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Whilst in Warhammer 40,000 1 like to play the forces of the Imperium,
collecting Space Marines and Imperial Guard, in Warhammer 1 like to
don my black cape and play as the villain, whether in the guise of a
Warrior of Chaos or a Beastman.

Of all the evil villains that threaten the Warhammer world, perhaps
the most malignant are the Skaven. The thing that has always appealed
to me about the Skaven is that wicked blend of mad science and
monster, manifesting itself in peculiar warpstone-powered engines of
destruction and horrifying monsters.

So, |f you're anything like me, then, this issue will be quite the treat, as both mad
science and monsters dominate the new Skaven releases with some of our biggest kits yet
for Warhammer — the Hell Pit Abomination and the Warp Lightning Cannon/Plagueclaw
Catapult. We take a look at the plastic kits in more detail later in the issue, and you can
see them in action in this month’s brutal battle report — if you thought one Hell Pit
Abomination was a handful, wait till you see what two can do to the poor men of the
Empire! My favourite article is the Colours of the Under-Empire, which details how you
can use the Uniforms & Heraldry of the Skaven to inspire your own hobby. I'd be lying if |
said | wasn't tempted to pick up my own paintbrush after reading it, and a small force from
Clan Septik has taken up residence on my desk.

The Skaven aren’t the only malevolent presence in this issue, however, as we have
more from the Dark Eldar — Chris Peach has painted up a stunning Dark Eldar Wych Cult
army, whilst Phil Kelly puts his money where his mouth is and offers up some tips for any
would-be Archons on how to conquer realspace.

But if evil isn't your thing, then worry not, for we also take a look at the Free Peoples of
Middle-earth and Jervis Johnson offers us an expanded look at buildings in Warhammer;
just in time to protect house and home from the encroaching Skaven.

Andrew Kenrick, Editor
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SKAVEN

i With the pealing of ominous bells and the scuttling of millions of clawed feet the Skaven are
{

upon us once more as this month sees the release of a plethora of new Skaven miniatures, kits
; and even a new book. Turn to page 16 to delve into the Under-Empire.

15

R TALE OF INFAMY

This month has a distinctly Skaven-oriented theme —
White Dwarf's Adam Troke goes off on the trail of the
designers of the Skaven army book and miniatures.

30 TACTICA: DARK ELDAR

Grand Archon Phil Kelly, author of Codex: Dark Eldar
offers a treatise on how to crush your foes using the
scions of Commorragh.

n

Mat Ward and Jervis Johnson take a look at the rules for
multipart buildings in Warhammer with this article on
how to get the best from them in your battles.

ARMIES OF MIDDLE-EARTH PART 1: THE FREE PEOPLES

The White Dwarf team (and guests) take a look at the
Good armies for War of the Ring and offer some
collecting and gaming advice.

102 MAY YOU LIVE IN LEGENDARY TIMES

Renowned Black Library authors Graham McNeill and
Dan Abnett explain the joys of delving into legend.

g 02 NEW RELEASES

12

10

The latest releases surge forth from the Under-Empire.

NEWS
All the news from the Games Workshop hobby.

STANDARD BEARER
Jervis talks all about the history of painting miniatures.

HALL OF FAME
Martin Footitt nominates the chosen of Gork and Mork.

104 FRONTLINE

Hobby activities and news in your area.

BATTLE FOR BLUDHOF

Clan Skryre’s machinations unleash Ikit Claw and a vast
horde of Skaven into the Empire. Can the Empire
defenders of Bliidhof hold out long-enough to thwart the
Skaven?

18

ARMY MASTERS

Studio army painter Chris Peach’s Dark Eldar army takes
centre stage in this stunning showcase — behold the
Wych Cult of the Red Grief.

MODELLING WORKSHOP: COLOURS OF THE UNDER-EMPIRE

The Studio’s team of crack hobbyists have used the new
book, Uniforms & Heraldry of the Skaven to inspire the
colour schemes and heraldry of their Skaven regiments.

WONDER WEAPONS OF SKAVENBLIGHT

All of the war machines and Weapon Teams in the
Skaven army are now available — this article showcases
them in glorious detail.







Abomination head with distended jaw

The fevered imagination of sculptor Seb
Perbet has unleased the Hell Pit Abomination
onto the battlefields of the Warhammer world
this month. With a massive, warpstone-
powered body that engulfs the whole of its
base, the Hell Pit Abomination ripples with
mutated muscles and is vilely festooned with
all manner of sinister weapons and murderous
appendages. In the game these provide the

Trundle wheel and scaffold

Abomination with special close combat
attacks, such as the chance to inflict 3D6
Strength 6 hits on his target!

The kit contains a host of options for you
to choose from, including alternative
weapons such as the pneumatic claw and
plague censer fist. Other options include an
alternate weapon jaw, different symbiotic
heads and even half a dozen tiny little rats.

Warpstone-corrupted
raploria

Mutated claw

SKAVEN HELL PIT £30.75

ABOMINATION

Product code; 99120206012
Sculpted by Seb Perbet.

€39, 300dky, 380skiinks, 15021

ON SALE JANUARY 15TH

( TURN TO PAGE 16 TO SEE DESIGNERS’ NOTES FOR THIS MONSTER. )

Pigtures for Mustrative purposes only, Product confents may vary. Products soid unpainted and unassembled. Cartain (ifadel products may be dangerous if used incorrectly, Prices corrsct at time of going o press, please contact us for corrent
ible fo

avaliability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, gue or website.

relatars are

irming their own prices,
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SKAVEN WARP LIGHTNING CANNON/PLAGUECLAW CATAPULT

Colin Grayson and Seb Perbet have produced this new kit that enables Skaven collectors to
build either a Plagueclaw Catapult or a Warp Lightning Cannon. Whether you're planning to
blast the enemy with incandescent beams of lightning or murder them with an avalanche of
pestilent, toxic slop, these two war machines will be a massively destructive boon to your army.
The versatile design of the kit enables you to build the chassis in a variety of ways, while the
characterful Skaven crew also have plenty of options of their own.

Deadly, toxic sludge

SKAVEN WARP LIGHTNING £20.50

CANNON/PLAGUECLAW CATAPULT

Product code: 39120206013

Sculpted by Seb Perbet and Colin Grayson.
€26, 200dky, 250skrinkr, 1002f

ON SALE JANUARY 15TH

Crewrat with telescope

if used incorrectly, Prices corm
endent refallars are responsib

it time of going fo press, please contact us for current
iming their cwn prices.

Fictures far iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be danger
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NEW RELEAS
TRETCH CRAVENTAIL

Tretch Craventail is a Hero who has made an
artform of escaping from danger and embodies
the Skaven discipline of verminous valour.
Wearing his Lucky Skullhelm and perched atop a
crumbling piece of masonry, the metal Tretch
miniature is surveying the battlefield, waiting for
the chance to strike — or skulk off elsewhere.

)

IKIT CLAW

bolts of lightning, and a warpfire projec

TRETCH CRAVENTAIL £8.70
Product code: 99060206095
Sculpted by Seb Perbet.

E12.50, 100k 115skninke, 42.50z1

ON SALE JANUARY 15TH

Perhaps the greatest Warlock Engineer of all time,
Ikit Claw marches into battle clad in a mighty iron
frame that grants him exceptional strength and
durability. This new metal incarnation of Claw is
sculpted with his trademark armaments — Storm
Daemon, a potent magical halberd that can hurl

tor.

/

Storm Daemon

IKIT CLAW £10.25
Product code; 99060206094
Sculpted by Seb Perbet.

€13, Totdkr, 125ske/nkr, 5021

Find Out More
To learn more about
1kit Claw and Tretch
Craventail, check
out our design
feature starting on
page 16.

/

WARHAMMER BATTLE MAGIC: SKAVEN

This pack of 13 cards contains all of the Skaven Spells of
Ruin, Plague and the Dreaded Thirteenth Spell — just what a
Grey Seer needs to keep track of his spells in battle.

Warhammer Battle Magic: Skaven is a set of 13 large-format cards
specifically designed to make your Magic phase easier and more

spells, enabling you to quickly reference them — ready to unleash
havoc on the foe at a moment's notice. Having these cards to hand
helps you keep track of which spells you have in your army and saves
you looking up spell effects when it's time to enact your cunning plan
The set contains all six spells found in the Skaven Spells of Ruin, a

Thirteenth Spell.

Skaven Spells of Plague Skaven Spells of Ruin

effective than ever. Each card contains all the details and effects of your

L

six of the Skaven Spells of Plague and (most sinister of all) the Dreaded

The Dreaded Thirteenth Spel

WARHAMMER £3.60
BATTLE MAGIC: SKAVEN

Product code: 60220206001
€455, 35dks, 45skrinkr, 17.50z2¢

ON SALE JANUARY 15TH

4
Find Out More

The Games Workshop
website is alive with
Skaven-related
articles this month,
including a new
Skaven Magic Tactica
which you can find at:

games-workshop.com

Picturss for illustrative purposes only. Product contents may vary. Products soid unpateted and unassemblad. Cerlain Citadel products may be dangerous if used incorrectly, Prices correct at fime of going fo press, please contact us for current

avallability and prives, Prices quoted are for products sold by Games Workshop through its own stores, ar wabsits. | ratallers are
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Specially designed to tunnel

SKAVEN WARP-GRINDER £8.70

beneath the earth, the Warp- WEAPON TEAM
8l i - Product code: 99060206097
grinder enables a Night Runners e b

and Gutter Runners to emerge
behind enemy lines. The metal
Warp-grinder features an
enthusiastic Skaven operator
wielding a warpstone drill, and his
heavily encumbered crewmate.

€12.50, 100dky, 115skrinks 42,5021

ON SALE JANUARY 15TH

SKAVEN DOOM-FLAYE

A motorised ball of whirling death,
the Doom-flayer is the perfect
weapon for scything through
tunnels, slaughtering its way down
crowded streets and chopping up
shieldwalls. The Doom-flayer
offers some point-blank killing-
power to your regiments of
Clanrats and Stormvermin.

SKAVEN DOOM-FLAYER £12.30
WEAPON TEAM

Product code: 99060206096
Seulpted by Giorgio Bassani.,
€15.50, 120dke, T50skehkn 60z

ON SALE JANUARY 15TH

Pictures for illustrative purposes only. Product contents may vary. Products sold unpaintzd and unassembled. Certain Citadlel products may be dangerous {f used incorrectly. Prices correct at time of going fa press, please contact us for curmnt

avaiiability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, cala

or website.

refailers ara responsitie for 7 their own prices.

www.games-workshop.com 7



UNIFORMS & HERALDRY OF THE SKAVEN
Uniforms & Heraldry of the Skaven is a

brand-new 72-page hardback volume that ' LA 10N e S =
details the colours, iconography and ; (U7 ARIIANENAE Dy

fighting units of the Skaven. Created by

Neil Hodgson and Robin Cruddace, this UNIFORMS & HERALDRY
full-colour volume is teeming with exciting : of

history, background and artwork that T ‘ ?‘

describes the clans and regiments of HE SKA EN
Skavenblight and beyond - a showcase of

treachery, duplicity and cunning that will

give inspiration to any hobbyist.

The pages of the book burst with
illustrations of every unit to be found in the
Skaven army, in many and varied colour
schemes, each presenting invaluable ideas
and inspiration to the burgeoning collector
and painter.

Of course, the book also contains
swathes of background, explaining Clan

structures, infamous clawpacks and famous
battles from the Skaven's history.

\

UNIFORMS & £15
HERALDRY OF THE SKAVEN
Product code; 50040206002
1050, 175dk; 200skenkn, 7521

ON SALE JANUARY 15TH

/Colours of the Clans

Uniforms & Heraldry of the Skaven is a
fantastic resource for Skaven
collectors. To see see examples of how
the the artwork and information
contained in the new book can be put
to use, turn to page 86 where Studio
hobbyists have delved deep into the
book to create a host of fantastic
regiments of Skaven Clanrats,
Stormvermin and Plague Monks.

e e
e

R ‘i‘}wSkL.l.r'ry-sraébersM

B

i S—

'; Clan Treecherik

[
1(:.1:_“1 Rict

e

A e e e

e

e

Uniforms & Heraldry of the Skaven is a 72-page hardback book.
With full-colour throughout, this is the indespensible guide to the
clans and markings of the Under-Empire — a fantastically exciting
reference for any Warhammer collector.

j B— s‘-rug;

Fistures for illustrative purposes only. Product contents may vary. Products sold ungainted and unassembled. Cerfain Citadel products may be dangerous if used incorrectly. Prices correct at lime of poing to press, please contact us for cument
avallatiily and prices, Prices quoled are for products sold by Games Workshop throwgh its own stores, or websits. retailers are ible for de ining iheir own prices.
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Wherever you see
this symbol, that
product is only
available to order, See
page 118 for details.

Servants of the Emperor rejoice! This month also sees some of
the greatest heroes of the Space Marine Chapters become
available to order from the Games Workshop website.

MARNEUS CALGAR, LORD MACRAGGE BJORN THE FELL-HANDED

This classic model lets Y P Ny i
players field Marneus e
Calgar in power
armour, granting more
tactical options, such as
riding in a Rhino.

MARNEUS CALGAR, £10.75
LORD MACRAGGE

Product code: 99060101074
Sculpted by Jes Goodwin.

€13, 100dkn 1.25sknnke, 5021

ON SALE JANUARY 22ND

Every squad of Honour
Guard is led by the
formidable presence of

a Chiapter Champion. Bjorn the Fell-handed is a living

BJORN THE FELL-HANDED £36

ancestor who continues to serve Froduct code: 997 TOT07004
i ha i nou Sculpted by Jes Goodwin,
ULTRAMARINES CHAPTER  £8.70 his Chapter with honour St €45.50, 3500ke, 440skfnke, 17521
CHAMPION thousands of years after his
Product code: 990607071460 . + 4 -
Sculpted by Dave Thomas, death. Millennia of battlefield ON SALE IANUARY 22ND
€11, B5cky, 105skyinks, 42.5021 experience makes him perhaps

the deadliest Dreadnought of all.

NJAL STORMCALLER

ULTRAMARINES HONOUR GUARD

The classic Njal Stormcaller NM;STORMCAM LLER : £10.75
s ¥ g : ULTRAMARINES £12.30 " Product code: 99060101066
Including Marneus Calgar in e o returns. Now you can chc_)c:se Seufott by s Contvils
your force allows you to include  produet code: 99060101461 between the protection of €13, 100dks 125skifnkr, 5021
up to three Honour Guard Sculpted by Dave Thomas, Terminator armour or the

Now available separately, these
metal Honour Guard enable you .

to easily bolster your existing .
squad or start a new one.

5 “1 5,50, i r/nkr, iy H
squads instead of the usual one. DL R R flexibility of runic armour. ON SALE JANUARY 22ND

Pictures for ilustrative purposes enly, Product contents may vary. Products sofd unpainfed and unassembled. Cartain Citadel products may be dangerous If used incomectly. Prices correct af time of going fo préss, pleass comfact us for current
avallability and prices. Prices quated are for products sold by Games Workshop through its own stores, or wabsita. retallers arg ible for ing their own prices.

www.games-workshop.com 9



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.

www.blacklibrary.com

10 WHITE DWARF

PROSPERO BURNS GOD KING

Primarch Magnus the Red has
made a terrible mistake that
endangers the very safety of
Terra. With no other choice,
the Emperor charges Leman
Russ, Primarch of the Space
Wolves, with the apprehension
of his brother from the
Thousand Sons” homeworld.
With wrath in his heart, Russ is
determined to bring Magnus to
justice and bring about the fall
of Prospero.

PROSPERO BURNS £7.99
by Dan Abnett

ISBN: 978-1-84416-776-0
£12.50, 100dkr, 11 5skpnkn, 39,9524

HORUS IIISINII (ABRIDGED AUDIO)

HORUS RISING
by Dan Abnett, read by Martyn Ellis

I1SBN: 978-1-84970-015-3
€26, 200dkr, 240sks/nkr, 10021

Promoted to Warmaster,
can the idealistic Horus
carry out the Emperor’s
grand plan, or will this
promotion sow the seeds
of heresy amongst his
brothers? Horus Rising is
the first chapter in the epic
tale of the Horus Heresy, a
galactic civil war that
threatened to bring about
the extinction of humanity.

Abridged from the
bestselling novel by Dan
Abnett and read by Martyn
Ellis, Horus Rising comes
to life in this audio book.

Having defeated the Chaos
invasion of Middenheim, the
Empire led by the god king
Sigmar at last knows a measure
of peace. But in the vast deserts
of Nehekhara, another empire
is rising. Nagash, the most
feared of necromancers, raises
legions of unnatural creatures
swarm the Empire. Sigmar must
defend the lands of the living
and prevent Nagash’s terrible
vision of power coming true.

GOD KING £7.99
by Graham McNeill

ISBN: 978-1-84416-898-2

€12.50, 100dk, 115sknhkr, 39.952¢

Compiled by John Blanche
from years of astonishing
images, Inquis Exterminatus
includes pieces not seen
since the earliest
incarnations of the
Warhammer 40,000 game
- and a selection produced
especially for this book.

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

INQUIS EXTERMINATUS £20
Compiled by John Blanche

M THE DARK MILLENNIUM »—

Pictures for iustralive purposes only. Product contents may var: Products sold unpainted and unassembled, Certain Citadel pr.x‘u o rJ.\dy g :Ja.ugoruuu usad !wn’er.ﬂr Frices cwrdc'ar tirme of going to press, please contact us for current

avallability and prices. Prices quated are for products sold by Games Workshoo trough its own stores,
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Forge World makes a huge array of resin kits and
accessories designed to complement our range of Citadel
miniatures, including super-heavy tanks and huge Titans.
Go online to see more of these awe-inspiring models:

www.forgeworld.co.uk




RETURNTOA

The White Dwarf team are gearing up for war right now, as they prepare to
refight the Battle for Armageddon (the third one, for those of you keeping
count) in their own Planetary Empires campaign.

Already the fires of industry burn hot as players scramble to gather their
armies, the only rule being that the forces the players use must have been
present in the ‘historical’ events of the famous campaign. Adam Troke has
been frantically painting a unit every week in an effort to get an Imperial
Guard army ready in time for the kick-off, while other players have been
able to rest on their laurels and simply add a new unit or two.

Next month we'll bring you the details of the rules we’re using for this
campaign in White Dwarf — so if you fancy joining in the fun and fighting
your own version of the campaign, it's time to get painting. You've got a
whole month to get your forces ready!

Left: Matt Hutson's Armageddon
Planetary Empires map - originally
made when Planetary Empires was
released, we've recently been
cooking up some house rules for it.
For example, the city tiles will be
contested using the Cities of Death
expansion and we’re looking at
some quirky rules for fighting in
the Equatorial Jungle to the west of
the map.

Top right: Christian Byrne puts the
finishing touches to another of his
Ork Battlewagons.

Bottom Right: Adam Troke
frantically paints Commissar
Yarrick ready for his first game.

With 2011 now in full swing, we're
already making tentative plans for this
year's Games Days that will be
happening around the world. Expect to
see the usual eclectic mix of great
participation games, fantastic displays,
Studio guests, as well as the world’s
premiere miniatures painting
competition. And if all that wasn't
exciting enough, this is the 2011 Games
Day exclusive model. The Skaven
Warlord, by Dave Thomas, will only be
available to hobbyists that attend this
year's Games Days, so book your ticket
early!

games-workshop.com

Above: Dave Thomas’
venerable Skaven Warlord will
make a brilliant army general.
Obviously a veteran of many
battles, Dave has given the
Warlord long wispy fur under
his chin to insinuate a beard.
His warpstone-powered
backpack channels energy
directly into his weapon,
making him deadly up close.

12 WHITE DWARF NEWS

School League Heats
hack for2011

A new year means a fresh round of
School League Regional Heats, and
without further ado, battle
commences this month and
continues into February. If you have
a school team but haven't yet
booked a place, don’t despair! There
are still spaces available.

With more locations across the
country than ever before, this year’s
Heats will take place in Glasgow,
Aberdeen, Truro, London and
Nottingham, to name but a few. To
enter one of the events, or to find out
more about the School League, ask
your teacher to get in touch with Bek
Hawkby, our Community
Coordinator on 0115 900 4821.

Good luck, and remember to get
lots of practice in at your local
Hobby Centre before the big day!




ESSENTIAL GUIDES AND PLUNDERED VAULTS

Fantasy Flight Games is pleased to announce six new products for

Warhammer Fantasy Roleplay! The Creature Guide and Creature

Vault, Player’s Guide and Player’s Vault, and Game Master’s Guide

and Gamer Master’s Vault collectively feature all the content

included in the Warhammer Fantasy Roleplay Core Set (and more!),

but offer the versatility many players have been seeking. Purchase

only the content and components you want to bring new players into

your campaign, or use the hardcover guidebooks alone for a more

traditional, component-free WFRP experience. The choice is yours!
With the Creature Guide, GMs can expand their library of

dangerous beasts. The Player’s Guide presents all the information a

player needs to play Warhammer Fantasy Roleplay, including

updated, expanded, and clarified rules from the Core Set. Finally, the

Game Master's Guide presents all the Game Master information from

the Warhammer Fantasy

Roleplay Core Set in book

form, as well as detailed

information and background

on the roles of religion and

magic in the setting. Want to

enhance your experience? Each

‘Guide’ has a ‘Vault' to

complement it - an expansion

including the cards, token, and

sheets to go with your

hardcover books. Build the

WFRP experience you've been

looking for!

BLOOD'BOWL
IZI‘E]*;I_xﬂ}q1 EDITIHN

crapE €OCcus

Blood Bowl: Legendary Edition is the
ultimate version of the computer game!

11 new playable races join the 9 races
already available: Amazons, Elves,
Halflings, High Elves, Khemri,
Necromantic, Norse, Nurgle, Ogres,
Undead and Vampire teams!

All 20 races have their personal style,
tactics and unique skills, which give each
game a huge diversity rarely seen in a
strategy or sports game. New, impressive
stadiums welcome all these new teams,
from the snow-filled Norse stadium to the
creepy interior of a crypt. A change of
scenery is guaranteed!

A new Story mode is also introduced,
in which you get to play as a freelance
Blood Bow! coach. You will have to lead
several famous teams and take up many
challenges through a story that sees you
relentlessly compete with other teams in
merciless matches.

www.bloodbowl-game.com

n'e youa legand In me ma“ng? city or town just how great our hobby and products are.

We are currently recruiting enthusiastic and passionate

So, if you are confident, like talking to people and are
UK mobile, we want to talk to you today. If you are not a

people, who share a love for our miniatures and games, hobbyist, don’t worry, because it’s the skills and attitude

to become Games Workshop Hobby Centre Managers. that are important.

People like you. ' ; If you want to find out more, please head to our
Every day our managers ensure that their stores are website at www.become-legendary.co.uk, however, if you

always welcoming and full of great things to see and do.  cannot wait to apply please send an email to:

They are totally committed to showing everyone in their becomelegendary@games-workshop.co.uk

E+] EGE!

www.games-workshop.com 13



BLACK LIBRARY LIVE! 2011

Saturday 5th March 2011, Warhammer World, Nottingham.

Celebrating and showcasing Black Library’s books, audio ||ll|! 350 tickets

productions and authors, Black Library Live! returns for £
its third year. available - order

Top authors including Dan Abnett, Graham McNeill, nowto a“nill
James Swallow, Nick Kyme and Aaron Dembski-Bowden, Ilisallllllilllmelll
as well as editors and artists, will be giving readings and
panels, where they will discuss their work at length.

It is an exciting opportunity for any Black Library fan
to get an exclusive behind the scenes look at forthcoming
products, buy pre-release novels, learn how to write for
the Black Library, as well as a chance to talk to their
favourite authors. The day will also include a chance to
take part in themed games and hobby activity.

Last year’s event sold out quickly and we have
increased capacity to 350 to meet the high demand.
Tickets are only £12, which includes a free pre-release
paperback novel to collect on the day — choose from
Time of Legends: Caledor, or Victories of the Space
Marines. Doors open at 9am

For more information and to order your ticket, visit: SPACE MA H]N ES

www.blacklibrary.com/blacklibrarylive

i WARHAMMER

Tickets for this vear’s Black Library §
Live! event include a fantastic, free B
pre-release copy of Time of i
Legends: Caledor or Victories of

the Space Marines.

Book your place on the cursed isle

Do you want a gaming experience to make your mates envious? During February you'll
be able to battle over the renowned Island of Blood at Warhammer World — the very
gaming table built by the Design Studio, used in their battle report and taken to
Games Day. This is a unique experience for you to bring a group of friends and
your Warhammer armies and play away for the whole day.

The venue is free to visit and the Island of Blood is free to play on,
however, reserving your place is vital as this is only available in February
and will be in hot demand!

Book now on: 0115 916 8410 or 0115 900 4994.

14 WHITE DWARF NEWS



The Games Workshop website is the most complete tutorials and strategy guides. Every month we upload a
resource for hobbyists and collectors you could hope host of new articles to the site, ensuring that there’s

to find. As well as boasting the entire Citadel range, always something awesome to check out. Whatever
including all the products that are only available to your current hobby project and whichever army you
order, it’s also a fantastic repository of hobby articles, need tactics for, you'll find something!

COLLECTING & GAMING

Our ever-growing library of
collecting and gaming articles
gains some new additions this
month as we showcase a variety
of Skaven sample armies, delve
into the tactics you can unleash
with the Skaven lores of magic
and advice on how to unleash
the weapons and war machines
of Clan Skryre. It's not all Skaven
though; the heroes found within
Codex: Space Marines also get
some time in the spotlight in a
detailed tactical focus.

PAINTING & MODELLING

Online you will find a dazzling
array of painting and modelling
articles. There are tutorials
designed to accomodate painters
of all levels of skill and
experience, along with galleries
of showcases of fantastic Citadel
miniatures. Among the new
content we're adding this is a
new guide on how to paint the
impressive bulk of the Hell Pit
Abomination and a showcase
featuring Chris Peach’s
impressive Clan Skurvy army.

WHAT'S NEW TODAY?

The tireless fellows who run the
Games Workshop blog provide
daily updates every day from
Monday to Friday each week.
Featuring hobby content from
around the world, “What's New
Today’ contains all the latest
hobby news, runs regular
competitions and provides
readers the chance to submit
pictures of their own wonderful
miniatures and scenery and have
them seen by the whole Games
Workshop community.
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corners beneath the Warhammer

world. Subtle, devious

inations are culminating to unleash
blood and death upon the civilised races.
These are the works of the Skaven, cruel
ratmen whose evil Under-Empire seeks to
dominate th vle world. Hunched
creatures whose twisted visage is a
mockery of both men and rats, the
Skaven are creatures of Chaos —
abominations as evil of heart as they are
vile in appearance. Skaven, though

illy feeble and prone

dice, are nonetheless a

ormidable foe. Within their ranks
are powerful sorcerers, Gre
capable of harnessing terribl

savage Warlords and deadly
Assassins. Towering war machines loom
over the chittering horde, harnessing

"e and terrible ragic to

unleash bolts of searing lightning or
deafening peals of sound. Huge mutated
beasts, the y combination of
and rats stride into battle, their
warpstone-fuelled limbs tearing through
the flesh of their foes. Beneath their feet
swarm a carpet of red-eyed rats great and

er to sink their fangs into
the warm flesh of their enemy.

Life is ¢ in Skaven society, and
so their generals will seek to win their
battles by any gambit they can employ.
Normally this involves the callous
sacrifice of warriors in their droves
Expendable troops are hurl
into the foe, while the forc
elements chip away at their d
opponents. Such tactics would r
many of other races baulk, but not so the
Skaven; such things are considered not
only acceptable, but indeed the height of
tactical genius and cunning, the tricks by
which all the r. of the Warhammer
world will be brought low, that the
Skaven can finally rise ascendant!

This month the armies of the Ska
are bolstered by the arrival of fresh
reinforcements — a selection of new kits
that add even more power to the clans of
the Skaven race. Ranging from the
gigantic Hell Pit Abomination down to
the diminutive (but endlessly cunning)
Tretch Craventail, there" 1ething for
every Skaven Warlord (or v
Warlord). White Dwarf's
Troke dons the whiskers of enquiry and
sets off to speak to the designers.

small — all

WARHANIER,

SKAV/

Containing 112 pages of
Skaven goodness,
Warhammer Armies:
Skaven is the ultimate
source of information
describing the nefarious
armies of the Skaven.
Along with background
information, the book is
crammed full of artwork
and all the rules you will
need to unleash the
verminous hordes on the
Old World.




he Skaven army book was written by

-
1 games developer Jeremy Vetock, a
name long associated with quirky
and exciting rules and ideas.
‘I've always had a passion for the

verminous ones,’ Jeremy says with a smile,

‘largely because my best wargaming
buddies always seemed to have a Skaven

army of their own. This meant that Skaven

have always been the army | played
against the most (and subsequently the
army that beat me the most). It also gave
me a strong appreciation for the wackier
stuff that they bring to the battlefield — the
monsters and the war machines.

‘The Skaven fit beautifully into the look

and feel of the Warhammer world. They

have strong imagery that combines all sorts

of archetypes, eldritch engineering,
festering rags and rusted wargear to
mention a few — and a really entertaining
character on the battlefield, singing while
they're winning, backstabbing when they

aren’t. The Skaven have always had a great

mix of character - for the most part

terrifying but with no few horrible parallels
to human behaviour (everyone has known

a cowardly me-first, credit-taking, back-
stabbing dirty rat, haven’t they?).

‘Anyone who knows me knows how
much | love a good joke, and that's the
final piece of the Skaven puzzle. Amid all

| CLANRATS
Skaven Clanrats are the mainstay of the armies of the Skaven — teeming hordes of vicious ratmen armed with sharp
! swords, daggers or spears. Whilst they are not individually fearsome, as a large group they possess an altogether
more fearsome proposition and when they are supported by the deadly Weapon Teams and war machines of Clan
Skryre. Once the enemy has been softened up by the whirling blades of a Doom-flayer or had half of their number
# seared by a Warpfire Thrower, a clawpack of Clanrats is more than able to slaughter the remnants.

that darkness and the cutthroat
backstabbing nature, their background and
stories are always littered with good gags
about equipment blowing up, musk-
squirting and so on.’

“When | got around to writing
Warhammer Armies: Skaven,” Jeremy says,
‘| wanted to identify what gameplay
elements made the Skaven army distinctive
and then enhance those central
characteristics. One of the key factors was
the relationship between the great big
regiments of lowly Skaven warriors and the
other, more unique elements to be found in
their force: hordes of cheap (some cruel
types might even say expendable)
regiments of Clanrats and Skavenslaves are
backed up by incredibly innovative
wargear, towering monsters and of course
formidable Weapon Teams. Generally
speaking, neither will win without the
assistance of the other. A vast horde of
Skaven Clanrats will struggle against
regiments of High EIf Spearmen or Dwarf
Warriors, but when you've hammered
those same foes with a Warpfire Thrower
or Ratling Gun things start to look a little
different. Likewise, if you're struggling to
win a war of attrition, a Doom-flayer
whirling away in combat alongside your
Clanrats can make all the difference as it
shreds through the foe.’

WARP-CRINDER
The obsessive tunnelling
nature of the Skaven has |
given rise to a number of
innovations for boring
through the ground as
quickly as possible. The
Warp-grinder is one-such
answer to this need, a
powerful warpstone drill
that enables the Skaven
to quickly fashion
tunnels. On the
battlefield, it allows a
unit of Night Runners or
Gutter Runners to

emerge from the ground
behind enemy lines,
where they can catch the
foe unawares, destroying
war machines or flanking
regiments of foot troops.

18 WHITE DWARF SKAVEN



The crowning achievement of the flesh-
crafters of Clan Moulder, the Hell Pit
Abomination is a heaving mass of
muscle and bone. A gigantic
combination of a Blindwyrm and
countless rats, Rat Ogres and other, less
savoury additions, a Hell Pit
Abomination is an utterly insane
weapon of destruction.

On the battlefield these many-
headed, multi-limbed beasts flail and
chomp at the foe. Some victims are
beaten to a pulp by pummelling fists or
scythed in two by claw-like appendages
of iron or bone. Others are simply
crushed by the relentless, corpulent bulk
of the creature or even consumed by its
many ravenous mouths.

To ensure that the Abomination can
move swiftly around the battlefield, it is

fitted with all manner of wheels,
warpstone furnaces and fluid pumps -
all designed to keep the misshapen
mountain of flesh moving towards the
foe as quickly as possible.

On the tabletop, the Hell Pit
Abomination offers Skaven generals a
monstrous addition to their army. It is
swift, moving 3D6" each turn, and is
able to dish out a formidable array of
attacks in close combat. Effects range
from the Avalanche of Flesh (which
involves the Abomination rolling across
models in base contact) to the Feeding
Frenzy (a proposition as horrible as it is
deadly, as it inflicts a Strength 6 hit that
causes D3 wounds on adjacent models).
Of course, this is all on top of the
Thunderstomp it will inflict on the foe at
the end of each round of close combat!

