help, then
maybe you need the 'Eavy
Metal team. Send us your
query to this address:

White Dwarf
Games Workshop
Design Studio
Willow Road
Lenton, Nottingham
NG7 2WS5S

Unitied Kingdom
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MODELLING
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The new Dark Eldar are designed specifically to enable hobbyists to make dynamic
miniatures for their collection. Adam Troke talks to Jes Goodwin, the designer of
the Dark Eldar, about how to get the best from the new kits.

Jes Goodwin is a stalwart
of miniatures design and
the mastermind behind
many of the races of
Warhammer and
Warhammer 40,000. His
creative flair has guided
everything from Skaven
to High Elves, Eldar to
Adeptus Astartes.

he new Dark Eldar plastic kits
I exemplify the idea of the Dark Eldar
as agile killers. Jes Goodwin has
designed them so that they can be easily
assembled into very dynamic poses.

The Wych Squad is packed full of lithe-
limbed fighters that are full of motion,
while the Dark Eldar Warriors look like
cold-hearted murderers, full of both deadly
purpose and malicious intent.

When it comes to the new Dark Eldar
miniatures there can only be one definitive
source of advice on how to get your
Kabalites and Cultists (not to mention
Raider crew, Reavers and so on) looking as
good on the tabletop as possible. Step
forward Jes Goodwin, the progenitor of
much of the new Dark Eldar range.

When Jes came to me with the offer of
a squad of Dark Eldar Warriors and another
of Wyches, | didn’t really know what to
expect. It wasn’t until he sat down and
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talked me through the different poses that
he had executed on his models that, for me
at least, the penny dropped.

You see, Jes is a firm believer in using
the multi-part aspect of our plastic kits to
get the best possible results for the Citadel
miniatures in our collections.

As he put it, ‘'When you start building
your models, you'll find some poses that
“click”, that you really like. What we want
is for you to get that feeling of excitement
every time.

So that's what we aim to do here. We'll
show you the models that Jes, with a little
help from Juan Diaz, has assembled and
give you an insight into his thinking,
explaining the technique that Jes uses to
make sure that he gets poses that he likes.

If by the time you're finished reading
through this article, if you don’t want to get
your paws on a box or two and build some
Dark Eldar, you're a stronger man than me.



—===_=~DARK ELDAR
ASSEMBLING A KABALITE WARRIOR

If you’ve never built a Kabalite Warrior before (at this point very few have), it’s
probably worth pointing out the basics, before we launch into the details.

When building your Dark Eldar miniatures start with
the base and work up. This gives you a sturdy o o
foundation to build on and makes posing simple (see
below). Make sure you use Plastic Glue, as the time
it takes to set can help to get the final pose just right.

Another important point is to consider the centre
of balance of your model, keep this to the middle of
the base to stop the model toppling over.

The first step is always to stick the With the legs glued firmly into
model’s feet to the base. Make place, stick the equipment pack
sure to place them so that the on to the back and give it plenty
centre of gravity will be central to of time to set. It makes sense to do
the base — this helps ensure that all of the legs at this stage (see

the miniature will balance well. below for why).

Building the torso is the simple Attach the arms before you glue Now the Warrior starts to take Finally, choosing the positioning
matter of sticking the two parts the torso to the legs. This is so that shape. Fix the torso to the legs. of the head is always the most
together. Make sure that the torso the arms and weapon don’t clash This is where your posing pays off, important aspect of building a

is assembled and the glue with the equipment when vou're so take your time getting the right model. The head goes on last to
completely dry before you posing the model. Hold the pieces posture. Then hold the parts in make sure it fits in". This one is
continue with the assembly. together until the glue is set. place until they are set. sighting down his gun.

THE JES GOODWIN METHOD ity
] both the Warriors
Jes: | tend to think of the Dark Eldar models | and the Wyches.
as three main sub-assemblies: legs, torso and
head. My advice is to stick all of these
elements together first — with a box of
| Warriors you'd have ten sets of legs, ten
torsos with guns and a choice of heads.

The dynamic poses come from how these
three parts are fixed together, so I use
adhesive putty (such as Blu Tack) to give me
the time to get the best overall poses.

Do all ten models in the squad at once,
and experiment with different combinations
of the sub-assemblies. This way you can get
the poses and individuality that you want
throughout the squad.

Once you have all the models built (with
Blu Tack) and you’re happy, then it’s time to
go back and assemble them with glue.

Doing them as a group like this also lets
you incorporate an overall dynamic to the Join the sub-assemblies together
squad for a coherent appearance. with blu-tack.

When you’re happy

with the pose,

remove the putty

and glue the sub- |
assemblies together.
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DARK ELDAR KABALITE WARRIORS

As a handy reference guide to the parts that come in the Dark Eldar Kabalite
Warriors box, we’ve whisked up this frame breakdown, which should give you an
idea of the sheer breadth of choice you'll find within.

pered¥ededbiovree
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1-3  Sybarite head, crest
_ and top-knot.

| 4-12 Helmeted heads
13-16 Bare heads

17-26 Torso fronts

27-28 Heavy weapon back

and backpack
29-36 Torso backs
37-41 Legs
42  Sybarite back
43 Phantasm grenade
launcher
44  Sybarite trophy rack

45-47 Dark lance & arm
48-49 Blaster & arm
50-51 Shredder & arm

52  Splinter pistol
53  Splinter rifle
54-55 Splinter cannon

& arm
56-71 Splinter rifles & arms
72-73 Kabalite blades
74  Sybarite back banner
75  Blast pistol
76 Splinter pistol
77-81 Bayonets/rifle blades
82-86 Equipment pack
87  Power weapon
88  Agoniser
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—— e CTEY DARK ELDAR
DARK ELDAR WYCHES

Just like the Kabalite Warriors, the Wych kit is bursting with multi-part goodness.
Something to note about the two kits is that there is a great deal of
interchangeability across the sets — kit-bashers and converters rejoice!

oo PPYRBLEYee &

00006000000 00000

1-13  Wych heads
14-16 Hekatrix head and
hair pieces

17-26 Torso fronts
27-31 Torso backs
32-33 Legs & pack
34-43 Left/right leg sets
44  Shardnet

45  Impaler

46-47 Hydra gauntlets
48  Agoniser

49-50 Razorflails

51 Power weapon
52 Blast pistol

53  Hekatrix
torso back

54  Hekatrix trophy
rack

55-57 Punch daggers

58  Vambrace blade
59-60 Weighted flails
61-69 Wych knives .
70-79 Splinter pistols |
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KABALITE WARRIORS

Jes, using the method described earlier — by

assembling the model in three sub-assemblies, he
could play with each to get the right pose. He passed the
models around, explaining what he'd done with them.
Now, this is an important thing to remember — there are no
conversions amongst these models, no wild kit-bashes or
anything of the sort — just ten thoughtfully posed Dark
Eldar Kabalite Warriors out of the box.

‘All I've done really,’ Jes said, when talking me through
the models, ‘is use the natural poseability of the models to
give some dynamic poses that are something a little
different than what people expect. I've tilted heads or

T he Kabalite Warriors on this page were all built by

This Dark Eldar Warrior is in a
classic firing pose. By tilting the
head in towards the gun, Jes
reinforces the impression that the
Warrior is sighting along his rifle.

A potentially static pose has been
enlivened by leaning the torso
forwards and twisting it to the side
slightly. The head has then been
turned a fraction.

The angle of the splinter rifle and
the turn of the head give this
warrior a sense of readied tension.
Imagine him stood against the
corner of a building or ready to
burst through a doorway.

This model uses a very similar arm
pose to the model on the right, but
by adding different legs, tilting the
torso and turning the head you can
make a model that looks very
different.
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pivoted torsos and altered the angle of weapons to enliven
the miniatures and create a squad of individuals.

‘By turning weapons, often to quite extreme angles, I've
found that you can get some very distinctive poses (look at
the splinter cannon on the page opposite to see what Jes
mean). Coupled with that are sympathetic use of details
such as the flow of hair on top-knots. If a model looks like
she is swiftly turning her head, shouldn’t her hair appear to
be in motion too?’

Along with Jes’ ten Kabalite Warriors we've included
some examples of models from the 'Eavy Metal collection,
each of which are great examples of both quality posing
and (as you might expect) immaculate paint jobs.

Rather than looking along the line
of the power sword, this Sybarite
is ready to take aim with his pistol.
The angle of the power sword and
flowing helmet plume add a sense
of dynamic motion.

This blaster-armed Warrior has
been pivoted at the waist so that
the blaster is not in a firing
position. This makes the Warrior
look as though he is sweeping his
weapon up for a snapshot.

This model also uses the
‘advancing’ legs, but this time with
a pair of arms designed to be
holding the splinter rifle lower
down. The head is tilted upwards,
making the Warrior appear alert.

Although the shredder is sculpted
in a firing position, by leaning the
torso forward you can take
advantage of the ‘advancing’ style
legs. This reinforces the idea of
forward motion.



. WLLTINIILY DARK ELDAR

40,000

REAVERS

Jes also designed the Reaver jetbike pilots to be compatible
with the Dark Eldar Warriors and Wyches. This enables you
to really go to town with some already dynamic models,
such as this example that was kit-bashed and painted by
the ‘Eavy Metal team.

Using braced legs on this model helps to balance against the size of
the dark lance, as if the weight of this tank-busting gun is being
counter-balanced against the back foot. Tilting the helm towards the
sight gives a pose that interacts with the weapon, like it's actually
being used, rather than held like some sort of prop.

Using Jes” method of assembly you can arrive at some original poses.

By turning and lowering the splinter cannon and then tilting the head,
Jes has given the model a sense of motion, as though the gun is about .
to be swung around towards a new target. R S —— |

S - w

SHOWCASE

Kabalite Warrior of the Poisoned Kabalite Warrior armed with a Sybarite of the Kabal of the Sybarite of the Obsidian Rose
Tongue with shredder splinter rifle Poisoned Tongue with power Kabal armed with splinter riffe
weapon and splinter pistol and power weapon

Kabalite Warrior with splinter rifle. Note Obsidian Rose Kabalite Warrior armed Kabalite Warrior from the Kabal of the
the small rock under the right foot, which with a splinter cannon Black Heart armed with a dark lance
changes the model’s posture.
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DARK ELDAR WYCHES

dexterity for which the Dark Eldar are famous. The

T he Dark Eldar Wyches embody all of the agility and

kit contains a host of dynamically posed pieces that
enable you to make sensational looking models.

One of the things that Jes was keen to point out when
talking about his Wych Cult models was that they don't all
have to appear to be barrelling forwards heedlessly
towards the foe, but rather a variety of postures and poses

within a squad looks good.

A good tip to bear in mind is that when people run they
tend to alternate which knee and arm are forwards — look
at his examples below to see this in action. Following this

The Hekatrix is stood amidst the
violence of her Cult. The flow of
the agoniser, mirrored by her top-
knot, gives her a real sense of
energy. You can imagine the battle
swirling around her.

les has used the joint on this
Wch's waist to tilt his torso down,
lowering his shoulder so that he is
charging. The head is tilted back so
that the model is still looking up,
keeping his eye on the foe.

This Wych is armed with a
vambrace blade and looks set to
slash it across some unseen foe.
The body is twisted and the arm
raised, with the Wych's head
turned to look across the blade.

The turn of the head and torso on
this Wych gives it a variance from
the more common ‘running straight
forwards’ pose. These small
adjustments make him look like he
is jinking side-to-side as he runs.
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principle can go a long way to making your Wyches look
natural. Another tip is to remember that it’s unlikely that
the body would remain straight, so make use of the
poseability of the torso to give it a sense of rolling motion.

Because the Wyches are all armed with close range
weaponry, there's a certain inclination to pose them to look
as though they are brandishing their weapons in chopping
or stabbing motions. As Jes shows below, while this can
look great there are also other ways to go. A model with a
strong sense of purpose and a really dynamic pose will
look good regardless of whether they are running, directing
their comrades or hacking down the enemy.

Jes has posed this Wych with both
arms forward, which is against the
norm. But, by tilting her body
forward and the head back she
looks as though she is in a knife
fighter-style crouch.

A more traditionally posed model,
this Wych has opposite knee and
arm forwards. The wych knife is
pulled back ready to slash and
creating an interesting frame for
the Wych's face.

§

By tilting the torso of this model
forward, Jes has changed the
model’s centre of gravity. The
result is a Wych who is placing her
body weight on her right foot, her
head turning to spy a new victim.

The chain of this weighted flail
makes the weapon look as though
it is dragging behind the fast-
moving Wych. This sense of
momentum is increased with the
flow of the hair from her top-knot.



CARIVELY DARK ELDAR

B i —TETTE—

SHOWCASE

Wych with splinter pistol
and punch dagger

Wiych armed with splinter pistol
and weighted flail

Hekatrix armed with blast pistol
and agoniser

Wych with shardnet and impaler

HELLIONS _ -

The Hellion models were sculpted by the talented hand
of Studio veteran Juan Diaz — when he saw that Jes was

' building us some Warriors and Wyches he cast himself |

. into the fray with this Hellion gang. Note how he has

' used the ball-socket that joins the flying stand to the

| skyboard to give the appearance of jinking, diving or

. climbing through the skies. Juan first posed the model on
the skyboard, adjusting the flying stand and the weapon

' pose until he got an angle that he was pleased with. He

| then attached the model to the board, before finally

| posing the head.

Juan assembled this Hellion to be

pulling his skyboard into a steep
climb by angling the skyboard with
| the flying stand’s ball joint.

Juan has posed this Hellion as if he is about to
deliver a lethal swing with his hellglaive. By
leaning the body so that the forward shoulder is
slightly dipped it gives a sense of energy that is
magnified by the roll of the skyboard and the
slight forwards pitch.

This Hellion appears to be closing in, ready to
deliver a slicing blow from his hellglaive, By
tilting the rider’s head up, Juan has made the
Hellion appear to be looking straight at his
chosen target. The roll of the skyboard gives
the model a sense of dynamism.

This female Helliarch appears to be examining
her own handiwork. Her pistol is drawn up,
alongside her face, which is peering
downwards. Juan’s careful use of pose makes
the Helliarch look as though she is considering
swooping down to use her stunclaw.
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WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?

e Two fully painted and based 750 point * Six games over two days.
forces that combine to create a 1500 point e Lunch on Saturday and Sunday and an
army, following the allies matrix found in evening meal on Saturday night.
the event pack. * Access to Warhammer World facilities

e Players from 12 years onwards are including the Bugman’s Bar, the Citadel
welcome; players between 12 and 15 Miniatures Hall and the Gaming Hall,
years of age must be accompanied by a together with the option for early
responsible adult. registration from Friday evening.

e Download the event pack now and start e Take part in great organised activities on
gathering your forces. the Saturday evening.

e Tickets cost £85 per two player team.

TII:I(EIS AVAILABLE FROM 16™ NOVEMBER - 0113 81 4IIIIIIII
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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 106-108

® 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 109-117

® Games Workshop Hobby Centres

Get everything you need to build your forces, and then take them into battle! GW
Hobby Centres are the place to learn and practice the intricacies of the hobby.

® Store Listings
All the Games Workshop stockists in your territory listed, so wherever you are, you
can always find a Games Workshop and Citadel Miniatures retailer.

Availahle 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
Unlike the shadowy domain of Commorragh, the space in our stores doesn’t stretch
on forever, so this month we present a selection of the Dark Eldar models that are
exclusively available to order.
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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.

November 2010

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 greal 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
X, e

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

December 2010

BRASSBOWL VIII

Date: 11th-12th December, 2010

Venue: Zaal Nieuwlandm Nieuwlandstraat 76, Oostende, Belgium
Details: Brasshowl is the mother of all Belgian Blood Bow! tournaments,
and fun to boot. With lots of mayhem on and off the pitch, Brasshowl
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: brassbow|@thebrassman.org

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

DIRECTORY

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 days fighting ig fi

looking armies, m sd‘n

aying your favourite game.

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

From November 15th

The 2010 Touring Exhibition

15th November 2010-10th January 2011

Seen by thousands at Games Day in France and the UK, the Chaos
exhibition comes to a final resting place. Chaos Space Marines,
Daemons of Chaos, Beastmen and more are explored through classic
miniatures, landmark products and iconic artwork from the pages of
our books. With exclusive content added after the Games Day, are you
brave enough to delve into all things Chaos?

www.games-workshop.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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come and spend a day at Warhammer World with Golden Demon winners Mark Bedford
and Phil Stutchinskas, and learn a variety of technigues as used hy these artisans to paint
the extraordinary tanks and vehicles found in your codex, White Dwarf and on the website.