S

Tt ct

- m—— ,.;-ﬂ--w,&-m?-
g

|
|

Perhaps Clan
Moulder’s most
successful Hell Pit
Abomination was the
beast known as the
Pale Death. Made
from pieces of the
most ferocious
Blindwyrm yet caught,
the beast’s pallid flesh
glowed a poisonous
shade of green. Sold
to Clan Mors, the
Skaven monster left a
trail of wrecked
Dwarf holds across
the Worlds Edge
Mountains.
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STORMVERMIN

While most Skaven are stoop-shouldered, cowardly and
somewhat feeble, a few in each litter are instead broad
chested and bull-necked. Capable of outfighting their
litter-mates with ease, these Skaven quickly rise above the
flotsam of Skaven society to fill the ranks of the
Stormvermin, elite troops who hold a prestigious position
as the bodyguards and shock troops of their Warlord.
Their position brings with it the best weapons and
wargear, and the willingness to fight to protect it.

Stormvermin
standard bearer

——

l
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UNIFORMS & HERALDRY

THE SKAVEN

Heraldry of the
Skaven

Uniforms & Heraldry of
the Skaven contains a
multitude of illustrations
and examples of Skaven
clawpacks and war
machines from across the
Under-Empire. Whether
you're a sworn enemy of
Chaos, seeking to learn
more about the ratmen,
or a burgeoning Warlord
intent on adding more
detail and depth to your
army, this is an
indespensible addition.
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Listening to Jeremy espouse the virtues
of the Skaven Weapon Teams rings true, it's
nice to know that the balance of power
doesn’t solely lie with the Skaven. ‘These
Weapon Teams aren't without their own
weaknesses,” Jeremy points out. ‘First and
foremost they're quite unreliable. All
Skaven technology is prone to misfire and
mishap (from the mightiest Screaming Bell
to the lowliest jezzail). Often you'll find
that whole games pass without one of your
so-called ‘wonder weapons’ having major
impact. Then, in one glorious moment of
carnage, everything comes together and
some poor opponent gets to feel the full
fury of your army as luck balances things
out again. Just look at how things went in
The Island of Blood mega-battle from
White Dwarf back in October last year to
see how that can play out. I've never seen
such carnage caused by a pair of Warp
Lightning Cannons befare!

‘The presence of powerful elements in
your army creates an interested tactical
aspect to the game,” Jeremy adds. ‘Faced
with a wall of mangy fur and rusty swords
and spears, your opponent will be
wondering whether to concentrate his fire
on your regiments or focus on the more
immediate threat of the Weapon Teams,
Doomwheels, Screaming Bells, Rat Ogres

Stormvermin

and so on. How they handle that
challenge, and how you capitalise on your
advantages will determine your success or
failure. Oh, luck will play a part too!’

Having talked about the somewhat
bewildering elements found in the Skaven
army (if we acgept for a moment that man-
sized rat-beasts capable of building gatling
cannons and wielding terrible magic are
‘normal’), | asked Jeremy how these things
all came to be.

‘These weapons, in fact everything in
the Skaven miniatures range, ultimately
find their origins in the fevered mind of
Jes Goodwin and the many sculptors that
have worked alongside him over the years,’
Jeremy explains. ‘It's fair to say that Jes is
the master of the Skaven and the creator of
their original miniatures range, so it made
sense to pick his brains first.

‘Jes was enthusiastic and obviously had
done so much work on all of the original
material that his ideas were invaluable, but
one of his first actions was actually to put
me on to Seb Perbert. It was Seb who |
conspired with to get inspiration and ideas
for the new units we were adding into the
Skaven army book this time around. The
Skaven have long had a strong theme and
identity within Warhammer, but we wanted
to expand on that.



|

Soaring above the ranks of the Skaven
army are the gigantic structures of the
Screaming Bell and Plague Furnace.

" The Screaming Bell is an iconic war

| machine, the tolling of its gigantic bell

sounding doom across the battlefield,
unleashing a cacophany that can
shatter minds and split stone.
Meanwhile, the Grey Seer perched
atop the bell hurls spells and curses
into the foe.

A foul effigy dedicated to the
Great Horned One, the Plague
Furnace is a war engine that smites
the enemy with a vast, billowing
plague censer. Smashing into the foe
with the force of a wrecking ball, the
Plague Furnace slaughters with
crushing power and the rioxious fumes
emanating from its censer.

www.games-workshop.com
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CLAN PESTILENS

Clan Pestilens are the scions of the Great
Horned One, disciples of pestilence and
disease. Their goal is to spread corruption
and decay. Their foot soldiers are the Plague
Monks, stinking, infectious ratmen whose

unending proximity to the most virulent
contagions has left them scarred and vile.
Alongside frenzied regiments of Plague
Monks skulk Plague Censer Bearers, the most
insanely devoted of Clan Pestilens, who
wield gigantic flails imbued with corrosive
warpstone. At their head march the dread
sorcerers known as Plague Priests.

CLAN ESHIN

The shadowy Clan Eshin
are feared throughout
the Skaven empire as
assassins and murderers.
For a price their agents
will take any contract,
no matter how
diabolical, whether it is
infiltration, sabotage or
outright murder.

The foot soldiers of
Clan Eshin are the Night
Runners, who are used to
range ahead of the main
Skaven armies to pepper
the foe with throwing
stars or sling shot, before
joining with the main
Skaven advance.
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‘Inspired by the obvious lack of a large
monster in the Skaven army, we bounced
ideas back and forth with one another
about what it could be — a tunnelling beast,
a flesh-construct... the ideas came thick
and fast. | particularly liked Colin's creepy
slimy white eyeless Rat Ogre conversion
(you can see it on page 378 of the
hardback Warhammer rulebook). So, |
‘borrowed’ the model and it sat on my desk
for a few months (Colin was really patient).
I knew | was on the right track using that as
a blueprint because everyone who came
near the desk was both disgusted and
fascinated by it at the same time. It is a
horrible monster and Seb and | knew we
wanted something just as horrible.

‘So, we had some conversations, got
excited, and Seb did some sketches that
were really intriguing, but I'll let him tell
that story. From this dark genesis the rules
grew. By and large they are inspired by
disgusting ideas gleaned from classic
horror stories (along with some more
contemporary movies, for that matter). I'm
thinking of all those scenes where the
horrific beastie is supposed to be dead, but
it just won't stay down, rearing up for one
last rampage. | love the idea of the monster
being a tortured patchwork creature —
forever regrowing itself anew even as the
enemy are hacking at it with swords and

A Plague Priest armed
with plague censer

-

axes and the cluster of rats that live within
its unnatural body gnaw away at the
monster from the inside. When the monster
finally dies part of you wants to feel sorry
for it — it being so entirely unnatural and
tortured. And you can imagine everyone
looking at the horrible creature in its death
throes and really hoping it doesn't twitch
itself back to life! Or leave a pile of hungry
rats that abandon their sinking flesh ship!’

Having talked about the rules and ideas
that Jeremy poured into the Skaven army, it
seemed only right to find out about origins
of the fantastic new miniatures. Seb Perbet
is the master of all things ratty and for
months now he's been sneaking around
clandestinely collaborating with games
developers and artists and holding
secretive meetings with his fellow
sculptors. Seb's reputation as the Master
Moulder of the Studio seems to be set in
stone now... warpstone, | am sure.

‘The story of my involvement with the
Skaven is rather back-to-front,” Seb warns
when | ask him about it. ‘It all started just
after | had finished sculpting the Ork
Warboss in the Assault on Black Reach
boxed game. | was looking for something
else to get stuck into and picked up a copy
of the original 1993 Skaven army book. |
read it ravenously over the course of a few
nights. Everything about it, from the



background to the artwork got me really
fired up. | loved how the original models
that Jes had sculpted had such strong
themes running within them, really iconic
blade shapes, details on the armour and so
on. | could imagine myself making models
using those early models and pieces of
artwork as my design cues. So | came back
into work and told the cruel taskmasters in
charge of the miniatures designers that |
was raring to go if there were any Skaven
in the offing.

“Well, they took me at my word. First |
worked on the Stormvermin. The existing
models were great metal miniatures, but
we wanted to give more options for
hobbyists who would be building them,
along with more variety. Making the kit in
plastic was the obvious way to do both of
these things. There are loads of options on
the frames for kit-bashing experts and first-
time collectors alike,” Seb adds, ‘from
alternate banner tops to spare weapons for
the unit champion. Doing the Stormvermin
whetted my appetite for more Skaven
shenanigans. It also taught me a few
lessons as | learned from the master of the
Skaven, Jes Goodwin, about the rights and
wrongs of the ratmen. All | needed was a
chance to revisit them again, and it wasn’t
that long in coming.

‘| was able to inveigle my way into the
team making the new plastic kits to
accompany the Skaven army book, and got
dibs on the Screaming Bell/Plague Furnace
model alongside Colin Grayson. At about
the time master sculptor Brian Nelson was
brought in to help spearhead the design on
the Skaven Clanrats. He brought a fresh
sense of energy and perspective to the
project — tackling the challenge of making
the new plastic Clanrats in as few pieces as
possible. The two-piece prototypes that he
brought into the Studio caused a real stir.
They were really exciting and very much
inspired all of the Skaven models that have
come since. From the point of view of the
Screaming Bell, Brian's prototypes had me
looking really closely at the Grey Seer and
the other crew that ride along with him.

‘While | handled the crew, Colin took
the lead on the design of the Screaming
Bell itself,’ Seb explains. ‘Together we
produced something really impressive. The
heart and soul of the kit is the great big
bronze bell along with the Grey Seer who
rides along on the contraption. This focus
is why we ended up making the Grey Seer
so that he is hanging on to the bell. Not
only does this pose look dynamic and
fantastical, but it also keeps the focus very
much on both the key elements at once.

THE WAR MACHINES OF CLAN SKRYRE
{ Clan Skryre has long since earned itself a reputation for innovation and invention in the field of diabolical war
machines and weaponry. Deep in the warforges beneath Skavenblight the Warlock Engineers devise newer and more
deadly weapons with which to annihilate their foe. Unleashed on the battlefield, these devices give the Skaven a
much-needed advantage — a lone ratman might be little match for the champions amongst Elves, Men or Dwarfs, but
} when crewing a Warp Lightning Cannon or piloting a Doomwheel they can slaughter any foe.
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IKIT CLAW

1kit Claw is perhaps the |
greatest mind amongst '
the evil geniuses of Clan
Skryre. Clad in an iron-
framed exoskeleton that
provides his mangled

body with incredible
strength, he is a

formidable leader, fighter
and sorcerer.
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‘Getting this kind of detail just right can
be a time-consuming process,’ Seb adds. ‘|
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TRETCH

B U

CRAVENTAIL would put together-a mock-up using paper
A vising star of Clai and cardboard cutouts and show them
Rictus, Tretch Cravenitail around the Studio and someone would

haé risen to the rank of point out a design feature we could tweak.
Chieftain through The Grey Seer was riding on the platform;
cunning, guile and no wouldn’t it be nice if he was a little more
small amount of luck. prominent, someone would ask? I'd add a
Tretch can often be raised platform for him to cast spells from
found leading a cunning and someone would point out that it was

ambush or scampering
off to ‘fetch help’ when
things go awry.

detracting from the bell as a focal point.
The solution that we came up with here is
one that everybody seems happy with.
‘After the Screaming Bell, | found
myself locked in battle with the special
characters of the Skaven army,’ Seb says
with a grin. ‘I completely bypassed doing
new Warlords and Warlock Engineers and
went straight onto sculpting some of the
biggest names in Skavenblight. With each
of these models | looked closely at their
background, stories and character and then
dialled this up to eleven! Deathmaster
Snikch is a fine example of this — he has a
really strong martial arts pose, plundered
from a mispent youth watching too many
kung-fu movies. There’s a common trend
that runs through these heroes, however.
All of them have flowing lines that you can
trace across the miniature. Brian Nelson
suggested this idea to me when | was just

CLAN MOULDER

When a Skaven army goes to war, it does so creations. These mutant creations are so dangerous that
accompanied by all manner of vile war-beasts, the the Warlords will pay vast sums in warp tokens to
greatest of which are the mighty Rat Ogres and the acquire a pack of Rat Ogres for their force.
horrific Hell Pit Abomination. These degenerate Should the interests of Clan Moulder itself be \
creatures are the creation of Clan Moulder, masters of threatened, it is able to unleash a horde of uncountable
mutation and surgical manipulation. Using arcane proportions. Giant Rats carpet the ground even as
secrets, fuelled by warpstone, the practitioners of Clan larger, more sinster beasts stomp, crawl and writhe their
Moulder stitch the dismembered parts of disparate way into battle. When Hell Pit, the clan stronghold,

' creatures, enabling them to create truly horrific opens its gates, it sets loose a tide of unending horror. f
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starting out with them — giving them a
curving, almost serpentine aesthetic would
make them look more fluid and dynamic. It
runs across all of the models, from Skweel
Gnawtooth and the curving shape of his
whip to the brand new Tretch Craventail
and the way that his long tail dangles
down forming an ‘s’ shape.

‘All this thinking about curving lines
came in really handy when | moved on to
sculpting the Abomination,” Seb says,
gesturing to an almost comical mockup of
the gigantic monster he keeps on his desk.

‘leremy was pushing for a cool new kit
to add to the Skaven army, and we began
to put all of our ideas into a metaphorical
melting pot. This idea-factory gave rise to
the Warp-grinder and Doom-flayer,
amongst other ideas, and also to the Hell
Pit Abomination.

‘I began making sketches of what this
new hybrid monster could look like, and as
Jeremy mentioned earlier, some of them
were quite disturbing. Games Workshop's
art director, John Blanche, drew some
images of his own. Frankly they were
brilliant, but incredibly disturbing. Aspects
on the model such as the wheel and
boilers were adopted from John's
contribution to our own mad Clan Moulder
experimentations. With the basic design
nailed down it was time to sculpt the beast.
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Giant Rats




THE ISLAND OF BLOOD

The Warhammer boxed game, The Island of Blood, presents an incredible opportunity for any collector to begin, or
add to their Skaven army. In addition to two regiments of 20 Clanrats the set also includes a Warlord, Warlock
Engineer and two deadly weapon teams (including a Poison Wind Mortar) and pack of towering Rat Ogres. All of the
miniatures in this set are exclusive sculpts, only found in The Island of Blood box game. Even better, it comes with a
} High EIf force too — an army that you can foist onto a friend or family member and then destroy upon the battlefield!

| kept in mind Brian’s point about the
sweeping curves on the model, settling on
a shape for the model akin to a wave. To
win everyone over, | put in a slightly frantic
day’s effort making a mockup out of wire,
bits from various Skaven kits and lots and
lots of sculpting putty. Once | had the
rough shape | wanted | carved a load of
sigils and runes into it and then | took it
around the Studio to gauge opinion.
‘Everyone was shocked when they saw
how large | had made it,” he admits. ‘But
impressed at the same time. The sheer size
of the Hell Pit Abomination makes it a
genuine centrepiece for the Skaven army.
The other large kit released this month
is the Warp Lightning Cannon and
Plagueclaw Catapult, sculpted by Colin
Grayson. ‘If you compare it to the original

Warp Lightning Cannon, you'll notice the
difference immediately — it's a great deal
bigger!’ The kit also makes a Plagueclaw
Catapult, a fiendish device employed by
Clan Pestilens to hurl its noisome cargo at
the foe. ‘Cunning use of the A-frame allows
the kit to be assembled in several different
ways, allowing for variety amongst your
war machines,’ points out Seb.

What this all means is that Skaven
collectors have a range of impressive, large
units to add to their force and it adds some
height to the army as a whole. When you
see a Skaven force on the tabletop, it's a
sea of clawpacks broken up by towering
elements such as the Screaming Bell,
Plague Furnace and now the Plagueclaw
Catapult and, of course, the monstrous
Hell Pit Abomination.

| ONLINE

l-'.\'l('}l'\’ E SKAVEN 7
| There are loads of %
Skaven articles available

on our website, from
stage-by-stage guides to
painting your Clanrats to
tacticas for getting the
best out of your magic.
Go to the Games
Workshop website today
to read the Skaven: Army
Tactica, where we
present several different
sample army lists and
tactics for using them.

|
E games-workshop.com

| == e

www.games-workshop.com 25



{
}
|
|

2513 - TERROR IN

THE GREY MOUNTAINS
Warlord Sleekfur is
ordered to sow anarchy
throughout the Grey
Mountains. Gathering a
mighty horde, including
a malodious throng of
Plague Monks led by a
Plague Priest and a
contingent from Clan
Eshin. After three months
of carnage, and with
burning settlements and
smouldering fortifications
in his wake Sleekfur was
ready to return in glory
to Skavenblight. A distant
dust-haze, however,
heralded the arrival of a
Bretonnian army and the
chance for more
bloodshed and glory.
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When the Council of Thirteen decreed that
a clan was required to conduct a series of
raids in the foothills of the Grey
Mountains the rival Warlords in “attendance
quickly fell into petty bickering and blame-
laying as they sought to avoid the task.
Secing advantage where others saw none,
Warlord Sleckfur proffered his services to
the Council (amidst a shameless display of
gratitude that involved prostration, the
offering of slaves and all together too much
genuflection) in exchange for the grornis:
of assistance from certain of the Greater
Clans and the guarantee of great rewards
and Clan privileges upon his return.

Quickly gathering his forces and
reluctantly accepting the ‘aid” of Lord
Greysore, Sleckfur set off before his rivals
caught wind of his plans. Sleckfur and his
warriors headed through the grim network
of passageways and tunncls towards the
Black Chasm. There they were joined by
the ranksome figure of chtcrlung. a Plague
Priest and his filthy coteric.

From the Black Chasm, Sleckfur set
out, travelling at night and secking shelter
in the days to avoid the prying eyes of the
scattered inhabitants of the region. Sleckfur's
orders had been to destroy any sizeable
scttlements that he found, to create a sense
of fear and terror that would draw out the
armies the manthings. Although he hadn't
been privy to the details, a general of
Sleckfur's calibre knew that this must be to
provide a distraction elsewhere. His own
plan was to gather as much plunder and as
many slaves as possible, and then escape
before any reprisal could be meted out.

In short order the towns of Rachenburg
and Lorel were razed to the ground, their
puny garrisons overrun by his hordes of
Clanrats. The smell of burning manflesh
soon filled the air and each day a new
pillar of smoke tarnished the skyline.

The aged keep of Parone was defended
by a grizzled old Man-thing atop a
powerful horse. With a band of retainers he
rode out to challenge the indomitable
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Skaven, so Sleckfur proudly unveiled
Killerzzap, his prized Warp Lightning
Cannon. Pi'hc unfortunate Man—thing was all
but disintegrated and his horse somewhat
over-cooked, but the shot had the desired
cffect, sending the rest of the Man-things
flecing for the hills and leaving the n:ari}r
scttlement ripe for plunder.

With each successive attack the wagon
trains of Warlord Sleckfur grew fuller and
soon the canny Skaven was planning his
return to Skavenblight. Hours of haggling
with Festerlung for his silence-price yiclded
a2 share that would still leave Sleckfur a
huge hoard of wealth.

When Sleekfur announced to the leaders
of his clawpacks he planned to return to
Skavenblight, Lord Greysore warned him
against it. Sleckfur's duty, the horned
sorcerer warned, was not yet done.

Flanked by his favoured warriors and far
from the devious political wrangling of
Skavenblight, S]::Efur might have dared
push his argument, had not a shadowy

figure emerged from the darkly robed
Skaven of the Night Runners. As soon as
Sleekfur recognised the legendary
Deathmaster Snikch, he squirted the musk
of fear (several times) and offered to stay
just as long as Greysore would like.

That time arrived sooner than Sleckfur
and his (now very nervous) Stormvermin
would have expected. The very next da the
Sewer Raiders, acting as scouts, reported that
a large Man-thing army was approaching.
Mounted on horses, the Man-things were
wearing plenty of metal clothes and were
approar.h_iné quick—c]uick.

Lord Greysore leaned in close to the
anxious Warlord Sleckfur as he issued a
final set of orders.

‘Fight-fight the Man-things. Kill their
general we s%lall, Make him dead and much
riches and slaves will be yours,” he hissed
into Sleekfur's ear.

Sleckfur looked at his army, the
towering war machines and fierce clawpacks.
Grinning, he squeaked for the advance.

LORDS
Warlord Sleekfur
Warlord with halberd, tail
weapon and Talisman of
Protection.
116 points
Lord Greysore
Grey Seer with Shadow
Magnet Trinket and
Screaming Bell.
470 points
HEROES
Deathmaster Snikch
270 points
Festerlung
Plague Priest with flail
and Plague Furnace.
254 points
CORE
Slacktail’s Spearhorde
40 Clanrats with shields,
spears, musician,
standard bearer,
Clawleader and Poisoned
Wind Mortar.
285 points
Whirlmange’s Clawpack
nrats with shields,
n, standard
or, Clawleader and
Warpfire Throwe
points
The Sewer Raiders
10 Night Runners with
slings, Night Leader and
Warp-grinder.
148 points
Ripsnout’s Horde
20 Stormvermin with
musician, standard
bearer, Fangleader with
warplock pistol and
Doom-flayer.
228 points
SPECIAL
Greel’s Ratbeasts
4 Rat Ogres and
Aaster Moulder with

210 points
Mangespore’s Monks
30 Plague Monks with
musician, standard bearer
and Bringer-of-the-Word.
235 points
RARE
Warpmaw
Hell Pit Abomination
235 points
Killzzap
Warp Lightning Cannon
90 points
Rumblezzap
Doomwheel
150 points

Total 2996 points
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IN-STORE THIS MONTH

As the New Year bell tolls a plague of untold proportions spreads across the land. Once more a
skittering, diseased horde of Skaven descend on the Warhammer World to wreak havoc and
strike fear into the very heart of men. All this month you can join the vermintide or seek to
conquer these hideous ratmen as part of our Winter Crusade.

The Winter Crusade or War of the Ring, then speak to our staff about signing
Join us this month as we continue our programme of free up for a free January Beginners’ w ond. They are a
events and activities. Grand E-]'f‘ttl‘—‘s- modelling workshops great introduction to the hobby of fun! Check out
anq Peit s all await you i >, many of the dates below for details of this year's January

which will s ase the brand new Skaven additions. A 2 :
: e R ENSp——— i Beginners’ Weekends.
Don't your chance to become a Crusader! z

e 8th-9th January Warhammer

lanuary Beginners’ Weekends e 15th-16th January Warhammer 40,000
If you're new to the hobby or just starting out in d-23rd January War of the Ring/The Lord of the Rings

Warhammer, Warhammer 40,000, The Lord of the Rings e 29th-30th January Grand Finale

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




DARK ELDAR

Extremely fast on the attack and packed full of deadly warriors, the Dark Eldar can
prove a tricky army to master. The author of the codex, Phil Kelly, gives us a few
pointers on to how to get the most out of these alien raiders on the battlefield.
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reckon they’d probably be a rapier of

some kind, for they reward finesse and
skill most of all. You'll find that the solid
broadsword of the Space Marine army and
the big dumb club of the Orks will batter
them in a straight fight, but the Dark Eldar
fight dirty, and the good thing about a fast
and lightweight weapon is that you almost
always get the first hit in. We're going to
look at how to make the most of that initial
strike and keep the pressure on until
victory is firmly in your grasp.

Go for the Throat

To win with the Dark Eldar you'll need to
learn how to dictate the pace of the battle,
and that usually means getting stuck in.
Some armies are reactive, preferring to sit
back in cover and hammer away as the
enemy closes in — and hammer you they
will, unless you get right in their faces as
soon as inhumanly possible. Luckily the
Dark Eldar are really, really good at getting
into combat nice and quickly.

The Raider is the ideal tool for getting
your Kabalite Warriors and Wyches into
rapid fire or assault range without them
getting shot to pieces first. Because the
Dark Eldar’s transports are open-topped,
and because almost all of your units have
the Fleet special rule, you can get to grips
with enemies on the other side of the
board from a standing start. It's simple
enough to do, in theory — the Raider moves
12" forward, the squad inside moves
forward another 2" whilst disembarking, a
good fleet roll gets you another 5 or 6",
and your 6" assault move makes a total of
26" — theoretically enough to pull off the
dreaded first-turn charge or get all your
splinter rifles close enough to rapid fire. It's
a big gamble, though, as it relies upon the
enemy to deploy far forwards and a bad
run roll will leave your unit stranded in
front of the enemy gunline, which is a fatal
error for a Dark Eldar player to make.

If you're feeling brave, by all means
take lots of dedicated transport vehicles
and just go for the first-turn mass assault; at
least one or two of your units will get lucky
in the initial sprint and, by engaging the
right units, close down the enemy’s
capacity to shoot the living daylights out of
those of your sprinters that have fallen
behind. If you're considering this tactic
then | advise you to load up your Raiders
with nine-man squads with independent
characters leading them; that way when
you disembark you can split the character
off from the main unit and double your
chances of getting a decent Fleet move
with at least one of them.

Thing is, once you've pulled this trick
on your opponent once, he's not likely to
fall for it again, and next time he will set
up further away to keep you at bay for
longer. | find on balance it's best to set

Ifthe Dark Eldar were a weapon, |

yourself up for a devastating series of
second-turn charges, using your first move
to get your troops into position behind the
chunkiest pieces of cover you can find
before pouncing on your prey.

In a decent-sized army you should
expect to see at least three Raiders
zooming about the battlefield, moving
from cover to cover before disgorging their
passengers into the enemy’s midst. It's a
good idea to fill your Raiders with units of
Troops so you can claim far-flung
objectives, along with small units of Elite
warriors such as Incubi. Using two units of
five Elites is usually a better idea than one
big unit mounted in a single Raider,
because it gives you far more options —
including throwing both of your small
units against the same enemy unit if you
really need a concentration of force. A
transport vehicle packed full of Incubi and
another of Archon-based nastiness is
usually enough to deal with any threat
short of a Dreadnought or full-size Ork
mob; their power weapons mean that they
certainly have no trouble slicing and
dicing their way through Space Marines.

Tactics Key

The Raiders move
forwards and hide
behind the cover in
the middle of the
battlefield, hopefully
out of sight of the
enemy’s big guns.

9 The Ravager and

Raider with dark lance
take aim at the biggest
target, whilst
minimising return fire
by staying out of lines
of sight.

The Raiders zoom
forwards, disgorging
their passengers into
close combat.

e The Ravager continues
to hang back and pick
off any targets that
might threaten the
Dark Eldar assault.
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Breakneck Speed

Rather than leaping from
cover to cover, you can
go for a 24" first turn
Turbo Boost, giving your
transports a 4+ cover
save because of their
sheer speed. Though
risking proximity to the
enemy’s rapid fire and

special weapons, this can

be immensely satisfying,
and a flurry of successful
saves can see you firmly
in control of the game
next turn.

A vanguard of Raiders packed
with Troops squads zooms

forwards, supported by Hellions

and a Ravager.

Covering Your Assets

Commorragh’s finest go to war clad in
lightweight armour. Their vehicles are
designed for speed, not durability. Their
armour looks amazing but sadly it's not
going to stop a mass-reactive rocket-
propelled bolter shell. Because of this you
need to use everything else on the table as
a protective screen instead. That doesn’t
just mean hugging cover, it also means
creating it, because sometimes the terrain
just isn't on your side.

What | mean by ‘creating cover’ is
using your own vehicles as a screen to
protect the units behind them. | know, it
sounds like madness, but there is a method
here. If your units have to cross an area of
the board where there is little or no cover,
you'll need to sacrifice a Raider or two to
do the same job. Move your Troops-
carrying Raiders forward in close
formation, with your more valuable units
skulking behind them — this second wave
will benefit from a 4+ cover save because
of the intervening units, but with a bit of
careful positioning your opponent won't
be able to see them at all. | usually take
the flickerfield vehicle upgrade on my
Raiders to give them a fighting chance —
the 10 points it costs you for that 5+ cover
save will seem well worth it when it saves
you from a melta shot — though beware of
putting too many vehicle upgrades on your
transports as they are likely to bite the dust
in the early-to-mid game. One upgrade per
vehicle is usually enough.

TACTICA DARK ELDAR

Whilst we're on the subject of vehicle
upgrades, splinter racks can really hoost
the effectiveness of embarked Kabalite
Warriors or Trueborn, especially at close
range. Night fields, on the other hand, are
perfect for protecting Ravagers because
they shorten the reach of incoming enemy
heavy weapons fire whilst still allowing
your heavily armed gun-skiffs to shoot at
full effectiveness from a safe distance. This
is the Dark Eldar strategy in a nutshell — hit
the enemy hard whilst robbing him of the
ability to hit you back.

When your Raiders do get shot down
(and they will), try to ensure that the
passengers are placed in the optimal
position for the ensuing carnage. If your
opponent has a lot of anti-infantry fire yet
to unleash, deploy them in the shadow of
another Raider or the wreckage of their
own transport and consider going to
ground. If he’s running out of guns, deploy
the passengers as close to enemy lines as
possible so your unit can leg it the rest of
the way. If it’s a unit of Kabalite Warriors
or Kabalite Trueborn that was riding in the
Raider, you could even use the wreckage
of your transport as an impromptu bunker.
Using fragile vehicles takes a bit of getting
used to, but this is why it's important to
take several Raiders — your opponent will
bag two or maybe three of them before
you get your evil revenge, but whilst he's
obsessing about shooting down your
relatively cheap vehicles, the rest of your
army is moving into position for the kill.




Your Secret Weapon

and How to Use It

So what is the most deadly weapon in the
Dark Eldar arsenal? Is it the dark lance,
ideal for tank-busting at a distance? Maybe
the super-nasty void mine, or one of the
Haemonculi’s instant-death causing little
toys? Well, those things are mean as hell,
but for me the key gadget in the Dark
Eldar armoury is the webway portal.

At first glance the portal is an
innocuous Archon upgrade that doesn’t
seem like a weapon at all, but it's often the
crux upon which the whole game
changes, because it enables your units to
get right into the thick of combat without
taking so much as a single bullet. Take an
Archon with one of these exotic little
wonders and zoom him across the board
in a transport, sticking to cover all the
while. Then disembark him within 6" of
the enemy lines, deploy the webway
portal in the thick of the enemy army in
the Shooting phase, and then plunge the
Archon headlong into the fray. Properly
equipped, an Archon is more than capable
of taking on an entire enemy squad by
himself — as any veteran Dark Eldar player
will tell you, a shadow field and agoniser’s
a good place to start — but that's not really
the point. From that point on, all your
units held in reserve can enter play
through the webway portal, meaning that

anything within 12-24" of it is risking a
full-strength unit of Dark Eldar in the face.

If you can get the webway portal into
the opposite side of the board then
nowhere is safe for your opponents. It's
possible you’ll lose your brave Archon as
your opponent fights back, but there’s no
better way of getting lethal but lightly
armed units such as Wyches, Hellions and
Harlequins into the fray intact, and it's
certainly cheaper than using lots of
Raiders. Try using the Raider tactics
outlined above in combination with a
webway portal and you'll be spoilt for
choice — the more options you have, the
less your opponent has, and control of the
battlefield almost always leads to success.

Some players like to use two Archons,
each with a webway portal, and race them
up the flanks of the table to catch the
enemy in a two-pronged attack. This is
quite an investment but it almost always
pays off — you can choose which of your
reserve units appear where, giving you
loads of flexibility. Canny opponents will
attempt to either back away from your
portal to deny you your easy assaults, or to
surround it altogether, cutting off your
reinforcements. By using two portals
you're doubling your chances of getting
the rest of your strike force into the fray
without taking a single wound, and that's
worth 70 points any day.

e CTIVELLY DARK ELDAR

| An Archon charges forwards,

deploying a webway portal right

& in the face of the Imperial Guard.
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Death from
the Shadows

Although units of
Mandrakes excel at
outflanking assaults, they
can also become rather
shooty when they gain
their first pain token. Try
sending a transport-
mounted Haemonculus
into the ranks of a unit of
Mandrakes once they've
arrived on the battlefield
in order to give them a
pain token — suddenly
you have another
weapon in the form of
their Assault 2, Pinning
Baleblast attack.
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This unit...
Kabalite Warriors Carnifexes,
Wraithlords

Talos/Cronos

(disintegrators)

Is great against...

Infantry Squads
Space Marines,

Because...
Splinter weapons always
wound on 4+.