WHAT DOES THE TICKET COVER? * You will be provided with all the paints and hobby
e Entry into a single workshop of your choice. materials required for the sessions.
o Mark and Phil will teach you seven different techniques  ® Lunch in the legendary Bugman’s Bar.
they use for painting tanks. You can find more details on  ® Access to all the Warhammer World facilities including

the Games Workshop website. our exclusive range of merchandise, the Citadel
e A fully built and undercoated Hellhound tank will be Miniatures Hall and the Gaming Arena.
provided for you to practice the techniques on. e Tickets cost £110 per person.

Tickets on sale 10th November, availahle from

This event is only suitable for hobbyists aged 16 years and over.
Places are extremely limited, so please book early to avoid disappointment.




Gather your forces and do battle at Warhammer World. -
~ Can you reign supreme across the lands of Middle-earth?

12"-13" February 2011, Warhammer World, Nottingham

WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?

* Two 700 point armies: one Good, one Evil. e Eight rounds of The Lord of the Rings
Models must be painted and based, and strategy battle game over two days.
both armies must be constructed according e Lunch on Saturday and Sunday and an

to the rulespack and the Legions of evening meal on Saturday.
Middle-earth supplement. e Access to Warhammer World facilities
* You must be at least 12 years of age to including the Citadel Miniatures Hall.

enter. Players between the ages of 12 and e Tickets cost £55 each.
15 years must be accompanied by an adult.

* Tournament pack now available to
download from www.games-workshop.com

III:I(HS AVAILABLE FROM 9™ NOVEMBER - 0113 81 4IIIIIIII
RIANNER Www.games-workshop.com




Hobby Centres are Games Workshop’s own retail outlets. Each

i

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.

OPENING TIMES

Games Workshop stores
can be found up and
down the land, in cities
and towns, on high
streets and in shopping
centres. Consequently,
the opening hours of
individual stores may
vary greatly.

We therefore
recommend you
contact the relevant
store for individual
opening times before
visiting.

You can find your local

store’s details online
with our Store Finder:

www.games-workshop.com
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NEW HOBBY GENTRE

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

() Cambrid

e

e

-J Colchester

NEW! Games Workshop Boston

45 Wide Bargate
Boston
Lincolnshire
PE21 65H

Great Britain

Tel: 01205 356596
Manager: Adam Johnson

NEW! Games Workshop Kings Lynn

23 Norfolk Street
Kings Lynn
Norfolk

PE30 TAN

Great Britain

Tel: 01553 777 920
Manager: Liz Stephens

These Hohby Centres’

Latest Hobby Centre News

We're constantly opening new Hobby Centres in more opening times are:
locations around the country. Of course, by the time Mon: Closed
you read about it in White Dwarf our latest stores have Tues: Closed

already been open a while. So, to find out all the latest Wed:
news about Hobby Centres near you, visit our website.

games-workshop.com

12pm - 6pm
Thurs: 12pm - 8pm
Fri:  12pm - 6pm
Sat:  10am - 6pm
Sun: Tlam - 7pm
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Stockists

BECCLES, Toy Box:

Tel: 01502 712 785

BURY ST. EDMUNDS, Model Junction:
Tel: 07284 753 456

BURY ST. EDMUNDS, Runik Games:

Tek 01284 719 607

BURY ST. EDMUNDS, Starlings Toymaster:

Tel: 01254 Y61 646

CROMER, Cromer Furniture:

Tel: B1263 515153

EAST DEI!EHAM Starlings Toymaster:
Tel: 01362 6497 7

EAST DEREH.‘\M Youngsters World:

Tel: 011362 654 350

ELY, City Cycle Centre:

Ted: 01353 663131

mesmw: wlzards Workshop:
Tek: 11394 2

GREAT YARMGUTH Kerrisons:

Tel: 01493 RSJRJ!;DH"? 850039

HOLT, Starlings Toymaster:

Tel: 071263 713 107

HUNSTANTON, Pavilion Toymaster:
Tel: 01485 533 108

HUNTINGDON, Sports & Fashions:
Tel: 01480 434541

IPSWICH, Tuywurld Ipswich:

Tel: 01473 728 5.

KINGS L\’NN \‘uunp‘,sluls World:

Tel: G1553 7'

I.OWESTOFT J\nnatar

Tel: 01502 513477

NEWMARKET, Moons Toyland:

Tel: 11638 663 147

NORWICH, Langleys:

Tek: 0603 621959

NORWICH, Kerrisons:

Tel: 01603 494008

NORWICH, 5 P Models:

Tal: 01953 BA7E7E

NORWICH, Starwynn Games:

Tel: 07603 H31920

PETERBOROUGH, The Rift:

Tol: 01733 347007

SHERINGHAM, Starlings Toymaster:
Tel: 01263 422 368

ST IVES, Appletree Games:

Tel: (1480 154413

ST NEOTS, Gamers:

Ted: (1480 217 443

STOWMARKET, D | Collectables:
Tel: 01449 771 015

STOWMARKET, Simpson & Sons:

Tel: 01438 612 914

SUDBURY, Tinetty's Toys:

Tel: 01787 372238

WISBECH, Prams & Toys:

Tel: 1945 584742

WOODBRIDGE, Toytown:

Tel: 01394 383 170




hobby 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

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

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

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

¢ Premium Stores offer a wide range of GW products.

¢ They also offer a Mail Order service giving you
access to the entire Games Workshop range.

¢ The knowledgeable staff of these stores offer
painting and modelling lessons and can help devise
killer tactics for your armies.

e Premium Stores also have a number of gaming
tables to hold in-store tournaments, bespoke mega
battles or general open-play gaming

Check out the list below to find your local stockist!

PREMIUM STORES

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,
more akin to a GW Hobby Centre than a traditional
independent stockist.

If you are an independent retailer 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

November 2010

GW BRISTOL:
#7 The Horsefair, BS1 3R

Tel: D117 %25 1533

GW BRISTOL (CRIBES CAUSEWAY):
Unit 129, The Mall, 8534 5UP

Tel: 0117 959 2520

BRISTOL, Area 51:

Teb: 0117 9244655

BRISTOL, HobbyCraft:

Tel: 0117 959 7100

BEDFORDSHIRE
* GW BEDFORD:

10 Greydrkars, MK40 THP
Tel: 1123 427 3663

GW DUDLEY:

Unit 36, Merry Hill Contre, DYS 15F
Tal: 0134 438 1018

= GW SOLIHULL:

90 Warwick Road, B21 30X

Tal: 0V21 705 7997

= GW SUTTON COLDFIELD:
A5-47 Birmingham Road, B72 1RH

Tel: 121 154 3174

= GW WALSALL:

Unit 26, Ot Square Shopping Centre, WS1 10F
Tel: 0192 272 5207

= GW WOLVERHAMPTON:

9 King Street, WV1 15T

Tel: 10 237 466

GHAM, Console Games:

CRANFIELD, Warg; Workshop
Tel: 01234 751 570
LUTON, Fantasy Wargames:

Tel: 01562 729 007
LUTON, Ottakers:
Tel: 01562 436999

= GW MAIDENHEAD:

1 Kimgsway Chambers, King Street, 516 1EE
Tel: 0162 863 1747

* GW NEWBLRY:

114 Barthobomew Streel, RG14 50T
Ted: D163 540 348

GW READING:

2% Owford Road, RGY TOA

Tel: 0110 959 8693

= GW WINDSOR:

. b George V Place, 514 10F
753 U61087

Tel
HENLEY ON THAMES, Henley Model Miniatures:

Tel: 61491 572684
NEWBURY, Toycraft:
Tel: 81635 38077
READING, HobbyCraft:
Tel: 0718 92 D600
WINDSOR, W] Daniels:
Tel: 11753 B62106

GW BIRMINGHAM:
Unit 116, Bullring Link, B5 485
Tol: 0121 633 F191

Tel: 1121 477 D023

DUDLEY, The Arcade Toy Shop:
Tel: (1 4252608

KIDDERMINSTER, T) Models:

Tel: D1362 747002
WOLVERHAMPTON, HobhbyCraft:
Tel: BB45 051 6541

GW HIGH WYCOMBE:

No 35 Eden Walk Gallery, Eden, HP11 2HT
Tel: 11149 453 1454

GW MILTON KEYNES:

Unit 2, 502 Silbury Boulevard, MK9 2D
Tel: 0140 62 0477

AYLESBURY, Bear Necessities:

Tel: D12 421090

FENNY STRATFORD, Fenny Models:
Tel: D20R 1332672

FENNY STRATFORD, Maple Models:
Tel: 071908 367 560

MILTON KEYNES, Fenny Models:
Tel: 0208 1332672

MILTON KEYNES, HobbyCrait:

Tel: (11908 300 330

MILTON KEYNES, Jays Crafts:

Tel: 01908 365570

MILTON KEYNES, Maple Models:
Tel: 0194 367588

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Regent Strect, CB2 1DP

Tel: 0122 331 3350

GW PETERBOROUGH:

3 Wentworth Street, PET 1DH
Tek: 01733 690 052

ELY, City Cycle Centre:

Tel: 01353 601131
HUNTINGDON, Sports & Fashions:
Tel: (480 454541
PETERBOROUGH, The Rift:
Tel: 111733 341007

ST IVES, Appletree Games:
Tel: (440 354413

ST NEOTS, Gamers:

Tel: 1480 217 343

WISBECH, Prams & Toys:

Tel: 11945 584142

JERSEY, ST. HELIER, Imagination:
Tel: 01534 505407
JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732187

GUERNSEY, ST. PETERS PORT, Carousel:

Tel: 01481 721721

GW CHESTER:

112 Faregate Street, CHT THB
Tel: 6124 431 1967

= GW CREWE:

& Market Street, CW1 2EG

Tel: 01270 216903

* GW MACCLESFIELD:

31 Charch Street, SK11 6LB

Tel: 0162 561 9020

= GW STOCKPORT:

37 Mersey Square, SKI 1A

Tel: A1 474 1427

* GW WARRINGTON:

Unit 20, Bank Street, Timo Square, WAL 2AP
Tel: 0192 565 1984

CHESTER, HobbyCraft:

Tel: 01244 650 110

MARPLE, Marauder Games:
Tek 0161 4274949

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE
i These Hobhy Centres are closed on Mondays and Toesdays.

PREMIUM STORE
Stocks most of the product range.*

NEW STORE OFENING
Indicates mew stockists

* T bee sures thay have what you want in stock, we recommeand calling the siore first.

MNANTWICH, HobbyCrait:

Tel: 1845 151 R527

NORTHWICH, Level 1:

Tel: 11606 45053

NORTHWICH, The Model Shop:
Tel: (1606 47740

STOCKPORT, HobbyCraft:

Tel: 0161 429 5300

STOCKPORT, Marauder Games:
Tel: rti1 477111

WARRINGTON, HobbyCraft:
Tel: 0845 051 6541

GW MIDDLESBROUGH:
Unit 33, 39 Dundas Street, 157 THR
Tel: 0764 225 4091
NORMANBY, PC Tech:

Tel: (71642 461010

REDCAR, PC Tech:

Tel: 01642 481888

CORNWALL

GW TRURO:

Unit 1, Bridge Hotse, New Bridge Strect, TRT ZAA
Tel: 0187 232 0047

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

BODMIN, Bricknells:

Tel: 91208 77008

CALLINGTON, Zaggy Games:
Ted: 01579 384 837

CAMBORNE, Exit:

Tel: 01204 610224

FALMOUTH, Kernow Toymaster:
Tel: 01326 312 571

HAYLE, Blewetts of Hayle:

Tel: 01736 753 012

HELSTON, Exit:

Tel: 01326 565117

LISKEARD, Trago Mills:

Tel: 01570 348677

NEWLYN, Newlyn Post Office:
Ted: 01736 364592

NEWQUAY, Newquay Gaming:
Tel: 011537 854376

ST IVES, Dragon's Hoard:

Tel: 01736 79948

WADEBRIDGE, Bricknells:

Tel: 11208 113 274

COUNTY DURHAM

= GW DURHAM:

&4 North Road, DHT 450

Tel: 4151 374 1062

= GW DARLINGTON:

7 Skimergae, L3 71X

Tol: 0132 538 2443

BARNARD CASTLE, Toy Shop:

Tel: Q1833 637 396

BISHOP AUCKLAND, Windsock Models:
Tol: 01380 609 The

COMNSETT, Kwikpart:

Tel: 01267 581024

SEAHAM, Games of War:

Tel: 01975 817 118

STOCKTON ON TEES, HobbyCraft:
Tel; 0845 051 6559

STOCKTON ON TEES, Stockton Modeller:
Tel: (42 616 630

GW CARLISLE:

Uinit 2, Earls Lane, CAT 10P

Fol: (122 B59 8216

GW KENDAL:

Units 4 & 5, Blacklhall Yard, LAY 401

Tel: 01229 820 435
BOWNESS-ON-WINDERMERE, Ermest Atkinson & Sons
Tel: 01539 443 047
COCKERMOUTH, The Toy Shop:
Tel: 11900 825855

KENDAL, Aireys of Kendal:

Tel: 1539 720 781

PENRITH, Harpers Cycles:

Tel: 01768 864 475

ULVERSTON, Jabberwocky:

Tel: 01224 584697

WORKINGTON, ToyTown:

Tel: 01900 873 322

* GW CHESTERFIELD:
21 Knifesmithgate, 540 101
Tel: 1246 271118

GW DERBY:

42 Sadler Gate, DE1 INR
Tel: 0133 237 1657
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ASHBOURNE, Lumbards Toys:
Tel: 07335 345175
BUXTON, Knowles Toys and Models
Tel: 1208 24203
CHESTERFIELD), Chesterfield Department Store:
Ted: 01246 220 200
DERBY, l'okvn Otaku:
Tel: 01322 331355
OS550P, Wam Services:

M-\TLOCK, Shawes
Tel: 01629 52 4852
III.PI.E\' Clnmera Leisure:

SWAD NC(}'IE Extreme Gamez:
Vel: 01283 556334

+ GW BARNSTAPLE:

i Queens Howse, Qieen Streed, EXT2 BH|
Tek: 01271 859115
GW EXETER:
12 Sidwell Street, £X4 BN
Tel: 0739 249 0305

GW PLYMOUTH:

84 Comwall Streel, PLT TLR
Tel: 0175 125 41211

* GW TORQUAY:

12 Market Streel, TQ1 IAQ
Tel: (180 320 1036

BARNSTAPLE, The Tarka Model Company:

Tel: 01237 424 By

BIDEFORD, 'ﬂlr Tarka Model Company:
Tel: 01271 371614

BRIXHAM, The Brixham Model Centre:
Tel: 01803 BB2555

CULLOMPTON, Nanna's Toychest:
Tek: 01084 819117

DARTMOUTH, WG Pillar & Co:

Tel: 01RO 32 139

EXETER, Eldritch Games:

Tel: DEHGH3H9856

EXMOUTH, Gamezone Models:

Tel: B1395 267 733

HONITON, Pressplay:

Tel: 11404 54612

KINGSERIDGE, The Trading Post:
Tel: 1548 852 923

NEWTON ABBOT, Austins:

Tel: (M626 333 444

NEWTON ABBOT, Trago Mills:

Tel: (1626 821711

OKEHAMPTON, Kinderbox:

Tel: 01837 R594950

PAIGNTON, Paignlnn Model Shop:
Tel: 01803 555802

PLYMOUTH, Model Shop:

Tel: 01752 221 851

TAVISTOCK, Kaleidoscope:

Tel: 01822 615 236

TAVISTOCK, Tavistock Games and Computers:
Tel: 11822 616 268

TEIGNMOUTH, Jackmans Toybox:
Yed: 01626 771 260

TIVERTON, Banbury's:

Tel: MIF252627

TORRINGTON, Toyzone:

Ted: 01005 624 790

TOTNES, Fi

Tek: 01007 &h

GW BOLRNEMOUTH:

15 Commercial Road, 8H2 5RT

Tel: D1202 319 292

GW POOLE:

Unit 12 Tawngate Centre, BH15 TER

Tol: 0120 268 5634

BLANDFORD FORUM, Inspirations:
Tel: 011258 480999

BOURNEMOUTH, Hobhycraft:

Tl 202 582 444

BRIDPORT, Frosts Toymaster:

Ted: 01308 422 296

CHRISTCHURCH, Simple Miniature Games:
Tek: 01202 4849721

DORCHESTER, Dorchester Toys:

Tel: 01305 267 152

DORCHESTER, Merlyn's Vault:

Ted: 01305 262277

POOLE, Ashley Road West Post Office:

Tel: (1202 74657
SHAFIESBUI!Y Hardings:

Tel: 01747 858295
SHERBDUIINE. The Corner House:
Tel: 07935 815 615
SHERBOURNE, The Toy Barn:

Ted: 11935 BES 0400
SWANAGE, Leonard's:

Tek: 17929 426096
WEYMOUTH, Howley's Toymaster:
Tel: 01305 779255
WIMBORNE MINSTER, Riverside Toys:
Tel: 01202 881754

CW CHELMSFORD:
Unil 4C, The Meadows Centre, CM2 6FD
Tel: 1124 549 00438
GW COLCHESTER:
2 Short Wyre Streof, COT ILN
Tel: 0120 676 7279
GW SOUTHEND:
12 Southchusrch Read, 551 2NE
Tel: 0170 246 1251
GW THURROCK:
Unsit 4158, Level 3,
Lakesithe Shopping Centre, RM20 27]
Tel: 0170 886 7133
HARI.OW Man]ue! Models:
275 d.
BASII.DON thby{‘rail
Tel: D1 268 240 100
BILLERICAY, Toys N Tuck:
Tol: 01277 650444
BRAINTREE, JKLM Direct:
Tel: 19376 321 116
BRAINTREE, Kidzone Toys:
Tel: 01376 554 793
saENTwoun B&M Cycles:
Tel: & 14 J
CLACTON ON SEA, Clacton Art & Crafl Centre:

Tek: 01255 436 34

COLCHESTER, 4TK Gaming:
Tel: 11206 756300
HARLOW, 3 Darths Comics:
Tel: 411279 419777
HORNCHURCH, Modellers World Ltd:
Tel: 01708 630633
HORNCHURCH, Tole Haven:
Tel: 01708 475051
MALDON, Calin Bliss Models:
Tak 01621 831 327
RAYLEIGH, Toys N Tuck:
Tek: B1268 775 50
SAFFRON WALDEN, Gime On
0 Hrgh Street, Tel: 11799 504
H WOODHAM FERRHIS Camh' Sti:
Tol: (1245 625 76

GW CHELTENHAM:
T Plitville Street, GLST 2L)
Tel: 0124 222 B419
* GW GLOUCESTER:
1 tlar&-nw Streel, GLT 1EA
145 250 5033
wuzm M THE WATER, Bourfon Model Railway:
Tel: 01457 B20 686 =
R R, CROCODILE TOYS:
ok 01215 656 050
GLOUCESTER, HobbyCraft:
Tol: 11452 424 999
STROUD, Alan Tyndall Ltd:
Tel: 11453 765920

GW BASINGSTOKE:
3 Pofters Walk, RG21 TGO
Ted: 0125 bd6 bO50
GW PORTSMOUTH:
34 Arumdel Street, POT 1ML
Tel: U239 287 6264
GW SOUTHAMPTON:
23 East Streed, 5014 1HG
Tel: 0238 033 1962
* GW WINCHESTER:
35 Jewry Streel, SO23 8RY
Tel: 0196 206 0799
@?LDERS&O!‘ The Game Shop:
el: 91252 317 443
ALTON, Alton Model Centre:
Tel: 1420 542 244
ANDOVER, Hoggosaurus Toymaster:
Tel: 01264 352 263
BOTLEY, Just Add Imagination:
Tel: 01489 781 177
EASTLEIGH, Eastleigh Wargames:
Vel 02380 644 179
FARNBOROUGH, Dark Star:
Tok: D1252 545019
GOSPORT, NT Books and Wargames:
Tek: 2342 580931
HAVANT, HobbyCrait:
Tel: 0845 051 6554
LYMINGTON, HE Figgures:
Yol 1590 672002
MILFORD ON SEA, Mitined Models ani Hobbies:
Tel: 11590 642 112
NEW MILTON, Toys of New Milton:
Tel: 11423 /17 085
NORTHEND, Fun Toys and Games Workshop:
Ted: 02392 66734
PETERSFIELD, Folly Models:
Tel: 01730 267 931
RINGWOOD, Toys of Ringwood:
Tel: 01425 479 4a4
ROMSEY, Ro«nd.nboul-
Tel: 01784 512
SOUTH-‘\MI‘TCIN HobbyCraft:
Tel: 0045 D51 6521
SOUTHSEA, Solent Wargames:
Tel: 02392 363575
SOUTHSEA, Southsea Models:
Tel: 12392 733 208
WATERLOOVILLE, Paul’s Hobby Shop:
Tel: {11705 259 160

* GW HEREFORD:

40 H e, HR4 DAR

Tel: 01432 355 044

HEREFORD, Weobley Bookshop:

Tel: 01344 119292

LEOMINSTER, Martin's Models & Crafts:
Tel: 01568 613 742

ROSS ON WYE, Revolutions:

Tel: D199 562 (39

* GW HEMEL HEMPSTEAD:

16 Bridge Street, HP1 1EF

Tel: 014 24 97532

* GW 5T ALBANS:

18 Heritage Close, AL3 JER

Tel: 0172 786 1193

= GW STEVENAGE:

5 Queenswary, SG1 104

Tel: 01430 355044

ABBOTS LANGLEY, The Battle Shop:
Tol: 07003 400 359

BARNET, Toys Toys Toys:

Fel: 0208 445 %66

BERKHAMSTEAD, Hamlins:

Tel: 01442 864 642

BISHOP'S STORTFORD, Boardmans:
Tel: 11279 654 033

CHESHUNT, Creative Thinking:

Tel: 11992622331

HARPENDEN, Loma's Toys:

Tel: 01582 769 204

HITCHIN, Mainly Models:

Tel: 01462 422 204

LETCHWORTH, Rowells Toy Emporium:
Tel: 01462 680 717

LETCHWORTH GARDEN CITY, Ruwells Toy Emporium:
Tel: 01402 680 717 '
STEVENAGE, HobbyCraft:

Tel: 1845 051 €553

STEVENAGE, K5 Models:

Tel: (1438 746 616

WY, (CITY, Fun Houwse Toy Store:
Ted: (1707 391 319
WARE, King George Stores:
Ted: 01920 462 774
WATFORD, HobbyCraft:
Tel: OB45 051 6538

DIRECTORY

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 01624 622 154

NEWPORT, Cheap Thrills:

Tek: 01983 530 570

NEWPORT, Toy & Models:

Tek: 01983 528 258

RYDE, The Sports & Model Shop:
Tel: 01983 A& 454

GW BLUEWATER:
528, Upper Thames Walk, Bloswater, DAD 958),
r I: 4132 242 7880
GW CANTERBURY:
Unit ton Bar Lane, CT1 2ZHN
45 2480

( W MAIDSTONE:

Cw TU\IBRID{'E WELLS:

36 Grosvenar Road, TNT 24P

Tel: 0189 252 5783

@BROADSTAIRS, Time & Space:
Tel: 01043 866 006

ASHFORD, GZ Computers Lid:

Tel: 11233 64395

BEXLEY HEATH, Kit Krazy:

Tel: 0208 290 7177

CHATHAM, Maynes:

Tel: 01634 400 031

CRAYFORD, HobbyCraft:

Tel: 1580 713208

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel; 01795 532727

mLKEsTONE, Penkraft:

Tel: D1303 279292

GRAVESEND, Steve's Collectables and Models:

Tel: 01474 564 465

GRAVESEND, The Stamp Cenltre:

Tol: 01474 534 166

HASTINGS, Hastings Hobbies:

Tel: 171424 200021

HERNE BAY, Spearings:

Tel: 11227 374 049

HYTHE, Apple Jax

Ted: 01303 262 602

MAIDSTONE, HobbyCraft:

Tek: 01622 623 750

MAIDSTONE, Model World:

Tek: 01622 735855

ORPINGTON, |H Lorimer:

Tel: 01689 823193

SEVENDAKS, |H Lorimer:

Tel: 01732 452 840

SEVENOAKS, Manklows;

Tel: 01732 454 052

LANCASHIRE

* GW BLACKPOOL:
# Birley Steoot, FYT 10U
Tel: (125 375 2056

Cromplan Place, 811 1DF

GW BURY:
16 Cramplon Strect, LY BAE
Ted: 0767 7 'wtu-m

Tel: 077 262 1855
* GW WIGAN:
12 Cromplan Sireet, WNT 1Y
Tel: 01542 820127
LYNE, Roundabout T

Tel: (1613 432 344 S
BLACKBURN, Batcave:
Tel: 11254 667 438
BLACKBURN, Mercers Toys:
Tek: 01254 6814
BLACKPOOL, iCollectables:
Tel: 01253 403839
BLACKPOOL, Toys 2 Save:
Tel: 01253 B35 905
BOLTON, HobbyCrait:
Tol: 01204 374 300
BURNLEY, Compendium:
Tol: B12682 457 DGO
CHOIII.E\‘, Tnymasler

2630

ClITH
Tel: 01200 423 587

LANCASTER, Gotham City Games:

Tel: 1524 63471

LEIGH, l'ormnster

Tel: NM42 671 116

ORMSIHRI(. Taylors:

Tel: 01695 573516

PADIHAM, Forge Games:

Tel: 07725 941 5340

PRESTON, HobbyCrait:

Tel: 01772 61 204

RAMSBOTTOM, Bridge Streel News:
Tel: 1706 822 136

GW LEICESTER:

Unit 2,16/20 STher Steeet, LET SET

Tel: 116 251 6510

= CW LOUGHBOROUGH:

2 Biggin Slreet, LETT TUA

Ted: 0150 923 8107

LEICESTER, i[ts For Geeks:

Ted 01162 533

LOUGHBORGUGH Wargames Inc:
Tel: 01509 235505

LUTTERWORTH, Ace Connections:
Tel: 01455 558345

MELTON MOWBRAY, Cobwebs:

Tel: 01664 500700
ASHBY-DE-LA-ZOUCH, Steve’s Models:
Tel: 01530 416 827

+ GW BOSTON:
45 Wide Bacgate, FEL1 65H
Tedt 01205 I58596

- GW {'IHMSB\"

0 West 5
Tel: 014

te, DNIT ILE

Cuwglls of Clitheroe Ltd:

= GW LINCOLN:

Unit SLA, Saltergate,

touutsirie of Watarside Cenlre), LNI TAP

Tel: 0152 254 1027

BOSTON, Models and Computers:

Tel: 01205 365 102

GRANTHAM, Access Models:

Tel: 01476 592 111

LOUTH, Castaline:

Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:

Tel: 01507 473 326

SCUNTHORPE, Shermans Model Shop:

Tel: 01724 542 439

SKEGNES The Model Shop:
101754 763 42

SKEGNSS Warlords of the Coast:

Tel: 01754 763886

SPALDING, Mason's Models:

Tel: 01275 7 ‘? 45h

Lewer Mall, Brest Ceons Shopping Centre, NW4 IFE
Tel: 008 2012 4574

GW BROMLEY:

LUnit 24, The Mall, Brombey, BRT 175

Tef: 0208 466 D670

("W COVENT GARDEN:

3, The Market, WC2E BBF

le- oz ) 5106

GW CROYDON:

Uit 35, Centrale Shopping Cetre, Kecley Road, CRO 1TF
T

51861

GW I(ENSIN(.TUN

Shigp 7, Linces Stpsare, Kessinglo Church Streel, Wil 4EH
Tel: (207 937 7011
GW KINGSTON ON THAMES:
33 Fife Raad, KT1 15F
Tel: 11200 545 5224
GW OXFORD 5T:
Unit F10, The Plara Shapping Centre, WD 10T
Tef: 0207 436 0839
* GW MUSWELL HILL:
117 Abexandra Park Roadl, N10 200
Tek: 0208 8O3 Y9
GW ROMFORD:
12 Quadrant Arcade, RM1 FED
Tel: 01708 742 140
* GW STAINES:
8 Clarence Street, TW18 459
Tel: B17H 446 D675
GW SUTTON:
Uit 26, Tienes Sepaare Shupping Centre, SM1 105
Tel: (K208 770 3454
GW UXBRIDGE:
Unit 12, Chequers Mall, The Pasifons Shopping Contre, LIER 1IN
Tel: 0184 525 2600
GW WATFORD:
Unit €, 14 Quoen Streel, Harleguin Ceslre, WD 2T
Tel: 01923 245380
GW WOOD GREEN:
Unit 53, The Mall Wiod Green, High Strest, N2 6EA
Tuk: 0208 BR91OTY
BLACKHEATH, 2Znd Impressions:
Tel: 0206 R52 6192
CAMDEN, Goodwoods:
Tel: (200 340 4441
CLAPHAM, Russ:
Tel: 0207 226 6319
DULWICH, The Art Stationers:
Tel: D208 (93 5936
FINCHLEY, Leisure Games:
Ted: (KM 346 2327
FULHAM, Patrick’s Toys:
Tel: 0207 3659064 i
GREENFORD, HobbyCraft:
Tel: UR08 747 7504
HAMPSTEAD, Happy Returns:
Tel: 0207 435 241
HERMNE HILL, Just Williams:
Tel: 0207 733 9
LONDON, -ID Mudelshnp
Tel: 020 7264 1288

R(IJMFOIID Hohbyﬁran
Tel
RUISLIP, Iulm Sanders,

Tel: (B3 634 848

VICTORIA PARK, The Toybox:
Tel: 0208 333 2879

WATERLOO, Dark Sphere:
Tek: 0207 926 7220

* GW ALTRINCHAM:

Lnit 1, 1% Grafton Street, WATS TDU

Tol: DT&1 929 9696

GW MANCHESTER (Central):

Unit &5, Marsdlen Wiy Soeth, Arnilale Centre, ME 3AT
Tel: (61 8:34 6871

GW TRAFFORD CENTRE:

Unit L40c Trafiord Centre, M17 BN

Tel: 1161 755 D65

ALTRINCHAM, The Gaming Crypt:
Ted: 161 929 5919

GW LIVERPOOL:

Tilb Crmiral Shopping Centre, Raneleigh Street, L1 10F
Tek 0151 703 0963

= GW SOUTHPORT:

Unit 2, The Fdge, 7 Hughlon St, PR OTE
Tel: 0170 450 1255

BRIMSTAGE, Wargame Store:
Tel: 1513 421 233 / (7870 876070
ST HELENS, DMZ Gaming:

Tel: 01744 759 333

WALLASEY, Wirral Model Shop:
Ted: 0151 200 B355

MIDDLESEX

EAST SHEEN, Pandemonium:
Tel: (080 70 866

ENFIELD, Pearsons:

Tol: 0208 373 4200

= GW KINGS LYNN:
24 Marfalk Strunt, PE30 TAN
Tel: 61553 777 920
GW NORWICH:
12:14 Exchange Street, NEZ 1AT
Tel: 016D 176 7656
CROMER, Cromer Furniture:
Tel: 11263 515153
EAST DEREHAM, Starlings Toymaster:
Tel: 01362 697 7659
EAST DEREHAM, Youngsters World:
Tel; 11362 698 350
GREAT YARMOUTH, Kerrisons:
Tel: 01403 BE3H91/01493 A50039
HOLT, Starlings Toymaster:
Tek: 01264 713 101
HUNSTANTON, Pavilion Toymaster:
Tek: 01483 533 108
KINGS I.\"NN \"anngslers ‘World:
Tel:
NCIKWICH Langleys
Tel: 0603 521959
NORWICH, Kerrisons:
Tel: 01603 384008
NORWICH, 5 P Models:
Tel: 11953 887878
NORWICH, Starwynn Games:
Tel: 01603 631920
SHERINGHAM, Starlings Toymaster:
Tel: 11263 622 360

NORTHAMPTONSHIRE

= GW KETTERING:

4 Lower Street, NNTE 8DH

Tek: 01536 4117114

= GW NORTHAMPTON:

24-26 Abingion Square, NN1 444,

Tel: 01604 636 607

DAVENTRY, The Games Vault:

Tal: 01327 3106541

NORTHAMPTON, HobbyCrait:

Tel: 11604 541 100

NORTHAMPTON, Project Hydra:
Tel: 11604 539966

RUSHDEN, Osborne Sports & Toys:
Tel: 1933 312 415
WELLINGBOROUGH, Software Seller:
Tek: 11933 440 861

ASHINGTON, Blue Box Models:
Tek: 01670 521279

BLYTH, Clarkes Convenience Store:
Tel: 01670 353 169

CORBRIDGE, The Village Square:
Tel: 01434 534 056

HEXHAM, Robbs:

Tel: 01434 602 151

MORPETH, TG Allan:

Tel: 11670 515 136

GW NOTTINGHAM (Central):

34a Friar Lane, NG1 6D

Tel: 0115 948 0651

GW WARHAMMER WORLD:

Wiltow Road, Lenton, NGT 2WS

Tel: 0115 916 H410

BEESTOM, Chimera Leisure:

Tel: 01159 229880

CLIPSTONE VILLAGE, TC Fainting Studios:
Fol: DIA2Z hi5 236

MANSFIELD, The Games Emporium:
Tel: 01623 60 122

MANSFIELD, Maelstrom Games:

Tel: 11623 238519

MNEWARK, Access Models:

Ted: 01636 673 116

NEWTHORPE, Caliver Books:

Tek: 01159 302111

NOTTINGHAM, Goblins Lair:

Tok: 01159 789025

NOTTINGHAM, HobbyCrait:

Tek: 0845 051 6249

RETFORD, Bookworm:

Tol: 01777 Q68224

SUTTON IN ASHFIELD, Model World
Tol: 01623 443863

WEST BRIDGFORD, Inspirations
Tel: 0115 902 1200

WORKSOP, Model Base:

Tel: 11909 501 752

GW OXFORD:

1A Bush House, New Inn Hall Street, OX1 20H
Tel: 01065 242 162

BANBURY, Trinder Bros:

Tek: 01295 262 545

BICESTER, HobbyCraft:

Tel: DRSS 051 6557

CARTERTON, Giles Sports:

Tel: 01993 142 396

OXFORD, Boswells Toymaster:
Tol: 01865 241 243

OXON, Kev's Toyshop:

Tel: 11491 825136

WITNEY, Dentons:

Tel: 19493 704 979

HAVERFORDWEST, Emry's:
Tek 01437 779 64

OAKHAM, Rutland County Museum:
Yol: 01572 T5B436

GW SHREWSBURY:

i Market Street. SY1 10LE

Tel: 1174 436 1007

@TE[F{)RD, Questing Knight Games:
Tel: D1952 417 747

JACKFIELD, Robert Harrop Designs Ltd:

Tei: 01452 BUSBO4

OSWESTRY, Totally Games:

Tef: 01691 HHE 994

TELFORD, Sanda Games:

Tel: 01852 676 72




GW BATH:
15 St James Parade, BAT TUL
Ted: 1122 533 4044
YEOVIL, Wi
Tel: 01935 427077
BRIDGWATER, Insane Games:
Tel: 01178 433554
BURNHAM ON SEA, GW Hurley:
Tel: 01278 TR 281
CLEVEDON, IJuyds Toys:
Tel: 01275 341 1%
FROME, The Ellenbray Press:
Tel: 011373 452 139
ROME, Frome Model Centre:
Tel: 01373 465295
GLASTONEURY, Pedalers Toymaster:
Tel: 01458 834 562
MIDSOMER NORTON, Signals:
Tok: 01761 402484
MINEHEAD, Salty Dog Comics:
Tel: 07634 708600
STREET, Insane Games:
Ted: 01458 341441
TAUNTON, Krackers:
Tel: 11823 335 057
TAUNTON, Halcher & Sons:
Tel: 11823 77

Engine:

WEFI'DN sum MARE, The Games Bunker:
Tel: 01934 622141

WESTON SUPER MARE, Lloyds Toys:
Tel: 01934 418151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

STAFFORDSHIRE

= GW BURTON ON TRENT:

Unit B, Union Court, Union Street, DE14 1AA
Ted: 0128 353 5865

GW STOKE:

27 Stafford St, 5T1 1JU

Telt 0178 220 5287

ALSAGER, Alsager Toys and Models:
Tel: 01270 882 871

BURTON, Blue Grove Racing:

Tel: 01203 512731

HEDNESORD, Best Bargain Models:

LICHFI[I.D igital Dragons:

Tel: 47941 6377

STAFFORD, Mini Wargaming UK:
Tel: 11212 BA12IS

STAFFORD, SLD Models:

Ted: 01785 258 731

STAFFORD, smﬁoni Games:

Tel: 01785 2855

STAFFORD, 'I'ﬂo Fat Goblinz:

Tel: 3 244 494
STDKEACIN-TRENT Adfiinity Models:
Fel: 01782 320950
STOKE-ON-TRENT, Toytown:

Tel: 01538 750555
TAMWORTH, Hobbycraft:
Ted: 1827 300 S0

SUFFOLK

GW IPSWICH:

#3 Wastgate Strect, 1P1 3DZ

Ted: 01473 210 031

BECCLES, Toy Box:

Tel: 01502 712 785

BURY 5T, EDMUNDS, Model junction:
Tel: 01284 753 456

BURY ST, EDMUNDS, Runik Games:
Tal: 01284 719 607

BURY ST. EDMUNDS, Starlings Toymaster:
Tek 01284 761 Bd6

FELIXSTOWE, Wizards Workshop:
Tek: 01394 277 233

IPSWICH, Toy Attic:

Tel: 01502 513477

NEWMARKET, Moons Toyland:
Ted: 01638 HR 147

STOWMARKET, D | Collectables:
Tel: (1449 771 015

STOWMARKET, Simpson & Sons:
Tel: (11449 612 414

SUDBURY, Tinetty’s Toys:

Tel: 0177 372236

WOODBRIDGE, Toytown:

Tel: 01304 383 170

GW GUILDFORD:
Unit 1, 9/12 Tunsgate, GLIT 30T
Tel: 0748 345 1793
GW WOKING:
Unit 3, Cleary Cours, 16% Church Streel Easl, GUZ1 &H|
Tel: 0148 377 1675
@CAMBERLE\F, Morning Star:
Tel: 01276 685160

CATERHAM, Modeller's Loft:
Tel: D182 341 M8
COBHAM, Funtasia:
Tel: 01532 857374
CRANLEIGH, David Mann:
Tek 01483 273 777
DORKING, Dorking Models:
Tel: 01306 881 747
FARNHAM, Enchanted Wood:

3 2
GODALMING, The Toy Box:
Tek: 1483 4343875
HASLEMERE, Enchanted Wood:
Tel: 1428 ﬁw'ylw
LIGHTWATER, Lightwater Homecare:
Tel: 01276 471075
REDHILL, Gamers Guild:

Tel: B1737 789 123
REIGATE, The Tny Shop:
Tel: 01737

RICHMOND Tw Station:
Tel: 0208 940 46%
WOKING, HobbyCrait:
Tel: QU45 051 6556

SSEX ARER

GW BRIGHTON:

Unit 7, Nike Pavilinns, BNT THW

Tel: 0127 320 3333

= GW CRAWLEY:

17 Broadway, RH10 10X

Ted: 1129 355 2072

= GW EASTHOURNE:

33 Cornfeld Road, BN21 400G

Tel: 1132 364 1423

GW WORTHING:

# Bath Place, Worthing, BN1T 354

Tel: 01903 213 530

BOGNOR REGIS, Trains Models and Hobbies:
Tel: 01243 864 727

BRIGHTON, Wargames Heaven:
Tel: 01273 205001

BURGESS HILL, Kid's Stuff:

6Tel: 01444 257 724

CHICHESTER, Chichester Toys:
Tek: 07243 7H1@ 055

CRAWLEY, HobbyCraft:

Tel: 1845 0571 6552

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 11342 300 917

EASTBOURNE, Rainbow Toys:

Tel: 01323 7396492

HASTINGS, Hastings Hobbies:

Tel: D424 200021

HAYWARD'S HEATH, Clarkes:

Tel: D444 457551

HORSHAM, Battlequest Games:
Tul: 01403 242003

HOVE, Kids Dreams:

Tel: 01273 420 666
HURSTPIERPOINT, Helter Skelter:
Tel: 01273 835333

ST LEOINARDS ON SEA, Silverbill Models and Toys:
Tel: 01424 431 133

STEYNING, The Dollhouse Shop:
Ted: 019403 616612

UCKFIELD, Kid's Stuff:

Tel: 11825 Thé 398

TYNE AND WERR AREA

GW NEWCASTLE (Central):

Limit &, Newpale Shopping Contre, NE1SPY
Tel: 0197 232 2418

GW METRO (Metro Cenire):

Unit 2, First Hoor, The Arcade

inear the Mediterranean Villagel, NETT #Y1
Tel: 0197 461 09540

* GW SUNDERLAND:

2538 High Street West, Sunderdand, 5R1 3DH
Tel: 01915 100 434

GATESHEAD, The Gamers Outpost:
Tel: 01971 491 6400

GATESHEAD: HobbyCraft

Tel: (91 452 7410

NEWCASTLE UPON TYNE, Fantastic Toys:
Tel: 07812 311001

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDEIILAND Tm- and Computer Store:
Tel: 0191 5

GW COVENTRY:

Undt 39, Uppor Level, Cathedral Lanes
Shapping Centre, €Y1 1LL

Tuk: 0247 622 7IT1

» GW LEAMINGTON 5PA:

32 Regent Street, CVA2 5EG

Ted: 11926 435771

= GW NUNEATON:

1 Bridiye Streed, CV11 407

Tel: (2476 325754

* GW STRATFORD:

Unit 1, 27 Windsor Steeet, CV3T 6L

Tul: G709 207 262

BEDWORTH, Railway & Modeliers junction:
Tk 02476 316 205

COVENTRY, Hobbycraft:

Tel: 02476 234 520

KENILWORTH, Abacraft Arts & Pictures:
Tek: 01926 511 294

NUNEATON Hean: of England Co-op:
Tel: 0

IIUGB\’ Iulo kallway\s & Models:

Tel: 01788 562 372

STRATFORD-LPON-AVON, Much ade ahout toys:
Tel: DITRY 295 450

WARWICK, Castle Trains:

Tel: 01926 497 M5

WILTSHIRE

GW SALISBEURY:

1B Winchester Streat, 5P1 THE

Tol: 0172 233 0955

GW SWINDON:

18 Brunal Plaza, SN ILF

Ted: 0179 343 6036

CHIPPENHAM, Thorntons Toymaster:
Tel: 01245 463100

DEVIZES, Hoggosaurus Toymaster:
Tel: 01380 773 041
MARLDORDUCH Ducklings Toys:
Tol: 01672 31217

MELKSHAM, 'llle Toyshop:

Tel: 01225 764 415

SHAFTESBURY, Harding’s:

Tel: 01747 H5H295

SWINDOMN, HobbyCrait:

Tel: 0B45 051 6351

TROWBRIDGE, The Toy Shop:

Tel: 01225 768 415

WESTBURY, The Gas Cupboard:
Tel: 01373 B25 825

'WESTBURY, Triple Helix Wargames:
Tel: 08000 2HI539

GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza, WR1 205
Tel: 07910 561 6707

DROITWICH, HobbyCrait:

Tel: 0B45 051 6548

I.an-nlt Ltd T/A Tayworld:

REDDITCH, Hoblﬂ‘ Hut:
Tk 01527 540 840

STOURBRIDGE, Invasion Games:
Tel: 01384 373536

YORNSHIRE

= GW BRADFORD:
4 Miccadilly, Bradford, BT 3W
Ted: (1127 473 1430
= GW DONCASTER:
26 High Street, Doncaster, DN 100W
Ted: 0130 232 0535
= GW HARROGATE:
53 Stafion Parade, HG1 17T
Tel: 1142 336 4310
GW HULL:
30 Paragon Street, HUT 38D
Yol: U148 258 9576
GW LEEDS:
304 Lands Lane, LS 6LB
Tel: 0113 242 0834
= GW SHEFFIELD (Central):
16 Fitzwibliam Gate, 51 41H
Tel: 0114 275 0714
GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Strect, Upper Mall
{nest to entrance near Boods), 59 16N
Ted: 0114 256 536
GW WAKEFIELD:
15 Kirkgate, The Rilings Centre, W1 1TB
Tel: 192 436 3431
GW YORK:
13A Lendal, YO BAG
Tel: 1190 462 5014
HEFFIELD, Wargames Emporium:
Tek: 01142 754 820
BARNSLEY, Janco Toys:
Tl 01226 208634
BEVERLEY, Game Invader:
el 01452 #8196
BRIDLINGTON, Icy Tea Ltd:
Tok: 0726 403 054
DONCASTER, Zone Out:
Tek: 07302 10205
GOOLE, Hall's Music:
Tel: 11405 764191
GUISBOROUGH, Stokelds Toy Centre:
Tel: (1267 632 935
HALIFAX, Conways Toymaster:
Tel: 01422 353 Gl
HALIFAX, Halifax Modellers World:
Tel: 01422 349 157
HUDDERSFIELD, Something Wicked:
Tel: 01484 559 226
HULL, Archeron Games Workshop:
Tel: 01482 220017
KEIGHLEY, Cnmvays Toymaster
Tel: 01535 414
LEEDS, 360 Gamts:
Tel: 1113 2605222
LEEDS, Hobbycraft:
Tel: 0113 389 34120
NORTH HUMBERSIDE, Game Invader:
Tel: (11402 661961
NORTHALLERTON, T & FM Grover Lid:
Tel: 01604 773 134
PICKERING, Puffers of Pickering:
Tel: 01751 472 762
POCKLINGTON, Chylds Play:
Tel: 01754 306 041
PONTEFRACT, Goddards Models & Toys:
Tek 01977 599144
RIPON, The Knowledge Magnet:
Tel: 01765 A90115
SCARBORQUGH, Space, Myth and Magic:
Ted: 08456 441 113
SELBY, A1 Sports and Toys:
Tel: 01757 705 115
SHEFFIELD, HobbyCraft:
Tel: (645 051 6526
Imp Miniatures:

Tel: 07773 029384

SKIPTON, anen Model Centre:

Tel: 01756 797414

THIRSK, Thirsk Art Store:

Tol: 01845 574457

WHITBY, John Anderson - Toymaster:
Tek: 074947 B02 213

GW BELFAST:
204 Castle Courl, BTT TDD (owards the hack
of the centre)Tel: 0289 0233684
ARMAGH, Kidzone Toymaster:
Tel: 028-3045 8605
ARMAGH, Rennicks Model Tune:
Tel: 028 38320555
BALLYMENA, Camerons:
Fol: 02825648021
BANBRDGE, Toymaster Banbridge:
Tel 028-40622225
BANGOR, Replay Games:
Tol: 02891452270
BELFAST, The Basement:
Tel: (028) 9046 0444
BELFAST, Serenlty Games:
Tel: 024 2024 9571
CARRICKFERGUS, The Basement:
Tel: 028-9336 3678
ENNISKILLEN, Hannas Toyworld Toymaster:
Tel: 02E-663I2LIRT
ENNISKILLEN, Modellers Corner:
Tel: 025-66322367
LISBLIRN, Frontline Models:
Tel: 128 9267 TH44
NEWRY, Murphy’s World of Wonder:
Tel: 028-30264975
NEWRY, Murphy’s World of Wonder:
Tl 02030264978
NEWTOWNARBBEY, The Basement:
Tek: O2H-B0777 208
LARNE, The Basement:
Tal: 0202027 6461
|, White's Toymaster:
Tel: (2882242427

SCOTLAND
GW ABERDEEN:

Unit 1, 1214 Upper Kirkgate, AB10 184
Tel: 0122 464 9779

2, Lurne Arcade, 115 High Strect, KAT 158
el 01292 285 650

GW DUNDEE:

190 Cammercial Street, DD 241

Tel: 0138 220 2382

GW EDINBURGH:
136 High Street, EH1 105
Tel: 0131 220 6540

= GW FALKIRK:

12 Caw Wynd, FK1 TFL
Tel: 0132 467 4553

GW GLASGOW:

81 Union Street, G1 3TA
Tul: 0147 221 1673

= GW LIVINGSTON:
2 AMlmondvale Centre, EH34 6NE
Tek 01506 443256

= GW STIRLING:

45 Darnlon Street, FKA THF
Tel: 1N 7HE 45409

ABERDEEN,

Tel: (1224487 A500

ABERFELDY, Crossfire Hobby:
Tel: (MBHT 429 519

ARBROATH, Hags:

Tel: 01241 872745

ARGYLL, Alba:

Tel: 01631 561643

AYR, Toy Town:

Tel: 01292 202945

BANCHORY, Toy and Giit Shop:
Tel: 01330 523 §
BRECHIN, Gardiners:

Tel: 01356 622 265

DINGWALL, Sparts and Model Shop:
Ted: 07148 862 346

DUNFERMLINE, Abbey Models:

Tel: 01383 731 116

DUMFERMLINE, Walker's Opticians:
Tel: (1383 A1 636

DUMFRIES, Toytown:

Tel: 01 307 264864

EDINBURGH, Mannm-ull.e Models:
Tel: 01313 177 610

EDINBURGH Mlmslry of Gaming:
Tel: 0131 228 %

EDINBURGH Tays Galare:

Tel: 0131 447 1006

ELGIN, Junner’s Toymaster:

Tel: 01341 542 492

FORT WILLIAM, The Granite House:
Ted: 01397 703 651

GALASHIELDS, Books Plus:

Tel: 11896 752643

GLASGOW, HobbyCraft:

Tel: (B45 051 555

GLASGOW, Static Games:

Tel: 1141 552 97865

GREENOCK, Arts, Crafts & Hobhies:
Tel: 01475 785 M4

HADDINGTON, Mike's Models:

Tek: 01620 825 531

HAMILTON, Ink Spot:

Tek: 01698 201311

INVERCLYDE, Arls Crafts & Hobbies:

Tel: 01475 785 24
INVERNESS, ]unntl! Toymaster:

Ted: 01463 733 234

INVERURIE, Modles Unlimited:

Tel: 447 672 277

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

KIRKCALDY, Kingdom of Adventure:
Tel: 01592 328121

KIRKCUDBRIGHT, Solway Books:
Tel: 01557 330635

LARGS, Bus Stop Toy Shop Lid:

Tel: 01475 GH%092

ORKNEY, Cycle Orkney:

yM.udei Shop:
Tel: 0141 I\&J 41

PERTH, Millars Models:
Tel: 1173 856 1835

PERTH AND KINROSE, Crossfire Hobby:

Tel: (MBAT H29 519

PETERHEAD, George Donald Ltd:
Tal: 11779 474 737

PETERHEAD, Peterhead Puffers:
Tel: 01774 481102

SHETLAND, Harrys Dept Store:
Tel: 01355 693 097

STONEHAVEN, Toymaster Toyland:
Tek: 01569 766131

STRANRAER, Discover:

Tel: 1776 TUD0ES

THURSO, Durrans:

Ted: 01847 843 164

= GW CAMARTHEN:
19 Bridye et 5431 25
Tel: 01267 231204

GW CARDIFF:

31 High Street, CF10 1PU
Tel: 0292 D64 4917

= GW CWMBRAN:

30 The Parade, Cwmbran, Gwent, NP44 19T
Tel: 01633 B74 070

« GW NEWPORT:

25 Skinner Street, NP2D 1HE
Tef: 0163 325 6295

GW SWANSEA:

53 Kingaway, SA1 SHF

Ted: 0174 246 3960

ABERGAVENNY, Richards of Abergavenny:

Tel: 11873 852 486
ABERYSTWYTH, Albatross:
Tel: 01970 617 836

BANGOR, Acme Games:

Tel: 01248 334798

BRECON, ] Clark Toys & Gifts:
Tel: 01874 622 865

CAERPHILLY, Jet Models and Hobbies:

Tek: Q2020 BEOGO

CARDIFF, Firestorm Games:
Tel: 02020 227117

CARDIFF, HobbyCraft:

Tel: 0645 051 6356

CARDIFF, Otakuzoku:

Tel: 07B9163U060
CARMARTHEN, Good News:
Tel: 01267 237 78%
CARMARTHEN, Hardings:
Tel: 01267 237 774
CHEPSTOW, Artists Corner:
Tel: 01291 627 393

COLWYN BAY, Clay Corner:
Tuk: 07492 545415

COLWYN BAY, Hippo Toys:

Tel: 11492 534 164

COLWYN BAY, Igor's Attic:

Tel: 01442 534 700
DENBIGSHIRE, The Games Exchange Lid:
Tel: 01745 336644 4
DOLGELLAL, Waterloo:

Tel: 01341 423 417

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 794 718

NEATH, Fish N Things:

Tek: 01792 512 199

NEWPORT, HobbyCraft:

Tel: 0845 051 K340

NEWTOWN, Crafts and Co:

Tel: (68627000

PEMBROKE, Dragon Alley:

Tel: 01646 611 456

PONTYPRIDD, Sugar and Spice:

Tel: 07879 2 37"

PORTHCAWL, Game itd:

Tel: 61656 784 425

PORTHMADOG, Porthmadog Models:
Tel: 01766 R302641

RHYL, Lightfoot Models:

Tel: 01745 337 564

SWANSEA, Cnmux Shoppe:

Teli 01792 642

WREXHAM, Bnle Ideas Toymaster:
Tel: 01978 Zhl 234

INTERNATIONAL
ACCOUNTS

BELGIUM il
GW ANTWERPEN:
Viemincksiraal 10, Antwerp, Antwerpen2000
Tel: DO3Z 3485 627
BRUGGE, Fair Play:
Tol: 130 30 51 8%
HASSELT, Oberonn:
Tel: 071 351 358
@MECHELEN, De Spelfanaat:
Tel: 013 34 59 07
ST, Hermelijn:
Tel: 053 41 48 &6
AALST, Highborn:
Tel: (4B5 26 b4 47
AARSCHOT, Ingelberts:
Tel: +32 16 56 62 23
ANTWERPEN, Celtic Cross:
Tel: 03 286 81 65
BEVEREN, EP-Fun
Tel: 03 295 59 82
BRUSSEL, Au Chaudron Magique:
Tek: D470 67 BO 49
BRUSSEL, Intertoys Anderlecht:
Tel: 025 23 8 73
BRUSSEL, Intertoys Ixelles:
Tolk: 025 14 17 03
DENDERMONDE, Utopia Games:
Ted: 052 52 31 99
DEURNE, The Gamestore:
Tel: 023 26 55 35
GENK, Stripwinkel Bloomies:
Tel: M76 30 05 30
T, World’s End Comics:
Tel: 32 (09) 222 05 T
HALLE, Mishra's Playground:
Tel: 023 61 58 53
HALLE, Top 1 Toys:
Tel: 023 56 04 03
HEIST-OP-DEN-BERG, RC Vulture:
Tel: 432 473 B2 54 62
KOKSIDE, Delta Toys:
Tel: 56 51 M) 14
KONTICH, Janneke Maan:
Tel: 03 4411 22 34
KORTRIJK, Albion:
Tel: 056 32 43 07
LEUVEN, Metalzone Leuven:
Tel: 0477 77 2 12
LEUVEN, Spelfanaat Leuven:
Tel: 016 84 36 30
MERKSEM, The Movie Zone:
Tel: 03 293 56 59
NEERPELT, ‘t Spellenhuis:
Tel: 011 74 49 79
OVERI|SE, Intertoys Overijse:
Tek: 0126 B 42 51
DOSTENDE, King Arthur:
Tel: 05% 51 57 56
ROESELARE, Black Border:
Tel: 151 20 B2 50
RONSE, Modelbouw Dekeyser:
Tel: 055 45 79 60
SINT NIKLAAS, Het Speelgoedanker:
Tel: 03 766 67 00
TURNHOUT, ‘1t Bazarke:
Tel: 074 41 19 36
VILVOORD, Boekcenter BVBA:
Tel: +32 (02) 251 20 05
WESTKERKE, What Ever:
Tel: 432 (0473] 77 16 41
WESTOUTER, Domino:
Tel: 057 445166

BRASILIA, Hobbyart:

Tel: 16 3443 8329

CAMPINAS, Legends do Brasil:

Tel: 19 3234 3343

CURITIBA, Itiban Comics Shop:

Tel: 41 3232 5367

JUIZ DE FORA, Magazine Taberna do Dragao:
Tek: 32 3234 5757

PIRACICABA, Nobel Livraria:

Tek: 97 3403 2727

PORTO ALEGRE, Jambié:

h:[! 51 3226 1426

SAN |OSE DOS CAMPOS, Hobby Depot:
Tel: 12 3042 3451

SAN PAULO, Lududeria Bar Café:
Id! 11 3253 84352

SAN PAULO, Moonshadows:

Fel: 11 3266 1916

SAN PAULO, Taverna do Ogro Encantado:
Tel: 11 3061 9842

SAN PAULO, Terramédia:

Tel: 11 2127 BT67 |

SANTO ANDRE, Hobby Depot:

Teb: 11 4438 5080
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VINHEDO, Hobby Depot:
Tek: 19 3826 Isﬂll:hb, w‘

BULGARIA ==

Magic Worlds:
Tel: 359 2 586 6856
SOFIA, Black Citadel:
Tel: +359 885539771
SOFIA, Moria:
Tel: 360 2 986 6858

GEORGE TOWN, GameShack:
Tel: 1 345 943 4263

BEIJING, No 14 Arsenal:

Tel: 0086 10 84011414

BEI)ING, Tong Yun Card Game:

Tel: 0086 13801324686

BEI]ING Beijing Warhammer Club:
Tel: 0086 10 64037588

BEIJING, Warhammer Elite Club:

Tel: 00B& 10 51671363

BEJING, Warhammer Games Shop (Xidan):
Tel: 008 15811202673

BEIJING, Tianjin Waaagh! Gaming Club:
Tel: ODRG 13682199861

SHANGHAI, Zark:

Tol: 0086 (21) 57631665

SHANGHAI, Zhanchui Store:

Tel: DG 27 523609040

SHANTOU, Miniature Kingdom:

Tel: 0754 !Nﬁﬂ‘ﬂﬁ

WUHAN, Stormcastle Warhammer Club:
Tel: D086 13476097121

WUHAN, Zhi-Li Model:
Tel: (086 27 B2E18761

OSIJEK, Land of Magic:

Tel: 385 31 273 784

OSIJEK, Land of Magic:

Tel: 305 31 168 412

RIJEKA, Land of Magic:

Tel: 385 51 371 308
SAMOBOR, Land of Magic:
Tel: 385 1 3323 241

SPLIT, Land of Magic:

Tel: 385 21402249
VARAZDIN, Land of Magic:
Tek: 385 42200161

ZADAR, Land of Magic:

Tek: 385 23 253 839

ZAGREB, Land of Magic:
Vek: 385 14870077

ZAGREB, Land of Magic:

Tel: 30514923917

NICOSIA, Isengard Fantasy Shop:
Tel: B0 35 722680700

KATO PAPHOS, Cyprus Crusade:
Tel: +357 976 49072

BRNO, Cerny Rytir:

Tel: 420541214860

CESKE BUDEJOVICE, Chaotit:

Tel: 4420602459158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 4420495522009

KOPRIVNICE, Magic:

Ted: 44204955 220049

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +4T06D5564448

LIBEREC, Battle Games-Obchodni Pavilion:
Teh +A20777526154

OSTRAVA, Matrix (knihkupectvi):
Tek: +420774 404 024

PRAHA,

Tel: 4420224534811

PRAHA, Cerny Rytir:

Tol: +42022231 2361

PRAHA, Ci

Tel: 4420232312467

VSETIN, Atlantis:

Tel: +420571411697

DENMARK

GW K@BENHAVN:
Frederikshorggade SKL, 1360,
Tel: 0045 33 12 22 17
LBORG, Dragons Lair:
Tel: +45.98 12 16 16
RHUS C, Dragons Lair:
Tol: +45 B6 18 44 03
@KﬁHENMA\fN K, Faraos Cigarer:
Tol: +45 33 67 20 09
@lYNGﬁ\", Faros Cigarer:
Tel: +45 3210 23 23
@()DENSE C, Dragons Lair:
Tel: +45 6317 1219
ROSKILDE, Fanatic Roskilde:
Tel: +45 46 36 35 48
AALBORG, Aalborg Hobby Service:
Tel: 95 12 1315
AALBORG, Gunzone:
Tel: 3512 45 45
AARS, Ting og sager:
Tel: 90 62 45 32
ASNJES, Bog & Ide Asnas:
Tel: 59 65 00 14
BORNHOLM, Dorthes Hobbystue:
Tel: 56 95 94 49
ESBJERG, Advenlnr! Corner:
Tel: 3571 11 54
ESBJERG, Amnld Busck:
Tel: 751211 77
ESPERCERDE, Amold Busck:
Teld: 491319 46
FREDERIKSV/ERK, Legekaden:
Tel: 47 72 16 93
HELSINGE, Arnold Busck Helsinge:
Ted: 48 79 40 (1
HELSING@R, Hobby og Fritid:
Tel: 49 21 45 42
HELSING@R, Arnold Busck:
Tek: 49 21 56 00
HERNING, Farges Kelder:
Tel: 35 10 18 97
HILLER@D, Hobby & Fritid:
Tek: 45 25 26 16
HILLER@D, Legekeden Hillerad:
Tel: 48 24 61 61

HJERRING, Arnold Busck:
Tel: 95 92 B0 40

HOBRO, @sterskov Efterskole:
Tel: 61 69 95 93

HOB/&K, Hack ‘n’ Slash:
Tel: 61 66 29 12

HORSENS, Legekaeden:
Tel: 75 61 60 11
HEBRSHOLM, Bog & Ide:
Tol: 45 B5 04 08

HUNIMGE, Arnold Busck:
Tel: 43 90 6 08
KOBENHAVN K, Fantask:
Tel: 33 93 85 34

KSGE, :
Tel: 56 61 07 04

KOLDING, Arnold Busck:
Tel: 75 50 36 34

L\‘NGBY Arnold Busck:

Tel: 45 87 04 45

MARIBO, Guldborgsund Hobby:
Tel: 54 60 17 58

MNASTVED, Legekaeden:

Tel: 51 20 97 13

ODDER, Legekzden Odder:

Tel: 36 54 42 76

RANDERS, Byrge Sarensen Hobby:
Tel: 86 42 58 14

RANDERS, Randers Hobby Import:
Tel: 86 43 39 23

RADOVRE, Amold Busck:

Tol: 36 41 04 35
ROSENGARDSCENTREE Arnold Busck:
Tel: 66 15 59 28

SFI.I(EEORG, Asgaard Games:

Tol: 201 55 94 66

SILKEBORG, Bog & Ide:

Tel: b 152 02 87

SKIVE, | Boj del:

Tel: 47 sum ghan

SI.AGEL Uldlult:n

ST HEDDINGE Hobbystalden:
Tel: 56 50 B6 10

STENLGSE, HH Hobby:

Ted: 23 46 39 &

SVENWORG Farve & Hobby Hjernel:
Tel: 62 21 31 31

TAASTRUP, Genbrugsbager:
Tel: 43 71 61 15

VEJLE, Amold Busck:

Tel: 75 82 05 44

VIBORG, Bog & Ide:

Tel: 86 62 68 68

ESTONIA —
TALLINN, Apnﬂoxruﬁvm

Tel: 63 36 000

T.l!I.I.I.INN | Ludo:

Tel:

STANLEY, Falkland Collectibles:
Tel: 050021174

FINLAND e

GW HELSINKI:
Simankaty 9, 00100,
Tel: 09 75 15 45 25

, Bspounizhden Puolenkuun Pelit:
Tel: 09 6980300
ESPOO Tapmlan Puolenkuun Pelit:
7¢| 1 - 412 9
@T ELSINKI, Fanlasiape!h Helsinki:
el: (09) 650 803
@HEI.SINICI , Helsingin Puolenkuun Pelit;
Tel: 19 6980300
(OENSUU, Fantasiapelit Joensuu:
Tel: (013) 284 314
@lWASJ(YLA, Fantasiapelit |yviskyla:
Teli(014) 216 629
KOUVOLA, Kouvolan Puolenkuun Pelit:
Tel: (03) 222 52 O
HTI, Lahden Puolenkuun Pelit:
Tok: 037515151
@I.A.PFEEMMNIA, Fantasiapelit Lappeenranta:
Tolk: (05) 541 1375
@OULU , Fantasiapelit Oulu:
Vel: (0B) 374 W06
RVOO, Porvoon Puolenkuun Pelit:
Tel: 01953 48377
TAMPERE, Fantasiapelit Tampere:
@hl (03 222 52 06 i e
@TUHKU Fantasiapelit Turku:
Tel: (02) 232 B4 13
AHTARI, Honkaniemen Kirjakauppa:
Tel: 06 553 0027
ALAND, Dillen AB:
Tel: 01815578
EKENAS MMMandeln AB:

EENI.INNA Lelushoppi:

Tok: 036823950

HEINOLA, Talousmuovi ja lelu:

Tek 03 715 st

HYVINKAA, Royal Toys:

Tok: 014 429376

IMATRA, Kirja-Lahja Alex Ky:

Tel: 0543 19555

JARVENPAR, Askartelutarvikeliike Taitaville:
Tel: 19 2754 i1 20

KARIS, Bl Lidan KD:

Tel: (19 234 94

KERAVA, Antikvariaatti Kersa:

Tel: 00358 44 965 7775

KOTKA, Eagle Card OY:

Tel: 0034 5 214238

KOUVOLA, Muoviepox KY:

Tel: 053117955

LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 4117761

MIKKELI, Lastentarvike Muppela:

Tk 015361611

ORIVESI, Silver Seed:

Tel: 9417775166
PORI, Askartely-P
Tel: 02 (326671
RAAHE, Raahen Astartelu ja Paperi:
Tel: OB2TI6H25

SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: I"‘Ii 534412

SEINAJOKI, Fantasialinna:

Tel: 040 5616338
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SEINAJOKI, Pelikeidas:

Tek: DOISH 6 4177880
TAMPERE, Pelimaa OY:

Teh: D50 5558113

TAMPERE, Kirja Karkkainen:
Tel: 03 2251850

URUMI, Kuopio:

Tel: () 17 364 86 86

VAASA, Pelimies OY:

Tel: 06 312 5111

@GIBR}\I.TAR, K&M Hobby Centre:
Tel: 350 20070037

ATHENS, Avalon Games:

Tel: 0030 200 BOT6O4T

ATHENS, Fantasy Shop:

Tel: 0030 210 B231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 260 6005312

ATHENS, Fantasy Shop: Exarcheia:
Tel: 0030 250 3620877

ATHENS, Fantasy Sllup Kallithea:
Tel: 0030 210 959 242

ATHENS, Fantasy Shop: Pagrati:
Tek: 0030 210 7560780

ATHENS, Hobby Planet:

Tok: D030 210 6842816

ATHENS, Kaissa Amarousiou:

Tel: D030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: D030 210 8982 057

ATHENS, Kaissa Halandriou:

Yel: G 210 698485

ATHENS, Kaissa Kallidromiou:
Tel: 0430 210 366305

ATHENS, Kaissa Monokeros:

Tel: 003 210 8813 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 9817944

ATHENS, Kaissa Neas Smimis:
Tel: 00 30 210 9317944

ATHENS, Kaissa Pagratiou:

Tel: 00 30 210 7218 10

ATHENS, Strategy Hall:

Tel: 00 J02147T35757

CHANIA, Kaissa Chanion:

Tel: 0030 2821082945

CRETE, Fantasy Shop: Herakleion:
Ted: 0030 2610 301312

HALKIDA, CD Corner:

Tek: 0030 2221 DB7315

KERKYRA, Di gltal Fantasy:

Tek: 002261

LARISA, Kalssa Larisas:

Tel: 0030 2410 538555

LOANNINA, Kaissa Loannina:
Tel: 011 30 2651030890

LARISA, Kaissa Larisas:

Tol: (030 2410 538555

NAFPLIO, Miniature Shop:

Tel: 00 30 2752024884

NEA SMYRNI, Games Vault:

Tel: 0030 213 0304722

PALLINIS, Hobby Planet:

Tel: 210 642 816

PATRAS, Kaissa Patras:

Tel: 1030 2610625632

PERISTERIO, Kaissa Peristeriou:
Tel: 0030 205TR670T
THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449377
THESSALONIKI, Kaissa Thessalonikis:
Tek: 00 30 2310 257 197
THESSALONIKI, Underworld:
Tel: 0030 2310 2441 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 26702

HONG KONG

HONG KONG, Fun Atelier:

Tel: (B52) 2066-4670

BUDAPEST, Compaya:
OIE56 A 4261186

BUDAPEST, Dungeon:
BO36 1 3211373

BUDAPEST, Kristdlcsarnok:
26 209 251 030
BUDAPEST, Sas Military:
36 1 2664393

BUDAPEST, Wargammers:
1036 30 6367670
NAGYMAROS, Kerekkonyr:
03h 70 15945480

REYKJAVIK, Nexus:
Tel: 00354 552 9011

JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50343

SURABAYA, Fantasy N Games:

Tel: 031-740-2475

GW BLANCHARDSTOWN:
Unit 2494, Blanchardstown Shopping Contre,
Dublin, Tel: 07 822 3868
GW DUBLIN:
Unit 3, Lower Liffey Streel.
Tel: 01 872 5791

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Gamers World:

Tel: a7 a2
ATHLONE, Valhala Games:
Ted: 007 -9210030
BALINA, World of Wonder Balina:
Tek: 0% 76676
CAVAN, x Games:

26504

CAVAN, Clarkes Toymaster:
Tel: 1353 49 4372 222

COBH, Toytown Toymaster:
Tul: 027 4814 562

CORK, Murphy's Toymaster:

Tel: 00353 56 413 76

CORK, Toytown Toymaster:

Tel: 021 4874 162

DOUGLAS, Art and Hobby:

Tel: 021 436 3580

DROGHEDA, Art and Hobby:

Tel: 141 907 3270

DUBLIN, Art and Hobby Jervis Centre:
Tel: 14 745 317

DUBLIN, Joe Mannions Newsagents:
Tel: 01 4392387

DUBLIN, Toymaster Banba Dublin:
Tel: 01 872 7100

DUBLIN, The Toy Store:

Ted: 011 6774420

DUN LADGHAIRE, Toymaster Banba Dus Langhaire:
Ted: 012 404 011

DUN LAOGHAIRE, Art and Hobby:
Tak: 012605047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

ENNIS, Tir na Nog Toymaster:

Tok: 00353 63 6542 38N

ENNIS, World of Wonder Ennis:

Tel: 065 634 5697

GALWAY, Mode! World:

Tel: 0 765655

KERRY, Cabal’s Toymaster:

Tel: D353 b6 7121047

KILLKENNY, The War Forge:

Tel: +353 87 Gb02952

LAOIS, Grahams Toymaster:

Tel: 057 862 1001

LEXLIP, Paint and Dice Games:

Tel: 11 615 5708

LIMERICK, Art and Hobhby:

Tel: 061 9757

LIMERICK, The Gathering:

Ted: 61 315133

LOUTH, Kidzone Toymaster:

Ted: 00353 42 9330318

LOUTH, The Wargamers:

Tel: 4353 B6 8382159

MACROOM, Toymaster Marys:

Tel: 026 32491

MAYNOOTH, Eason Bookstore:

Tek: 00353 1 629 3763

MULLINGAR, Sars & Bows Hobbées and Crafts:
Tek: 044 9396839

MULLINGAR, Stars and Craits:

Tek: 00 353 79402799

NEWBRIDGE, Art and Hobby:

Tel: 045 $50280

NEWRY, Murphy's Toys:

Tel: 025 30264978

OFFALY, Kelly's Toymaster:

Tel: D353 57 9351505

SANTRY, Art and Hobby:

Tel: 01 162 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2880788 m"
WILTON, Art and Hobby Wilton:
Wilton, Tel: 021 434 7207

ISRAEL =

HAIFA, Kitaro:

Tel: 00972 48503232

HERZLIA, Freak:

Tel: (G972 SU5R9077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: (0972 36961826

TEL AVIV, Kitaro:

Tel: 00972 36299320

GW IKEBUKURO:

Wishi-lkebukukura 3-32-6 1F, Toshims-Ku, Tokyo
Tel: 03 5391 7644

GW JIMBOCHO:

limbsachn 1-7 1F, Chivoda-Ku Kanda, Tokyo,
Tel: 03 3296 2733

GW KASHIWA:

Kashiwa 2-4-12 TF, Kashiwa-5hi, Chiha

Tel: 14 7167 2125

GW KICHIION

Eichijoj-Honeha
Tel: 0422 27 2511

GW MACHIDA:

Haramachida 6-10-1%9 1F, Machida-5ki, Takya
Tel: 042 721 8305

GW NAKANO:

Broadvway Bidg. 2232, Nalano-Ko Sakaan 5-52:15, Telyo
Tel: 03 5380 4636

GW OMIYA:

Miyachn 2115, Saitama-Shi Omiya-Ku, Saitama
Tel: 046-779-8019

RIGA, Sia Prata Speles:
Tek: +371 67334024

LITHUANIA g
VILINIUS, Db Necona:
Tel: B0 370 5 213326%

MACAU, Game Fun Table Games §
Tel: +B53 BRERA4IT

MADEIRA, Sétima Dimensdo:
Tel: 451 291 236 244

BANDAR TANJONG TOKONG, Ci%nme:
Tel: 1164449194 / 400381

KOTA KINABALU, Sabah, Just Wargame:
Tek 6013 - BES 526%

KUALA LUMPUR, Comics Mart:

Tek: 03 - 2207 0626

KUALA LUMPLUR, My5ciFiFan Oulpost:
Tel: (61 016 - 962 1506

PENANAG, Comics Mart:

Tel: 04 - 126 2588

PETALING JAYA, Woli's Game Shop:
Tel: 012 2599952

PETALING JAYA Selangor, The Games Circle;
Tel: 6 016 - 451 0D

SHAH ALAM, SELANGOR, Dakia Dakka Games:
Tel: 6 017 -292 0525

11-210, Musashina-Shi, Tokvoe

MALTA, Forhidden Power:
Tel: (356 21 217999

MALTA, K Hobbies Ltd:
Tel: (MI156 21 BY5423

MEXICO (o]
Tel: 35 683 60 i
mcml:.@uunhuu&m
Tel: 55 98 52 78

NAUCALPAN, Quest Hobbies & Games:
Tel: 55 90 92 78

CHISINAU, Adept:
Tel: 373 69619995

PODGORICA, Neutron Podgorica:
Tel: 00 341 69 060 663

THE NETHERLANDS 2

GW AMSTERDAM:
Rokin 36, 1012 KT,
Tel: 020 622 3963
GW DEN HAAG:
Schonlstraat 126, 2511 AX,
Tel: 070 392 7836
GW ROTTERDAM:
Van Oldenbamevelfiplaats 452, 3012 AF,
Tel: (10 200 4268
RNHEM, Spelkwartier:
Tek 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530
@ENSCHEDE, Pijplines:
Tek: 053 430 5727
@HMRLEM, Spellenhuis:
Tel: 023 53 13 108
@LEEUWARDEN, Spellekijn:
Tel: 058 213 1112
LEIDEN, Viiegershop:
Tel: 071 513 2783
@MAASTIHCHT, Vieg-er-uit:
Tel: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 017 BRSN4H
MIIMEGEN, Moenen & Mariken:
Tel: 124 123 6119
TILBURG, De Dobbelsteen:
Tel: 013 544 3700
UTRECHT, Subcultures:
Tel: 030 2311122
WOLLE, Games-n-Us:
Tel: U35 421 6385
ALKMAAR, Bookers & Strippers:
Tek: 072 512 1213
ALMERE HAVEN, Fantasia:
Tel: 036 531 6017
ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 0172473001
AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 020 641 2552
APELDOORN, Top 1 Toys - De Kinderdroom:
Tel: 55 5761098
APELDOORN, Villa Wammus:
Tel: 055 5766 741
ASSEN, Plok:
Ted: 059 231 3292
BARENDRECHT, Peter's Postirein:
Tek: (140 619539
BERGEYK, Wouters Technohobby:
Tel: 049 755 0248
BERGEN OF ZOOM, Big Boys Toys:
Tel: 0164 25 0841
BEVERWIJK, Bmm Games:
Tek: 025 1216568
DELFT, Speldorado:
Tol: 015 213 4516
NTER, Knibbel Comics:
Tel: 057 m.1 6370
DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 078 631 z?n
EDE, Tinnen Soldaat:
Tel: 0318 65 3296
EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030
EMMEN, Spirithoes:
Tel: 1591 645787
GEMERT, ‘I‘? 1 Toys Yan de Goor:
Tel: 0492 36
GOES, Het Hobbyhuis:
Tel: 4113 227 690
GORINCHEM, J&W Modelbouw:
Telt 0143 665 A90
GOUDA, Gameplayer:
Tek: 010 26 86 902
GRONINGEN, Wirwar:
Tek: 050 314 6424
HARDERWIJK, Top 1 Toys Volgers Spel & Hobby:
Tek: 0341 412985
HEEMSKERK, Bob Hes:
Tol: +31 (1251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 0725714157
HEERLEN, De Houten Sleutel:
Tol: #42 [0145) 34 97 4280
HENGELO, De Dondersteen:
Tel: (574 2595030
HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33 131
HOOFDDORP, Modelsport:
Tel: +31 1023) 365 44 42
HOOFDDORP, Spellenwinkel Wahalla:
Tel: 023 5570042
HOORN, De Spellenhoorn:
Tel: +31 (0229) 29 55 65
LEIDEN, Tolkienwinkel:
Tel: 071 541 2324
LELYSTAD, RE Mind Creations:
Tek: +3110)320244003
MAASTRICHT, Hounjet:
Tak: 043 363 6776
INES AMELAND, Top 1 Toys Van den Brink:
Tek: 0519 54 21 21
MNUENEN, Schellens Speelgoed:
Tel: +37 40 787 10 00
OLDENZAAL, Top 1 Toys:
Tel: 0541535208
RIINSBURG, Toys 2 Play:
Fol: 71 40 27 244




ROERMOND, Bloemboetiek Hermien:
Tel: 047 531 6A24
ROSMALEN, Top 1 Toys Jovi:
Tal: 411 (73) 5212409
ROOSENDAAL, Top 1 Toys Jadin:
Tel: 01a5 55 7964
ROTTERDAM, Eternal War:
Tel: OR15910057
ROTTERDAM, Metal Dragon Shop:
Tek: 0633961326
ROTTERDAM, Rogue Trader:
Tel: 010 2709233
SCHIEDAM, BTS:
Tel: 010 473 (755
SITTARD, Atomik:
Tel: 046 4515074
UDEN, Goblin:
Tel: 041 327 Db
UTRECHT, Labyrinth:
Tel: 030 281 7157
UTRECHT, Never Never Land (Wieder & Kugant):
Tel: 030 233 2242
UTRECHT, Whoops:
Tel: 130 130 4723
VENLO, Modelbouw Luthart:
Tel: 077 354 2ab8
AR, Top 1 Toys
Tel: 070 511 0211
WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 151 2827
WORMERVEER, Mini-Wonders:
Tel: 075 640 1617
ZOETERMEER, RC-Pitstop:
Tel 679 316 0564
IWOLLE, Boekenhalte:
Tel: 038 422 1077

ALESU D, Brio Ktemlmrhnszt Moa Syd:
Tel: 447 THA37T0

BERGEN, Outland:

Tedt +47 35314822

BERGEN, Proworks:

Tel; +47 30056853

DRAMMEN, Outland:

Tel: +47 32093400

DRAMMEN, Drammen Spilliorening:
Tel: +47 93019757

FREDRIKSTAD, Norstar Leketorvel:
Tel: +47 69315430

KONGSBERG, Rolf Liane:

Tel: +47 08119560

KRISTIANSAND, Outland:

Tel: +47 38099420

MO | RANA, Ilingn Lekehjamet Mo:
Tek: «47 751517

MOSJEEN, Hobhvsenterel

Vol: 247 73170170

MOSS, Repls
Tel: 447 43407735
NARVIK, Ringo Barnas Verden:

Tel: +47 76546505

SANDNES, Osaland Hobby:

Tek 447 51661509

SJIAVEGAN, Outpost:

Tek: +47 95703245

SKIEN, Sokratis Hobby Girden:

Tik: +47 35520764

STAVANGER, Outland:

Tel: +47 51934080

STOKKE, Hobby Hagen:

Tel: +47 33335292

TROMSE, Tromsa Brukthokhandel:
Tel: +47 7TRBEYTA

TRONDHEIM, Tronderfrim:

Tel: 47 TA5HHA

T@NSBERG, Brio Bamse:

Tel: 47 33316790

TONSBERG, Gledeshuset:

Tel: +47 92231707

PHILLIPINES !
LAHUG CITY, Neutral Groun

Tel: (63916) B305040

MAKATAI CITY, Neutral Grounds:
Tek (632 B195800

MUNTINLUPA, Neutral Grounds:
Tek: (632} B502033

QUEZON CITY, Neutral Grounds:
Tel: (632) h34HaE2

SAN JAUN, Neutral Grounds:

Tel: (632) 7278583

TAGUIG, Hobbes and Landes:

Tedt ) B50939

BIELSKO-BIALA, Gnom:

Tel: D048 33 4213432

KATOWICE, Bard:

Teb: 0048 32 2571817

KRAKOW, Bard:

Tel DME 12 6320735

ZNAN, Bard:

Tel: 0048 61 B538277

WARSZAWA, Faber i Faber:

Tel: DIMB 22 B491265

WROCLAW,

Tel: D048 71 3417472
BIALYSTOK, Department Gier:
Tel: 0048 BS7443360
BIALYSTOK, Komnata Gier:
Teh D43 GH6IHTH6T
BYDGOSZCZ, Wszystko Gra:
Telk: 0048 608641119
CZESTOCHOWA, SKELP STRATEGOS:
Tek: OD48 514303167
GDANSK, GameOx:

Ted: 0048 38 146 1221

GIDANSK, Iskra:

Tel: 1044 54 5201952

GDANSK, Rebel Centrum Gier:
Tel: (048 58 3470204

GDANSK, Spider Games:

Tal: (048 58 3442212

GDANSK, Usmiech Naszego Dziecka:
Tel: D040 58 3057045

GDYNIA, Fulurex:

Tel: DU4B 501561066

JAWORZNO, Mgla:

Tel: 0048 501377771

KATOWICE, Smok:

Tel: 032 605 03 53

KIELCE, Wargamer:

Tel: 0041 5014309335

KRAKOW, AGTOM:

Tel: 0041 12 3565678

KRAKOW,

Tol: D048 12 2596140

KRAKOW, Imperium Gier:

Tel: B4R 696116930

KRAKOW, Sklep Smok:

Tel: 048 12 4330710

KRAKOW, Valkiria-skelp:

Tol: D48 12 4115525

KRAKOW, Vanaheim:

Tel: 048 S03090346H

LEGNICA, Skelp Feniks:

Tek: 0043 E-N(vuramu

LODZ, Da

Tek: 0048 42 6“ 26

LODZ, E-link:

Tek: 0048 42 6821326

LODZ, Gamelord:

Tel: 0048 42 6311161

LODZ, Strategia Centrum Gier:
Tel: 0048 796595539

LODZ, Twoja Ksiazka:

Tel: 0648 42 asz::zr.