Wyches Enemy characters  High Initiative,
4+ invulnerable save in
assault, specialist weapons.
Hellions Ork mobs, Great anti-infantry firepower/
Tyranid Termagants loads of Strength 4 attacks.
Incubi Terminators Multiple power weapon
attacks at Initiative 5.
Mandrakes Basilisks, Can enter play in enemy’s
Devastators deployment zone.
Scourges Predators, Mobility plus tank-busting
Battlewagons special weapons.
Reaver Jetbikes  Hellhounds, Exceptional mobility plus

bladevane attacks.
T7 and deadly

| Leman Russ monstrous creature attacks.
|  Wracks Carnifexes, Lots of Poisoned Weapon
Wraithlords (4+) attacks.
Ravagers Land Raiders, Unparalleled at killing
(dark lances) Leman Russ Armour 14 behemoths.
Ravagers Space Marines Can reliably kill four

Space Marines per turn.

A Splintcry Doom |

Splinter rifles en masse [
are a terrifying prospect |
for any non-vehicle unit,
especially when backed

up by shredders and
splinter cannon. The idea

is to force your opponent
to make dozens of

armour saves, so don't
obsess about AP — weight

of fire does the same job,

if not better.

L W

The Right Tool for the Job

So, we've covered how to get there, now
what to do when you're right in the
middle of the enemy army? The first thing
to do is ensure that all of your shock
troops have the right target in front of them
— Wyches are great for winkling troops out
of cover due to their plasma grenades and
high Initiative, infiltrating Mandrake units
are the perfect weapon for sneaking up on
Heavy Support units that hug the opposing
table edge, and Incubi excel at taking
down well-armoured infantry, for instance.
Much like their Craftworld Eldar cousins,
the Dark Eldar units all have an enemy
that they excel at fighting, and a good
Raider strike or a well-placed portal can
ensure that you can pick your fights. Let's
look at a few ideal match ups; use the
table above as a guide and you’ll be off to
a good start.

Bringing the Pain
The second thing to do is to ensure your
units pick up their first pain token as
quickly as possible. If your enemy is close-
combat oriented and eager to get into the
fray as quickly as possible, whittle his
numbers down with splinter weapon fire
from your Kabalite Warriors and then
deliver the killing blow with a unit of
Wyches — this will give the girls the Feel
no Pain rule just in time to withstand the
inevitable counter-attack. If you're
charging across the table instead, things
become a little trickier, because like as not
you’ll be launching combats against a
well-dug in enemy force. This is where the
second-round unit kill comes in.
Mastering the second-round unit kill is
a must for assault-based tactics. We've all
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seen it — the super-hard close combat unit
piles in and absolutely nukes an enemy
squad in a single round of close combat,
then, after their moment of short-lived
glory, stands there looking desperately
exposed whilst the vanquished squad'’s
mates take their shooty revenge. Even with
a pain token this can spell death for a
Dark Eldar unit. You're looking to finish off
the enemy squad in the second round of
combat — or more accurately in the
opponent’s turn — so that you can
consolidate and then launch a fresh assault
without giving your foe a chance to shoot
your assault unit to pieces.

The Dark Eldar excel at the second-
round unit kill because of their high
Initiative. Say you charge a unit of
Succubus-led Wyches in against a unit of
Space Marines — the Wyches go first, and
kill half the unit of Space Marines, though
they take a good few casualties in return.
The Space Marines, knowing no fear and
all that, aren’t going anywhere. Next
round, the Wyches are still striking first;
meaning you've got two whole batches of
attacks in, hopefully finishing off the
enemy squad before the Space Marines get
a chance to strike back. If you'd finished
that Space Marine squad off in one round,
it'd be a bolter breakfast for the Wyches,
but the second round unit kill has allowed
them not only a pain token but also a turn
of moving, fleeting and assaulting in which
to find fresh prey.

That first pain token is often the
difference between your force acting like a
collection of immortal vampiric killing
machines and a bunch of bullet magnets.
Even if you're countercharged whilst trying
for your second round success, you should
pick on the most depleted squad
mercilessly, because if you manage to kill
it you'll immediately get Feel No Pain in
time to save your unit from the
countercharger’s attacks. | recently had a
game where my Wych unit, led by Duke
Sliscus, had been exchanging kills with a
unit of Chaos Space Marine Berzerkers led
by a Chaos Lord. | got the charge in, but
the combat was a draw, and | failed
miserably to break them. Next thing |
knew another unit of Berzerkers had piled
in, but instead of spreading the kills
around | concentrated on the depleted
squad, finishing them off and allowing me
to shrug off the new squad’s attacks with a
4+ invulnerable save backed up by Feel
No Pain. The Berzerkers lost the combat
as a result, and the Chaos Lord bit the dust
during the resultant Fearless-induced batch
of armour saves.

The Art of Horrible Death

The good thing about pain tokens is that
there’s a lot of ways to get hold of them.
Imagine a couple of Haemonculi

bolstering a full-strength unit of Incubi -
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These Hellions are about to use their Hit
and Run rule to leave combat in the
enemy’s turn — allowing them to shoot and
then charge the same unit in their own
turn, or find new prey elsewhere.

those power weapon-wielding murderers
will be unstoppable with a double save
and Furious Charge boosting their multiple
attacks to Strength 5 and Initiative 6.
Haemonculi start the game with a pain
token due to their Altered Physique special
rule — attach one of these wizened fiends
to a unit and bingo, they all benefit from
Feel No Pain. Seeing as you can take three
Haemonculi as a single HQ choice, it's not
difficult to put more than one in the same
unit, conferring several special rule
bonuses and some seriously nasty arcane
wargear into the bargain. Experienced
Dark Eldar players will soon find the triple-
Haemonculi HQ choice a staple in their
armies — blowing an enemy character up
or cutting him into pieces is all well and
good, but turning him to glass and
shattering him or causing his body to grow
uncontrollably is just so much more...
well, evil | suppose.

Zooming In, Zooming Out

The fastest Dark Eldar are, strangely, the
trickiest to use well. Both Hellions and
Reavers can outstrip the Fast Attack
choices of other armies with ease, but
even basic sidearms can ruin a speed
fiend’s day unless they are used
appropriately. Tempting as it is to equip
Reaver jetbikes with all the upgrades under
the sun, it really doesn’t pay off. Either give
them as many heat lances and blasters as
you can in order to use them exclusively
for tank hunting duty, or give them cluster
caltrops and grav talons for those
bladevane slash attacks, but not both. |
would advocate moving 36" a turn every
turn with your Reavers; they can still cut
enemy infantry to pieces (ideally finishing
off depleted units), but do not leave
themselves vulnerable, because as soon as

you slow down with these guys, their
amazing 3+ Turbo Boost cover save
becomes a rather average 5+ armour save.
Besides, it looks extremely cool zooming
about and it's great fun to do. Just ensure
that you don't pull a fly-by attack on
something with enough reach to assault
you next turn — Reavers don't fare well in
an assault.

As for Hellions, these guys really need
to fly behind a Raider screen or hug cover
to prevent them from getting shot up as
they close, but once they are in the thick
of things, they can really show off. Their
splinter pods are ideal for softening up
targets before the fighting really begins —
just be sure you’re in nice and close before
using them, or a cunning foe will remove
those nearest your Hellions to prevent you
launching an assault. My favourite tactic
with these guys is using their Hit and Run
special rule to disengage from a difficult
combat in the enemy’s turn, moving back
in, shooting the same unit and then
launching another assault to finish them
off. Stunclaws are great fun to use too; it's
great fun carrying an enemy independent
character off from his unit for a nice little
ten-against-one fight whilst your shooty
units mop up those footsloggers left behind
in the Hellions’ wake.

In summary, the Dark Eldar are a very
unusual army. They move like lightning,
they hit like a ton of bricks, but they have
all the resilience of a wet paper plate. If
you can make the most of their advantages
whilst compensating for their weaknesses
you'll be winning games left right and
centre. The best way to learn, of course, is
with practice — so get out there and
challenge your gaming buddies to take on
the fastest, fiercest and meanest army of
them all!

. Which Wych

- is Which?

| It’s always worth
upgrading your Wyches. |
Try to get your shardnet |
and impaler-toting Wych
into contact with the
enemy champion whilst
the razorflails and hydra
gauntlets get on with the
high-Initiative kills on the
unit — the aim is to win
the combat and run the
character down with a

| sweeping advance.

Whych with razorflails
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The Dark Eldar strike without warning from their
twilight realm of Commorragh. Cruel beyond
compare, their way of warfare is swift, deadly and
unerringly precise.

On this page you can see a selection of the multi-
part plastic kits available from the Dark Eldar range.
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Scenery kits such as Witchfate Tor and the Fortified Manor form great focal points
for your battles, as armies struggle valiantly to control of them. In this article Jervis
Johnson and Mat Ward expand on the rules for using buildings.
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Tower of Sorcery, the Fortified

Manor and the Mighty Fortress all
form great centrepieces to games of
Warhammer, towering edifices that
dominate the battlefield. Such buildings
form key objectives and defensive
fastnesses, over which armies clash in
bloody struggle.

In this article we're going to look in
detail at the rules for multipart buildings
that appear in the Warhammer rulebook.
Using these rules will add an extra layer of
complexity to your games, but they really
let models like the Tower of Sorcery
become a deserved focal point.

Multipart Buildings

The rules for multipart buildings appear on
page 129 of the Warhammer rulebook,
boiling down to the following principle:

“Large building models should be
broken down into sections, each of which
is treated as a separate building.”

The example given to illustrate this in
the Warhammer rulebook is a Fortified
Manor, and it will serve just as well as an
example for this article.

As you can see below, the Fortified
Manor is a single building model, and can
be treated as such in a battle. If you decide
to do this, then the building rules in the

L arge buildings such as Witchfate Tor,

rulebook are used unchanged, and the
Fortified Manor can only be garrisoned or
assaulted by a single unit.

However, it is much more appropriate
to treat large buildings like this as a
‘multipart building’. If you do this then the
building is divided up into a number of
sections. When you discuss this matter
with your opponent, you should also
decide if units in the separate sections can
shoot at each other or not; in general it's
best to say that they can't, but there will be
circumstances where it makes sense to
allow them to.

The obvious thing to do is to break the
Fortified Manor down into two sections —
‘the Tower’ and ‘the Great Hall’. You could
go a step further — as we do at the end of
this article — and decide to count the
courtyard and outhouse as separate
sections too. Units in the adjacent sections
may not shoot at each other, as it doesn't
appear that units in one section could see
units in the other without leaning far out of
a window or over a parapet.

This means that the Fortified Manor
becomes, effectively, two separate
buildings as far as the rules are concerned,
and that each section can be garrisoned or
assaulted by a separate unit. Note that a
unit can assault one building section even
if this would bring it within 1" of the other,

Assaulting a
Building

The foundation for any
good assault party is an
elite infantry unit,
preferably packing
multiple high-Strength
attacks to devastate the
defending unit and drive
them from their fastness.
High EIf Sword Masters
are amongst the best at
this, each striking first
with 2 Strength 5 Attacks.

The brave soldiers of the Empire
garrison the Fortified Manor
against the foe.
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The Walls of Volganof

Whilst this section of the
walls of Volganof might be
an extreme example of a
multipart building, it does
illustrate how even a
complicated building such
as this can easily work in
the game with little effort.

These Skeleton
Warriors could
attack the
Greatswords on
the bridge (G) or
the Helblaster in
the tower (1).

These Halberdiers could
move from B to A, C or E,
as all are adjacent and
unoccupied sections,

These Greatswords could
move back to C or can
attack the Skeleton
Warriors defending H.

These Handgunners
can only move to C.

These Grave Guard are
outside the tower but
could move into A, as it
is unoccupied.
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A unit of sturdy Dwarf
Longbeards defend the tower
against an attack from the castle’s
walls by Dark Elves,

as charging units are allowed to ignore the
1" rule, but that the assaulting unit would
not be allowed to end up in base contact
with the other section if it is garrisoned by
a unit. Also note that a unit in one section
may have to take a Panic test if a unit in
the other section breaks or is wiped out —
garrisoning a building does not confer the
Immune to Psychology special rule. Finally,
note that adjacent sections can each be
garrisoned separately.

Assaulting between Sections

You can treat multipart buildings exactly as
described above, so that they are really
nothing more than a group of buildings set
up close together. However, such a
solution, while practical, can lead to the
odd situation where a unit in one part of a
building can’t move to or assault another
part of the same building without leaving it
first. This can seem decidedly odd, but you
can agree to allow units in one section to
move or assault into adjacent sections.
Returning to our example, this would allow
a unit in the Great Hall to move to the
Tower should it be unoccupied, or to
assault the tower if it is garrisoned by an
enemy unit.

Moving between sections is simply a
matter of transferring a unit from the
section it is currently garrisoning to the
adjacent section. Note that units can only
move and assault for that matter between
adjacent sections of the same building.
This is important for very large buildings,
such as the Mighty Fortress, which have
different sections that are quite separate
from one another.

Assaulting between sections is just as
straightforward — the assaulting unit is
assumed to automatically make its charge
roll and the defending unit is allowed to
choose a Hold or a Stand and Shoot charge
reaction. Note that choosing to Stand and
Shoot is allowed even though the attackers
are in close proximity of the defenders —
this represents the defenders firing at point
blank range as attackers batter their way
through doorways or barricaded corridors.
The defender will suffer To Hit modifiers
for standing and shooting, as well as for
firing at a unit in hard cover.

The assault is then resolved in the same
manner as any other building assault,
except if the attacker loses, they must
return to their own building section.

Arcane Architecture &
Multipart Buildings
One last thing that you may wish to
consider is whether any of the sections in
your multipart building should count as
Arcane Architecture. Doing this will adds a
lot of character to the buildings you use in
your battles, and because of this it's well
worth considering. Inventive players will
also want to consider making up their own
‘house rules’ (no pun intended!) for special
sections. You'll find an example of this in
the battle report on page 432 of the
Warhammer rulebook, where we gave
units occupying sections of the Bretonnian
castle the ability to drop D6 rocks on the
heads of units assaulting the building!
Further ideas for specific house rules
can be found on the example multipart
buildings on the following pages.

Defending a
Building

Whilst numbers of bodies
might allow a defending
unit to win a war of
attrition, it won't stop
them fleeing in the face
of overwhelming
casualties. Instead,
heavily armoured, high-
Leadership warriors such
as Chaos Warriors or
Dwarf Ironbreakers have
the resilience and the
stomach to repulse a
would-be attacker.
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"FORTIFIED MANOR

Remote coaching inns and manor houses are often fortified with sturdy walls and a
defensive perimeter, allowing a garrison to defend against attack. The Fortified Manor
comprises four separate sections, each adjacent to a different section.

Outhouse

Whilst cowering in the watercloset
is not the noblest way to go, the
door is quite sturdy and might
preserve the life of a particularly
desperate individual. Only a single
character model can occupy the
Outhouse. A model garrisoning it
can move to, or launch an assault
against, the Tower.

The Tower

Towers can be pressed to all
manner of service, fair or
otherwise. The most obvious rules
to apply are those for the Wizard's
Tower or the Tower of Blood.
However, you might decide that
the curious buttress details are
really Sinister Statues, or are set
with Bane Stones. A unit
garrisoning the Tower can move to,
or faunch an assault against, the
Great Hall or the Outhouse.

Alternate Theme: Corrupted Crypt

The Fortified Mansion can serve admirably as a building
taken over by one of the vicious Vampire Counts of
Sylvania. If you want to give this a try, use the following
rules instead:

Outhouse: A tortured corpse of a noble captive is chained
within — his ravaged form a most unsettling sight for any
who enter. Use the rules for a Charnel Pit.

The Tower: Devious spirits lie within, testing the unwary

with riddles and feasting upon those who fail to provide
proper answers. Use the rules for the Nehekharan Sphynx.
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Great Hall

Is your Fortified Manor a tavern, temple or
spirit-infested hall? Depending on what answer
you choose, the Great Hall could follow the
rules for a Dwarf Brewhouse, Sigmarite Shrine
or Haunted Mansion. A unit garrisoning the
Great Hall can move to, or launch an assault
against, the Courtyard or the Tower.

The Courtyard
With its high walls, the courtyard is practically a
building in its own right and can be treated as such.
Any unit assaulting the courtyard also count as having
charged a unit behind a Blessed Bulwark. A unit
garrisoning the courtyard can move to, or launch an
assault against, the Great Hall.

The (Cursed) Courtyard: Wailing wisps thread mournfully
through the unhallowed wall-stones. Any unit assaulting
the courtyard also count as having charged a unit behind a
Ghost Fence.

Great Hall: The site of many a foul feast of blood, the floor
of the hall is slippery with magically-tainted gore. Use the
rules for a Wyrding Well.




WITCHEFATE TOR, TOWER OF SORCERY

Towering over the surrounding landscape, Witchfate Tor commands the battlefield.
Each floor counts as a separate building, which is adjacent to the floor above and
below. If a floor has a special rule, it only affects models occupying that floor.

Top Floor

Atop the Witchfate Tor is a temple of Sigmar open lo
the skies, the better to catch the rays of the twin-tailed
comet when it returns once more. This floor could
follow the rules for a Sigmarite Shrine. A unit
garrisoning the third floor can move to, or launch an
assault against, the second floor.

Second Floor :

The site of the tower’s garrison in days gone by, this
chamber still resonates to the sound of their victory
feasts and the celebration of past glories. The rules for
an Acropolis of Heroes are ideal for this floor. A unit
garrisoning the second floor can move to, or launch an
assault against, the first floor or third floor.

First Floor

Save for a few stray chains, this floor seems unadorned,
but it was once a dungeon where prisoners languished.
This could be represented by using the rules for a
Charnel Pit or a Haunted Mansion. A unit garrisoning
the first floor can move to, or launch an assault against,
the ground floor or second floor.

Ground Floor

The floor of the lowest level is embossed with the
Wheel of Magic. This part of the building could be
treated as a Wizard's Tower. Or is it perhaps the site of
a Sorcerous Portal bricked up behind a wall? A unit
garrisoning the ground floor can move to, or launch an
assault against, the first floor. Alternatively, it can
abandon the building without harm. Units outside the
building can only assault the ground floor.

It's Mysterious Within...

Of course, if you don’t want to make a conscious decision
as to what special rules to use for each floor, you can
instead roll on the table below as soon as a unit enters the
relevant floor:

2D6 roll  Result

2 ‘Normal’ Building
3 Dwarf Brewhouse
4 Acropolis of Heroes
5 Grail Chapel
6 Haunted Mansion
7 Wizard’s Tower
8 Arcane Ruins
9 Sigmarite Shrine
: ; / 10 Charnel Pit
You might decide that the Wheel of Magic on the ground floor of Witchfate ::12 ;?::EL?;E Iac;gg

Tor counts as a Wizard's Tower, meaning that any Wizard occupying this
floor knows all the spells from his chosen lore.
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BATTLEFIELD TEIIIIAIN

The battlefields of the Warhammer world are dangerous

. . . WITCHFATE TOR, TOWER OF SORCERY
places, full of weird and wonderful terrain such as poisonous | rrdsc cose: )
forests, magical ruins and staunch fortifications.

The Citadel scenery range is full of evocative and detailed plastic kits designed
apture the unique feel of the Warhammer world. It has everything you need

ght out exc mm; bam’m of L‘.»‘iarhammﬂr The range mcl’udc~ a mu!’mude of

FORTIFIED MANOR
Product

= 0 3 Product code: 02
25 1tm:lkr, 250ske/nkr, 9024 . { 15 50, . £12.30, €17.50, 135dkr, 160skr/nks,
An impres, vint and / i ] ] F B r wall to defen
i nce between life and
bodrfﬂ: are sure

Other Citadel Terrain Kits

You'll find more great scenery kits for all our games, as well
as Bitz Packs and hobby supplies, in our online store.

g Picturas for ilustrative purposas only. Product contents may vary. Product
44 WHlTE DWARF BATTLEF IE LD TE R RA! I\ used incovrectly. Prices correst at time of going o press. please contact us for
Workshop through its owi stores, calalogue or wehsite.

ngaited and unassembled. Certain Citadel products may
Tent avatability and prices. Prices quoded are for products
rétailers arg [nr o ricss.

dangerous if
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Realm of Battle Gameboards

The Citadel Realm of Battle
Gameboard is a sturdy
playing surface designed with
wargaming in mind. The set
comprises six 2' by 2' plastic
tiles that can be assembled in
many different configurations.

CITADEL REALM

OF BATTLE GAMEBOARD
99229999065

£200, 2000dkr, 2300skr/nkr, 75020

£56.50, €71.50, 550dkr, 690skr/nkr, 27521
This set ¢ ins two flat 2' by 2
gameboard tiles.

DREADSTONE BLIGHT
Praduct code: 9972():
£18.50, €23.50, 180dkr,

The ruined tower of Dre e
ammer battlefield a

TEMPLE OF SKULLS
Product 199129
£18.50, L Oske/nks, 9021
The Temple of Skulls ead hill
upon which sit the ruins of an arcane
temple. Columns up from the
ground and the area is surrounded by
large skulls carved into the hillside.

CITADEL WOOD ARCANE RUINS

Product code:

£15.50, £22,50,
of m

places where madn

in equal measure. Fo
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Kratch Gristleclaw, Chieftain of
Clan Mange and Battle Standard
Bearer of kit Claw's army.

%ffaﬁml

AIGN BAC

Robin: As anyone here in the Studio will
tell you, it's the narrative theme of a battle
that I find most enticing. You see, for me,
games of Warhammer are an extension of
the storylines printed in our books — they're
just another way of telling a cool story.
And as every storyteller knows, a great tale
needs a great cast of characters, from the
bravest hero to the most duplicitous villain.
Don’t get me wrong, heroes are
important, but | do have some sympathy
for the villains. | guess it comes from
watching too many Saturday morning
cartoons as a kid, wherein the most
ingenious, foolproof plans of the ‘bad guys'’
were foiled at the last by the heroes of the
hour, defying all manner of death rays, pit
traps and out of control trains in the
process. Now | know that there are some
goody-two-shoes out there who'll say that
every hero needs an evil nemesis to do
battle with, but I'm of the opinion that it's
actually the other way around. You see, |
reckon that every villain is in need of a
decent hero to plot against. After all, the
diabolical machinations of our villains

would all be for naught without a hero or
two to cunningly trap, threaten and laugh
manically at. Villains work hard in their
underground laboratories and volcano lairs
to devise these schemes, and | think it's a
bit ungrateful of the heroes to get out of
them so easily, and that's why | usually
root for the bad guys. Now this didn't seem
to help much on those Saturday mornings,
but in the grim world of Warhammer,
heroes are devoured by howling bands of
mutant monsters, slain ingloriously on the
field of battle and blasted apart by deadly
magic on a regular basis. In Warhammer,
the evil villains can win!

When it comes to villains in
Warhammer, | can think of no better
candidate for our story than the Skaven.
One of the joys of the Skaven is that they
epitomise every despicable trait that we
associate with villains. They are
treacherous, underhanded, devious and
cowardly cretins, one and all. Life is cheap
in the Under-Empire and assassination is
rife. If that's how the Skaven treat their own
kind, what compunction do you think they
have for those civilisations that live on the
surface of the Warhammer world? That's
right, none whatsoever, so our heroes had
better beware.

The villainous mastermind behind the
Skaven of our story is none other than Ikit
Claw, a true evil genius on a secret,
nefarious mission from his Clan Skryre
masters. Our story will take place in the
Empire town of Blidhof, where the
townsfolk have been desperately trying to
hold back waves of ravenous, mutant

‘ The townsfolk of Bliidhof have

been desperately trying to hold
back waves of mutant ratmen. ’,

ratmen. Then, just when all hope looks
lost, a band of knights turn up to bolster
Bliidhof’s beleaguered defences. However,
there is no mistaking the superior strength
of the enemy forces, nor the price for
failure. If the Empire fail to stem the tide of
Skaven, Bludhof will be destroyed, its
inhabitants slaughtered to a man. Though
they don't know it, the defenders of
Bliidhof fight for much more than their
own survival. Should the nefarious
Warlock Engineer succeed in his appointed
task, Clan Skryre will be able to create a
weapon of untold destructive power, one
that might very well spell the doom for the
entire Empire.
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 The Warlock Engineers of Clan Skryre are obsessed with cr
nore fiendish weapons. This technology forms the foundation of Clan
yre's powerbase and it is one they are always looking to further. So
was that during the solstice of the year 2515, Morskittar, Lord
Varlock of Clan Skryre, put into motion a scheme that might finally
. oust his greatest rival, Seerlord Kritislik. Morskittar planned to
construct a weapon of untold power, one that would make even the
rey Seers quake with fear. Morskittar planned to forge this weapon

from blending warpstone with a rare meteoric iron. For years
Jorskittar's spies searched the world for this elusive metal, and when
they finally returned to Skavenblight theg whispered a name: Bliidhof.
. In the centre of the Empire town of Bliidhof there stood a great
“tower, in whose belfry there was a baroque bell cast centuries ago from
' a fragment of a comet. Morstittar desired that bell for his plans, but

" Thirteen. And so Lord Morskittar, ever mindful of the usefulness of a
! stooge, entrusted this task to his emissary, Ikit Claw.
kit was instructed to act with the utmost discretion. To this end
Lord Morskittar lent only a meagre fraction of Clan Skryre's
formidable wealth to the task at hand. Thankfully the Warlock
ngineer was a resourceful and ingenious Skaven who suborned,
ribed, hired and threatened enough Slavemasters, Warlords, Master
oulders and Warlock Eréqinecrs to muster together a formidable, if
ag-tag, army. When any Skaven asked why they were attacking
dhof, Ikit replied that they were %oing to enslave the entire
pulace for experimentation. This had the benefit of being half-true,
kit was always in need of some new victims to experiment on, but
he Warlock Engineer was careful not to mention the bell.
- The assema'ed Skaven horde was not Ikit's preferred choice of
es and underlings — Claw was, after all, a name to strike fear into
. even the most powerful of Skaven — but the Warlock Engineer dared
1ot risk a single one of the GEe;y Seers discovering his plans. However,
trying to keep a secret in the Under-Empire is like trying to assassinate
a shadow. sza Council of Thirteen has eyes e»erymfi!(!re, and Clan”
Skryre was no exception. Skrish Charwhiskers, an ambitious Warlock
Engineer, was just one such thrall. When the sniveling informant
orted that Ikit Claw was secretly mustering an army, orders came

wn from Lord Kritislik himself tiar Skrish should arrange an
ident for his iron-clad superior, or else. So it was that Skrish
Charwhiskers bided his time for ﬂﬁpeg" ct opportunity to strike, but
the assembled horde marched{hm Skavenblight, Tkit was very

ful neve left alone wit) ;

el

| he could not do so openly without alerting his rivals on the Council of
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The Skaven descended upon Bliidhof under the cover of night.
Clan Eshin agents disposed of the first of the town's sentries quickly
and silently, and for a while it looked as if Ikit's vanguard would
infiltrate Bliidhof undetected. Then, without warning, the crack of =
pistol resounded loudly in the still night air. Ikit Claw fumed with
anger; the element of surprise was lost. Skrish Charwhiskers cursed
under his breath; he had missed Ikit's head by scant inches.

The militia of Bliidhof, alerted by the qunshot, roused quickly
from their slumbers. Blidhof lay near the Old Forest Road and
attacks from bandits, Beastmen and other monsters were not
uncommon. Within minutes, every man had armed himself and stood
ready to defend their homes. Ikit pushed his minions on regardless, b
the Ezdk of his forces were far behind and not yet in position. A
desperate and bloody skirmish ensued and though the defenders were:
hard pressed, they repelled the initial assault. Ikit Claw withdrew,
planning to return on the morrow with the full weight of his forces. j

Barely a score of Bliidhof 's militia survived the night's horrors.
Houwever, they could not abandon their homes, and so they steeled
their resolve with prayer and strong drink, for they knew that there 1)

morning, a shout was heard from Bliidhof s watchtower; banners had
been seen approaching on the horizon. The militia prepared
themselves for the onslaught to come, but these were not the tatty :
flags of the rat-men, but the noble banners of distant Talabheim. Help =
had arrived. =3
Dietr Krieghertz, Grand Master, of the Order of the Blazing Sun, = | &
had been travelling from Talabheim witha re!fe{;.rmy to distant i
Middenheim, which was still under siege from Waaagh! Goretoof. 'l
When Dietr’s scouts reported that the nearby town (;,f Bliidhof was i
under attack, Kreighertz's sense of honour forbade him ﬁ‘om
abandoning the beleaquered townsfolk. The Grand Master
immediately detached a force and led them to Bliidhof s rescue.
Kiieghertz arrived without a minute to wasre;‘for the Skaven were
already mustering. The Talabheimers deployed with smooth military =
efficiency, garrisoning Bliidhof's outer fortifications with utmost
aste. Tﬁye %kauen were going to find that Blidhof still had teeth.
kit Claw’s spies had also seen the new force of man-things,
the Warlock Engineer now had the full might of his horde in positio
He was close to victory and all that stood in his way were a few doze
man-things holed up in their puny buildings. He would smash their
stone walls apart and seize his prize. With one iron-gauntleted claw,
Ikit sigTa!edP the attack. ge Battle for Bliidhof had began. -

—o"_;u} S e

was little chance they could survive another attack. Early the next ’g

Tl
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GRAF DIETR
KRIEGHERTZ

Dietr Krieghertz is a seasoned veteran
who has served the Emperor and the
FElector Counts with honour and
distinction his entire adult life. He has
been the Templar Grand Master of the
Order of the Blazing Sun for the past
four ’years following his predecessor’s
death in distant Nezekhara. When news
arrived that Middenheim was under
siege, Kreighertz immediately gathered a
company of warriors and set forth.

KNICGHTS OF THE

BLAZING SUN

The Order of the Blazing Sun was
founded during the Crusades against
Araby. When Grr:j{lDierrKrieg ertz
rode to reinforce Middenheim, he did so
with an honour guard of the Order’s
most dedicated knights at his side.

KURT STERNBACH
While most Warrior Priests would like
to be remembered for their stirring
rhetoric, Kurt Sternback is better
known for the incident when a badl
aimed Helstorm Rocket landed at his
feet like a comet but failed to explode.
Ever since he has been seen as a bit of
a good luck charm and when the
bullets and arrows start flying, many
soldiers jostle for a position at the
Warrior Priest’s side.

THE REIKSGUARD
This regiment of Reiksquard
Khnights were secondet? to Graf
Kreighertz’s command by none
other than Kurt Helborg himself.
Preceptor Klaus Valhoff has a
reputation for bravery and courage
that is renowned across the Empire.
That such a fearless warrior has been
taken from his duties at the
Emperor’s side is a sign of the
seriousness of the threat facing the
city of Middenheim.

Special Rule: As long as the unit’s
Preceptor, Klaus Valhoff, is alive, the
unit automatically passes Fear tests.

Hatred (Skaven) special rule.

ALBRECHT MAUSMAN
Albrecht Mausman of the Amethyst
Order is pompous and aloof, even for a
Wizard. ﬁfausman's fear of rats is well
known, and so Hans Blechter of the
Taalbaston Sureshots decided to release a
pet mouse into Albrecht’s tené/’or a bit of
a joke, Whilst the high-pitched screams
provided much hiiarf? for the common
soldiery, Albrecht did not see the funny
side and Hans has suffered from dark
dreams since even since. None have dared
play another joke on the Wizard since.

Special Rule: Albrecht Mausman Fears any
unit of Skaven.

CAPTAIN MARKUS
VON STAHLBURG
Markus von Stahlburg is a
young nobleman and the only
son of the renowned general,
Baron Otto von Sra}%'éurg.
Despite distinguishing himself in
Talabheim’s Pistolkorps, Markus
has still fallen short of the
impossible standards set by the
imposing Otto. Markus is eager
to make a name for himself and
stop living in the shadow of his
noble father.

WEISSHELM'S
SHARPSWORDS

The Sharpswords fought beside
Elector Count Feuerbach during
the siege of Grilnberg Keep, when
a tide of Skaven threatened to
swamp the fortress’ outer walls.
The regiment’s Sergeant, Freidrich
Weisshelm, was horribly scarred in
that battle when a Stormvermin
raked his razor-sharp claws
across his face. Freidrich has been
waiting to settle the score ever
since.

Special Rule: The unit’s Sergeant,
Freidrich Weisshelm, has the




TAALBASTON
TOWERGUARD

The Taalbaston Towerguard are just
one of the many regiments that man
Talabheim’s fortified city wall. Their
Sergeant, Jaeger Helschmidt, or as
he is called behind his back,
‘Sergeant Hell-strict', is
g_arficu.l’arfy harsh disciplinarian.
hough Jaeger's troops grumble
profusely under their breath, there is
no denying the Towerquard are a
well-drilled unit.

THE BLUDHOF MILITIA
Barely a score of Blidhof s Militia have
survived the Skaven’s initial assault, and
they are full of stories of giant rats and
mutant monsters. Were it not for the
notoriously strong local brew
‘Bliidknackers’, the Militia's courage
might already have failed them.

RICHTER'S

FLINTLOQUES

The Flintlogues’ longest-seroing member,
known as Lucky Richter, has a well-
deserved reputation for being both a
crack shot and a bit of a lady’s man.
Richter puts his luck on the battlefield
down to a white griffon feather he keeps
on his person, and his luck off the
battlefield to his undeniably impressive
moustache. Others cite Richter’s fondness

TAAL'S VENCEANCE
The crew of Taal’s Vengeance has taken an instant dislike to the
haughty artillerists of the Roar of Nuln. The two crews openl
compete and exchange insults. The Nuln crew offer snide, high-brow
remarks that go over the
Talabheimer’s heads, the

for Hochland brandy and his notoriously crew of Taal’s

low standards. Vengeance just make
fun of their rivals’ silly
posh accents.

THE DOOMSAYERS
When Graf Krieghertz's warband
departed for Middenheim the
Doomsayers followed in their wake,
spouting loudly to all that could hear
that there was still time to make amends
?Efure the end. Only the Warrior Priest
urt Sternbach shows any ro.’emnc%{or
the Doomsayers’ wailing rhetoric. The
rest of the company just think that the
warband are noisy, smelly and very
depressing, and so go to great lengths

to avoid them.

THE ROAR OF NULN

The Roar of Nuln and its crew are part of a company of war

machines temporarily detached from the Nuln artillery trains.

Having been schooled in the Imperial Gunnery School, the crew see

themselves as superior academics and artillerists, and th;y take every
ossible opportunity to remind the relatively uneducated crew of
aal’s Vengeance of how much better they té/ink they are.

TAALBASTON
SURESHOTS

The Taalbaston Sureshots have
fought beside the Towerguard for
numerous years. The Sureshots have
a well-deserved reputation for being
practical jokers, ﬁt they have
endeavoured to stay clear of
Albrecht Mausman ever since they
discovered the Wizard had no sense
of humour.

Special Rule: Albrecht Mausman may
not join the Sureshots.



IKIT CLAW
Ikit Claw is the Emissary of Lord
Morskittar dispatched on a secret
mission to recover a magical bell from
the tower of Bliidhof. It is of tantamount_
importance to Lord Morskittar that the
Council of Thirteen do not find out
about Ikit's mission, and so the Warlock
Engineer has had to assemble an army
using all manner of secretive bribes,
threats and false promises. Business as
usual then.

THE BLOODVERMIN

The Bloodvermin are an exceptionally violent
nd bloodthirsty group of Stormvermin. Their
Fangleader, Skrot Gnawtooth, is a deeply
paranoid Skaoe;_fmne to uncontrollable fits
gf violent rage. Those underlings who look at

krot Gnawtooth in the wrong way (or any
way) rarely live long enough to realise their
mistake, as many, including the Skarlungs,
have learned to their cost.

Special Rule: The unit’s Fangleader, Skrot
Gnawtooth, has the Frenzy special rule.

THE SKARLUNGS

Several of the Skarlungs' members
were hacked apart by an angry Skrot
Gnawtooth who claimed they were all
plotting against him from behind their
gas masks. The Skarlungs have been
their plotting revenge ever since, but to
their annoyance, the Bloodvermin have
been careful to stay upwind.

FESTERBOIL'S OFFERINGC
When Ikit approached the Plague Monks of Clan Festilens, onl
Phlack Festerboil was interested in following him. In exchange fgr
Phlack's aid, Ikit Claw has agreed to enhance the range of his
beloved Plagueclaw Catapult, a deal he has no intention of
keeping. If Phlack survives the battle, Ikit will have to
arrange an accidet

SKRISH CHARWHISKERS
Skrish Charwhiskers is Ikit’s chief lieutenant. Skrish
has also been an informant for the Council of Thirteen
since he was old enough to take bribes (which for a
Shaven is usually around the same time they learn to
walk). Skrish has been told that if he can arrange an
accident for Ikit Claw, he will be handsomely
rewarded. He has also been told that the
consequences, should he fail, would be rather
unfortunate for his own continued survival.

Special Rule: If Skrish Charwhiskers rolls a 1 to
hit when firing his warplock pistol, he
‘accidentally’ hits the closest friendly character
nrange.

KRATCH GRISTLECLAW

Kratch Gristleclaw is a ruthless warrior from
Clan Mange whose loyalties lie f:m!y with
the highest bidder. He was previously in the
employ of a chieftain who made the mistake
of stepping on Kratch’s tail. Gristleclaw
strangled the chieftain with his own tail
before stealing his banner and leaving in
search of a new employer. Ikit respects
Kratch’s tyrannical command style and pays
careful attention where he's treading.

TRIKK WARPFORGE

Trikk Warpforge of Clan Ektrik has an
incredibly annoying, high-pitched voice, even
for a Skaven. qu will squeal on for endless
hours about his latest inventions and if it were
not for Trikk’s ability to procure a Wa
Lightning Cannon, kit swears he woyld have
fed him to Gutsplice’s Rat Ogres by now.

STORM KLAW
Clan Ektrik have always been the
thralls of Clan Skryre, and
they were cm!}/ too eager to

donate one of their beloved .
Warp Lightning Cannons to 8
their master’s mission. 5
Whilst Ikit is mightily
pleased to have one of
these destructive weapons
at his disposal, he is
aggrieved by the presence
of the war machine’s
incredibly fawning
owner — Irikk

Warpforge.




THE BLACKCLAWS

The Blackclaws are one of Clan Mors’ more successful mercenary
regiments, due in no small part to their light-fingered nature. The
regiment has stolen so many warptokens over recent months that
their musician now wields a bell laced with
pure warpstone. The tolling of this bell is
so loud that it drowns out all other noise,
and the Blackclaws advance into battle
completely oblivious to the panicked
screams of other dying Skaven.

Special Rule: Whilst the Blackclaw’s
musician, Qrech Warpknell, is still alive,
the unit can re-roll failed Panic tests.

THROATSLICER'S DEATH SQUAD

Ikit Claw knows there is at least one spy in his ranks, and so he has
hired a Clan Eshin Death Squad to find and dispose of him.
Throatslicer worked out long ago that
the traitor was Skrish Charwhiskers,
but only because the sniveling Warlock
Engineer has also bribed the Death
Squad to eliminate Ikit. Throatslicer
has wisely decided to see how many
other death contracts he can acquire
before making a decision about which
ones t‘ofufﬂ”.

SKRATCH GUTSPLICE

Skratch Gutsplice is a
particularly vile Master Moulder,
whose eqo is matched only by his
ravenous appetite. Indeed? it has
been remarked (behind his back of
course) that Skratch crams more
food into his maw than any of his
beloved Rat Ogres. Skratch will
gladly hire his services out to any

who can afford to feed him.
GUTSPLICE'S BEAST PACK

It cost kit Claw a small fortune in warptokens to acquire six of
Clan Krizzor's very best Rat Ogres. It cost him considerably less to
hire the services O)g,f’ﬁe Master ﬂ%:)uider Gutsplice. Ikit fully intends
to make some improvements to his new acquisitions upon the
successful completion of his mission and his return to Skavenblight.

FANGBITER'S CLAWPACK

4 o Fangbiter’s Clawpack was formally known
3 i as Goreskab’s Clawpack, but after the
3 regiment's former C{f:m!eader accidentally
I "3 fell over backwards onto a rusty dagger,
L . twice, Fangbiter took charge.
E ."ﬂ",

IKIT'S SLAVEPACK
Ikit Claw left Skavenblight with over
three hundred of his own, personal
Skavenslaves. However, the journey to
Bliidhof was long and Gutsplice’s 'T(lat
Ogres (not to mention Gutsplice
himself!) turned out to have much
%reater appetites than Ikit first realised.
y the time the Skaven horde reached
their destination, Ikit's Slavepack barely
numbered a few dozen morsels.

SPIKETAIL'S WARPSNIPERS

Lord Morskittar assigned Clan Skryre's best Jezzail sharpshooters
to aid Ikit's mission. g’his turned out to be Spiketail’s Warpsnipers,
who have somewhat exaggerated their skills over the years. Spiketail
himself is easily scared
by loud noises,
including the sound of a
firing Jezzail, and he
has only managed to hit
a single Goblin in his
entire life — and that

or wretch was
already dead.

THE THROTTTLEBEAST OF HELL PIT

The Throttlesbeast is a particularly foul specimen created in Hell
Pit’s flesh laboratories. Ikit convinced its Clan Moulder creators
that he should be able to ‘borrow’ the Throttlebeast for an indefinite
period, but only after he had personally ripped out the throat of the
first Master Moulder who re}:lsed his demands. The next Master
Moulder, always a quick learner, a%;eed quickly and completely wi th
Ikit's suggestion and thanked the Warlock Engineer greatly for
offfering to test their latest creation.

THE WARPCLAW
ABOMINATION

The Warpclaw Abomination
was part of a special two-for-
one deal currently being offered
by Clan Moulder’s breeding
pits. Seeing as Ikit Claw has

no intention of paying on his
debt anyway, it seemed like a
fantastic price.
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SCENARIO AND DEPLOYMENT

[ Th

¢ Empire

{ LORD
] m Albrecht Mausman
Level 4 Wizard Lord with
Earthing Rod, Grey Wand,
Talisman of Endurance.
395 points
Ii] Graf Dieter Krieghertz
Templar Grand Master with
Sword of Power.
185 points
HEROES
Markus Von Stahlburg
Battle Standard Bearer with
full plate armour.
&3 points
Kurt Sternbach
Warrior Priest with
heavy armour.
94 points

CORE

Weisshelm's Sharpswords
34 Swordsmen with
musician, standard bearer
and Duellist,
The Bliidhof Militia
15 Free Company
Richter’s Flintlogues
10 Handgunners

384 poinls

. Taalbaston Towerguard

20 Halberdiers with
musician, standard bearer
and Sergeant.
Taalbaston Sureshots
10 Crossbows

205 points

a The Doomsayers
20 Flagellants with Prophet
of Doom.
210 points
SPECIAL
The Reiksguard
10 Inner Circle Knights
with musician, standard
bearer with Steel Standard
and Preceptor.
312 points
Knights of the Blazing Sun
9 Inner Circle Knights with
musician, standard bearer
with Banner of Eternal
Flame and Preceptor.
286 points

The Roar of Nuln
Maortar
100 points

RARE
Taal’s Vengeance
% Helblaster Volley Gun

110points |

TOTAL 2249 points

holding the building

Number of points awarded for

Robin: The Battle for Bliidhof will be hard
fought by two of White Dwarf’s very own,
Andy Hall and Christian Byrne. Andy’s
Skaven horde from Clan Mange has been
growing steadily for many years and has
led the minions of the Horned Rat to
several resounding defeats in recent battle
reports. However, like any good Skaven
Warlord, Andy has simply blamed his
underlings and devised a new plot to
wreak his revenge; a plot that | suspect
shall take the form of unleashing Hell Pit
Abominations, Warp Lightning Cannons
and Plagueclaw Catapults upon his rivals.
Christian will be taking the role of the hero
in our story, facing our villains with the
faith, steel (and | suspect a healthy amount
of blackpowder) of the Empire’s finest.

Christian and Andy will be playing the
Raze and Ruin scenario, detailed in the
Battles section on page 398 of the
Warhammer rulebook, with Andy taking
charge of the Skaven attackers and
Christian taking the role of the beleaguered
defenders. The reason | chose this scenario
is that it gives the heroes a chance to be
truly heroic. The defenders only have 75%
of the points the attackers have to spend on
their army. There’s nothing like pitting a
group of outnumbered heroes up against
an army of monsters that can tear them

N
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apart in all manner of gruesome ways.
These fights are a chance for the heroes to
redeem their reputation in the eyes of all of
us who've thought they got it too easy in
the past. If they can band together,
overcome their own mortal fears and save
the town of Bliidhof, despite the
overwhelming odds, they'll truly be worthy
of the title of heroes.

But before you go thinking that the
Skaven have an unfair advantage, let’s not
forget that Christian would be able to set
up his forces in several buildings,
garrisoning them from the start of the
game. This will give the soldiers of the
Empire a massive defensive bonus. The
buildings are in fairly close proximity to
each other, meaning that Christian’s troops
would be able to support each other more
easily, and there are plenty of walls and
barricades for the Empire gunlines and
state troopers to defend. Andy’s Skaven
horde will have to move on to the opposite
board edge, braving a fusillade of
firepower as they close the distance to the
Empire held defences. Andy will have to
take control of these fortifications by force,
or smash them into rubble, in order to win
this scenario. There was no doubt about it,
the Battle for Bliidhof was going to be a
bloody affair.

SKAVEN ATTACKERS

EMPIRE DEFENDERS



Christian: | admit to
being a novice
Warhammer player,
but as many of my
colleagues will be
present to gently
point out that the
move | am about to
make might result in
the loss of many
Empire lives, | feel
confident that | will still put up a decent
fight! Andy’s dice-rolling mishaps are well
documented in our department, so
hopefully | will be able to sit back and
watch while he destroys his own army with
a variety of comical misfires and miscasts.

Selecting my army is a little trickier. |
know there will be Abominations storming
the walls as a precursor to the swarms of
rats; | also know that their will be 750
points more Skaven! So [ need a good
defence and a solid counter-attack. | have
the guns, artillery and men fo hold the
buildings (the Flagellants in the tower will
take some time to kill), whilst my knights
hold back to charge anything that breaks
through my lines. In particular the unit
with the Banner of Eternal Flame will aim
for one of the Hell Pit Abominations.

My final ace-in-the-hole is my Wizard
Lord, who has the Lore of Death instead of
the obvious Lore of Fire, as it contains
some crippling hexes that exploit the
Skaven’s weaknesses and spells capable of
killing characters and monsters quickly,
and of course rolling Purple Sun of Xereus
could spell Hall’s doom.

Andy: So, it's the
Raze and Ruin
scenario is it? | get a
point for every
destroyed building?
Oh, that's easy I'll
start with the
Screaming Bell...
What's that? No
Screaming Bell?
Hmm... OK then, I'l
take two Hell Pit Abominations! These
monstrous Clan Moulder creations will not
only be able to rid any buildings of pesky
occupiers with its myriad Strength 6 attacks
and Thunderstomp, but should have no
trouble destroying the structure as well.

But that was not my only solution for
collapsing buildings, with Ikit Claw and
two Warlock Engineers in my force | stand
a very good chance of getting Cracks Call,
a spell that makes structures topple on a
5+, | wouldn’t even have to bother with all
that Toughness and Wounds nonsense!

Finally, my third option was to simply
occupy the buildings with my ratty hordes.
An assault party of ten Clanrats may not
seem very threatening, but give them Death
Frenzy and all of sudden you've 31
Attacks! This is my three-pronged strategy
for taking and/or destroying the town of
Bliidhof. With these three options | can
chop and change my strategy depending on
how the battle unfolds.

| badly need a win in the pages of
White Dwarf so let's hope |'ve got incisors
to do it, or I'm sure the Council (And the
editor — Ed) will be having words...

The Skaven

LORD

| [1] kit Claw

395 points

HEROES
@ Skrish Charwhiskers
Level 1 Warlock Engineer
with warplock pistol and
Warlock-augmented
weapon.
118 points
Trikk Warpforge
Level 1 Warlock Engineer
with Doomrocket.
95 points
E] Kratch Gristleclaw
Battle Standard Bearer with
the Banner of Swiftness.
95 points

CORE
Fangbiters Clawpack
40 Clanrats with spears,
shields, musician, standard
bearer, Clawleader and
Doom-flaver.

m The Blackclaws

40 Clanrats with shields,
musician, standard bearer,
Clawleader and
Warpfire Thrower.

269 points
Throatslicer’s Death Squad
20 Night Runners
with Nightleader and
Warp-grinder.

275 points

208 paints
The Bloodvermin
20 Stormvermin with
shields, musician, standard
bearer, Fangleader and
Ratling Gun,

240 points

Ry ee[@ wa- i wa

Skavenslaves
30 Skavenslaves with
musician and Pawleader.
66 points
SPECIAL
Gutsplice’s Beast Pack
6 Rat Ogres with
2 Packmasters and Master
Moulder with shock-prod.
306 points
@) The Skarlungs
6 Poisoned Wind
Globadiers with Bombardier
with Death Globe and
Poisoned Wind Mortar,

155 points |

@ Spiketail’'s Warpsnipers
5 Jezzail Teams.
100 points

RARE

Throttlebeast of Hell Pit
Hell Pit Abomination with
warpstone spikes.

250 points
The Warpclaw
Abomination
Hell Pit Abomination,

235 points
Storm Klaw
Warp Lightning Cannon.

90 points

Festerboil’s Offering
Plagueclaw Catapult.
100 points

TOTAL 2997 points
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Woods may be easy to
traverse, but entering
one is not without risks.
Trudging through the
woods at the top of the
hill, the Rat Ogres found
themselves in difficult
straits. The wood was a
Venom Thicket and Andy
rolled a clutch of 1s as
the units moved though
the undergrowth,
wounding a Rat Ogre,
the Master Moulder and
killing a Packmaster!

-

The trees of the forest parted as two
| gigantic monstrosities smashed
through the undergrowth and
approached the town. Andy rolled 12 for
both Abominations, sending them forward
on either side of the watchtower,

In the north, Warlock Engineer Skrish
Charwhiskers made his way towards the
ruins of Dreadstone Blight, which we had
decided counted as a Wizard’s Tower.
Although Skrish was but a lowly Engineer,
the secrets hidden in the ruins of the tower
would allow him to cast all of the Skaven
Spells of Ruin.

Fangbiters Clawpack also emerged
from the north next to the Venom Thicket.
Further south the Skavenslaves and the
Blackclaws advanced, the rotating blades
on the attached Doom-flayer were already
spinning as if eager to bite into the flesh of
the Empire soldiers. In the far south,
amongsl the temple ruins, the Globadiers
and their Poisoned Wind Mortar advanced.
The Knights deployed opposite were
clearly their intended targets.

Even as the Skaven advanced above the
surface the attack was already happening
below. A Warp-grinder was busy burning
away the rock underneath the town, with a
planned exit close to the war engine

by \'\-__.,_4;%,;3!“ %%ﬁ. - )r‘i A A 5.\

battery nestled amidst the buildings.
Should the Warp-grinder emerge, Andy
was hopeful that the Night Runners could
either charge the war machines or occupy
a building before Christian could react.

Still the Skaven continued to emerge
from the forest and into the outskirts of
Bludhof. Following in the trail of the
Throttlebeast of Hell Pit came Ikit Claw
and his retinue of Stormvermin, whose
loyalty had been bought at great expense.
Behind him the diabolic war machines of
the Greater Clans were pushed or dragged
onto the hattlefield. In the centre the
Warplock Jezzails set up, their long barrels
pointing towards the settlement. The pox-
ridden crew of the Plagueclaw Catapult
made themselves busy winding down the
arm that would shoot their noxious
payload high into the air. And, on the
northern side of the woads, the Engineers
of Clan Skryre powered up the Warp
Lightning Cannon.

Ikit tried Cracks Call, but Christian
didn’t hesitate in dispelling this. Finally,
Andy attempted to cast Warp Lightning on
the Swordsmen but this was also dispelled.

Even though Andy had an awesome
force of Skaven wonder weapons at his
command there was no shooting, as they

The forest surrounding Bliidhof
shudders as Ikit's horde descends ; ix! i
on the Empire town. gt N ol e R Ly B 0 e Al e 5D
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had all moved on to the table this turn and
the Poisoned Wind Mortar, the only one
that could move and fire, was out of range.

Christian started the battle very
conservatively. The Reiksguard Knights
cantered forward, along the ridge, but that
was all the movement. Instead the brave
defenders looked on and gripped the hafts
of their weapons tighter.

Albrecht Mausman botched his casting
roll — he was obviously too distracted by
the sight of hundreds of ratmen to ¢
spelfs This only left the Warrior Priest to

 for Unbending Righteousness, but Ikit
Liaw easily dispelled it.

Then it was time for the shooting, the
phase Christian was really looking forward
to. The Taalbaston Sureshots levelled their
crosshows at the nearest Hell Pit
monstrosity and fired. The Warpclaw
Abomination was hit four times bt :
bolts simply sank into its flesh and ca
no wounds. The Helblaster then turne
many barrels on the clc Abomination,
the Throttlebeast. lkit was unconcerned, as
if he knew what was about to happen. As
the cranks on the machine started to turn,
the Helblaster exploded — Christian had
rolled a misfire and then a 1 on the chart.
Almost immediately afterwards the Mortar
dmappeared in a puff of black smoke, as
Chri proceeded to roll the same result
again n's turn ended with both war
machines blowing up. Was foul play afoot?

Buildings . II:-I:[_

™t EMPIRE \%‘ SKAVEN

44 The trees of the forest parted as two
gigantic monstrosities smashed thro
the undergrowth and approached.
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(2)FORTUITOUS OCCURRENCES

Annotations

®

®

The Warp-grinder
emerges right on
time in the middle of
Bliidhof, along with
the Night Runners.

The Abomination
smashes into the
watchtower, slaying
12 Flagellants. The
Flagellants strike
back, but the
monster regenerates
and only ends up
losing two wounds.

The Plagueclaw
Catapult gets a direct
hit on the Reiksguard
and slays three.

The Reiksguard
sustain another hit,
this time from the
Poisoned Wind
Mortar, killing three

" more knights.

The Warp Lightning
Cannon aims for the
flanks of the
Swordsmen but the
shot is blocked by
the wall, destroying
the obstacle but
leaving the Empire
regiment unharmed.

Ikit Claw’s warpfire
projector makes up
for the disappointing
warp lightning shot,
incinerating 18 of
the Swordsmen.

Charge Flee
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nce more the Skaven advance was
Oled by the shambling monstrosities

of Clan Moulder. The Throttlebeast
of Hell Pit flung itself forward and into the
watchtower held by the Flagellants. The
Warpclaw Abominaggtion shambled over
the boundary wall and into Bliidhof, its
many heads pathetically mewing and
sniffing the air, searching for victims.

As the attention of the Empire forces
were rightly centred on the approaching
Abominations the Warp-grinder broke
through the surface of the ground, right on
cue. Rather than the lightning raid into the
(now-destroyed) war machine battery that
he had planned, Andy faced them towards
the Knights of the Blazing Sun to prevent
being charged the own rear and ready to
move into one of the buildings next turn

Back in the west, Gutsplice’s pack of
Rat Ogres eventually cleared the Venom
Thicket but not without another casualty as
the second Packmaster succumbed to the
poison. This only left Gutsplice the Master
Moulder to herd the Rat Ogres, although
he was down to a single Wound.

The rest of the Skaven simply advanced
ever closer to Bludhof (although Ikit's
regiment remained suspiciously static —
Andy must be up to something, Christian
reasoned sensibly). Skrish made it into the

Magic Move

ruins of Dreadstone Blight and immediately
set about ransacking the rotting
parchments, looking for ways to increase
his knowledge and gain power. The
Poisoned Wind Mortar detached from the
Globadiers so it could fire, allowing its
parent unit to advance more rapidly to get
their thrown weapons in range. In the
centre, the Skavenslaves scampered
through the woods, which turned out to be
a Blood Forest. They would be fine as long
as no spell was cast on them, and it was
safe to assume that the Amethyst Wizard
had more pressing concerns.

The Winds of Magic blew stronger this
turn with eight power dice rolled in total,
the Skaven got a bonus power dice as
Skrish successfully channelled; rummaging
around the ruins was obviously paying off!
The spells started to fly, starting with Trikk
Warpforge's Warp Lightning attempt at the
Reiksguard, which was easily dispelled by
Mausman. Ikit then levelled Storm Daemon
at the Sharpswords but Christian was again
wise to the potential destruction this could
cause and so dispelled it. Then, with great
delight, Andy declared that lkit was going
to cast Cracks Call. Christian tried but
failed to dispel allowing the potentially
devastating spell through. Andy carefully
aimed the crevice through both sections of

Skaven Turn 2 Shooting




the fortified manor. Members of the
Bludhof Militia dived out the way as a
crack rent across the ground from the
Warlock's feet. However, disappointingly
for the Skaven, although both buildings
rocked violently they still stood at the
spell’s end.

Undeterred, Andy moved on to to the
Shooting phase. The Plagueclaw Catapult
and Poisoned Wind Mortar hit their target,
the Reiksguard, early in the phase. The
Knights of the Blazing Sun were also
targeted, brought into sharp focus by the
warpstone lenses atop the barrels of the
Jezzails. Two noble Knights were wounded
and one was killed by the warpstone
bullets. With much scampering, final
checks and general frenetic activity the
engineer crew of the Warp Lightning
Cannon signalled they were ready to fire
their weapon. A sizzling ball of energy shot
from the barrel, aimed at the flank of the
Sharpswords. Unfortunately, whilst the shot
was on target it hit the wall just in front,
utterly destroying the obstacle but leaving
the regiment otherwise intact. It was a
minor annoyance, although the way was
now clear for future attempts. But Andy
wasn't finished with the horde of
Swordsmen just yet. kit pointed his iron
claw in their direction and unleashed a
hellish gout of flame. Andy’s roll was
perfect, as the entire flame template came
to rest across the length of the regiment,
instantly burning 18 state troopers to death.

BILE FROM ABOVE

Heavily armoured foes are the ideal target for the Plagueclaw
Catapult as wounds caused by it allow no armour save. Unfortunately
for Christian, the same artillery dice that had given him such a
disservice in the previous turn was working a treat for Andy. The
Reiksguard Knights were the target of the Plagueclaw Catapult and a
direct hit meant that all ten were covered in toxic bile, killing three.
To further the Empire’s woes the Poisoned Wind Mortar was also on
target, hitting six and slaying three more.

LY4OdId A'TLLVd
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The Humble
Handgunner
Handgunners may not be
most terrifying of foes in
Warhammer but, point
for point, they are
extremely effective. Their
Strength 4 armour-
piercing rounds can deal
out damage to most
things, as one of the Hell
Pit Abominations found
out, when it lost two of
its precious Wounds to
their fusillade.

Whilst the Empire was still recovering
from a particularly effective Skaven
Shooting phase, the Hell Pit Abomination
smashed its warped body against the
watchtower and its multifarious heads
snapped fiercely through windows and
doors at the Flagellants inside. Andy rolled
an Avalanche of Flesh and slaughtered ten
men. Christian struck back by sacrificing
one of his Flagellants, allowing the rest to
hate the creature. Filled with madness, the
Flagellants struck out, hitting a mighty 19
times, and wounding nine — more than
enough to slay the monster outright. But
the Abomination had Regeneration and
Andy was rolling well, saving seven,
meaning the creature was only wounded
twice. And still the assault continued as
Andy rolled for Thunderstomp, killing
another two Flagellants.

The soldiers of the Empire were
certainly riled as they began their second
turn and Christian was keen to mete out as
much damage as he had received. Both
regiments of Knights dug their spurs into
the flanks of their steeds, forcing them into
a charge. The Knights of the Blazing Sun
ignored the Night Runners and galloped
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around the other side of the tower,
smashing into the Warpclaw Abomination.
The Reiksguard managed an impressive 20"
across the southern flank of the battlefield
thanks to the Steel Standard, although two
of their number were lost as they traversed
the difficult ground right in front of the
Blackclaws. To further weaken their attack,
Trikk Warpforge's Stand and Shoot reaction
felled another.

For the remainder of the Movement
phase the surviving Sharpswords reformed;
otherwise the rest of the Empire continued
to man their defences.

Once again Christian failed to cast Fate
of Bjuna — the Wizard Lord was still
unnerved by the presence of the Skaven —
and Warrior Priest Kurt Sternbach’s prayer
was dismissed by Ikit Claw once again.

In the Shooting phase the Taalbaston
Sureshots managed to slay a Clanrat,
depleting Fangbiter’s Clawpack of one of
their number. Richter’s Fireloques took aim
at Throttlebeast and wounded it an
impressive four times, two of which were
regenerated by Andy.

Christian wasted no time in the Close
Combat phase, revealing that the Knights of



the Blazing Sun were carrying the Banner
of Eternal Flame, giving every member of
the unit Flaming Attacks and therefore
staunching any Regeneration saves from
the Hell Pit Abomination. Graf Dietr
Krieghertz, Templar Grand Master, struck
out at the monstrosity, wounding the
creature twice. The Warpclaw
Abomination then hit back, hurling itself at
the Knights in an Avalanche of Flesh,
killing four and leaving just the Grand
Master and champion alive. The Kni

lance failed to puncture the creature’s hide,

battlefield, the Rei
any better. The s of the Blackclaws
struck 15 times and toppled 3 Knights. The
Reiksguard hit back, but only killed three
Clanrats. The Knights were well and truly
beaten and turned their horses to flee, even
as the crew of the nearby Doom-flayer
looked crestfallen that their machine = g T ——
wouldn't get a chance to participate in the vr ' Buildings Held
slaughter. The Knights were caught in the
pursuit by the Clanrats, and wiped out,
although Christian could take some meagre
satisfaction that six of the Clanrats were
also killed as they gave chase through the
dangerous terrain.
This was the final act of what had been
a mammoth turn of death and destruction,
but sadly for the Empire the casualties were
mostly sustained on their side of the
battlefield and not by the Skaven.
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Christian’s Wizard was
not having the best of
battles. Although he had
been effective at
dispelling Skaven magic,
his offensive arcana had
not gone to plan. Matters
were not helped

when the
Jezzails sniped 458
a wound off
him and a
second was
lost to a
miscast spell.

Death Wizard A—-I
i
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he Bloodvermin Champion, after
I managing to rein in his frenzied urges

in the previous turn, let his instincts
get the better of him this time, charging the
Bludhof Militia and dragging Ikit along as
well. A high roll was needed to reach the
wall of the manor that the Free Company
were emplaced behind, but the Horned Rat
smiled its rictus grin and the Stormvermin
made it into combat.

The Skavenslaves were not so willing
and failed to charge the Swordsmen, which
was unfortunate for the Stormvermin as
their flank was now exposed. Further south
and buoyed from their victory against the
Reiksguard, the Blackclaws assaulted the
building held by Richter's Fireloques. The
Handgunners stood and shot at the
incoming Skaven, killing three, but it was
nowhere near enough to rob the Clanrats
of their impetus. Behind them the
Skarlungs continued to approach the town
from the south. Further north, Fangbiter's
Clawpack marched on, the chapel on
Christian’s base line their objective. More
importantly, the Night Runners, who
counted their blessings for not being
charged by the Knights, scampered into the
vacant manor building, claiming it for the
army of lkit Claw.

THE BATTLE REPORT FOR BLUDHOF

3)"BRING THEM DOWNTI"

In the Magic phase, Andy found his
magical options more limited as Ikit was
now in combat. However, he did
successfully cast Death Frenzy on the
Blackclaws, to really boost their chances in
the upcoming assault on the building.

The Plagueclaw Catapult took aim at
the Sharpswords but misfired (and, in
Christian’s opinion, about time). Andy then
rolled a six on the misfire chart, dodging
all the unpleasant results, which simply
meant that it couldn't fire this turn. The
Warp Lightning Cannon was next up and
also misfired — it looked like the Skaven's
war machines were now acting true to
form. This time the war machine spun
wildly on its axis and then fired. From the
variety of targets on offer, Andy was lucky
that it shot off the table and actually took
aim at White Dwarf designer Tom
Hutchings, who was recording
proceedings. We thought about rolling to
wound but in the end it was decided that it
would be easier for everybody concerned if
Tom lived — someone had to keep
recording the battle report, after all!

The Ratling Gun that had remained
stationary as the Stormvermin had charged
off took aim at the Swordsmen. Twelve
shots were generated but only one actually




hit! The Jezzails took aim at Albrecht
Mausman, as Christian realised too late his
mistake of leaving him in the open. He was
lucky in that only one of the warpstone
bullets hit and wounded.

The Throttlebeast assaulted the building
again, but this time Andy rolled ‘Feed’ for
its attack, causing it to strike every model
in base contact. However, in a building
assault, it only counted as in base contact
with a single model, it only ate a single
Flagellant. With the single Flagellant well
and truly gobbled the Doomsayers struck
back. Christian martyred two of their
number this time so he could not only re-
roll hits but wounds as well. Their flails
struck out and the Abomination was slain —
as the massively bloated corpse hit the
ground it split open to reveal a swarm of
rabid rats.

Just to the north Grand Master
Krieghertz brandished his flaming sword to
wound the remaining Abomination twice
more. However, Andy also folled Feed for
this creature, consuming both the Knight
and Grand Marshal.

lkit's Stormvermin were somewhat
stymied by the defended wall, and whilst
they comfortably won the combat, the
Bliidhof Militia held. Meanwhile, the
Blackclaws wiped out the Handgunners to
take the building.

The Empire hit back with the
Sharpswords charging the flank of Ikit's
unit. The Wizard wisely jumped over the
wall and out of the Jezzails’ line of sight.
Once in relatively safety, he tried to cast a
few spells. Soulblight was dispelled but
Doom and Darkness was cast on the

Turn 3 - Rga
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ATTACK FROM BELOW ?