LUBLIN,

Tel: 0048 [ s:uoms

LUBLIN, Majsterklepka:

Tel: 48 B1 7437106

OPOLE, HMS Computers I1:

Tel: G048 77 4547413

OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Vel: DOSI GI4ATTHT T

PILCHOWICE, Imperator FF:

Fol: D148 662250251

POZNAN, Bard:

Tel: D043 61 8336145

POZNAN, Bitewniaki:

Tel: Off 48 603873135

POZNAN, Q-workshop:

Tel: D048 506079264

POZNAN, Wilczek:

Tek: 0048 303652068

PSZCZYNA, Red Scorpion:

Tek: 0032 7330336

RADOM, Wai

Ted: 0048 503562781

RZESTOW, WAW Skelp Modelarski Hobby:
Ted: 017 B5 28 101

SIEMIANOWICE, Jaga PHU:

Ted: 048 32 2290139

SWIDNIK, Monolith Icon:

Tel: 0048 GHA9A52TT
SWIEBODZIN, Czempioni:
Tel: 0048 606229457
SZCIECIN, Fenix:

Tel: (M40 (45934995
SZCZECIN, Vest:

Tol: BISH 22 6921727
SZCZECIN, Warlord:

Tel: (U0 91 H867104
TORUN, Sklep Papierniczy:
Tel: DOSH 56 6522553
WARSZAWA, Games World:
Tol: DO4E 22
WARSZAWA, Graa] Blue City:

Tel: 08 22 3117627

WARSZAWA, Graal CF Skorosze:
Tok D045 12 BRET5Y5

WARSZAWA, Graal Galeria Mokatow:
Tek: Q048 22 5414310

WARSZAWA, Hobbyt:

Tek: 00448 22 BA40206

WARSZAWA, Komikslandia:

Tel: 0034 22 B531{ME

WARSZAWA, Modelarski Dam Handlawy Chemal
Tel: 0048 22 8647917 / (04D 22 6832718
WARSZAWA, Morion:

Tel: 0044 22 4241062

'WARSZAWA, Panda Zabawki:

Tel: 040 22 6264467

WARSZAWA, Replikator.pl:

Tel: (04 795519153

WARSZAWA, Sis:

Fel: DO4E 22 8269100

WARSZAWA, Sklep Superserie:

Tel: 004E 201 003 367

WARSZAWA, Skladnica Harceerska SEAUT:
Tel: D4E 22 4730115

WARSZAWA, Traffic Club:

Tel: 0B 22 6921727

Warga.mer Centrala:
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WARSZAW. A, Wargamer CH Targowek:
Tel: 0048 72457513
WARSZAWA, Warszawskie Centrum Modelarside:
Tel: (1044 22 B5UT0ET
WROCLAW, Bolter:
Tel: 0048 71 3491910
WROCLAW, Enklawa Wroclawska:
Tel: U048 G467
WROCLAW, Games R Us:
Tel: 1044 GBR2972H2
WROCLAW, Ogryn:
Tel: (048 71 3771872
WROCLAW, Pracownia Fantastyczna:
Tel: D44 71 3544344
W, Smok:
Tel: 071 324 16 35
ZIELONA GORA, Level:
Tel: 0B G03235160
ZYWIEC, Model-Fan:
Tel: (M40 G635

PORTUGAL

ALCABIDECHE, CascaisPress:
Tel 4351 314 600 530
CARCAVELOS, Escala Directa
Tel: 4351 241 51 257
ERICEIRA, Tabacaria Ovni:
Tel: +351 261 B63 661
LARAN|EIRO, Discoeuropa:
Tel: 351 212 301 463

LISBOA, Fnac:

Tel: 4351 219 404 700

LISEOA, Homem Azul:

Tel: +351 213629382

LISEOA, Lojas Arena:

Tel: 351 213 155 500

LISBOA, Puros ¢ Companhia:
Tul: 4351 217 156 791

LISBOA, Rocha & Vasconcelos - Dentinho:
Tel: +351 213 833 257

LISBOA, Sete Rios Tabacarias:

Tel: +351 217 222 202

MIRAFLORES, Brinca Riscos e Rabiscos:
Tel: +351 214 104 98

PAIVAS, Brinca Brincando:

Tel: 351 212 254 841

PALMELA, Devir Livraria, Lda:

Tol: 351 212 139 440

PORTO, Lojas Arena:

Tol: #3571 222011 308

SINES, Galeria BT:

Tel: +351 268 632 511

TELHEIRAS, Tabak:

Tol: 4351 217 145 574
TORRES VEDRAS, Papelaria Unido:
Tel: 43571 261 314 186

BUCHAREST, Hobby Games:
Tel: 00 40 271 32371 431

RUSSIA F
KRASMNODAR, Alugr'rs-lug {South):

Ted: 70959283337

MINSK, Valahanovich ent:
Ted: DORO2T 6358212

MINSK, Valahanovich ent:
Ted: 00BOID 6548426
MOSCOW, Alegris:

Tel: +7(495)626 337
MOSCOW, Alegris:

Tel: +7(495)137 5868
MOSCOW, Alegris:

Tel: +7{499261 5075
MOSCOW, Club TM:

Tel: "M“J'}!‘l G4l

MOSCOW, Detskiy Mir:
Tel: -m-i-mzu: an
W, Detskiy Mir:

Tel: 4714951790 7731
OW, Detskiy Mir:
Tl +7(495) 713 8511
MOSCOW, Detskiy Mir:
Tol: + fm-mm BG92
W, Detskiy Mir:
Tel: +?(-w5'r‘1:ul W55
, Detskiy Mir:
Tel: +7(495)550 761
MOSCOW, Detskiy
Ted: +7{493)405 6294

Tel: ‘-.rH!‘SJ&’bk BH93

MOSCOW, Urfin Juice:

Tel: +#7(495)784 6355

MOSCOW, Wanderful World:
Tel: +7{495)793 4433 *132
NORLISK, Na Styke Mirov:

Tel: 008029 6548426
NOVOSIBIRSK, lcehummer:
Tol: 70457076664

SARATOV, Detskiy Mir:

Tel: 64 5040

ST PETERSBURG, Art-Miniatures:
Tek: +7(A1 21633 3395

TAMBOV, Hobby and Igrushki:
Tel: 0075 2728111

BELGRADE, ANET Hobbystore:
Tel: 00 381 11 3612 525
BELGRADE, ANET Hobbystore:
Ted: 00 381 11 2652236
BELGRADE, EXIT Hobby store:
Tel: 003U 11 62 78 27
BELGRADE, White Dragon:

Tel: (M) 387 AAWATRIE

NOVI SAD, D H

Tel: (M0 381 11 636 23034

NOVI SAD, Valhala:

Tel: 00 381 21315538
ZRENJANIN, Takeda:

Tel: B0 387 2364572

SINGAPORE, Comics Mart PTE lt;:

Tek: 6BA3 2724

SINGAPORE, Comics Mart PTE Ltd:
Tek: 6B36 9069

SINGAPORE, Comics Mart PTE Lid:
Tel: 65 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tel: 65 6436 5975

SINGAPORE, Paradigm Infinitum Pte Ltd:

Tel: b5 BAGELTT

BRATISLAVA, Madmaxon:

Tol: 421 2 524 927 B7

KOMARNO, Jonako SRO:

Tel: +36704550460

KOSICE, Draco:

Fol: +421557296557; +421905510060
SPISSKA NOVA VES, War Gaming:
Fol: +421K11218155

LJUBLIJANA, Crna Luknja:
Tel: 00386 901220

BELVILLE, The Boys and Mens Hmﬁ
Tek: 0027 21 M4 8643

BLOEMFONTEIN, The Games Dungeon:
Tek: Q027 72 B51 9970

CAPETOWN, Pastimes Retail:

Tek: 0027 21 421 119

CAPETOWN, Wizards Books and Games:
Tel: 0027 21 6B3 1360

CRAIGHALL, OtherWorld Games:
Tel: 11 326 0798

DORINGKLOOF, Battle Planet:

Tel: 00 27 8245 93913

DURBAN, The Hobby Specialists:

Tel: 0027 31 566 4006

EAST I.ONDON Slaters Toy Magic:
Tol: 27 43 72576

EDENVALE, P!asliks

Tol: G027 B2 781 1489

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(#] These Habhy Centres are chosed on Mosidays and Toesdays.

PREMIUM STORE
Stocks sl of the pradust range.*

NEW STORE OFENING
Indicates new sto

* Tar b sune they have what you want in stack, we recammend calling the stor first,

GAUTENG, The Underground:

Tel: 427 11 795 3946

JOHANNESBURG, Esswex Retail:

Tol: 0027 11 BBEIGTS

JOHANNESBURG, Outer Limits Johannesburg:
Tel: D027 11 482 3771

JOHANNESBURG, Outer Limits Pretoria:
Fol: GI2T 12 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 590 9253
JOHANNESBURG, Warfair:

Tel: G027 82 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tek: 0027 11 432 399

MENLYN, Top CD

Teh: 0027 12 361 3122
PIETERMARITZBURG, Games Diirect:
RUSTENBURG, Warcry:
Tel: 0027 72 970 2608
Tel: 1027 31 366 4806 -
Tel: 02 6402 5946
Dirottninggaten 52, 411 07,
Tek 031133958
Regeringsgatan 30, 111 53,
Tek: 0B-21 30 40
Tel: 15415 10 70
STOCKHOLM, Science Fiction Bokhandeln:

Tel: +27 33 342 9978

UMLANGA, The Hobby Specialists:
SEOUL, Orctown:

GW GOTEBORG:

GW STOCKHOLM:
@mu&‘mn, Spel & Fantasi:

Tel: 090-77 03 hl
@urrsam, Prisfyndet:
Tel: 01810 66 07
ARVIKA, Bokia:
Tel: 057013411
AVESTA, Ve}a Video:
Tel: (12 26-B007R
ESKILSTUNA, Lasses Leksaker:
Tel: 1161-303 35
FALKENBERG, Lekcenter:
Tel: 0346-807 60
FRITSLA, Fritsla Hobby:
Tel: 320-70156
GAVLE, Hobbyshopen:
Tel: 026-18 62 59
GOTEBORG, Goblin Games:
Tel: 034-M45110
GOTEBORG, Toys Leksaker & Hobby:
Tek 031-459401
GOTEBORG, Wizard Games:
Tek: 031-51 41 50
HALMSTAD, Lekeenter:
Tel: 03515 %1 75
HAPARANDA, Barnens Hus:
Tel: 0922:136 60
HELSINGBORG, Drakborgen:
Ted: (420301 2008
HUDDINGE, Humlan Lek & Hobby:
Ted: (8689 BAAS
KALMAR, Lek & Hobby:
Ted: UB-24717
KARLSKRONA, Leksakshuset:
Tel: (455-24082
KATRINEHOLM, Game Maniacs:
Tel: B150-12032
KIRUNA, Lekhuset Lekia:
Tel: DU8I-825 65
KUNGSBACKA, Lek & Hobby:
Tel: 0300-14136
LAHOLM, Lekia:
Tel: 0430-1006%
LIDKOPING, Game Manfacs:
Tel: 0510-25320
LINDESBERG, Juntan:
Tul: 070-25 11 343
LINKOPING, Sagoland:
Tek: 0131-22290
LIUNGBY, Lekman:
Tel: 037213481
LULEA, Barnens Hus:
Tel: 1520-220055
LULEA, locus:
Tel: 092069954
LUND, 5pel pa Clemenstorgel:
Tel: 0:461-27610
LUND, Unispel:
Tel: (ME-265 9112
MALME, Hirnan pa Limhamn:
Tel: (40-3675:20
MALMG, Spel pi Djiknegatan:
Tel: (48120410
NORRKOFING, Hobbyhéran:
Fel: 0111-62140
NORRKOPING, Lekhuset:
Tel: 0112-87070
NORRTALJE, Lekplaneten:
Teki D176-12558
NYKOPING, Laka TV-spel:
Tol: O155-287T 000
ORMINGE, Happies:
Tel: ﬂPr?IEEEIII
PITEA, Barnens Hus:
Tel: 091119970
SALA, Elons Leksaker:
Tel: 022-47 03 14
SKELLEFTEA, Legend:
Tel: 09707 35 02
SKELLEFTEA, Lek & Hobby:
Tel: 09101 29 00

SKOVDE, Partaj:

Tel: 0510-794 99

STOCKHOLM, Arcane pa Hagagatan:
Tel: 08-22 25 22

STOCKHOLM, Brio Hijgdalen:

Tel: 08-749 1146

STOCKHOLM, Dragons Lair:

Tel: 0-654 60 51

STOCKHOLM, Happies Hammarby Sjdstad:
Tel: 0B-52244500

STOGICI'IOI‘.:!, Inspire Me:

smdm‘:rab Kjells Lek & Hobby:
Tel: 052-6154049

SUNDSVALL, Orion Spel:

Tek: 0641155 947

TRANAS, Lekia:

Tel: 0140-13843

TROLLHATTAN, Hobbyhiirnan:
Tel: 052013343

TUMBA, Leksakskungen:

Tol: (12530 300 00

UMEA, Incrade:

Tel: (910-196 580

UDDEVALLA, Olles Leksaker:
Tel: 1522-80520 _

UPPLANDS VASBY, Barnens Hus:
Tel: (41-626 9% 41)

UPPSALA, Fantasia:

Tel: 013-100150

VARBERG, :zqndmagaslnet

Tel: D340-678

VASTERAS, Zetterlunds:

Tel: A21-10 44 91

VASTERVIK, Lekstugan:

Tek: 0490-36171

VAXJO, Helges Hila:

Tel: 047-02 18 &0

VIMMERBY, Brio Vimmerby:
Tel: 0492-31 188

VISBY, Lekstugan:

Ted: 1490-21 50 50

YSTAD, Tv-Spelshdman:

Telr 041 1-66680

ANGELHOLM, Leksaksmagazinet:
Telk: 1431-82350

OREBRO, Modellex:

Tel: 019-611 15 34

GSTERSUND, Hobbyboden:
Tel: 0635-13310

GANGSHAN, Toys Cat:

Tel: +BRG 7 6214540

KAOHSIUNG, Dwarf's Goldmine:
Tel: +BRE 7 2299467

TAIPEI, Akmigame:

Tel: +8i6 2 27479%4

TAIPEI, Cacacity:

Tek: 4886 2 23099570

BANG CHAK, Battlefield BanE
Tek: 02 747 9367

BANGKOK, Fantasia(T$ Toys):

Tel: 66 8 9773 1379

DNEPROPETROVSK, Golbin:
Ted: 0038(067)504 8358
DNEPROPETROVSK, Modelist:
Tel: 1030671564 1550
DONETSK, Toy Story:

Tel: UGHAAGZ) 387 5203

KARKIV, Aladdin:

Tol: 3057715 7738

KIEY, Budinok Igroshek:

Tol: 00 38 57 851121

KIEV, Budinolc lgroshek:

Tel: 00 38 5

KIEY, Bu Igrnshei::
Tel: 0 34 5 121 305

KIEV, Budinok Igroshek:
Tol: o) 310 2 308 150

KIEV, Budinok Igroshek:
Tel: 00 36 4 567 671

KIEV, Game Hall:

Tel: 0038(0H41456 7348
KIEV, Model
Tel: Q038671769 4842
KIEV, Models:

Tel: D03BI0GTIATT 2442

X

KIEV, Toy Story:

Tel: DOIR(N44)58T 205

KIEV, Toy Sto:

Tel: u%-;ﬁu‘:am-:?am

KIEV, Toy Story:

Tel: POFHOI4)A1T 2442

KIEV, Toyland:

Tel: PEIB0441547 5603

LEVIV, Hobby World:

Tel: DOFHO6EITHA 2261

LEVIV, T

Tel: DO3B032)T95 8] 2%

ODESSA, Vanguard:

Tel: 0038030)563 5577
SEVASTOPOL, Arcanum Store & Club:
Tel: 00380501594 5328

VINITSA, Spells

Teed: U038(063 1440 0902
ZAPOROZHYE, Warhammer ZP:
Ted: 003IR(06TIT6T 5913

DUBAI, Bishops Trading:
Tel: 0097 1559487870

www.games-workshop.com
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Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION
The Gaming Club Network (GCN) is a volunteer

organisation which was started in 1999 to bring together

like-minded clubs for lots of gaming fun.

GCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games

Workshop hobby. Use the club listing to find a GCN
gaming club near you and get involved.

The GCN strives to meet the following objectives:

* Promote good communications between Gaming Clubs

and Games Workshop.

* Assist in the running of local gaming events.

* Support other clubs’ activities.

® Assist in the running of games at the national level.
* Provide a forum for Gaming Clubs.

» To facilitate club development and growth.

* To create a safe environment for people to play in.

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GCN BRISTOL,

Bristol Vanguard:

Contact: Jar nEnidﬁmh

Tel: 6 45144

E-mait: bristol. vanguard@yahoa.co.ok

GCN BRISTOL,
Portbury Knights:
Contact: Alan Vowles

Tel: 07771985488

E-mail: alanvowles@#msn.com

GCN BEDFORDSHIRE,
Bedford Gladiators Association:
Contact: David Wilkin

Tel: 0779 1559297

E-mail: gladiatorsukiiyahon, ok

BERNSHIRE

GCN BRACKNELL,
Bracknell Forest Gamers:
Contact: Dan Currey

E-mail: chair@higchub.org.ak

GCN DUDLEY,
Dudley Darklords:
Contact: Paul Sheldon
Tul: 01384 JREIG0

GCN SUTTON COLDFIELD,
The Immortals:

Contack: Geraint Dsbom

Fel: 07854 023 152

E-mail: geraint_oshoumedhatmail.com

GCN WALSALL,

Warlords of Walsall:

Cantact; Michael Woolley

Telk 227 4102

Eemall: woalleywarzonedhotemail.co.k

GCN WOLVERHAMPTON,
Da Boyz Club:

Cantact: Darren Pugh

Tel: 07%0 981 W76

E-mail: daboyzklubSgooglemail.com

GCN HIGH WYCOMBE,
Armageddon Inc.:

Contact: fames Adams

Tek 0794 6401 202

E-email: james. adamsghotmall.co.uk

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Contact: Calin Stone

E-mail: colin@castone frecserve.co.ok

GCN WINSFORD,

Winsiord Wargaming Club:
Contact: Neal Barlon b

Tel: 07ET 430 6291

Eamall: wirstordwargamingtthotmail, com
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GCN MIDDLESEROUGH,
Middlesbrough Gamers Club:
Camact: Kevin Glhison

Ted: 07494 909 0557

Email: kevin.gibsond#intiworld.com

GCN MIDDLESBROUGH,
Redcar Ironbeards:
Contact: Siman Shepherd

Tel: 0164 232 7270

CORNWALL

GCN BUDE,

Dice and Dagger.
Contact: Kurt Bakor

E-mail: celinfkermowi@aol.com

GCN DELABOLE,

North Comwall Beasts & Bionics:
Cuntact: lan Henderion

Tel: 07800 980 870

Eumail: hendyhadger@ant.com

GCN PENDEEN,

West Cornwall Games Club:
Contact: Neil Sharp

Tel: 173 &87 1557

E-mail: neitasharpianl.com

GCN WINDEMERE,

North West Warriors:

Contact: Adam Turner

79 061 6700
adamburnerd 71 dbtinternelcom

Em

GCN ASHEOURNE,
Ashbourne Gaming Guild:
Contact: Peter Allan

Email: potorallangmail.com

GCN CHESTERFIELD,
COGS:

Contact: Anthony Barnes
Tel: 0794 425 8764

E-mail: awhl@btintemet.com

GCN DERBY,

Derby Wargames Society:

Contact: fen Curry

Tel: 07909 704 565

Emall; bencurryBderbywargamesoelety. cok

GCN RIPLEY,

Ripley Terror Troopers:

Contact: Jisith Hawerodt

Tel: 01773 743 321

E-mail: judith_hawerofidrbyshine. gov.uk

GCN EXETER,

Exeter Inquisition:

Contact: Richard Deane

Tel: 0164 723 1524

E-mail; richard_e_n_deane@hotmail.cam

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,
GCN clubs are an ideal place to find and challenge new
opponents. Play in campaigns, leagues and tournaments in
a friendly environment with fantastic scenery, all created by

dedicated hobbyists like you.

SETTING UP YOUR OWN GAMING CLUB
If you would like to set up your own Gami

ease contact Bek Ha

advice on the basics of settin
This includes providing |

1, who will give you

g up and running a club.

independent clubs and information on the GCN,

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

GCN EXETER,

Rygars Roughnecks:
Contacl john Gendle

Tel: (7734352425

E-mail: oksqueakihatmall.com

GCN CHELMSFORD,
Chelmsford Bunker:

Cantact: Darren Wadland

E-tmail: entiriesibunkerasssullcouk
Wbslte: www bunkerassaull.coak

GCN SOUTHEND,
Southend Toy Soldiers Club:

Cantact: Stuart HaHum
Tek: 0170 230 4742
Eemail: clubenquiriesiholium,com

GCN THURROCK,

Tempus Fugitives:

Contact: Stuart Mackaness

Tek: 0780 915 4020

E-mafl: stuarimackaness@btinternel com

GCN BASINGSTOKE,
Sad Muppet Society:
Contact: Danlel Cave

Tel: 07770 900 255

E-rmail: dan@sadmuppets.org

GCN PORTSMOUTH,
Solent Wargamers:

Contact: Tony Kirby
Tel: 07580403558
E-mail: solontwargamers@gmail.com

GCN HEREFORD,

Spread Eagle Wargamers Society:
Contact: Tim Hill

Tel: 07761 412 692

E-rmail: sixtysixsowianl.com

KENT

GCN BROMLEY,

The Good, The Bad, The Bromley:

Contact: Michael Tamiollo
E-mail: migueldudek@men. com

GCN GRAVESEND,
Gravesend Gamers Guild:
Contact: Paul Sayers

Tel: 0147 474 3991

E-mail: rengad@blueyonderco.uk

GCN COPPULL,

Coppull & Chorley Knights:
Cantact: Jonathan Faylor-Yorke
Tel: 17771537483

E-mail: ji_y@btinterneL.com

LEICESTERSHIRE

GCN LEICESTERSHIRE,

Leicestershire Warriors Wargaming Club:
Contact: Patrick Foster

Tel: 07960163471

E-mail: pwlastiiyshoo.couk

GCN LEICESTERSHIRE,
S.QULG:

Cantact: Mark White

Tel: 0782 137 4963

E-mail: mrwSd@habmail.couk

GCN LOUGHBOROUGH,
Loughborough 1st and Only:
Contact: Maf Sully

E-mmuail: reemansiacl.com

GCN LINCOLN,
Gobstyks:

Cantact: Chris Simmons

Tel: 07748 102 616

E-mail: brucecally@hotmail.com

GCMN WANSTEAD,

Tanelorn Wargames Club:
Contact: Barry Pittman

E-mail: twye_contactitanelormwge.ong

GCN WARRINGTON,
Warrington Warlords:
Contact: Pasl Tennant

Tel: B7773200336

E-miail: paaltennantBhotmail.com

GCN BLYTH,

Morthumbrian Adventurer's Guild:
Contact: Joseph Lawrie

Tel: 0753 207 2004

E-mail: contact@anythingbutacne. com

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
K.LA:

Contact: Che Webstee

Tel: 07505 124 Gisld

E-sail: blackfaleon@brue el

GCN NOTTINGHAM,

15t Company Velerans:
Contact: Matthew Shaw

Tel: 0783331667

E-mail: matl_es2003@hatmailcouk

GCN ABINGDON,

Abingdon Wargames Club:
Contact: Steve Evans

Tel: 0775 100 2632

E-mail; stevefivvanssteve, wanadon.couk



Members of the 5.T.A.G.S. gaming club meet at their local community hall each week to play Warhammer, Warhammer 40,000 and The Lord of the Rings.

GCN OXFORD,

Oxford Gaming Club:
Contact: Bt Smith

Tel: 07954063657

E-mail: rayemunsonizhatmail.com

GCN OWESTRY,
Firedrakes:

Conkact: Grig Hickman
E-mail: gregjhickimandan com

GCN SHREWSBURY,
Gatekeepers Wargames Club:
Jamses Shesry

T 246964

E-mail: infodigatekpepers.me.uk

GCN TELFORD,
S.T.A.G.S, Telford:
Contact: Alan Davies
E-mail: ghgithtconnect com

GCN TAMWORTH,

TGC:

Contact: Robeet Goodielllow

E-mail: phifhannigan20026yahao.couk

GCN NEWMARKET,
Newmarket Knights Wargames Society:

Contact: Mark Haynes
E-mail: nktknights@gmall.com

GCN CLAPHAM,

Clapham Wargamers Guild:
Contact: Richard Larking

Ted: 0786 649 7870

E-mal: infoftclaphamwargamers.org.uk

GCN WOKING,
Waoking 1st Founding:

GCN BOGNOR REGIS,
BRGA:

Conlact: Frank H3l

Tel: 0769 631 9663

E-mail: mefrankhdlliyahoo.com

GCN BRIGHTON,
Brighton Warlords:

Conlact: Prter Conke

Tel: 07974094240

E-mail: peter.cooked 23@mthworkd.com

GCN HOVE,

Gambit Games UK:
Contact: Barry Holden

Tel: OTEE27203%%

E-mail: infernol 30dsky, com

GCN SEAFORD,
Dutpost 47:

Contact: Mark White

Tel: 6132 3491961

E-mail: markiifroglenutcouk

GCN WALBERTON,

Walberton

Contact: D Butl

Tel: 0707 498 6014

E-mail: walberlonwargamersiyahoo.co.uk

GCN CALNE,

Calne Gaming Club:

Contact: Dave Powers

Tel: 07901 684865

Email; davidpowersOiBitiscali,co.uk

GCN SWINDON,

Swindon & District Wargamers:
Contact: Faul Mettle

Tel: 0179 370 1609

E-omail: netthetribe@ntworld.com

YORNSHIRE

GCN DONCASTER,
Doncaster Wikdcals:
Contact: Carl Cooke

Tel: 07B51481282

E-mail: cpt_avrage_078live.co.uk
GCN HALIFAX,

Pennine Raiders:

[ eter Pl

v Plinston

2 236 9834
hardpinftiscali.co.k

GCN HARROGATE,

Harrogate & Ripon District Gamers:

Contact: Patrick Sioddart
Tel: 07810 317 456
E-mail; pat_maximus@hetmail com

GCN HUDDERSFIELD,
Cellar Dwellers:

Contact: Mark Keily

Tel 07846 151756

E-mail: alyssudoclihotmail.com

GCN HULL,

Hulls Angels:

Contact: Ross Pemble

Tel: 07798606357

Email: rossithulls-angels.co.uk

GCN LEEDS,
Might Owls:
Contact: Steve Nolan
Tel: 0113 225 0467

GCN LEEDS,
Leeds Games Club:
Contact: Steve Nolan
Tel: 0173 225 (461

GCN YORK,

York Garrison Gaming Club:
Cantart: flen Wapner

Tel: 17351649059

E-mail: warbussTyarkgarrisan.co.uk

GON STIRLING,

GCN NUNEATON,
Nuneaton Model and Games Club:

Contact: Brian MeCormack

Tek: OTHBETO712T m
SCOTLAND GCN BRIDGEND,

Bridgend YMCA:

GCN DUNDEE, Contact: 821} Evams

Gaming Kil : E-mail; hilldragon1 @tiscalicoak

Contacl: Kris Sherriif

Tel: 1783 469 5774 GCN CWMBRAN,

E-mail: thee_gaming kngdamiyahoocouk Crow Valley Crusaders:
Contact: Michaed Plummpton

GCN DUNFERMLINE,

Dunfermiine Wargaming and Roleplay
Fellowship:

Contact: Brian Forrester

Tek 0792 526 8519

E-mail: dwariclob@aod com

GCN EDINBURGH,
Edinburgh League of Gamers:

eechin

E-madl: michaelipd2@man. com

GCN GLASGOW,

St Aidens Warriors Club:
Contact: Alan Hobibs

E-mail: macdanaldd 17 @hatmail.com

GCN HELENSBURGH,

The Helensburgh Patriot Games Club:
Contact: Clare jetfrey

Tol: 01436 676126

E-enail: clarejefireythtinterned.com

GCN KIRRIEMUIR,

Kirriemuir War};ames Club:

: : Dravid Tulloch i

Con
E-mail: david tlloch] #esco.net

GCN LIVINGSTON,
Livingston Battleground:

Caontact: john Fyfe
E-mail: presidentEhatifepround orguk.

SAFETY IN THE COMMUNITY

GCN membership guarante st standard of
customer service and safety. As part of our ongoing
commitment to our customers, we do nol promo

any club outside of the Gaming Club Network.

All committee members at GCN clubs which accept
members under the age of 18 hold valid CRB
certificates. Committee members at GCN clubs
aimed at those over 18 are not required to hold CRB
certifica

www.games-workshop.com




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 Pmduc;{s only
Collectors Range, Bitz Packs, Specialist ~ ordering directly from Games Workshop is avanlahla tooonier. 115 page
- $ ; ; has details on how to get
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

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 111 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.

e 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 111 for the Directory

118 WHITE DWARF . AVAILABLE TO ORDER .,




From their shadowy domain, the
armies of the Dark Eldar launch
relentless attacks on the denizens of
realspace. Victory and glory are
secondary objectives to wanton
brutality and unremitting cruelty.
Unlike Commorragh, the space in
our stores doesn't stretch on

forever, so here is a selection of the Haemonculus 1 Haemonculus 2
Dark Eldar models that are 99060112043 99060112044
£6.50, €8.45, F0dkr, 80ske/nkr, 32 5024 £6.50, €8,45, 70ckr, 80skr/inkr, 32.50=0

exclusively available to order.

99060112055
£6.50, €8.45, 65dkr, 80skrnkr, 32,502

r, Master of Blades
Drazhar, Mas lade

99060112027
£8, €12.50, 100dks, 11 5ske/nkr, 40zt

Dark Eldar Talos

99110112012
£21, €30, 225dky, 270skr/nkr, 1052¢

lizard men It's not all tidings of death and terror from the Dark City this month, as
these classic Lizardmen miniatures are re-released.

Lizardmen Skink Standard Lizardmen Skink Standard Oxyotl
Bearer and Musician 1 Bearer and Musician 2 99060208034

99060208093 99060208094 £8, €10.50, 80ckr, 100skrnks, 4020

£7.50, €9.75, 75dkr, 955knnkr, 37.502¢ £7.50, €9.75, 75dkr, 95skrinkr, 37 .50z

cotants mdy varil Pracicts sol
hilily and



Get your first 3 issues for only £3!
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 ¢ Guarantee you never miss another issue!

Dwarf every month
* Access to exclusive special edition snvE 6 6 -/o
subscriber models every year “" the cnver Ilrlce

* Exclusive subscriber offers, like seminars

and early tickets for Games Day. Gall 01778 392 083 now to subscribe

* Your first three issues are only £5!

e Then get one issue FREE every three months

Ref Mo (Office use only)

O 1 would like to pay by Direct Debit —
{1 understand that £9.00 will be debited from my account every 3 months} I

To the Manager (Bank Name).........oeecvevierisernens
Add:es% = ’ DlRE(_:T

Postcode ......oiivivenennan

Instruction to
I [ ] ildi
Name(s) of account holder(s) ........... your Building

Branch sort code (I (O] (JO] Bank/Building Society DDDDDDDD Society/Bank
SIENADIPEIE) e s A T T T R e S B R e to pay by
Date Direct Debit.

Banks and Building Soecieties may not accept Direct Debit Instructions for some types of account

i . o iy _— Originator’s
| would like to subscribe to White Dwarf beginning with issue: WD (][ B

Identification
Number
Surname.......... 388464
Address : .

Email address............

The subscription is a gift for the person detailed below.

Title vvivvirerineinennnnn FOrENAmMe ...

Surname.
Address

RETURN THIS FORM TO

White Dwarf Subscriptions Dept, West Street, Bourne, Lincolnshire, PE10 9PH

TERMS AND CONDITIONS: T+
awn Bank or Building Socicty. |
atherwise agreed. If an error is made by




THE TRIAL OF

CHAMPIONS

RELEASED 2/TH NOVEMBER