One of the more ingenious devices of the Skaven, the Warp-grinder
isn’t really a weapon at all but an over-sized piece of mining
equipment. Andy employed a Warp-grinder to accompany his unit of
Night Runners, hoping to get them behind the Empire lines and into
combat with Christian’s war machines. Unfortunately, no Skaven 4
device is foolproof, and when he brought the unit on, he rolled a
misfire, resulting in a partial collapse. The unit still emerged, blinking,
into the daylight, but could not charge and suffered the loss of eleven
of their number — as well as the hapless crew of the Weapon Team.
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Stormvermin with irresistible force. The
resulting magical feedback wounded
Mausman and ended the Magic phase.

The Taalbaston Sureshots took aim at
the Abomination, determined to exact
revenge for the fallen Knights. A single
wound was rolled, which Andy promptly
failed to regenerate. Christian had slain
both Hell Pit Abominations in the same
turn — could the Empire be making a
belated comeback?

His good fortune continued in combat
as the Sharpswords hammered into the
flank of the Stormvermin. kit answered the
challenge of the Warrior Priest but only
wounded him once and took a wound in
return. However the Swordsmen,
combined with the Bliidhof Militia, had
done enough. Doom and Darkness and no
flank meant that the Ikit was all but
guaranteed to run. Christian was on the
cusp of turning the battle forever in the
Empire’s favour when the unthinkable

happened: Andy rolled a double 1! The
spectators yelped in disbelief but there it
was. Ikit's retinue was staying put. The
battle had a few more twists and turns to
deliver yet.
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Annotations

Deprived of targets,
the Poisoned Wind
Globadiers scamper
towards the town.

@ Trikk Warpforge
climbs to the top of
the roof and
launches his
Doomrocket at the
Taalbaston Guard
occupying the far
building, but the
missile falls short of
the target.

© The Warlock

Engineer kills the
Wizard Lord with an
irrestible Warp
Lightning, which also
results in death.

@ The Bliidhof Militia

flee through the
buildings, taking two
casualties as they run
for their lives.

Before rallying, three
® more Swordsmen die
as they dodge
through a multitude
of intervening enemy
units and obstacles.

Fangbiter’s Clawpack
® attempts to charge
into the chapel but
fails to reach it. the
Crossbowmen
detachment stands
and shoots against
them but doesn't
cause any casualties.

Skaven Turn 4 Move

fter having their snouts bloodied by
Athe Empire in the previous turn, the

Skaven were keen to enact revenge
on what remained of Bliidhof’s defences. A
rash of charges was declared. In the north,
Fangbiter’s Clawpack attempted to charge
the chapel that was currently housing the
Halberdiers. But the distance proved too
far even for fast-moving Skaven and so
they meekly advanced 4" instead.

The chittering mass of Rat Swarms that
had recently erupted from the distended
corpse of the Abomination attacked the
watchtower. Further south, Ikit’s Slavepack
and the Doom-flayer attempted to charge
the Sharpswords in the rear. Whilst the
Skavenslaves easily made it, the Doom-
flayer proved too far away and looked as if
it would miss out on combat once again.

The Skaven Magic phase produced 8
power dice, which although far from the
maximum, gave Andy enough to enact a
devious plan. He started by casually
casting Warp Lightning at Mausman with
Trikk. As expected, Christian dispelled it.
Andy then switched Warlock Engineers,
using Skrish in the ruins of the Wizard’s
Tower. First he cast Skitterleap, for at this
point Skrish knew all spells in the Lore of
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Ruin despite only being Level 1. Christian,
failing to spot the imminent danger, let the
spell through. With a ‘bamf’ Skrish
Charwhiskers appeared a few short inches
away from the Death Wizard. Andy then
used his remainjng dice to cast Warp
Lightning, which he did — with irresistible
force! Albrecht Mausman was zapped to
death in a maelstrom of bright green
lighting. However, Skrish himself exploded
as the magical power proved too much
resulting in a dimensional cascade. The
ensuing explosion hit the corner of the
mansion, which was currently harbouring
the remaining Night Runners. Four Night
Runners were killed and the remainder fled
from the building they were meant to be
defending for Ikit Claw! _

After the mixed success of the Magic
phase Andy turned his attention to
shooting. The Plagueclaw readied its
noxious unguents but the war machine
collapsed in on itself, killing the crew. The
Warp Lightning Cannon fired next. The
shot was on target, smashing into the roof
of the chapel, killing four Halberdiers and
damaging the structure. The Warpfire
Thrower attached to Fangbiter’s Clawpack
didn’t move in this turn so it could fire. It
aimed at the same building but Andy rolled



a misfire result, resulting in a fuel leak that
ignited the Weapon Team. The screaming
and burning crew of the Warpfire Thrower
then ran into the Rat Ogres, killing one of
the beasts and slaying the Master Moulder.

In combat the tide of rats flooding into
the tower proved too much for the
Flagellants as four were brought down, for
no wounds in return, yet the few survivors
still held onto it. The mass combat in the
courtyard was more conclusive. Ikit finally
got his augmented claw working and
crushed the Warrior Priest. The
Stormvermin and Skavenslaves caused a
further six wounds. This proved too much
for the Swordsmen and the brave Bliidhof
defenders, and so they fled.

The Empire were reeling as they started
their fourth turn. Nevertheless, Weisshelm's
Sharpswaords, despite being covered in
warpfire, witnessing their Warrior Priest
being cut down by some insane metal-clad
Skaven mage, being attacked in the rear by
rabid slave creatures and then fleeing
through swarms of rats and Rat Ogres, still
had the gumption to rally — readying
themselves for the next onslaught!

The only other action was for the
Taalbaston Sureshots to kill another fleeing
Night Runner, ensuring that the Clan Eshin
would take no further action in the battle.

SKAVEN

HAMMER AND CLAW

It was always going to be difficult to top the destruction he dealt with
his warpfire thrower when he got into combat, but Ikit’s clash with
Warrior Priest Kurt Sternbach got off to a decidedly rocky start. On
the first turn of combat, both Ikit and Kurt traded a wound apiece,
but the combat itself ended in a resounding defeat for the Skaven -
only Andy’s decidedly jammy (and uncharacteristic) luck saw the
ratmen wavering stay put. On the following turn, Ikit hit his stride

o=

and crushed the weak Man-thing in his claw, swinging the combat in
the favour of the Skaven and seeing off the Swordsmen.

r
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TOO HORRIBLE TO DIE
When a Hell Pit Abomination is killed it is far from the end of the
monster. As the corpse twitches its last there is a chance that the
creature’s unholy metabolism may restart or some other disgusting
thing will come about. When the Throttlebeast was brought low, a
| mass of rats burst forth, These creatures had lived within the beast,
gnawing on its insides, and now had escaped to create three rat
swarms for Andy. The other Abomination could not roll on the Too
Horrible to Die chart as it had been wounded by Flaming Attacks.

{

www.games-workshop.com 65



66 WHITE DWARF

! Slice and

and Dice

Such a decisive victory
should never be
bemoaned, but if there is
one thing that didn't go
Andy’s way it's that the
Doom-flayer didn’t make
it into combat. The
Doom-flayer is lethal in
melee, causing both
Impact Hits and a
number of automatic hits
equal to the roll of an
artillery dice.

Ithough they had taken a battering,
Aat the beginning of the fifth turn the

Empire were still in the lead as the
Flagellants still held the watchtower and
the chapel was controlled by the
Taalbaston Guard. There were no buildings
destroyed and the only structure occupied
was the one in the south, although that was
held by a horde that would eventually all
die out as Death Frenzy had been cast on
them. However, the Skaven still had plenty
of options. Fangbiter’s Clawpack attempted
a second charge against the Halberdiers
holed up in the chapel and this time the
Skaven reached their target. The Clanrats
lost three of their number to a Stand and
Shoot reaction from the Crossbowmen
detachment attached to the Halberdiers.
The Rat Swarms attacked the watchtower
again — Andy hoping the verminous tide
would finally rid Bliidhof of the Flagellants.

The Bloodvermin successfully

attempted a rapid reform, putting them
within move distance of the manor, which
they immediately entered. The Globadiers
finally entered the boundary of the town
while the Skavenslaves moved northward,
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hoping to catch up with the Sharpswords.
The Jezzails had also ran out of targets and
so advanced to ‘get a better chance of
shooting something, should there be a next
turn. The Rat Ogres, now bereft of any
Packmasters to control them, were subject
to Stupidity and so shuffled forward.

In the Magic phase Ikit was unopposed
and so cast Death Frenzy with ease. From
his vantage point in the fortified manor
house, he spied the Crosshowmen and
initiated the bound spell within Storm
Daemon, wiping them out to a man. The
Warp Lightning Cannon targeted the
surviving Sharpswords and struck them
with a direct hit, killing half their
remaining number as the bolt of warp
lightning smashed through. This was too
much for the state troopers who could see
that the town was all but lost, and so they
ran towards the northern edge of the table.

The Close Combat phase started with
the Rat Swarms launching themselves at
the watchtower. The rats’ 10 Attacks easily
overpowered the last three Flagellants. The
rats swarmed into the watchtower and
claimed it for the Skaven. This just left the
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ZZZAP!

Amongst the most dangerous of
Skaven war machines is the Warp
Lightning Cannon, a device that hurls
a bolt of destructive energy at the foe,
immolating anything in its path. In
reality, the device often proves to be
wildly unpredictable, its warp energy
erratic in strength and accuracy. So it
proved in this game, the first shot
destroying an intervening obstacle
instead of its target, its second shot
misfiring and firing off in a random
direction. But when it works — as it
did this turn - it proved devastating.

g
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chapel in Empire hands, but with a death
frenzied Clanrat horde in the midst of an
assault, it didn’t look good for Christian’s
last gasp defence. And indeed this was the
case as the Skaven struck hard, hitting 18
times and killing 9 Halberdiers for the loss
of just one Clanrat. The Halberdiers fled
out of the chapel and off the battlefield,
leaving the Skaven to occupy every
building on the table.

In Christian’s own turn, he tried in vain
to rally the Swordsmen but by then the
state troopers thought discretion was far
better than valour and so left the
battlefield. With the Empire having lost all
units and the Skaven winning a mighty 5-0
(controlling four buildings as well as the
watchtower, which counted as two) the
battle ended there.

It was a clear victory for Ikit Claw and
the Skaven. Whatever Ikit had planned for
the town of Bludhof and the meteoric iron
of its bell, his scheme would continue
unopposed by the humans... although
there was no telling what spies the Council
had hidden amongst his own followers
might do. And then there was the small
matter of explaining to Clan Moulder why
they were missing two of their prized Hell ;

Pit Abominations. But they were all worries S KA‘ } EN I O '
for another day — for now Andy Hall and ’ -
Ikit Claw could revel in victory over the

hated Man-things. S

e T e e

Buildings Held

SKAVEN
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Ikit Claw

The devastation caused
by the Hell Pit
Abominations make them
an obvious choice but it's
Clan Skryre's resident
genius I'm nominating
for ‘rat of the match’. He
may be expensive, but he
has so many uses — he's a
Level 3 Mage, a combat
beast, a walking artillery
piece and a Warpfire
Thrower. Ikit is the
consummate all-rounder!

Flagellants

They may only be men in
dirty robes, but a mob of
them not only held the
watchtower but bashed
in the head(s) of one the
Abominations with their
flails. Good job lads!

For Sigmar!

Andy: Finally, after a
spate of defeats —
mainly at the
delicate hands of
the Elf-things — in
recent issues of
White Dwarf, the
Skaven have shown
what they are truly
capable of. lkit Claw
now not only
controls but dominates the town of
Bliidhof, his plans continue apace — praise
be to the Horned Rat!

Still, it didn’t all go exactly to plan.
After a phenomenal second turn of
shooting that saw Knights keel over from
poison and lkit's warpfire projector
decimate a horde of Swordsmen, normal
service resumed in later phases as things
started to misfire. A typical incident
included a burning Warpfire Thrower team
running into the midst of my force before
exploding, killing the Master Moulder and
effectively making the surviving Rat Ogres
redundant for the rest of the game — the
second time that's happened to me! And it
all could have gone so horribly wrong in
Turn 3, when Christian mounted a terrific
counter-attack, by flank charging the
Stormvermin. He had resoundingly won

Christian: Losing
both war machines
on the first turn
makes me think that
Clan Eshin sent
some saboteurs over
the walls on the eve
of the battle to
ensure that my
artillery would not
play a part.

Well | could whine about spilt milk, but
that wasn’t going to help the town’s
garrison to turn back the scuttling tide,
particularly with two monstrous Hell Pit
Abominations in the lead. The horrifying
Hell Pit Abominations did the Skaven
proud though, as | had to spend valuable
Empire lives to stop them lest they run riot.
And spend them | did: a Templar Grand
Master, a unit of Inner Circle Knights and a
large unit of Flagellants to be precise. By
the time the Abominations were slain |
only had to deal with another one
hundred rats...

What could | have done better? Well |
thought my deployment was sound, the
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IS MINE-MINE!

the combat and it looked as if Ikit and the
Stormvermin were about to be run down,
but for once the Horned Rat was smiling
and | rolled a double 1! After running a
victory lap around the gaming area (It’s
true, | had the misfortune to witness it for
myself — Ed) | knew that this could well be
the turning point of the battle.

Christian’s bad luck (or my good luck,
depending on your point of view) didn‘t
end there. Earlier in the battle, on the very
first turn in fact, his two war machines,
both of which are particularly effective
against Skaven hordes, blew up. This freed
up my large units no end and allowed me
to approach his defences almost
unmolested. This was further compounded
by the Abominations, which Christian
wisely focused on at the expense of leaving
the rest of my force intact.

As for taking two of Hell Pit’s largest
and most disgusting creations? Well,
they’re both dead and I'm sure Ikit will
now have to think on his feet when Clan
Moulder come calling; however, the
damage they did, and the resource they
soaked up, more than made up for the
points cost. It’s worth noting, that if you're
feeling particularly evil, you can squeeze
in two Abominations in a 2000-point army
— but you didn't hear that from me!

IN THE ARMOURY!

buildings were well garrisoned and the
walls manned and the Knights were in a
good position ta*counter-charge. However,
there were some mistakes on my part.
While the Knights of the Blazing Sun did
exactly what | needed them to (that is
deliver the Grandmaster into the face of
the Abomination) their Initiative 3 versus
the Abominations’ Initiative 4 was their
doom. | threw the Reiksguard away by
charging a horde; | think holding them
back would have been a better idea, but
the Plagueclaw Catapult and Poisoned
Wind Mortar were both taking their toll as
they closed. My biggest and most costly
mistake was letting the Warlock Engineer
Skitterleap next to my Wizard Lord. Being
a novice | overlooked it (In fact Matt
Hutson looked at me and shook his head
saying, ‘Never let the Skaven get that spell
off, as they're bound to be up to
something’) and my poor Wizard got
zapped in the face! He was also unlucky to
not cast many spells, as he was quite
capable of wounding the Abomination and
sending the Skaven packing. Oh well, | am
sure there will be another battle...
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THE BEST-LAID PLANS
OF RATS AND MEN..

Robin: What did | tell you? In Warhammer,
the bad guys can win! Even before the
game started Christian was under no
illusions as to the task in front of him, and
despite a heroic defence, the monsters and
machines of lkit's Horde proved too much.

For me there were a number of
moments that really stood out. The
Doomsayers’ battle against the
Throttlebeast of Hell Pit proved to be truly
epic, man against monster as the
Flagellants slowly but surely battered the
Abomination apart. However, no sooner
had they slain the beast than a swarm of
rats spilled from the dead monster’s
ruptured flesh and overrun them - talk
about not getting a break! Even the
opening shots of the game, when the
Mortar and the Volley Gun misfired and
exploded, were full of drama. This one
seemed a little too much like coincidence
to me and | strongly suspect that Clan
Eshin saboteurs were involved. The
destruction of both war machines proved
to be a crippling blow to Christian’s
defences. | can't help but think of the
Talabheim soldiers, stuck in the confines of
the buildings, when the two war machines
exploded. | can almost see the colour
draining from their faces as they realised
that nobody was going to be able to help
them now; it was down to them.

However, | said at the beginning that
Warhammer games need heroes and
villains, and we ended up with plenty of
both. Of all the characters that took part in
our story there are two exemplars that
spring to my mind.

Let’s start off with the villains of the
tale. Whilst Ikit Claw's killing frenzy was
most impressive, wiping out the majority of
Weissman's Swordsmen with fire and
lightning, my ‘villain of the match’ is Skrish
Charwhiskers. This devious Warlock
Engineer was soaking up magical power
whilst other Skaven were doing the messy
business of killing (and getting killed) in the
melee of close combat. He then
skitterleaped across the battlefield,
appeared in front of a no doubt surprised
and petrified Albrecht Mausman, before
electrocuting the Wizard to a crisp. But the
Winds of Magic spiraled out of control and
Skrish managed to get himself sucked into
the Realm of Chaos for his troubles. If that
wasn’t bad enough for Andy's plans, the
death of the Warlock Engineer then caused
Throatslicer’s Death Squad, who were
garrisoning a building, to panic and flee.
The combination of dastardly plans going
awry and craven underlings running away

just at the crucial point is, it has to be said,
typical of the Skaven.

My ‘hero of the game’ award goes to
Dietr Krieghertz. The Templar Grand
Master’s charge against the Abomination,
his honour guard riding at his side, was
easily worthy of a cinematic slow-motion
action shot. The reason | think Dietr and
the Knights are worthy of the title of heroes
is simple. It was a fight that few of them
were ever going to come away from alive,
but they charged in anyway. Now, don't
get me wrong, it was also a clever tactical
move by Christian, who knew that the

JOdiy AT1LLVE

Dietr Krieghertz, whose sacrifice
helped slay an Abomination.

n Warhammer the bad quys can win!

€€ In Warhammer the bad guy :
Despite a heroic defence, Ikit’s Horde
proved too much99

Knights’ Banner of Eternal Flame would
deny the Hell Pit Abomination the ability
to regenerate. Though the Knights tore the
heart out of the beast, the cost was great
indeed, and the Abomination quite literally
crushed the Knights. Their noble sacrifice
bought the Bliidhof Defenders a few more
vital turns in which to turn the battle
around, but alas, it wasn't to be.

So Bliidhof has fallen and Ikit Claw has
secured an artefact that could spell the
doom of Clan Skryre's enemies. But as one
story ends, another begins. Will Ikit return
to Skavenblight as planned? Will he keep
the precious artefact for himself? Was that
the wind whistling by or was it a bullet

narrowly missing his head? Fanghiter’s Clawpack were the first

Skaven unit to breach the defenses.

t rubbed his gauntleted claws together with g o

b : i glee. The puny Man-things had thought to den;
i ;I;ft,l,:nzedéy:ndmg behind their walls, but he had shown them not to underestim mug;s eoﬁ‘i:::s;ds 'S
el taee coen now draging the meteorie bell from Bladhof s watchtower well, apart | §
. from Gutsplice’s Rat Ogres who were busy Jfeasting on the last Jfew of his slaves, Itit had pr:cmised’ o

the sniveling wretches that if the
] y fought well they wouldn’t ha i [
Skavenblight. He hoped they liked Js.'_f,-r reward. 1 ol e

1‘:; ;h: W.i:ar.'on!( Enginegf' surveyed the battlefield his sense of triumph turned to annoyance.
is minions had survived the battle than he was ezpecting. As kit had no intention o
lling his promises of payment this was quite ‘

s prom " inconvenient. Thankfully, none of the |
m.:c: be Tbm;i if they met with unfortunate accidents on the Journey back to Sgue:b.fa':;g b
oer, the loss of tuwo Hell Pit Abominations was going to be harder to explain. Ikit e ahoays

s beast pits, but he was fairly sure the Maste
uspected the Abominations’ demise was the

would first have to dispose of Ikit's lon ing mini
gest serving minion. He didn't care 7
; throats of every one of his miserable underlings, ek i

would find the traitor, starting with Trikk.
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This month we
found Jervis hard at
work at his desk,
but instead of a pen
in his hand he had a
paintbrush. Here he
talks about the
evolution of
painting techniques
over the years.

-

ecently | was showing a friend round
Rthe Citadel Miniatures Hall. For those

of you that haven't been, the hall is
home to hundreds of Citadel miniatures
painted by the Studio’s ‘Eavy Metal team.
In short, if you visit you will see the finest
collection of painted Citadel miniatures
that can be found anywhere in the world.
Go, if you get the chance.

But that’s not really what this month’s
Standard Bearer is about. You see, what the
collection also shows is how painting
techniques have evolved and changed over
the years. Included in the collection are
some of the very first Citadel miniatures
ever painted, as well as some of the very
latest, with examples of just about
everything in between. As [ showed my
friend around | was struck by just how
much we have learnt about painting
techniques over the years — you can almost
date a model by how it is painted. Now,
this isn’t to say that the older models in the
collection are painted any less exquisitely
than the most recent ones. In the same way
that Da Vinci, Van Gogh and Picasso used
very different techniques, but all produced

Victorian era. | still have some of those old
miniatures in my collection, and though
the techniques come nowhere near to
producing the effects we're used to
nowadays, they do still have a charm.

Even then, though, some painters were
experimenting with techniques of blending
and highlighting, similar to those used by
portrait artists. However, there was only so
far you could take these techniques when
using enamels, and it wasn't until painters
started to increasingly use acrylic paints
that things really began to change. Acrylic
paints had been around for a while, but it
was the development of acrylic paint
ranges specifically designed for painting
miniatures, not least of which were the first
sets of Citadel Colour paints, which really
heralded a new era in painting. These new
acrylics could be thinned with water, and
this, combined with a slightly more
translucent finish, made them perfect for
layering and blending.

In the early days these techniques were
not fully understood, and if you look at
miniatures from the time you will see that
they tend to combine techniques from the

€€ 1 was struck by just how much we have learnt about
painting techniques over the years.99

‘Eavy Metal painted Captain Tyche
using a non-metallic metal
technique. This is a technique
designed to give the illusion that
the model is painted with gold,
when it really isn't.

sublime paintings, the miniatures in the
collection painted in the early days of the
‘Eavy Metal team are every bit as good as
those painted by the modern day team —
it's just that the techniques used to paint
them, and to an extent the aesthetics that
inform the way they are painted, have
evolved and changed over the years.

I'm going to use my own ‘painting
journey’ as an example of what | mean.
Before | do, though, | should hastily point
out that I'm not putting my self anywhere
near the same class as the "Eavy Metal
team: anyone who has seen the miniatures
I've painted will attest to that! However, |
did start painting miniatures back in the
sixties, so at the very least I've experienced
how things have changed over the years.
So, poor as my output may be, it will serve
as a metaphor for how things have
changed. Anyway, when | started painting
miniatures, just about everybody used thick
enamel paints that were designed for
painting model aircraft, vehicle and train
kits. These enamels covered well, but
could only be thinned by turpentine or
white spirit (brushes had to be cleaned in
turps too). Because of this we tended to
paint models in simple block colours —
shading was almost unheard of — with the
result that the miniatures looked rather like
the shiny toy soldiers produced back in the
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earlier ‘enamel’ period, with the new
methods that were being developed. It was
at around this time that the 'Eavy Metal
team was first established. The idea of
having a permanent team of miniatures
painters was ground-breaking at the time,
and the hot-house painting environment it
created led to a huge leap forward in the
way that miniatures were painted. Within a
few years most of the techniques used
today were established. More importantly,
they were written down and passed onto
others in the pages of White Dwarf and in
books like the first ‘How to Paint Citadel
Miniatures’ hobby guide.

For the rest of us, these articles and
books proved invaluable. | know that |
learnt a lot, and soon | was using the basic
‘base coat, shade, and highlight’ technique
that so many of us use to this day. The
result was models that had a much more
natural and realistic effect, compared to the
‘Britain’s toy soldier’ look of my early
models. Almost as important were
advances in the ways that models were
based. In my early days | just painted the
models bases a dark green colour and left
it at that. Over time | learnt to first of all
flock the bases, and then later how to
apply sand and use a basecoat and
highlight to produce a very satisfying and
realistic result.




The painting style and technique used by the world-
famous ‘Eavy Metal team has changed and evolved over
the years, from the bold and bright colours used in the

‘EAVY METAL THROUGH THE AGES..

nineties to the more realistic, yet still very distinctive
technique employed more recently. And the "Eavy Metal
team continue to experiment with new techniques.

Eldar Guardian

Chaos Warrior

Kasrkin

Daemonette of Slaanesh

In the years since, the techniques
pioneered by the ‘Eavy Metal team have
become the standard by which miniatures
are painted. New techniques have been
added to their repertoire, but the next
really important advance was the
development of the Foundation and Wash
ranges. These two sets of paints were
specifically designed to complement the
‘basecoat, shade and highlight’ techniques
| mentioned earlier. Foundation paints
provide a really good basecoat, while the
Washes make it very easy to shade a
miniature. I've found both have really
helped to speed up my painting, and to
‘raise the bar’ on what | can achieve;
although I'll never match the standard
achieved by ‘Eavy Metal, these new paints
have made the average result I achieve
rather higher. Meanwhile the 'Eavy Metal
team continue to raise standards at the
upper end of the painting hobby,
developing new techniques as they
endeavour to achieve new effects.

By now some of you may be thinking
“Well this is all well and good, but what
does it mean for me?’ For my answer | will
turn to my friend and colleague Aly
Morrison, expert miniatures designer and a
far better painter of miniatures than | can
ever hope to be. Aly has been in the hobby
at least as long as me, probably longer in
fact, but he never tires of trying out or
inventing new painting techniques. Just
before | started writing this article, he
showed me a miniature that he's painted
using only Foundation paints and a thin
wash of Devlan Mud over the top. This
gives a nicely shaded finish that only
requires some highlights on the face and

weapons on the miniature to achieve a

great result — perfect for painting up big
regiments of troops to take advantage of
the horde rule in Warhammer.

Of course, my point is less in the actual
technique used, and more about Aly’s
attitude. Aly is an old dog who is not afraid
to learn new tricks when it comes to
painting miniatures. More, he actively
searches out new techniques, and also
develops new ones himself. Some
techniques he tries and discards, while
others become part of the vast repertoire of
methods he uses when painting miniatures.
Although | have nowhere near the range
that Aly does, over the years |'ve
developed the way | paint from the simple
block colours of enamel paint | started out
with, to the paints | use now. The trick is to
be willing to experiment, and develop a set
of techniques that suits you. Don't be
afraid to ask others how they achieve the
effects they do and don't be afraid to try
out new ideas of your own. Finally, don't
be afraid to vary what you do to achieve
the effect you want. You never know, you
may develop a technique that becomes the
next step in the evolution of how we paint.

And with that clarion cry, 1 will leave
you for another month. As ever, please feel
free to write to me if you have any
comments about this month’s Standard
Bearer, or about hobby in general. What
painting techniques do you use, and what
new methods that you've learnt recently
have helped you to improve? Although |
can't reply to all of the letters | receive, but
| do read every one, and | really value
what you have to say — especially when it
comes to improving my painting skills!

This Poisoned Wind Globadier has
been painted with a directional
source lighting technique, where
the light effect painted on to the
miniature gives the impression that

part of the model is glowing.

Write to Jervis at:

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

NG7 2WS

United Kingdom
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Getting Started

To embark on your own
campaign for the fate of
Middle-earth, the War of
the Ring rules manual
contains everything that
you need to know. War of
the Ring: Battleh i
Expansion for the game,
allowing you to field
iconic formations plucked
from the battles of the
War of the Ring.

Ill II:.l: .H.I]I It I.I

White Dwarf editor Andrew Kenrick introduces the first in a
series examining the armies to be found in War of the Ring.
Here he casts his all-seeing eye upon the forces of Good.

Andrew: There
spectacle of The Lord of the Rings — the
villains
pumping and
: >s set during
e Ring. If y ‘er
d at the heroism of the Rohirrim, as

something about the

they charge of Minas Tirith or
C outhe t down the
in the opening
[l know how |

te the great m
> Rings with my own armies:
the Uruk-hai can suc where ¢
failed, for example. | also want to tell
f ing my army to
on the field of battle.

War of the Ring is the game that allows

me to do ex at. It captur
the battl from the mov
S attlelines, daring cavalry
i ous duels fought

— or love to hate. Large conflicts can be
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fought seamlessly across the gaming table,
ing me to Tight battles with hundreds

[ Bid You Stand!
The idea for this article stems from a

ion that erupted in the White
Dwarf department only recently. Andy
Hall, one of our loyal W Dwarfers, was
postulating which of the War of the Ring
armies he might like to collect, when the
idea popped into my head.

Adam Troke and Christian Byrne
immediately tried to convince him that his
future lay with the Dwarf Holds while
Wade Pryce argued for the Legions of

n rallying cries were sounding
us factions.

That's when it hit me - in the Studio we
have a collection of passionate and
collectors who adore the armies of Middle-
earth. It was time to turn them loose on the
pages of White Dwarf to introduce the
armies they know and love. Perhaps they
can also recruit you to their cause.




¥ THE KINGDOM OF ROHAN

Andrew AR enrich champions the m_iqhh; Dorse L ords of Rohan.

he Kingdom of Rohan lies west and
I north of Gondor. It is a land of rolling
plains and tall grass, populated by
the proud warrior people known as the
Rohirrim. Famed for the skill with which
they fight from horseback, the Rohirrim
feature horses upon their banners and
shields, a sign of their affinity with the
strong, swift steeds they ride into battle.
Rohan’s king is Théoden, a proud and
strong man much advanced in years.
Although the machinations of Saruman the
White sought to make him infirm, a slave
to the will of the treacherous Wizard,
thanks to Gandalf he is free once again.
Before the War of the Ring has ended,
Théoden will prove his strength and valour
once again — for the people of Rohan will
not rest while evil stalks their lands, nor
will they forsake the oaths of friendship

While the mighty cavalry detachments
storm across the table, taking the fight to
the foe, the infantry advances behind,
seizing objectives or lending numbers to a
fight that hangs in the balance.

Anyone who has read or watched
The Lord of the Rings will know the great
heroes of Rohan. King Théoden, a brave
leader who commands the absolute loyalty
of his people is a formidable presence on
the battlefield, while Eomer, his nephew, is
one of the most dangerous warriors to be
found on the battlefield in any army.

When you play with the Kingdom of
Rohan you must use daring hit-and-run
tactics to harry the foe, weakening them
until you can deliver a crushing cavalry
charge — ride for ruin, and the red dawn!

Collecting the Kingdom of Rohan

Théoden, King of Rohan

A Rohan army is really quite easy to
collect, even for an absolute newcomer to
War of the Ring. A few boxes of Riders of
Rohan will give you some powerful Eoreds
to form the core of your army — they're
also quite costly in points so you don't
need as many to start playing games. 1'd
recommend three our four box sets of
Riders of Rohan and a few of your
favourite Heroes to lead them. Once you
get to grips with the force, you'll find you
want to expand your tactical options by

and loyalty they swore in years long past.
When Gondor calls, the Riders of Rohan
will take to the field once again.

Epic Heroes
Choosing an Epic Hero to
lead your army is always
a matter of personal
opinion, but for my
money there is no better
choice than King
Théoden. My heart soars
whenever | watch his
stirring speech to the
Riders of Rohan on the
Pelennor — there’s no
other character I'd
choose to lead my army.

In Battle

The Kingdom of Rohan probably has the
best selection of cavalry formations
available in War of the Ring. From the
Riders of Rohan who will doubtless make
up the bulk of your fighting strength to the
King’s Guard and the Qutriders there a
great variety to choose between.

There is also infantry in the force, but
it's certainly not the greatest in the game.

adding some Oathsworn Militia and some
cavalry elites such as Royal Knights.

www.games-workshop.com




The Swan Knights
Gondor is fortunate to
have a great many loyal
allies sworn to fight
alongside it. Greatest of
these are the famous
Swan Knights of Dol
Amroth, elite cavalrymen
who are famed for their
heroic charges. Their
leader is Prince Imrahil, a
mighty and noble leader
who comes willingly to
the aid of Minas Tirith in
the Siege of Gondor.

Knight of Dol Amroth
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% GONDOR & ARNOR

Chris Peach rises to the defence of the MMen of the (Y Dest.

ondor is the last great bulwark
Gaga[nst the dread power of Mordor,

a bastion of light in the path of the
encroaching darkness. For too long it has
fought the minions of Sauron, bearing the
brunt of the Dark Lord’s power. In earlier
years Gondor and Arnor were far mightier,
but now Arnor is a shattered ruin,
inhabited only by ghosts and rangers,
while Gondor hangs on by a thread.

All is not lost, however, for the men of
Gondor are the lineage of Numénor and
their courage and duty is strong as ever.
Their weapons are well-wrought and their
armour is of fine quality and their leaders
are bold and courageous as any to be
found. In such champions does the fate of
the Free People lie.

In Battle
The army of Gondor & Arnor is probably

the most versatile force in War of the Ring.

It has a wealth of infantry and cavalry
formations, as well as Epic Heroes to
choose from.

As a rule, the men of Gondor are well
armed and armoured, but this comes at a
cost. On the battlefield they are frequently
outnumbered, especially by Mordor and
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Misty Mountains forces. You can
compensate for this by using cavalry units
to sweep your flanks clear, and strong
missile units such as Rangers to whittle
down the enemy formations.

The Heroes Within the Gondor & Arnor
army tend to improve the resilience and
bravery of your formations. Those such as
Faramir can help stop your army from
fleeing from a lost combat. If you want a
Hero who can slaughter the foe, however,
Boromir, Aragorn and Prince Imrahil can
all wade through the ranks of the foe!

Collecting Gondor & Arnor

The best place to start with a Gondor &
Arnor force is with a solid core formations.
I'd go with three boxes of Warriors of
Minas Tirith, for six Companies of Warriors
with Shield and three of Warriors with
bows. You could then add a box of
Rangers of Middle-earth to hold woods and
add to missile fire and either some Knights
of Minas Tirith or Dol Amroth to get
started. Knights of Minas Tirith are cheaper
but less effective, so the choice is one of
quantity against quality. For a leader,
Faramir is a great Hero to start off your
force with; he’s cheap but very effective.




THE FORGOTTEN KINGDOMS

All the people of (Mliddle—carth will be drawn into the contlict, as Adam (Troke explains.

ot all of the Free Peoples of
NMiddle-earth are warlike, nor do

they all possess kings or mighty
cities. Deep in Fangorn Forest the
ancient tree shepherds are stirring, their
anger at the betrayal of the White Wizard
Sauron stirring them to wrath.

In the Shire, the peaceful folk known
as the Hobbits yet have their part to play.
Already a small band of companions find
themselves part of the great struggle
against the Dark Lord, and though
Shirelings are quiet and gentle when
roused to anger they are tenacious. Who
knows what greater part they might play
in the War of the Ring.

In other places, the enemies of
Mordor also stir. In their eyries the Giant
Eagles have made alliance with the
Wizards still loyal to the cause of the
Free Peoples and deep in the Driiadan
Forest the Woses, an ancient enemy of
Sauron, keep their vigil against the
intrusions of the Orcs.

Allthough none of these groups are
an army in their own right, they have
common cause with the great nations of
the Free People, and when the time
comes they will fight alongside them for
the good of all Middle-earth.

In Battle

The Forgotten Kingdoms are an exciting
part of the Good armies in War of the
Ring. Contained in this list are some
tremendously powerful and evocative
units, such as the mighty Ents, the noble
Eagles and even the Wizards in Gandalf,
Radagast and Saruman (obviously, before
he joined Sauron in alliance). The

“ f,fq 0 not meddle in the affairs of O@izgga'_s.
for they are subtle and quick to anger. 29

The Three Hunters: Aragorn, Gimli and Legolas.

Forgotten Kingdoms enable you to bring
elements into your army that you
couldn’t otherwise get — Gondor and
Rohan have no monsters, but either
could bring in Great Eagles or Ents to
give their army a little clout. The
Dwarves could certainly benefit from the
help of a Wizard such as Radagast or
Gandalf the Grey. As you can see, the
Forgotten Kingdoms do allow you to
negate weaknesses in your force, or
exploit certain advantages, but they also
provide the opportunity to delve deeper
into the background. The most famous
group in the story of The Lord of the
Rings is The Fellowship of the Ring and
these, amongst other groups are found o
within the Forgotten Kingdoms.
Adding the Fellowship, the Three
Hunters or the Council of
Wizards to your army can

create a fantastic and exciting
sense of narrative within your
army — the presence of such

Gandalf the Grey

iconic characters from the story B =
completely changing the feel of Wf
any battle. '

Collecting the Forgotten
Kingdoms

It's very easy to collect models from N
this section — just add the models to

your collection that i
you like. They can P
ally with any V 4 14); s
Good force, so this = =7

gives you the

freedom to add, paint and play

with the Citadel miniatures you want,
be they Wizards, Ents or Hobbits!

Ent of Fangorn
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The Lord of West
Glorfindel, Lord of the
West, is a mighty Hero,
perhaps the greatest
living warrior at the time
of the War of the Ring.
His legendary prowess is
such that in the game he
is treated in the same
way as a monster — he
can take on enemy
formations all by himself.
His best use, however, is
to hunt down the
champions of the Dark
Lord - he’s perfectly
suited for slaughtering
Captains, Trolls and even
the dreaded Nazgiil.

WHITE DWARF

THE

& THE ELVEN KINGDOMS

Ef}c“)crimd ‘eﬁimon @mnf shares his wfsa’om concemi{lq the Gfa’ar,.,

he eldest and greatest of the races of
I Middle-earth are the Elves, the

chosen of the Valar and the mightiest
of all the Free Peoples. In ancient days the
Elves were at the forefront of all the battles
against the Dark Lord, indeed Sauron and
his servants have learned to fear the
nobility and power of the Elves. Now, as
the War of the Ring arrives, the Elves are
fewer in number, however, and so the Dark
Lord grows confident in his power.

In battle the Elves are both great and
terrible, the most skilled warriors to be
found anywhere. Their mastery of blade,
bow and magical powers are unmatched
and thus they are able to overcome foes
that grievously outnumber them.

Although all Elven warriors are skilled,
their Heroes are perhaps the most powerful
of all beings — combining the preternatural
agility of the Eldar with wisdom and power
earned through millennia of experience.

In Battle

The Elven Kingdoms army is an
impressively varied force. It has Wood
Elves, who fight without armour,
Galadhrim Warriors who wear finely
wrought light armour and the heavily
armoured High Elves. There are lots of elite
regiments to call on, such as the Mirkwood
Sentinels and the Galadhrim Knights. All

MIDBPLE-EARTH

Elves cause Terror, which means that Evil
models will often shy away from charging
you (and quail in fear during combat too).
This can give you a real advantage, which
is just as well since you'll almost always be
very badly outnumbered. Similarly, the
high Courage of all your own models will
mean your Elves can be relied on to do
their duty, even in dire circumstances.
Because Elves are fast, and can move
swiftly through all types of terrain, attack
with as much of your force as possible
against isolated parts of the enemy. Try to
avoid meat-grinder style fights with all but
your best-armoured warriors — instead hit
with such overwhelming force that you can
slaughter one enemy formation quickly and
then move on to the next.

Collecting the Elven Kingdoms
Because the Elven Kingdoms army is so
varied, there are lots of ways to start a
collection. One great way is to begin with
a few boxes of Galadhrim Warriors — these
give you a powerful core of elite warriors
and some decent missile troops too. The
Galadhrim Knights are amazingly good the
in the game, and make a fine addition to
this core force. Finally, a suitable Hero
such as Haldir or even the lady of the
Galadhrim herself, Galadriel, will complete
the starting force nicely.




28 THE DWARF HOLDS

Adam (Crohe explains whiy the Dwarf Dolds are the greatest of armics..

warves are a fierce and proud
Dpeople, skilled artisans and

courageous warriors who have long
proven a thorn in the side of Sauron and
his endless machinations. Sturdy and
strong, they are natural fighters, wielding
weapons with a skill that few can match.

When they fight they do so clad in
thick, well-wrought armour - for their love
of craft encompasses the trappings of war.

In the past Durin’s Folk have suffered
greatly at the hands of Sauron. Their
greatest hold, Khazad-diim was overrun
and its glory spoiled and ever since they
have chafed against its loss.

As the War of the Ring approaches, the
Dwarves will not be found lacking. Few in
number, though they are, they are also
proud and brave, willing to do their part
against the Great Enemy — armies of the
Dark Lord beware.

In Battle

The Dwarf army is entirely based around
resilient formations of slow-moving infantry
— no cavalry or flying monsters here, only
super-tough, well armoured and skilled
warrior bands. Think of your army as a
threshing machine that will steadily grind
lesser foes in close combat.

Close combat is where the Dwarf
Holds really excel and on the battlefield

you can count on your Dwarves to hold
their ground in the face of overwhelming
odds. They are braver than most and more
likely to stand fast, even when combat
goes against them, than any other race.

Collecting the Dwarf Holds

A Dwarf army is made up of lots of familial
groups called Kinbands. These formations
of Dwarf Warriors are the (extremely
robust) heart and soul of your force.

The best place for any Dwarf army to
start is with several such formations. In
each box set of Dwarf Warriors you'll find
a company each of Dwarves with shields,
two-handed axes and bows — so collect a
few boxes and you've got a great starting
point for your force. Next, add some
Banner Bearers and Captains to these
formations and you’ll see your force taking
shape. These three formations give you a
tough, skilled core to your army — the
perfect foundation,

For long-range support look at adding a
Ballista or some Dwarf Rangers, while for
close combat clout you can look towards
the heavily armoured elite of the Khazad
Guard, Vault Wardens or maybe even a
King's Champion.

As for Heroes to lead your force, well, |
recommend Gimli (who doesn’t love him?),
but the choice is entirely your own.

Balin, Lord of Moria

The Lord of Moria

There are several great
Dwarf Heroes to choose
from. A strong choice for
a starting force is Balin,
who led the expedition to
reclaim the lost kingdom
of Moria.

Not only is Balin a
courageous leader, but
he’s a very strong fighter.
Sure, he might lack the
trickery and sorcerous
power of many other
Heroes, but in a duel
he’ll show the enemy just
what a Dwarf can do!

NEXT MONTH

In the next instalment of
the Armies of Middle-
earth, Andy’s gaze turns
east to Mordor as he is
seduced by the power of
the Dark Lord Sauron and
the forces of Evil. Join us
again next month and
find out all about Evil, as
well as which army Andy
decides to collect.
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PXIWGMASTERS| Chris Peach’s

WYCH CULT ARMY

"WARHAMMER

;40000:

Chris Peach is the
Studio’s army painter, an
ever-cheerful hobbyist
whose every waking hour
is spent painting great-
looking armies for the
Studio collection. On
those rare occasions
when not armed with a
paintbrush, he can be
found with mug of tea in
hand... or should that be
the other way round?

B e e e

This month’s Army Masters takes on a sinister undertone as
we take a look at Chris Peach’s stunning
Dark Eldar Wych Cult army — the Cult of the Red Grief.

o sooner had the Dark Eldar kits
Nbegin to appear in the Studio, than

army painter Chris Peach started to
plan his force. ‘When we started working
on the codex, the 'Eavy Metal team had the
mammoth task of painting an entire Dark
Eldar collection from scratch. As you can
imagine they were flat-out painting Dark
Eldar every minute they got. This meant
they were (wisely) focusing their resources
on painting up Kabals with lots of Kabalite
Warriors. So | spotted a definite ‘gap in the
market’, so to speak, and decided to paint
a Wych Cult army.’

Chris wanted to create a striking colour
scheme with red as the dominant colour. ‘I
didn’t want a bright or gaudy red; it
needed to be a more muted crimson tone,
In actual fact, | was looking for the tone of
dried blood. To contrast with the red |
selected a bright blue, but this time | did
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want a much brighter colour and liked the
fact that these colours could clash. | think
it helps give the models a strong identity
and a really distinctive appearance on the
battlefield,” says Chris.

Despite it being a Wych Cult army
Chris still wanted to use a wide variety of
the various Dark Eldar kits on offer, so as
well as Raiders and Ravagers, you'll also
see Hellions and Jetbikes. ‘I view the
Reavers and Hellions as being in thrall to
the Red Grief, on permanent secondment
to the army, if you will,” continues Chris.
‘And so their craft - their jetbikes and
skyboards — have been painted in the same
livery as the rest of the army. Their
inclusion, alongside the transport vehicles,
also gives the army a strong theme, in that
they are all airborne. It is only the Wyches
that will ever touch ground, and only then
to enact the perfect kill.’



Wyches

Chris: | wanted my Wyches to all look like
they were in motion, which is very easy to
do, as that was always Jes’ intentions with
the Wych kit. When assembling them |
made sure | used corresponding legs to
arms, giving the impression that the models
were moving fast; so if a left arm was
positioned forward on the torso then the
left leg would be placed behind.

I didn't just use Wych bits, as | was
painting my army in concert with 'Eavy
Metal there were plenty of spare Kabalite
Warrior parts to go around and so | took
full advantage of their compatability. You'll

red war paint.

-

find arms, the occasional head and even a
Sybarite banner pole scattered amongst the
various squads.

When it came to painting | dithered on
whether to have red bodysuits and black
armour, or vice versa. As you can see from
the final results, | chose black bodysuits
and red armour, because even though the
surface area of the armour is smaller than
the bodysuits, it's such a strong feature on
the models that the red is still the dominant
colour. The blue hair finishes the effect as
it is a really strong spot colour that helps to
break up the bold red of the armour,

Chris wanted to paint very

pale skin for his Dark Eldar to
accentuate their alien nature.
He contrasted this with bright

4 Lelith
Chris uses the Lelith Hesperax
madel to lead his army. He painted
Lelith in the colours of the Cult of
the Red Grief so that she matched
the rest of the force.

4 Banner Bearer

To act as a cenfrepiece model,
Chris created a banner bearer with
Wch parts and then used a spare
aethersail as the banner. Because
the aethersail is such a strong and
easily distinguished shape, it works
really well. Chris uses this model
as a Hekatrix in one of his squads.

The Cult of the

Red Gricf

Even by the violent
standards of other Wych
Cults, the Red Grief will
set the arenas alight with
their atavistic displays.
Such is their need to spill
blood, they daub
themselves in stylised
scars with red war paint
infused with the plasma
of past victims.

As well as
unadulterated violence,
the Red Grief excel in
the air; they are acrobats
supreme, every one of
them able to spiral from
the hull of a Raider and
onto the hood of a
passing jethike as it
speeds past. Such lithe
feats are always
impressive, especially
when combined with a
mid-air kill. It is said that
the Red Grief have
participated in insatiable
acts of bloodletting
without ever setting foot
on the ground, with all
kills achieved as the
Wyches pounce from one
craft to another with
blades drawn.
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Chris painted the sigils
freehand, basing the
patterns on Jes’ designs in
the Dark Eldar codex.

The Ravager

The Ravager has been painted in the same style
as the four Raiders (see right); what's worth
noting here is how the weapons use the same
archaic ‘antique’ style that's an echo of the way
Chris has painted the Wyches’ special
weapons. Chris used a dull brass effect,
achieved with a basecoat of Dwarf Bronze
and Tin Bitz and washes of Devlan Mud and
Leviathan Purple.
To keep with
the theme of the
army, Chris
wanted to have
Wyches crew his
craft. This was
simply a matter of
replacing the crew's
heads for Wyches’
and replacing the
odd arm with a
spare one from
the Wych kit.
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The Raiders

For both the Raiders and
the Ravagers Chris wanted
to keep the same strong
colour scheme he had used
on the Wyches. The hulls
were painted using the
same crimson tone,
although the symbols on
the hull were painted in
orange rather than blue.
This is because Chris
wanted to complement the
colour of the hull rather
than clash with it. The
bright blue on the red hull
would simply be too stark
a contr

The Raiders really show
Chris’ keen attention to
detail. If you look at the
symbols on the rams you'll
see that Chris has
replicated them on the
aethersails, to give each
craft a strong identity.
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Sigils

Chris has adorned almost
every flat surface -
whether a back banner,
an aethersail or the hull
of a Raider — with a sigil
of some sort. Many of
these are inspired by the
Dark Eldar codex.

el 1rk

The Reavers

Chris’ five Reaver jetbikes are
painted to clearly be a part of the
same force. To keep the squad
coherent he has used the mirrored
visor head on four of the riders
while the Arena Champion was
given a Wych head to distinguish
her from the rest. All the Reavers
have been assembled with a mix
of Wych parts, often using
specific arms so they are holding
Wych weapons.

To highlight their close association with the Wych Cult,
Chris has armed his Reavers with weapons taken from
the Wych frame.

Whilst using the same style and orange tone,
Chris has made sure the sigils painted onto the
Reaver jethikes are all subtly different.
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The Hellions

Like the Reavers, the Hellions have a scattering of Wych parts, in keeping
with the rest of the force. Nominally Chris has created two Helliarchs, one
with agoniser, the other with hellglaive. This is so he has the option of
using the Hellions as one big squad or two separate units, the subordinate
Helliarch taking control of the second squad should they be deployed in
that manner. The symbols on the skyboards also reinforce this function he
has used two designs to split them into groups of five. Chris views them as
two ‘talons’ that will close in to grip their prey.

The Hellions’
skyboards have all
been adorned with
different sigils,
echoing the designs
painted on the
jethike canopies.

Like the Wyches, the Hellions have
daubed their heads with stylised
markings that contrasts well against
their pale flesh.

nline
If you want more
inspiration for your own
Dark Eldar force then
simply visit the Games
Workshop website where
you'll find a feature
detailing more of the
Kabals that inhabit
Commorragh as well as a
stage-by-stage guide to
painting Wyches from
the Cult of the Red Grief.
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o gugn g ® The Citadel Hall of
" Fame is a collection
of the best miniatures
J in the world,
— nominated by the

people who know

l : best: the artists, figure
A L L OF FAM painters and designers
themselves.

" AN A A

ORK WARLORD GHAZCHKULL THRAKA

NOMINATED BY MARTIN FOOTITT

Ghazghkull's maniacal grin is
exaggerated by the huge metal jaw that
frames his face. Huge jaws are a feature
of Ork bosses, and Ghazghkull is king of
them all.

Martin: Nominating something to the
Citadel Hall of Fame is not an easy task. In
my time as an 'Eavy Metal painter | must
have painted hundreds of models, many of
which | really admire. So over the past few
weeks | have been wracking my brain (and
looking long and hard at my miniatures
collection) to choose a model that really
deserves to go in to the Hall of Fame.

That model is Ghazghkull Thraka,
sculpted by Brian Nelson. When the model
first appeared it was a revelation — he was
so imposing and cool. He defies the usual
expectations of a character model in that
he’s not brandishing a sword or directing
the warriors around him; Ghazghkull is
coming to get you! He's a heavily
armoured brute, a walking tank, and he’s
striding purposely towards his chosen
target (probably Commissar Yarrick). His
posture is full of aggression and the
cunning design of Ghazghkull's suit of
mega armour looks like it actually works.
Pistons and servos appear in places that
lend credence to Ghazghkull’s armour as a
feasible battle suit.
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Big shootas don’t come bigger or better
than the kustom monstrosity fixed to
Ghazghkull’s arm. Despite its size and
deadly nature, it’s still held together with
twine and wire.

The mega armour is one of my
favourite elemepts of the model. Brian has
covered the armour in fantastic details —
the wire with the outer casing sheared
away, rivets, toof necklaces and more — but
he's also left plenty of space for the painter
to show his craft. At the time the model
first came out that was the most important
aspect of this sensational miniature — to me
at least. If you've got a mind to do so you
can really go to town painting this model
with intricate details and designs. Clan
markings, rust spots, chips and
checkerboard designs all beg to be painted
onto the clean, flat areas that sit amongst
the sea of sculpted detail.

As the years have passed and | have
become a Citadel miniatures designer
myself, my admiration for Brian’s work on
the Ghazhkull miniature has continued to
grow. | believe that this model remains the
pinnacle of imposing presence, the
epitome of the Ork Warboss. All of which
is only fitting for a character who has
become the best-known Ork in the whole
of the galaxy.



DESIGNER'S RESPONSE

Brian: When | sculpted Ghazghkull | wanted a striking centrepiece that

posed well with what | had in mind for Commissar Yarrick, but most

importantly | didn’t want to simply mirror the pose of the classic Ghazghkull website, including
miniature. The size of the miniature was also very important; | carefully expanded

compared it to the size of the other Warbosses that 1'd sculpted and

worked out how big they’d be with mega armour, hence the sheer bulk. aven more
Whether | am sculpting Orks, Imperial Guard or even the Empire, I like ;
. ST z pictures of the
to make sure that the technology on the model looks vaguely feasible no

matter how fantastical the model. The armour is carefully thought out,
which makes Martin’s comments about it very gratifying. It's been a long
time since | sculpted Ghazghkull and | feel the Citadel miniatures designers

with Ghazghkull if they had the chance...

S/

You can see the
entire Citadel Hall
of Fame on our

then interviews and

great models held
within. Go online
to see more:

have learned a lot. | wonder what some of the younger designers would do
games-workshop.com

Shortly before Ghazghkull was unleashed on the unsuspecting galaxy, Brian sculpted these
Meganobz and quite a stir they caused too. Looking at them, vou can see where he tried out
many of the shapes and concepts that he then went on to use on Ghazghkull.

When sculpting these Ork Warbosses, Brian
was aiming to demonstrate a progression of
size amongst the Orks, so he sculpted in
significant size increases ranging from Ork
Boy to Nob and finally Warbass. Ghazghkull
is a category all of his own!

So, he's not an Ork, but Ghazghkull’s
arch-nemesis Commissar Yarrick was
also sculpted by Brian at the time of the
worldwide Armageddon campaign.

www.games-workshop.com 85



86 WHITE DWARF

COLOURS or t UNDER-EMPIRE

Uniforms & Heraldry of the Skaven contains hundreds of examples of colour
schemes and clan markings. We interview Studio hobbyists Duncan Rhodes and
Chad Mierzwa about how they used this book to inspire their Skaven collections.

Uniforms & Heraldry of
the Skaven is a 72-page,
full-colour hardback book
that delves into the livery
and emblems of the
Skaven clans. It’s a must-
have addition to your
Warhammer library.

s far as the good citizens living in

%the glorious Empire of Karl Franz
4 W know, there’s no such thing as
Skaven. But, for the rest of us, we're well
aware of the Under-Empire emanating from
Skavenblight that is home to a dreaded and
powerful race of vile ratmen. The Skaven
are evil, treacherous creatures, organised
into clans that constantly squabble and vie
for dominance. Uniforms & Heraldry of the
Skaven examines the many clans and
clawpacks of the Skaven, and presents a
multitude of ideas for hobbyists to
incorporate into their armies.

Written by Robin Cruddace and
illustrated by Neil Hodgson, the book
bulges with details on not only the most
famous Skaven clans such as Clan Mors,
Pestilens, Moulder, Skryre and Eshin, but
dozens of other smaller clans. The full-
colour illustrations, along with
accompanying text explaining the

COLOURS OF THE UNDER-EMPIRE

background of the clans and clawpacks, is
a rich resource for hobbyists as they model
and paint their own Skaven armies.

Inspired by the possibilities that the
book presents, Chad Mierzwa and Duncan
Rhodes set about recreating some of the
designs, runes and icons featured upon the
pages of the book on their miniatures.

‘What's exciting about delving into the
Uniforms & Heraldry of the Skaven,’
Duncan points out, ‘is that that it gives you
a chance to create an identity for your
army. You take your plastic models and
you give them a story.

“Your army is no longer just a Skaven
force, but is the Glorious Host of Clan
Ferrick. Your clawpack isn't that brown one
over there, but is instead Mangetooth's
Spear Rats... you get the idea.’

Over the next few pages we'll look at
the miniatures that the pair have painted
and the source of their inspiration.



CLAN VOLKN

The red-furred Skaven of Clan Volkn are
branded from birth to show that they are
the property of the clan. Furthermore they
dye their fur red, making them exceedingly
distinctive on the battlefield.

Duncan has reflected their background
on his models, using Mechrite Red as the
basecoat for his fur. He's also delved into
their backstory to inspire some of his other
painting decisions — for example, their
weapons are bladed with obsidian rather
than metal, the razor-sharp stone mined
from deep inside their volcanic stronghold.

Duncan used Gloss Varnish to make
the blades on his Clan Volkn Skaven
gleam like obsidian.

CLAN PESTILENS

Clad in filthy, diseased robes and riddled
with all manner of loathsome poxes, the
Skaven of Clan Pestilens are a vile breed.
Their clan is one of the most powerful,
with hordes of fanatical warriors, sorcerers
and hideous war machines.

Although the repulsive Plague Monks of
Clan Pestilens are traditionally seen clad in
dirty green robes, Uniforms & Heraldry of
the Skaven presents four pages of different
heraldry, banners and colour schemes for
the Great Clan. Chad was inspired to paint
these Plague Monks based on some of the
illustrations in the book.

Chad has used Hormagaunt Purple washed with
Devilan Mud to create dark, faded purple robes on
this unit of Plague Monks.

Both the banner and shield designs
used on these Skaven hark back to
the valcanic home of the Clanrats of
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CLAN SKUTTLE

Clan Skuttle possesses a formidable fleet of
rickety boats and barges, only bested by
the mighty navy of Clan Skurvy. As a result
they constantly vie for supremacy in the
hope of usurping Skurvy as the preeminent
naval power.

Chad Mierzwa painted these Skaven
from Clan Skuttle in dirty green colours,
achieved with basecoats of Gretchin
Green, Knarloc Green and Catachan Green
— the end result is a very pleasing shade
reminiscent of rotten seaweed.

i Chad replicated the
rune displayed on the
shield of Clan Skuttle
on the banner of his
Clanrat unit.

For a quick, effective paintjob Chad
applied a basecoat, followed by a wash
of Devlan Mud and finally a highlight on
all areas of the model.

Chad used Tausept Ochre to
paint the complicated Clan
runes on the banner,

Clan Skuttle prepare to advance on
the foe, covered by the watchful eyes
of their Ratling Gun team.
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COUNCIL ALBINO GUARD

The white-furred Albino Guard are an e!xte
regiment of fighters and the ever-loyal (for a
Skaven, at least) servants of the Council of
Thirteen. Feared by all, their presence upon a
battlefield is an indication of the Thirteen’s interest
in the result.

.
|
!
‘[

Whether the fur of
the Albino Guard
is natural, or the
result of careful
dyes, is a matter of
some (gquiet}
debate amongst
the Skaven clans.

CLAN GANGROUS

Tunnel-fighting experts, Clan Gangrous have a reputation for
viciousness that is mirrored by the fact they often hack off
their claws and replace them with long, sharp blades that are
rammed directly into the stumps.

Duncan decided that the description of this clan was so
interesting, and the picture so unusual, that he wanted to
replicate it with miniatures — notice that all of the Skaven
have their right hands replaced with blades.

For the blades
protruding from
the Skaven's
wrists Duncan

chopped the i
points from the : i
spears and glued ¥
them directly to :‘
the stump,

Chad painted the red armour with a basecoat of
Mechrite Red and then highlighted it with Blood
Red. Finally he washed the recesses with a 1:1
mix of Badab Black and Devlan Mud.

Each clan design in the
book is accompanied by
example iconography.
The rune above inspired
Duncan’s Gangrous
shields, shown below.

The sigil of Clan Gangrous has
been repeated on both the
regiment banner and the shields of
the Clanrats.
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CLAN EKTRIK
An obsession with lightning (and its uses
upon the battlefield) has left Clan Ektrik
beholden to the Great Clan Skryre, from
whom they obtain the Doomwheels and
Warp Lightning Cannons that they covet.
This passion for electrical discharge
manifests in the lightning-bolt details on
their banners and shields. Furthermore
their warriors wear conductive bronze
armour, ensuring that their fur is always
standing on end from the frequent static
discharges that surround them.

The armour on Duncan’s Clan Ektrik unit was
basecoated with Tin Bitz and then highlighted
with Dwarf Bronze and finally Mithril Sifver —
let’s hope they don'’t stray too near to their
Doomwheel during the game!

CLAN GRISTLECRACK

Renowned for the vast chain gangs that form the bulk of its armies, the
Skaven of Clan Gristlecrack are all branded and mutilated to show their
alliegience to their clan. Each warrior has his tail docked, leaving only a
bloody stump behind.

The artwork of Clan Gristlecrack in the Uniforms & Heraldry of the
Skaven depicts them as poorly equipped, little more than slaves. Chad has
conveyed this by choosing the Clanrats clad in ragged robes as his front
rank, so that their better-armoured warriors are less obvious.

Extra details, such as
the tiny runes Chad
has painted onto the
robes of his Skaven
add to the character of
the unit. Chad has
even snipped off the
tips of the tails, leaving
only bloody stumps as
a sign of loyalty.

The three-clawed sigil of
Clan Gristlecrack has been
replicated on all of the
shields in the unit, as well
as the banner.
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CLAN SKURVY

Clan Skurvy is perhaps the greatest naval
power within the Skaven Under-Empire,
bolstered by a formidable army of Clanrats
and Slaves.

Chris Peach painted the Clan Skurvy
army that you can see below. He was so
taken by their somewhat nautical nature
that his collection has a host of little
conversions and kit-bashes. The
preponderance of whips and lashes is
apparently to keep all the mutinous rats in
line. Other touches, such as lookout rats
atop banner poles, are for comedy effect.

As the elite of Chris® Clan Skurvy army, the
Stormvermin have the brightest yellow cloth
and a host of extra items - bitz plundered from
his massive collection, enabling him to arm
them with pistols, handguns and more,

-

The hardes of Clan Skurvy swarm out
from the coastal marshes towards the
city of Marienburg.
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Insanely fanatical members of the Pestilent
Brotherhood, Clan Septik holds a position
of great favour alongside Clan Pestilens.
The Plaguevermin are the famous elite
warriors of Clan Septik, renowned for
never cleaning or maintaining their
weapons - in spite of this abuse, their
blades never lose their edge or fall apart.
Clan Septik like to wear off-white robes
to better show their filth off, so Duncan has
painted them using Dheneb Stone
highlighted with Skull White and then
washed liberally with Devlan Mud.

The rust effect on the Plaguevermin was
achieved by washing areas of the armour with
Bestial Brown, followed by Blazing Orange.
Afterwards it was highlighted with Mithril
Silver to show fresh scratches and nicks.

The Plaguevermin of Clan Septik scour
the smouldering ruins of Kolhoff,
hunting down the last few defenders.
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CLAN FERRICK
Clan Ferrick have possession of an ancient
Dwarfen mine, a resource they jealously
guard for the relative wealth it brings them.
A result of this plundered mine is that their
warriors are often better armed and
armoured than their fellows, with wargear
that is less worn and battered.

Duncan reflected their status by
highlighting all of the armour and
weaponry with Mithril Silver once painted
— this gives the armour a cleaner
appearance overall, making it look of
finer quality and better maintained.

Duncan has reproduced the clan markings and
runes on the shields. Where the detail is
sculpted on he’s painted it with Mithril Silver,
using Skull White for the hand-drawn sigils.

THE TEEMING HORDES

With 72 full-colour pages,
Uniforms & Heraldry of
the Skaven contains far
more than we can ever
show in one article. There
are hundreds of examples
throughout the book to fire
your imagination and
inspire your collection.
The villainous, back-
stabbing hordes of
Skavenblight await.

This banner is made from sheets of
metal — Duncan has painted it fo
look chipped and tarnished, except
for the bright Skaven runes,

Clan Eshin Gutter Runner

Clan Mors Warpfire Thrower

Clan Mordkin Clanrat

Clan Morbidus Clanrat
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The armies of the Skaven contain hosts of weird and marvelous weapon teams and
war machines, from the flame hurling Warpfire Thrower to the eldritch power of
the Warp Lightning Cannon. This article showcases all of these weapons.

{
|
}
[ |
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%% W WONDER WEAPONS OF SKAVENBLIGHT

Need a hand building
and painting your own
Skaven war machine?
Well, while we can’t ship
you out your very own
living, breathing team of
Clan Skryre Warlock
Engineers, we've done
the next best thing and
put comprehensive
guides to building and
painting many of the
Skaven kits on our
website, as well as Nick
Bayton's definitive
Skaven painting article.
Go to the website to
read the article now:

'HITE DWARF

"g'jfn the catacombs gnawed into the depths
|| of Skavenblight the warpforges of Clan
A Skryre blaze white hot. In these
darkened caves, many of the most devious
and dangerous weapons in the
Warhammer world are forged. The
monotonous pounding of hammers on iron
and the sibilant hiss of bellows is the score
to which this relentless hive of industry
labours. As the maniac engineers and their
slaves toil to fashion the wargear with
which Skavenblight will overrun the world,
eager Warlords barter warpstone tokens,
and any other commodity, to secure the
promise of such weapons for their clans.
On the battlefield these weapons often
make the difference between victory and
defeat. An irridescent green blast from a
Warp Lightning Cannon can slay a Dragon
or blast the head from the shoulders of a

Giant. The grinding bulk of a Doomwheel
can crush through the armour of knights
and the dire tolling of a Screaming Bell can
drive whole regiments of men mad with
despire or cause cannon barrels to crack
open with its cacophonic peals.

For many hobbyists these diabolical
contraptions are the focal point for their
collections — not only are the models
incredible examples of Citadel miniatures,
but their presence on the battlefield makes
them an indespensible addition to a Skaven
army. A horde of Clanrats, Skavenslaves or
Stormvermin just looks so much cooler
when there is a Screaming Bell,
Doomwheel or Plagueclaw Catapult
rumbling along beside them.

In this article we'll present a showcase
of all these technological monstrosities —
your own tour of the Skaven arsenal.



““he Screaming Bell is without
§ doubt the most iconic of all
Skaven war machines. The
vast bronze bell is deeply symbolic
of the origin of the Skaven race —
after all, legend has it was the
cacaphonic sounding of a bell that
brought their race into the world.
On the tabletop this massive kit
presents an imposing structure that
will inevitably form the centrepiece
of your collection. Just to look at
it's an impressive kit — the wheels
alone are taller than a Clanrat and

from his perch atop the bell itself,
the Grey Seer looks down on any
other miniature in the Warhammer
range, including the Giant!

Of course, it's also really good
in the game. While the Grey Seer
hammers the enemy with spells,
the Screaming Bell has the power
to shatter enemy war machines, kill
foes by the dozen and even make
your Skaven fight harder. As it
makes the unit pushing it
Unbreakable you should surround
it with a really big horde.

e s N

‘1' (including those doing the pushing), ¢

%L of the foe.

PLAGUE FURNACE

The Screaming Bell and Plague

Furnace kit enables you to choose
between assembling the two models. |
The Plague Furnace is dangerous to all |
the models in base contact with it

but in combat the giant censer wreaks
havoc, slaughtering low-Toughness

| models in their droves with its bilious
| cloud and smashing warriors from

| their feet as it crashes into the ranks

Crey Scers

One of the most striking
aspects of the Screaming
Bell is the Grey Seer
clinging onto the bell as
he unleashes magical
destruction - the
exquisite posing of this

‘ model is a masterpiece of
| miniatures design.
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LAGUECLAW CATAPULT

he Plagueclaw Catapult enables the
Skaven of Clan Pestilens to hurl a The "Eavy Metal Plagueclaw Catapult in all its

sickly payload of diseased gunk into glory — note the Skaven busily loading the claw.
the ranks of the enemy. Created by an
alliance between Clans Skryre and
Pestilens, this war machine is designed to
fire its evil munition far across the
battlefield, the vile concoction dissolving
flesh and causing spontaneous mutations
on impact.

In the game the Plagueclaw Catapult
fires just like a stone thrower, except of
course that the unfortunate victims are
splattered with corrosive liquid (which
makes their flesh fall off) rather than being
squashed flat by a large rock. The effect is
no less horrific, however, as any model
touched by the large round template it uses
suffers a Strength 2 hit with no armour
saves allowed. In densely packed units,
that's a world of hurt!

The kit, designed by Warlock Engineers
(OK, Citadel miniatures designers)

Colin Grayson and Seb Perbet, has a great
amount of versatility in the way that it can
be put together. When assembling it you
can build the triangular frame any way up,
giving you three possible heights and thus
the ability to include three different-
looking Plagueclaw Catapults in your
army. The crew, complete with gas
masks to protect against the fumes, can be
placed in a variety of places, adding even
more versatility to your model.

Chad Mierzwa made this Plagueclaw, opting *
for a low-profile build (all the better to hide).
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he Warp Lightning Cannon is a
! deadly long-range weapon capable
of blasting blazing green chunks out
of enemy formations.

Powered by a great, glowing chunk of
warpstone, the Warp Lightning Cannon
harnesses its power into a lethal beam that
can zap through flesh, bone and armour
with unnerving ease.

Although somewhat random there’s no
denying that when the Warp Lightning
Cannon works, it works really well. Firing
in a similar fashion to a normal cannon
(but with the whistles and bells you've
come to expect from the ingenious Clan
Skryre), the Warp Lightning Cannon is
exceedingly dangerous when it hits.

The new Warp Lightning Cannon
model is a dominating piece — built from
the same kit as the Plagueclaw Catapult
(you can make one or the other from the
kit), the Warp Lightning Cannon shares the
same versatility. The triangular frame
enables you to build the war machine at
varying heights. The 'Eavy Metal model
(see right) has been assembled with a
low-slung and menacing profile, while
Chad Mierzwa's own Warp Lightning
Cannon has been built taller — bearing in
mind that if you can trace line of sight from
your gun-barrel to the target you can make
a shot, there’s probably something to be
said for going tall with this one.

The Warp Lightning
Cannon and
Plagueclaw Catapult
are crewed by a
select band of eager
crewrats who see to
the mundane {and
often very
dangerous) task of
aiming and firing
their weapon at the
enemy. The kit
contains options to
equip the crewrats
for their duties,
including gas masks
for the crew of the
Plagueclaw Catapult.

e

The Skaven crewrat checks the range
of the next shot with his telescope.

Chad’s Warp Lightning Cannon
assembled on a tall frame. A
devious player might point out
how this could fire aver
intervening terrain with ease.
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 nefarious invention that is perhaps
/= the crowning achievement thus far

in the career of master-inventor kit
Claw, the Skaven Doomwheel is a swift
and exceedingly dangerous addition to any
Skaven arsenal.

Moving much like a chariot (although
with a 3D6" random movement), the
Doomwheel can unleash a trio of lightning
bolts into nearby units (friend or foe). The
fact that you might accidentally electrocute
your own models underlines the haphazard
nature of the Skaven and the slightly mad
way in which they wage war against their
foes — there’s always a chance things will
go badly wrong. If super-dangerous
lightning bolts aren’t enough for you, it
is a formidable ramming machine in
its own right too.

In terms of an army centrepiece,
it's hard to argue against the gigantic
Doomwheel. Powered by a horde of rats
(just look at them all inside the apparatus)
and with a warpstone core, spikes, scythes
and warpstone conductors, it’s an item that
is quintessentially Skaven in both
appearance and effect on the table.

As one of the most detailed and
intricate kits in the Skaven range, the
Doomwheel is a real treat for painters
and modellers, who can really go to
town on its fine details, such as the
warpstone engine, Warlock pilot and all
those tiny rats.

While the Warlock Engineer gets the
exciting job of driving, this poor Skaven has
the task of pumping the bellows.

WHITE DWARF  WONDER WEAPONS OF SKAVENBLIGHT



The rat- portable response to the Skaven's tunnelling needs,
the Warp-grinder combines a warpstone-tipped drill and a
bewildering engine to-enable quick, effective underground
movement. This Weapon Team can be attached to a

regiment of Night Runners, enabling them to emerge from

the ground anywhere on the battlefield, ready to loose their

throwing weapons at point Blank range.

POISONED WIND 1

The perfect weapon for a race that likes to f1ght in dirty,
underhanded and preferably safe ways, the Poisoned Wind
Mortar is able to target units that it can’t see (so long as its
nearby parent unit can). This makes it ideal for hiding out

of harm’s way and lobbing orbs of noxious gas into the foe,

whose lungs will shrivel, leaving them to die in agony,
none-the-wiser as to the location of their attackers.

o

WARPF!

The complex condensers, pumps and munitions that make
up the fearsome Warpfire Thrower have given rise to one
of the most formidable of all Weapon Teams. Inflicting a
punishing Strength 5 hit (that causes D3 wounds) on any

An invention designed to make fighting in tunnels easier
(and doubtless more entertaining for the Skaven), the
Doom-flayer is a spiked and bladed iron ball that rumbles
ominously towards the foe, scythes and razor-spines
whirring as it does so. Able to inflict up to 10 Strength 4
hits in each round of combat (and surprisingly robust in
defence), the Doom-flayer can turn the tide against the foe.

The Ratling Gun is a multi-barrelled shooting machine,
capable of peppering enemy units with deadly warpstone
shot. It's great in the game, but best of all it's really fun to
use. Roll a D6 and that's how many shots it looses. If
you're feeling brave, you can roll again and add the
second roll to the first. And again, and again... just don't
score a double or something might go comically wrong.

model touched by the flame template that it hurls out, it's
capable of laying entire regiments low. The Warpfire
Thrower on the left comes in The Island of Blood boxed
game, while the one on the right is available separately.

www.games-workshop.com 101



BLACK LIBRARY

GOD KING
GRAHAM MNE

God King is the third book in the
Legend of Sigmar trilogy, telling the
tale of the war against Nagash.

MAY YOU LIVE IN

"LEGENDARY TIMES

With the release of two new books in Black Library’s most
popular series, the Horus Heresy and the Time of Legends, we
asked the authors how they write tales of the mythic past.

raham McNeill: Warhammer is
Gplayed out against a rich backdrop

that's had two decades and more to
grow, evolve and layer on the detail that
makes it one of the most compelling
settings to write in. | love writing novels set
in the contemporary period of Warhammer,
but the chance to go back and tell the
stories of the heroes and villains that
shaped it was a mouth-watering chance.
This would be the Time of Legends.

When | was asked by the editors which
story I'd like to tell, there was only one
name that leapt to mind: Sigmar.

As a die-hard Empire player, I've loved
the story of Sigmar for years, with its huge
canvas of epic battles, barbarian kings and
queens, warlike invaders and the forging of
something incredible. It’s a story that's
been told many times over the years,
becoming more mythic and grand with
each retelling. | loved the sense of history
and myth merging together to form a
heroic tale where the true deeds of a great
man could be so eclipsed by his legend
that it became almost impossible to tell
one from the other.

The Time of Legends was going to
delve deep into the ancient history of the
Warhammer world. It was a chance to
discover the real Sigmar behind the myth,
to see what had driven this great man to
achieve triumphs so incredible that
he was revered as a
god within a

generation of his death. What man could
unite so savage a land, drive off invading

- armies and establish a realm that would

endure for two and a half millennia of
unremitting warfare?

These were the questions | asked
myself when [ sat down to plan out the
story of Sigmar. | put together a synopsis
for Heldenhammer, together with a whole
lot of pages that set out my rambling
thoughts as to how | would tell the story.

I'd originally planned the story of
Sigmar to be a single book, ending on the
defining moment of his life: the victory at
Black Fire Pass. But | quickly realised that
wasn't going to happen. As with all stories,
this one took on a life of its own, with the
setting and characters demanding to be
given fresh life in other books.

Empire was the second of the Sigmar
books, and it was as the characters made
their way to face a dread necromancer,
that one of the prominent themes of these
books really made its presence known. As
Heldenhammer ended, | realised the trilogy
represented the three ‘ages’ of Man.
Heldenhammer was the youth of the
trilogy, full of optimism and the beginning
of new ventures. Empire was the older
brother, where that first flush of exuberance
is tempered by loss and the realisation that
nobody lives forever. God King became the
old man of the trilogy, where many of the
characters’ journeys
reach their end.

But even this
wasn't the end. With each novel, more
threads emerged that begged for future
stories, so it seems likely the story will
continue beyond even the war against
the undead legions of Nagash. There’s
still a great deal to tell of Sigmar’s life.
And, of course, there’s the big
question of what became of Sigmar
when he took that fateful walk east...

In a sense, these books are writing
Warhammer without the Warhammer
world to rely on. The world, as players of
the game know it, doesn’t exist yet, and
none of the familiar institutions or
characters are there. It’s a journey into the
unknown, a chance to see what lies
behind the myths of some
of the Warhammer world’s
mightiest heroes and
dastardly villains.




i an Abnett: Millennia from now,
Dand yet way back in the past, a
terrible civil war called the Horus

Heresy will shred the galaxy as we know it.

This event is an undeniable fact, known by
all. It's the future, but it’s also ancient
history. It's going to happen. It has already
happened. It's fluid possibility and set fact.
It's been etched in the archives for ten
thousands years... or since, ooh, the late
nineteen eighties at least. Makes your head
hurt, doesn’t it?

Consider: when | first started to write
Warhammer 40,000 fiction about twelve
years ago, | had to immerse myself in that
universe we all know and love. There was
a lot of reading to do, but that was good,
because it meant there was a lot of
supporting material around. Every
rulebook, supplement and codex helped
me to build up a picture of the 40K
universe, just as they help you build your
game setting. If | needed to know
something, the answer was Somewhere.

€€ The Space Wolves
don’t know if they’re
going to survive next
week let alone their ten

thousandth birthday. 99

When the Horus Heresy series came
along, there was an added wrinkle to this
process. The Heresy is set ten thousand
years before 40K (making it, | suppose,
Warhammer 30K). I, and the other authors
involved in the project, had to reverse
engineer the 40K universe to arrive at what
the Imperium must have been like at the
time of Horus. Suddenly we didn’t have
rulebooks and supplements to consult.

The root of the challenge is that the
Heresy era has never been codified in the
same way as 40K. It's never been explored
in a definitive way. It's a legend that's
grown piecemeal over the years, a semi-
formed myth that has changed and
evolved. Not only is there a lot to invent,
but that invention has to be fitted very
carefully into what we know of the
‘history’ of the Imperium. In simple terms,
the Heresy-era fiction cannot contradict
what we know to be reality in 40K.

My latest Horus novel, Prospero Burns,
is the flipside to Graham McNeill’s
A Thousand Sons, telling the story of the
Fall of Prospero from the Space Wolves’
side . As | wrote it, | became aware how
complex and tight some of the ‘gaps’ | had
to fill in were. | chose to construct a
timeline that ran through history from the
start of the Great Crusade to the events on

. Prospero. | had to take into account when

Legions had been founded, when lost
Primarchs had been discovered.

One of the fundamental traits of 40K is
that nothing changes. Everything is static
and set, and has been that way for untold
lifetimes. Though decaying, the Imperium
of 40K is like a fly set in amber. You get
used to the idea, for example, that a Space
Marine Chapter has always been the way it
is, that it is the unwavering product of an
ancient tradition.

Imagine then how weird it is to write
about Space Wolves when they are no
more than a generation into their existence
as a Legion. They haven't had time to build
up traditions. They haven’t been around
long enough for anything to have become
established. Everything is a novelty. In 40K,
there is a confidence in tradition. In 30K,
anything can happen. The Space Wolves
don’t know if they're going to survive to
see next week let alone their ten
thousandth birthday. They haven't got that
legacy to inspire confidence. They could
all get wiped out in one big fight. It would
be a shock, but not a surprise, because no
one knows that Space Marine Legions are
the sort of institutions capable of surviving
for ten millennia.

It's hard to think yourself out of 40K
into 30K. | had to contemplate the Space
Wolves and the Thousand Sons in a
different way. | was comparing notes with
the author of a forthcoming Space Wolves
book and was intending to borrow his
brilliant designs for the plan of the Fang
when | realised they were no good
to me: the Fang hadn’t been
completed at the time of
Prospero Burns.

- | invest 30K with a
greater sense of history in
terms of art and culture than
| ever include in 40K. | do
this to give it a flavour of its
own: it's more aware of its
own past, where 40K is
simply aware of its own
tradition. The citizens of the
Imperium in the 31st
Millennium are more
adventurous and imaginative,
more ambitious and questing,
more individual. They can see ,
possibilities and embrace them. They
strive for change where 40K citizens
struggle to keep things the same.

| think that's the guiding
difference. The Imperium of 40K is
set and stagnating. There is no
hope. There is only war. The
Heresy era is a time of ambition
and opportunity. There is risk i
because there is choice: It is a (i
time when anything is possible, > :
including the most terrible civil war =38
any history has ever known. ¥

Prospera Burns and A Thousand
Sons both tell the tale of the Fall of
Prospero from opposite sides.
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Sneml two days fighting great hattles, seeing
wonderful-looking armies, making new friends,
and swapping war stories.

Warhammer: 9th - 10th April 2011 - Warhammer 40,000: 16th - 17th April 2011

WHAT WILL YOU NEED TO ATTEND? WHAT DOES THE TICKET COVER?

e Either a fully painted 2000 point Warhammer army or a * Five games over two days.
1500 point Warhammer 40,000 army (depending on which e Lunch on Saturday and Sunday and an evening meal
event you are entering). on Saturday.

» Somewhere to stay on the Saturday night. e Access to all the Warhammer World facilities including

* A desire to have a great time playing your favourite game. Bugman'’s Bar, the Citadel Miniatures Hall and the Gaming

e You must be at least 16 years of age to attend these events. Hall, together with the option for early registration from

e The Throne of Skulls rules pack, available to download from Friday evening.

www.games-workshop.com e Take part in some great organised activities on the Saturday

evening.
e Tickets cost £55 per event, per player.

Tickets released Sth January, available from www.games-workshop.com




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 106-107

@ 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,

Store Information 108-117

® New Hobby Centres of 2010

This year we opened even more Games Workshop Hobby Centres in a town near
you. We look at back at this year’s newest beacons of the hobby, with a reminder of
our latest UK, Netherlands and Belgian stores.

s

g

Games Workshop Hobby Centres
Get everything you need to build your forces, and then take them into battle! GW
Hobby Centres are the place to learn and practice the intricacies of the hobby.

® Store Listings
All the Games Workshop stockists in your territory listed, so wherever you are, you
can always find a Games Workshop and Citadel Miniatures retailer.

Available to Order 118-119

©® Games Workshop Direct
The full range of Games Workshop products are available from GW Direct, our
premier on-line and telephone ordering service.

© Available to Order
If you are looking for reinforcements for your Skaven horde then look no further, as a
plethora of special characters, deadly weapons and warped creatures are available
to order now to boost your army.




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.

January 2011

January 15th January 22nd

January 16th

WARHAMMER

THRONE OF SKULLS

WINTER GRAND
TOURNAMENT

Date: 15th-16th January, 2011

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 2000 point
Warhammer army and a desire to have a
great time playing your favourite game,
Tickets: Tickets are available from
www.games-waorkshop.com and cost £55 per
player. Each ticket includes lunch on both
days, an evening meal on Saturday, and
access to all of Warhammer World's facilities.
Contact: Customer Services — 0115 91 40000
Website: www.games-workshop.com

SUBCULTURES WARHAMMER
FRIENDLY TOURNAMENT

Date: Sunday 16th January, 2011

Venue: Admiraal Helfrichlaan 8 Utrecht,
The Netherlands

Details: Bring along your best painted 2500
point army and compete in this one day
Warhammer tournament. Painting, converting
and background stories for your army will
increase vour score, as will a firm but
friendly gaming style. Please contact us
directly for full details and an event pack,
before submitting an army.

Tickets: Tickets cost €5 per person. Places
are limited, so make sure you book your
place soon to avoid disappointment.
Contact: info@subcultures.nl

Website: www.subcultures.nl

WARHAMMER 40,000

THRONE OF SKULLS

WINTER GRAND
TOURNAMENT

Date: 22nd-23rd January, 2011

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
Warhammer 40,000 army and a desire to
have a great time playing your favourite
game.

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

February 2011

February 5th & 6th

MASTERCRAFTED: TANKS
Date: 5th & 6th February, 2011

Age Limit: 16+

and include the following:

e Entry into a single workshop of your choice.
Workshop One: Saturday 5th February
Workshop Two: Sunday 6th February

¢ Lunch in the legendary Bugman's Bar.

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

L5

Venue: Warhammer World, Nottingham, England

Details: Come and spend a day at Warhammer World with Golden Demon
winners Mark Bedford and Phil Stutchinskas, and learn a variety of techniques
as used by these artisans to paint the extraordinary tanks and vehicles found
in your codex, White Dwarf and on the website.

Tickets: Available from www.games-workshop.com, tickets cost £110 each

e Mark and Phil will teach you seven different techniques they use for
painting tanks. You can find more details on the Games Workshop website.

o Afully built and undercoated Hellhound tank will be provided for you to practice the techniques on.

¢ You will be provided with all the paints and hobby materials required for the sessions.

* Access to all of Warhammer World's facilities including our exclusive range of merchandise, the Citadel Miniatures Hall and the Gaming Arena.

106 WHITE DWARF DIRECTORY

Event information correct at time of going to press. Games Workshop is not respensible for events not run by Games Waorkshop.




February 12th

February 19th

THE LORD OF THE RINGS:

HEROES OF MIDDLE-EARTH

Date: 12th-13th February, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+

Details: Gather your forces and do battle at Warhammer World. Can
you reign supreme across the lands of Middle-earth?

Compete in eight games across the many battlefields of Middle-earth to
become this year's The Lord of The Rings Champion. You will need two
fully painted 700 point armies; one Good and one Evil, following the
rulespack and the Legions of Middle-earth supplement.

Tickets: Tickets cost £55 per player and include lunch on both days, an
evening meal on Saturday and access to all the Warhammer World
facilities including our exclusive range of merchandise, the Citadel
Miniatures Hall and the Gaming Arena.

Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

WARHAMMER 40,000 DOUBLES TOURNAMENT
Date: Saturday 19th-20th February, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+

Details: If you fancy teaming up with a friend to take part in a fun and
slightly chaotic weekend of gaming, then our Warhammer 40,000
Doubles Tournament is for you. Players team up to field a combined
force of allied armies in order to fight it out to see who is the Best Team.
Tickets; Tickets cost £85 per two player team and include lunch on both
days, an evening meal on Saturday and access to all the Warhammer
World facilities including our exclusive range of merchandise, the
Citadel Miniatures Hall and the Gaming Arena.

Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

March 2011

March 19th

DEI A ARAAED
WM YEA Y R

MIGHTY EMPIRES CAMPAIGN WEEKEND

Date: 19th—20th March, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend two days at Warhammer World where you and a team of
fellow gamers will carve out your very own empire in the lands of the
Old World. You will need a Warhammer army of 3000 points, from
which you will create smaller army lists for games of varying sizes
following the guidelines in the event pack.

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 of Warhammer World's facilities.
Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

April 2011

April 2nd

REALM OF BATTLE GAMEBOARD WORKSHOP
Date: Saturday 2nd April, 2011

Venue: Warhammer World, Nottingham, England

Details: Construct and paint your very own Citadel Realm of Battle
Gameboard in a day! Over the course of the day you will get to paint
and take away your very own battlefield, with the guidance of the
Warhammer World scenery team.

Tickets: Tickets are available from www.games-workshop.com and cost
£200. Each ticket includes a Citadel Realm of Battle Gameboard, with
your choice of design and finish, all the paints and materials you will
need to paint your gameboard, lunch in Bugman's Bar and access to all
of Warhammer World's facilities.

Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

April 18th & 25th

EASTER HOBBY CAMPS

Dates: 18th-22nd April, 2011 and 25th-29th April 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12-16

Details: Spend your Easter holiday immersed in five days of fun and
furious hobby activity! Build and paint a brand new army with the help
of our team of experts in the legendary Warhammer World venue and
learn how to secure victory on the field of battle.

Tickets: Tickets are available from www.games-workshop.com and cost
£200 each for either week. Each ticket includes a Battalion or
Battleforce of your choice, a large Army Carry Case, lunch every day,
and access to all of Warhammer World's facilities.

Tickets on sale date: 19th January 2010

Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

April 30th

FORTIFIED MANOR WORKSHOP

Date: 30th April-1st May, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Come and spend two days with our Warhammer World scenery
team expert, building and painting a fantastic centrepiece to take home
for your gaming table. Built around the Citadel Fortified Manor set, you
can choose from four options: Wizard's Tower, Undead Mausoleum,
Empire Grand Manor or Orc Stronghold.

Tickets: Tickets cost £150 and cover all the materials needed to make
and paint the scenery piece (well over £100 worth of resources), expert
tuition throughout the weekend, lunch in the legendary Bugman’s Bar
and access to all of Warhammer World's facilities. Tickets are available
from ww.games-workshop.com.

Tickets on sale date: 19th January 2010

Contact: Customer Services — 0115 91 40000

Website: www.games-workshop.com

Find all of these as well as our many in-store events at:

www.games-workshop.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshap.
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NEW STORES

Over the past year we’ve opened up even more Games Workshop Hobby Centres in a

town near you, so it’s now even easier to enjoy your favourite hobby.

ur mission to bring the Emperor’s Guiding Light to :“3‘?
Othe far reaches of the galaxy (well, your local high %}\\7

street) will never cease, so to this end 2010 saw q
ten brand new Hobby Centres spring up in locations
across the UK, The Netherlands and Belgium.

Staffed by friendly and knowledgeable hobby experts,
these ten new stores stock the entire range of Citadel
miniatures, games, books and hobby supplies. Each of
them is also equipped with an in-store web terminal, so if
there’s ever anything you can’t get your hands on there and
then, you can easily order it online and have it shipped to
the store, post free.

We run exciting events and activities all year round, so
you can be sure that whenever you visit, there will always &
be something you can get involved with. These activities
vary from store to store, so to get the latest on what's going
on keep an eye on the Games Workshop website, give the
manager a ring, or simply get yourself down there.

GW Eindhoven

Kleine Berg 50
5611V
Eindhoven

The Netherlands

Manager: Ramon Laan
Tel: 0031 402 443 448

GW Gent

St. Niklaasstraat 17a/19
Gent 9000
Belgium

Manager: Stijn Olieslagers
Tel: 0032 922 391 20

To find your nearest Games Workshop Hohhy Gentre, go to:
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Units 4 & 5
Blackhall Yard
Kendal

Cumbria

LA9 4LU

United Kingdom

Manager: Eoin Rylands
Tel: 01539 722 211

GW Bury

16 Crompton Street
Bury

Lancashire

BLY OAD

United Kingdom

Manager: Brian Purchase
Tel: 0161 797 6540

45 Wide Bargate
Boston
Lincolnshire
PE21 6SH
United Kingdom

Manager: Adam Johnson
Tel: 01205 356 596

GW Kings Lynn
23 Norfolk Street
Kings Lynn

Norfolk

PE30 TAN

United Kingdom

Manager: Liz Stevens
Tel: 01553 777 920

Ins
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GW Carmarthan (7]

19 Bridge Street
Carmarthen
Carmarthenshire
SA31 3JS
United Kingdom

Manager: James Seymour
Tel: 01267 231 209

GW Ayleshury

6 Market Street
Aylesbury
Buckinghamshire
HP20 2PN
United Kingdom

Manager: Scott James
Tel: 01296 429 703

N

www . games -workshop.com

e

GW Muswell Hill O

117 Alexandra Park Rd
Muswell Hill

London

N10 2DP

United Kingdom

[ L

Manager: Jason Webb
Tel: 0208 883 9901

36/37 Myddleton Street

Islington
London

ECIR 1UA
United Kingdom

Manager:
Richard Commons
Tel: 0207 713 0835
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HOBBY CAMPS

18th-22nd April 2011 & 25th-28th April 2011,
Warhammer Worid, Nottingham

WHAT DOES THE TICKET COVER?
e Five days of intense hobby activity at

e Lunch each day including a main meal,
Warhammer World, Games Workshop's dessert and drink.

visitor and gaming venue. * Access to Warhammer World’s facilities
* A Battalion or Battleforce of your choice. including the Citadel Miniatures Hall.
* A Large Army Carry Case. * Tickets cost £200 each.

TIGKETS AVAILABLE FROM 19TH JANUARY 2011
ase WWW.games-workshop.com

HGALES
WORKSHOP
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Hobby Centres are Games Workshop’s own retail outlets. Each
store provides gaming and painting facilities and is staffed by
expert hobbyists!

Full range of products

All our centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point
All our stores have a webstore order point
through which you can choose from our
entire range of Citadel miniatures,
including the Specialist Games and
Collectors ranges and the ever-expanding
range of Bitz Packs which allow you to
customise your armies.

What's more, if you have your order
sent to the store, we'll send it POST FREE!

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew!

I I

1
=

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

www.games-workshop.com
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CAMES WORKSHOP INDEPENDENT STOCKISTS

very far away,
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
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.

® 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!

RESHOP,
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

January 2011

GW BRISTOL:
87 The Harselair, 15
Tel: 117 533
CW BRISTOL (CRIBUS CAUSEWAY)
LUnit 1249, The Mall, 8534 509

Tel: 0117 %59 2520

BRISTOL, Area 51

Tel: 0117 0244655

1R

BRISTOL, Cut and Thrust Wargaming;

Tel: 07173 020 021
BRISTOL, HobbyCraft:
Tel: U817 959 7100

+ GW BEDFORD:

10 Greyirlars, MK40D THP

Tel: D123 417 1663

CRANFIELD, B ksh

GW BIR.M INGHAM:

36 Priary Queensway, #d 7LA

Tek: 0123 233 4040

GW DUDLEY!

Undt 3, Merry HBll Centre, DYS 158
Tel: 0138 444 1814

o« W SOLIHLILLY

B Warwick Rowd, 831 30X

Tel: 0121 705 7997

¢ GW SUTTON COLDFIELDY
36 Blrmingham Road, B72 1600

Tel: 1121 354 2174

» GW WALSALL:

Unit 26, Old Squ sre Shapping Centre, WS1 108
Tel: 0192 272 5207

* GW WUIV[HIMMI TGN
4 King Street, WY1 157

Ted: (1190 237 (Mbh

Tek: 01234 751 570

LUTON, Fantasy Wargames:
Tel: 01582 729 001

LUTON, Ottakers:

Tel: 11582 4860999

& GW MAIDENHEAD:

¥ Kingsway Chambsers, King Streed, SLi 1EE
Tel: (1162 &3 1747

& GYW NEWHBLIRY:

114 Bartholomew Strnef, KG14 507
Tel: 0163 540 348

GW READING!

29 Ooafierd Ruoat, RG1 T0A

Teb: 0118 959 1654

' (r\'\" WFNU S0

4 Gieorge ¥ Place, $L4 108
TR BHT0NT

hl

HENLEY ON THAMES, Henley Mudel Miniatures:

Tel: 01491 572684
NEWBURY, Toycraft:
Tel: D615 18077
READING, HobbyCrait;
Fel: 01 14 102 8640
WINDSOR, W} Daniels:
Tel: 11753 B62106

GHAM, Console Games:
Tel: (121 477 0022

DUDLEY, The Arcade Toy Shop:
Ted: 01384252608

KIDDERMINSTER, T) Models:

Tel: 01562 747002
WOLVERHAMPTON, HobbyCrait:
Tel: 0845 051 6543

BUCKINGHAMSHIRE

s GW AYLESHLIRY!

s Market Stroet, HP20 2PN

Tel: 01296 429 703

GW HIGH WYCOMBE

Mo 55 Eden Walk Gallery, Eden, HP1T 2HT
Tel: D149 453 1494

GW MILTON KEYNES:

Unit 2, 502 Silbury Boulevard, Mka 24D
Tel: D190 869 1477

AYLESBURY, Bear Necessities:
Tel: 01296 421098

MILTON KE‘I‘NES, Fenny Models:
Tel: 0208 1332872

MILTON KEYNES, HobhyCraft:
Tel: 01900 108 330

MILTOM KEYNES, Jays Crafts:
Tel: D1904 565578

MILTON KEYNES, Maple Models:
Tel: 01908 367560

WHITE DWARF  DIRECTORY

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Regent Street, CH2 TDP

Tel: 0122 331 3350

GW PETERBOROUGH:

3 Wentworth Street, PEL 1DH

Tel: 01733 Ba0 032

ELY, City Cycle Centre:

Teh 01353 663131
HUNTINGDON, Sports & Fashions:
Tel; 01480 454541
PETERBOROUGH, The Rift:
Tel: 01733 141007

ST IVES, Appletree Games:
Tel: D1480 354413

5T NEOTS, Gamers:

Tel; 01430 217 H3

WISBECH, Prams & Toys:

Tel: (11945 584142

CHANNEL ISLANDS

JERSEY, ST. HELIER, Imagination:
Tel: 011534 505407

JERSEY, ST. HELIER, The Little Shop:
Tel: 11534 732187

GLUERNSEY, 5T. PETERS PORT, Carousel:

Tel: (1481 721721

GW CHESTER:

112 Foregate Street, CHI 1HB
Tel: 0124 431 1967

& LW CREWE:

& Markel Streel, CW1 266G

Tel: D1270 216903

# W MACCLESFIELD

31 Church Streed, 5K11 6LB

Tel: D162 561 9020

* GW STOCKPFORT:

32 Mersey Sipuare, SK1 1RA

Tel: 1161 474 1427

* GW WARRINGTOM:

Unit 20, Bank Streed, Time Square, WAT 24P
Tel: 0192 565 1984

CHESTER, HobbyCrait:

Ted: 01244 650 110

MARPLE, Marauder Games:

Tel: 0167 4274449

STOREFINDER KEY

GAMES WORKSHOP HOBRY CENTRE

{w] These Hobhy Centres are dosed on Mondays and Tuesdays,

PREMIUM STORE

Stacks most of the product range.*

RS

* Too b sure they have what you want in stock, we moammaend calling the stare first,

MNANTWICH, HobbyCraft:

Tol: BH45 051 6537

NORTHWICH, Level 1:

Tel: 1606 45053

NORTHWICH, The Model Shop:
Tel: 01606 47740

STOCKPORT, HobbyCraft:

Tel: 0161 429 5400

STOCKPORT, Marauder Games:
Tel: 1161 4772111

WARRINGTON, HobbyCraft:
Tel: 0845 051 6541

GW MIDDLESBROUGH!
Unsil 33, 3% Dundas Street, TS1 1HR
Tel: U164 225 4041
NORMANEY, PC Tech:

Tel: 01642 461010

REDCAR, PC Tech:

Tul: 01642 481685

GW TRURO!

Uil 1, Bridge House, New Bridge Street, TRT 2AA
Tel: D187 232 0047

ST AUSTELL, Mad for Miniatures:
Tel: 01726 72259

BODMIN, Bricknells:

Tel: 01208 77088

CALLINGTON, Zaggy Games:
Tel: 01579 304 :I)? Y
CAMBORNE, Exit:

Tel: (11209 610224

FALMOUTH, Kernow Toymaster:
Tel: 07326 312 571

HAYLE, nleweu-. of Hayle:

Tel: 01736 75,

HELSTON, Exll

Tel: 01326 565117

LISKEARD, Trago Mills:

Tel: 01579 34077

NEWLYN, Newlyn Post Office:
Tel: 01736 645492

NEWQUAY, Newquay Gaming:
Tel: 01637 05437

ST IVES, Dragon’s Hoard:

Tel: 1736 79040

WADEBR[DGE, Bricknells:

Tel: 1208 13 27

BIIIIIII'\' BIIIIIIIH

o GW DURHAM:

64 Norlh Ihl.'n! DH1 45

Tok: 07971 374 1062

s GW DARLINGTON:

78 Skinnergate, DL3 7LX

Tol: D132 538 2463

BISHOP AUCKLAND, Windsock Models:
Tol: 01334 607 766

SEAHAM, Games of War:

Tol: 01915 817 118

STOCKTON ON TEES, HobbyCraft:
Tel: D445 D51 6554

GW CARLISLE!

Linit 2, Earls Lane, CA1 10P
Tel: 0122 RS 820
GW KENDAL:

Units 4 8 5, Blackhall Yard, 143 41U

Ted: 01539 722211
BARROW-IN-FLIRNESS, Heaths:

Tel: 01229 620 415

BOWNESS-DN-WINDERMERE, Emest Atkirson & Sans:
Tel: 01531 443 047

COCKERMOUTH, The Toy Shop:

Tel: 01900 B25055

KENDAL, Aireys of Kendal:

Tel: 01539 720 781

PENRITH, Harpers Cycles:

Tel: 01764 B64 475

ULVERSTON, Jabherwocky:

Tel: 1229 5846597

WORKINGTON, ToyTown:

Tel: 01900 873 322

DERBYSHIRE

* GW CHESTERFIELD:
21 Knifesmithgate, 540 (RL
Tel: 01245 271118

, [ ANR

Tel: 0133 237 16

ASHBOURNE, Lumbards Toys:

Tel: 01335 345115

BUXTON, Knowles Toys and Models
Tel: 01298 24203

CHESTERFIELD, Chesterfield Department Store:
Tel: 01246 220 200




DERBY, Tokyo Otaku:

Tel: 01322 331355

GLOSSOP, Wain Services:
Tel: 11457 B53 548
ILKESTON, llkeston Co-op:
Tel: 01159 327 777
MATLOCK, Shawes:

Tel: 1162% 582 482

RIPLEY, Chimera Leisure:
Tel: 11773 747R49
SWADLINCOTE, Extreme Gamez:
Tel: 01283 558238

& GW BARNSTAPLE:

1 Cueens House, Queen Street, EXY2 IH]
Tedt 01271 B59115

GW EXETER:

3a Sidwell ‘nnen\l EX4 6NN
Tel: 0139 249 0305

GW PLYMOUTH:

84 Cornwall Street, PLT 1LR
Tel: 0775 235 4121

= GW TORQUAY:

13 Market Steeel, TQ1 FAD
Tek: OTAD 320 1036

BIDEFORD, The Tarka Model Company:

Tel: 01271 371616

BRIXHAM, The Brixham Model Centre:

Tek: 01803 881555

CULLOMPTON, Nanna's Toychest:
Tel: 07A34 B19117

DARTMOUTH, WG Pillar & Co:
Tal: 01803 632 139

EXMOUTH, Gamezone Models:
Tel: 01345 267 7343

H(JNI'IDN, Pressplay:

Teli 01403 549413

GSBRIDGE, The Trading Post:
Tul: 01348 052 523

NEWTON ABBOT, Austins:

Tok: 01626 333 444

NEWTON ABBOT, Trago Mills:
Tol: 01626 431111

OKEHAMPTON, Kinderbox:

Fel; 01837 659950

PAIGNTON, Paignton Muodel Shop:
Tel: 01801} 555802

PLYMOUTH, Model Shop:

Tel: 01752 231 851

T.WISTOCK, Knleadosmpe

Vels 01822 615 23

TAVISTOCK, Iavlﬂork Games and Computers:

Tel: 01822 616 288
TEIGNMO ‘IH Jackmans Toybox:
Tel: 01626
TEICNMOUTH Nobles Guild:
Tel: 01626 870995

TIVERTON, Banhllrys

Tel: 018

TORRI N, Toyzone
Tel: D1&05 790

TOTMNES, Finishing Touches:

Tel: 11B03 BH2E44

DORSET

GW BOURNEMOUTH:

85 Commercial Road, BHZ 5RT

Tel: 01202 314 292

GW POOLE:

Unlt 12 Towngale Centre, BH1S TER

Tel; 0120 268 5634

BLANDFORD FORUM, Inspirations:
Tel: 01258 480999

BOURNEMOUTH, Hobbycraft:

Tel: 01202 582 444

BRIDPORT, Frosts Toymaster:

Ted: 071308 422 296

CHRISTCHURCH, Simple Miniature Games:

Tel: 01202 409721

DORCHESTER, Dorchester Toys:
Tel: 111305 261 152

Merlyn's Vault:

POOLE, Ashley Road West Post Office:

Tel: (202 748657

SHAFTESBURY, Hardings:

Tel; 01747 BSA2YS

SHERBOURNE, The Corner House:
Telt 01935 B15 615

SHERBOURNE, The Toy Barn:

Ted: 01535 B15 040

SWANAGE, Leonard's:

Tel: 01921 42604

WEYMOUTH, Howle'y s Toymaster:

Tel; 01305 77925

WIMBORNE MINSI’ER, Riverside Toys:

Ted: 07202 BRITSS

ESSEX

GW CHELMSFORD:
Linit 4C, The Meatows Contre, CM2 67D
Ted: 0124 5440 048
GW COLCHESTER:
2 Short Wyre Street, CO7 1LN
Ted: 0120 676 7270
GW SOUTHEND:
1t Sauthchurch Rowd, 51 2NF
Teld: 0170 246 12571
GW THURROCK:
Unit 4158, Leved 3,
hopplng Centre, RMH) 2]
4: 170 886 7113
HARLOW, Marquee Models:
Tel: 1279 427 334
BASILDON, HobbyCraft:
Ted: 01260 240 1040
BILLEIIICA\" Toys N Tuck:
Tek: 01277 65
Ri E JKLM Direct:
Tel 011376 321 116
BRENTWOOD, B&M Cycles:
Tel: 01277 214 342

CLACTON OM SEA, Clacton Art & Craft Centre:

Tol; 01255 436 346
COLCHESTER, 4TK Gaming:
Tel: 01120k 756300

HARLOW, 3 Dar!lls Comics:
Tel: 01474 4197

HDRNLHUR(_H. Modellers World Ltd:

Tol 01700 RI0AEH
HORNCHURCH, Tole Haven:
Tul: 01708 475057
MALDON, C
Tols G1HI1 W51 -

n Bliss Models:

RAYLEIGH, To-fs N Tuck:
Tel: 01268
SAFFRON WALDEN, Game On:

Ted; 01700 506 070

SOUTH WOODHAM FERRERS, Candy Stix:

Tel: 01245

GLOUCESTERSHIRE

GW CHELTENHAM:
16 Pl L C

Tel: 0 L

CERENCFSIEII Artlsls Corner:
01291 2739

CIIIE ‘CESTER, Cmcnd:le Torys:

Tek: D1285 656 050

GLOUCESTER, HobbyCrait:

Tel: 01432 424 999
STROLID, Alan Tyndall Ltd:
Tel: 01453

HIMPSHIBE
GW BASINGSTOKE:
1 Patters Walk, RG21
Tuk: 0125 646 6050

207

GW SOUTHAMPTON:

L Streed, 5074 THG

238 033 1962

* GW WINCHESTER:

35 Jewry Sireet, 5023 8RY

Tol: Q198 206 0159
ALDERSHOT, The Game Shop:
Tel: 11252 311 443

ALTON, Alton Model Centre:

Tul: 014210 542 244

ANDOVER, Hoggosaurus Toymaster:

Tel: 01264 352 263

BOTLEY, Just Add Imagination:

Tel: 01489 781 17

EASTLEIGH, Easlle:gh Wargames:

Tel: 02351 644 179

FARN DRDUCH Dark Star:

Tel: 01252 ]

GOSPOR NT Books and Wargames:

Tel: 02352 580941

HAVANT, HobbyCraft:

Tol: OR45 051 6554
LYMINGTON, HE Figgures:
Tel: 01590 (72002

MILFORD ON SEA, Milfiord Models and Hobbies:

Tel: 01590 642 112

NEW MILTON, Toys of New Millon:

Tel: 01425 617 BOG

NORTHEND, Fun Tays and Games Workshop:

Tol: 2392 (95714
PETERSFIELD, Folly Models:
Fol: 017340 267
RINGWOOD, Toys of Ringwood:
Ful: 01425 479 434

ROMSEY, ndabout:

Tel: 01754 a5
SOUTHAMPTON, HobbyCraft:

Solent Wargames:

Tel: 0239 363575

SOUTHSEA, Southsea Models:

Tel: 02:192 711 208

WATERLOOVILLE, Paul's Hobby Shop:

Tel: 01705 250 1k

. GW H[REFORD'
nuu AT

0
HEREFDRD Weubley Bookshop:
Tel: 01544 37192092

LEOMINSTER, Martin's Models & Crafts:

Tol: 01568 613 762
ROSS ON WYE, Revolutions:
Tel: 01900 562 6349

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD!:
16 Briclse mm- HPY 1EF
rel:

Tel: IH"_' TN. 1193

* GW STEVENAGE

5 Queensway, SG1 1DA

Tel: 8 355044

ABBOTS LANGLEY, The Battle Shop:
Tel: 7003 400 359

BERKHAMSTEAD, Hamlins:

Tel: 01442 64 (42

BISHOP'S STORTFO)!D Boardmans:
Tel: 01279 654 O

BISHOP S.STOIITFORD Pearsons Ltd:

Tel: 11279 653 131
CHESHUNT, Creative Thinking:
Tel: 01992622933

HITCHIN, Mainly Models:

Tel: 01462 422 204

LETCHWORTH GARDEN CITY, Rawells Toy Emporium:

Tel: 11 462 i) 717
STEVENAGE, HobbyCraft:
Tel: 14145 151 6353
STEVENAGE, K5 Models:
Tel: 01438 746 616

WELWYN GARDEN CITY, Fun House Toy Store:

Tel: 01707 301 319
WATFORD, HobbyCraft:
Tel: 0845 051 6536

ISLE OF MAN

DOUGLAS, Toymaster:
Tel: 11024 622 154

ISLE OF WIGHT

NEWFPORT, Cheap Thrills:
Tel: 01903 530 570
NEWPORT, Toy & Models:
Tel: 01503 520 250

RYDE, The Sporls & Model Shop:
Ted: 11983 862 45

IHE W\]T.E Bourton Model Raihway:

KENT

GW BLUEWATER:

Lok 0528, Upper Thames Walk, Rluewater, DAS %50,
Tel: 0132.242 7800

GW CANTERBURY:

Iran Bar Lane, CT1 2HN

nl 0122 745 28480

aw MAJDSTONE

Tt Praileling Lan

PA

BEXI EY HFATH Kit Krazy:

Tel: 0200 294 7

CHATHAM, Maynes

Tel: 01634 400 031

CRAYFORD, HobbyCrait:

Tel: 01300 713201

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 332227

FDLKESTCINE, Penkraft:

Tel: 01303 279292

GRAVESEND, Steve’s Collectables and Models:
el 01474 5h4 465

GRAVESEND, The Stamp Centre:
Tel: (1474 534 166

HASTINGS, Haslings Hobbies:

Tel: 01424 200021

HERNE BAY, Sptar!ngs

Ted: 01227 374 0

HYTHE, plt I.u

Tel: 01303 202
MAIDSTONI Hohllvl:lafl
Ted: 01622 623 751
MAIDSTONE, Modl‘l Waorld:
Tel: 011622 715653
ORPINGTOMN, JH Lorimer:
Ted: 01689 823143
SEVENDAKS, |H Lorimer:
Telt 01732 452 B30
SEVENOAKS, Manklows:
Tel: 01732 454 952

LANCASHIRE

= GW BLACKPOOL:
8 Birkey Street, FY| 10U

|.|F 0120 436 2
GW BURY:

16 € romptnn §

Tel: 0161 797 6544
GW PRESTON:
15 Mllber Arcasle, PR
Tebr 0177

* GW WIGAN:

12 Cromphon Street, WN1 1YP

Tok 01942 829121

ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01673 432 344

BLACKBURN, Batcave:

Tul: 01254 bh7 488

BLACKBURN, Mercers Toys:

Tek 01254 bH1401

BLACKPOOL, iCollectables:

Tel: 01253 403839

BLACKPOOL, Toys 2 Save:

Tel: 01253 B35 405

BOLTON, Hohl:y(raﬁ

Teli 01204 3

BURNLEY, Cnmpmdmm

457
CHORLEY, Tnymasler
Tek 01257 THHMS
CLITHEROE, Cowgills of Clitheroe Ltd:
Tul: 01200 423 587
LANCASTER, Gotham City Games:
Tel: 01524 658711
LEIGH, Toymaster:
Teh 01942 671 176
ORMSKIRK, Taylors:
Tel 01653 573510
PADIHAM, Forge Games:
Tol: 07725 941 5340

PRESTON, HobbyCrait:
Tol: 01772 it 204

RAMSBOTTOM, Bridge Street News:
Telh 01706 822 336

LEICESTERSHIRE

(.uW !.EICESTE!
2,16/20

¢ Streed, LE1 5ET

!rl r|| 16 253 0510

' GW I.DIJ(HBUIIUUFH
ol LETT 1UA

Teh OI 50 anoy
LEICESTER, Gifts For Geeks:

Tel 01162 533954

LOUGHBOROUGH, Wargames Inc:
Tuk 01509 235505

LUTTERWORTH, Ace Connections:
Teli 01455 530335

MELTOMN MOWBRAY, Cobwoebs:

Tel: BTG4 SOBFON
ASHBY-DE-LA-ZOUCH, Steve’s Models:
Tul: D154 416 827

LINCOLNSHIRE ARER

* GW BOSTON:

45 Wids Bargate, PEZ1 G65H

027
BOSTON Mndels and Computers:
Tel: 01205 365 102
GRANTHAM, Access Models:
Tel: 01476 592 001
LOUTH, Castaline:
Tel: 01507 602 144

MABLETHORPE, Belas Toymaster:
Tek: 01507 473 128

SCUNTHORPE, Shermans Model Shop:
Tek: 01724 842 4739

SKFGNESS ‘.I'he Model Shop:

Tek: €

SKEGNIESS \'\-arlordi of the Coast;
Tel

SPAI.DIN(. Mason s Models:
AM[—ORD Seammni Models and Hobbies:

Asel Islinggon, ECTR 1LIA

GW BRENT CRO!

Urit P4, Lises Aol Bl Cros Shiysieg Centre, 50 3FE:

Tel; Mang 242 447
W 3ROM|.E\"
Uil he Mall, Bromley, BR1 175
Tel: D208 466 (1678

GW COVENT GARDEN:

Unit 33, The Markel, WC2E 08F

Tel: 0207 240 5106

GW CROYDON:

Linil 35, Centrale Shopping Centre. Keeley Road, CRO 1TF
Tol: D208 640 4600

* GW EPSOM:
B High 1Y BAD

Tel: 01 S1ai1

GW KENSINGTOM:

Sheg 7, Lancer Square, Keminglon Charch Sirsel, WE 4EH
Tel: 207 937 7011

ow I(INGST()N ON THAMES:

43 Fife Ro.
Tel: 0zon 54 ul

GW OXFORD 5T:

Unit F1f), The Plaza Shopping Cenfre, WAD 1ET
Tel: 0207 436 0639

* GW MUSWELL HILL:

117 Alexanera Park Road, N10 ZDF

Tz (200 63 9901

GW ROMFORD:
LF] u...ulr.mr Arcade, RM1 JED
Tel: 01704 742 140

* GW STAINES:

B Clarence Street, TW
Tel: 01178 446 0675
GW SUTTON:

i 45P

Uil 26, Thes Sepuare Shopping C
Tel: 0200 770 9354

oy Stoppiag Cratry, UBR 1IN

GW WATFORD:
Uit Q, 1A Queen Sirvet, Harlequin Centre, WD ITH
Tel: (11523 245368

GW WOOD GREEN:

Unét 93, The Mall Wond Geoem, High Streel, 122 84
Tel: (K200 B491079

BARNET, Toys Toys Toys:

Ted: (K200 445 A0k

BLACKHEATH, 2nd Impressions:

Tel: 200 152 @142
CLAPHAM, Russ:
Tel: 0207 228 6319
DULWICH, The Art Stationers:
Tel: 20 693 54750

FINCHLEY, Lepsure Games:

Tel: 0201 346
FULHAM, ick's Toys:
Tel: 207 3850864
GREENFORD, thbycrail

Tel: 2R 747 75010
HAMPSTEAD, Happy Returns:
Tel: 1207 435 2431
HERNE HILL, just Williams:
Tel: 0207 733 9955
LONDON, 4D Modelshop:
Tel: 420 7264 1281
PUTNEY, ansmp:
Tel: (1204 7805 9555
ROMFORD, thhy('r:lﬁ
Tel: 1845 0151 6545
ItU!SlIP John Sanders:

i: (11R95 634 B4
\-"I(‘TORIA ?ARK The Toybox:
Teel: 02048 533
WATERLO Darle Sphere:
Tel: 0207 928 )Elll

MANCHESTER AREA

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street, WAT4 1DU

Tel: 1161 929 2696

GW MANCHESTER:

Unit B35, Marsden Wary Seath, Arsdale Centre, M4 JAT
Tel: 0761 533 BHTT

ALTRINCHAM, The Gaming Crypl:

Ted: 0061 U
%% W%—LJ N

MERSEYSIDE AREA

GW LIVF R POOL:

|| Pl Contre, Raneleigh Stroet, 11 108
'h I‘nl ?[HIJ'Jbi

« GW SOUTHPORT:

Linit 2. The Edge, 7 Haghtan St, PRY 0T

Tel: 01170 450 1355

BRIMSTAGE, Wargame Store:

Tel: 01513 421 233 / 07470 876070

ST HELENS, DMZ Gaming:

Tel: 01744 759 331

WALLASEY, Wirral Model Shop:

Tel: G151 200 G355

MIDDLESEK

EAST SHEEN, Pandemonium:
! A T e

LD, Pearsons:

Tel; 0204 371 4200

HARROW, Toy Galaxy:

Tel: 0204 42 40 300

NORFOLK

" GW II:ING‘ l.\‘NN.
23 Norfolk Street,
Tek: 0 77
GW NORWICH:

12:14 Exchange Stroed, NR2 1AT
Tel: 0160 376 7656

CROMER, Cromer Furniture:

Tel: 11263 515153

EAST DEREHAM, Starlings Toymaster:
Tel: 41462 BY7 764

EAST DEREHAM, Youngsters World:
Tel: 01362 B4 350

GREAT YARMOUTH, Kerrisons:

Teli 01493 B53801/11 445 B50039

HOLT, Starlings Toymaster;

ful: 01263 713 101

HUMNSTANTON, Pavilion Toymaster:
Tel: 01485 533 100

KINGS LYNN, Youngsters World:
Tel: 01553 77594

NORWICH, Langleys:

Tel: 0601 621954

NORWICH, Kerrisons:

Tek: 01603 494008

NORWICH, 5 P Models:

Tel: 01953 BATRTE

NORWICH, Starwynn Games:

Tel: 01603 631920

SHERINGHAM, Starlings Toymaster:
Tel: 01263 B22 364

NORTHAMPTONSHIRE

= GW KETTERING:

4 Lower Street, NN16 80DH

Tel: 01530 411114

* GW NORTHAMPTON:

24-26 Ahington Sguare, NN1 JAA

Tel: 01603 630 687

DAVENTRY, The Games Vault:

Tel: 01327 310547

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 B

RUSHDEN, Oshorne Sports & Toys:
Tel: 01931 312 415
WELLINGBOROUGH, Software Seller:
Tel: 01933 440 @il

NORTHUMBERLAND

ASHINGTON, Blue Box Models:
Tel: 01670 520279

BLYTH, Clarkes Convenience Store:
Tel: D167 353 169

CORBRIDGE, The Village Square:
Toli 01434 634 056

HEXHAM, Robbs:

Tel: 01434 2 151

MORPETH, TG Allan:

Tol: 01670 515 136

NOTTINGHAMSHIRE

ow \IOI‘I‘FNGHAM (Central):
1l

142 Friar Lane, NG1
Tel: G115 548 0651

GW WARHAMMER WORLD:

Willow Roail. Lenton, NGT IWS

Tel: 0115 316 B410

BEESTON, Chimera Leisure:

Tel: 01159 229030

CLIPSTONE VILLAGE, TC Fainting Studios:
Tel: 01822 615 236

MANSFIELD, The Games Emporium:
Tol: 01623 640 0122

MANSFIELD, Maelstrom Games:

Tel: 01623 230979

NEWARK, Access Models:

Tel: D1th h74 116

NEWTHORPE, Caliver Books:

Tol: 01159 382171

NOTTINGHAM, Goblins Lair:

Tel: B11549 7A%HI2S

NOTTINGHAM, Foundry Miniature:
Foli 0115 84713000

NOTTINGHAM, HobbyCraft:

Tol: D45 051 6239

RETFORD, Bookworm:

Tel: 01777 869224

SUTTON IN ASHFIELD, Model World
Tel: 01623 443863

WEST BRIDGFORD, Inspirations

Tel: 1115 982 1200

WORKSOF, Model Base:

Tel: 01904 501 751

OXFORDSHIRE

GW OXFORD:

1A Bush Hotse, New Inn Hall Street, OX1 20H
Tel: (BA5 242 102

BANBURY, Trinder Bros:

Tel: (1295 262 546

BICESTER, HobbyCraft:

Tel: 0045 051 6557

CARTERTON, Giles Sports:

Telt 01993 842 395

OXFORD, Boswells Toymaster:
Tel: 01865 241 244

OXON, Kev's Toyshop:

Tel: 01491 825136

WITNEY, Dentons:

Tel: 01943 704 579

HAVERFORDWEST, Emry's:

Tel: 01714 4 B26

RUTLAND

OAKHAM, Rutland County Museum:

Tel: 01572 750434

GW SHREWSBURY:
G Market Sireet, SY1 1LE
Tel: 1174 136 2N7

TELFORD, Questing Knight Games:

Toli 01952 417 747

JACKFIELD, Robert Harrop Designs Lid:

Tel: 1952 HB4404
OSWESTRY, Totally Games:
Tel: D191 bEH 994

TELFORD, Sanda Games:
Tel: 11952 67h 722

SOMERSET

(.-W IM'IH'
15 5t James Parade, BAT TUL
Tel: 1122 533 4044

YEOVIL, Witch Engine:

Tol: OT935 427077
BRIDGWATER, Insane Games:
Tel: 01278 433554
BURNHAM ON SEA, GW Hurley:
Tel: 11278 780 247

www.games-workshop.com
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CLEVEDON lln}'ds Toys:
Ted: 012
FROME, 'lhe E“Ilenbray Press:

Tel: 01373 462 133

FROME, Frome Model Centre:

Tel: 0137} 465295

GLASTONBURY, Pedalers Toymaster:
Tel: 1458 §34 562

MIDSOMER NORTON, Signals:

Tel: 11761 402404

SOMERTOM, Somertom Models:

Tol: 1458 273755

STREET, Insane Games:

Tel: 1458 441443

TAUNTON, Krackers:

Tel: 01823 335 057

TAUNTON, Hatcher & Sons:

Tel: 01823 272 277

WESTON SUPER MARE, The Games Bunker:
Tel: 01934 622141

WESTON SUPER MARE, Lloyds Toys:
Tel: 01934 418151

YEOVIL, Yeovil Collectors Centre:
Tel: 01935 433 739

* GW BURTON ON TRENT:
Unit B, Union Court, Uinian Street, DELE 1AM
Tel: 0128 353 5465
GW STOKE:
27 Staffard 51, 5T1 1jU
Tek: 0178 220 G267
ALSAGER, Als.-\ger Toys and Models:
Tel; 01270 BB2 77
BURTON, Blue Grove Racing:
Tel: 01283 512731
HEDNESORD, Best Bargain Models;
Tel: 0750002065
LEEK, Old-5-Kool:
Tel: 07516 643600
LICHFIELD, Digital Dragons:
Tel: 07941 637793
STAFFORD, Mini Wargaming UK:
Tel: (1212 HET235
STAFFORD, SLD Models:
Tel: 1703 250 731
STAFFORD, Stafford Games:
Tel: 11785 255577
STAFFORD, Too Fat Goblinz:
Tel: 01785 244 499
STOKE-ON-TRENT, Toytawn:
Tel:

TAMWORTH, Hobhbyeraft:
Tel: 01827 300 800

GW IPSWICH:

63 Wesigate Street, IP1 3DZ

Telk 01473 210 031

BECCLES, Toy Box:

Tel: 01502 712 785
EDMUNDS, Apocalyyee Miniatire Warganing

Tel: 01284 747363

BURY ST. EDMUNDS, Model Junction:

Teli 01284 753 456

BURY 5T, EDMUNDS, Starlings Toymaster:

Tel: 01284 761 646

FELIXSTOWE, Wizards Workshop:

Tel: 01394 277 234

IPSWICH, Toy Attic:

Tel: 01473 724 535

LOWESTOFT, Annatar:

Tel: 01502 313477

MNEWMARKET, Moons Toyland:

Tek: 01638 663 147

STOWMARKET, D | Collectables:

Tel: (11449 771 015

STOWMARKET, Simpson & Sons:

Tel: 01449 612 914

SUDBURY, Tinetty's Toys:

Tel: 11707 372230

WOODBRIDGE, Toytown:

Tel: 1394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9/12 Tunsgate, GUT 3T

Tel: 0148 345 1793

GW WOKING:

Umit 3, Cleary Court, 169 Chavek Sireet East, GUZY 88|

Tel: D148 377 1675

@Cmsial!?, Muorning Star:
Tel: 01276 GESTHO

CATERHAM, Modeller's Loit:

Tel: 0T863 341 814

COBHAM, Funtasia:

Tel: 01932 BHTI74

CRANLEIGH, David Mann:

Tel: 01483 273 777

DORKING, Dorking Models:

Tel: 01306 BT 747

Tel: 01252 722223

GODALMING, The Toy Box:
Tek: 01483 424379

HASLEMERE, Enchanted Woaod:
Tel: 01428 63RO

LIGHTWATER, Lightwater Homecare:
Tel: 01276 471073

REDHILL, Gamers Guild:

Tedi 01737 784 123

REIGATE, The Toy Shop:

Tel: 01737 243 300

RICHMOND, Toy Station:

Tel: D204 040 48496

WOKING, HobbyCrafl:

Ted: 0845 151 6556

SUSSEN AREA

GW BRIGHTON:

Unit 7, Nile Pavilions, BN 1HW
Tel: 0127 320 3333

* GW CRAWLEY:

11 Broadway, RH10 1DX

Tel: 1120 355 2072

* GW EASTBOURNE:

13 Cornfield Road, BN21 400
Tel: D 3641423

* GW WORTHING:

2 Bath Place, Worthing, BN1T 384
Tel: 01903 113 930

BOGNOR REGIS, Trains Models and Hobbies:
Tel: 01243 64 727

WHITE DWARF

BRIGHTON, Wargames Heaven:

Tel: 11273 205001

BURGESS HILL, Kid's Stuff:

BTel: 01444 257 724

CHICHESTER, Chichester Toys:

Tel: 01243 78k 055

CRAWLEY, HobbyCraft:

Tel: 0645 D51 6552

EAST GRINSTEAD, Martells of Sutton
Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 917

EASTBOURNE, Rainbow Toys:

Tel: 01323 739692

HASTINGS, Hastings Hobbies:

Tel: 01424 200021

HAYWARD'S HEATH, Clarkes:

el 01444 57551

HORSHAM, Battlequest Games:

Tol: 01409 242003

HOVE, Kids Dreams:

Tel 01273 420 6bh

HURSTPIERPOINT, Helter Skelter:
Tek: 01273 835333

ST LEDNARDS ON SEA, Silverhill Models and Toys:
Tel: 01424 431 133

STEYNING, The Dollhouse Shop:
Tel: 11903 B16812

UCKFIELD, Kid’s Stuff:

Tel: 01025 7hfl 395

TYNE AND WERR AREA

GW NEWCASTLE (Central
Unit &, Newgate Shopping Cent;
Tel: 0191 232 2418

GW METRO (Metro Cenlre):

Unit 2, First Fuar, The Arcade

(near the Mediterranean Villagel, NET1 9YL
Tel: 1191 461 0950

* GW SUNDERLAND:

2536 High Street West, Sunderland, SR1 30H
Tel: 11915 100 434

GATESHEAD, The Gamers Oulpost:
Tel: 0191 491 6000

GATESHEAD: HobbyCrait

Tel: 0191 462 7410

NEWCASTLE UPON TYNE, Fantastic Toys:
Teli 07812 511007

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, Toy and Computer Store:
Teki 0191 565 5196

WARWICKSHIRE

GW COVENTRY:

Unit 1%, Upper Level, Cathedral Lanes
Shapplng Centre, CV1 1LL

Tel: (1247 622 7311
* GW LEAMINGTON SPA:

2 Regent Street, V32 5EG

Tel: 01426 433771

* GW NUNEATON:

3 Bridge Street, CVI1 4DZ

Tel: 02476 325754

* GW STRATFORD:

Unit 1, 27 Windsor Street, CV37 GNL

Tel: 01769 297 263

BEDWORTH, Railway & Modellers junction:
Tel: 02476 316 285

COVENTRY, Hnbbycrah

Tel: 02476 234 5

KENILWORTH, Abamﬂ Arts & Pictures:
Tel: 01926 511 294

NUNEATON, Heart of England Co-op:
Tel: 12476 382 331

RUGBY, Joto Railways & Models:

Tol: 01 7HE 562372

STRATFORD-UPON-AVON, Much ado about bays:
Tel: D179 295 850

WARWICK, Castle Trains:

Tek 01926 497 905

WILTSHIRE

GW SALISBURY:

18 Winchester Street, SP1 1HE
Tol: 0172 233 04955
GW SWINDON:

18 Brursel Plaza, SN11LF

Tel: 0179 343 6036

CHIFPENHAM, Thorntons Toymaster:
Ted: 01248 463100

DEVIZES, Hoggosaurus Toymaster:
Tel: 01380 723 841

MARLBOROUGH, Ducklings Toys:
Tel: 01672 512170

MELKSHAM, The Toyshop:

Ted; 01225 760 415

SWINDON, HobbyCraft:

Tel: 0845 051 351

TROWBRIDGE, The Toy Shop:

Tel: 01225 764 415

WESTBURY, The Gas Cupboard:

Tel: 01373 825 425

WESTBURY, Triple Helix Wargames:
Tel: (8B00 289539

WORCESTERSHIRE

GW WORCESTER:

13 Lychgate Mall, Cathedral Plaza, WR1 205
Tel: 0190 561 6707

DROITWICH, HobbyCrait:

Tel: 0445 051 6548

DROITWICH, Look-rite Ltd T/A Toyworld:
Tol: 01905 772 403

EVESHAM, Gift Horse:

Tel: 01356 761535

REDDITCH, Hobby Hut:

Tel: 01327 540 B40

STOURBRIDGE, Invasion Games:
Tel: 01388 374536

YORKSHIRE

* GW BRADFORD:

4 Piccadilly, Rradford, BD1 3LW
Tel: 0127 473 9430

= GW DOMNCASTER:

igh Street, Doncaster, DNT 10W
0130 232 0535

W HARROGATE:
Station Parade, HGE 1TT

Tel: 0142 356 4310

GW HULL:

30 Paragon Streat, HUT AND
Ted: 134 258 9576

E1 3PY

DIRECTORY

GW LEEDS:

384 Lands Lane, |51 6LB

Tel: 0113 242 0834

» GW SHEFFIELD (Central):

16 Filewilliom Gate, §1 4JH

Tek: 0114 275 0114

GW SHEFFIELD (Meadowhall Centre):

Uit 918, High Street, Upper Mall

{mext i entrance near Bools), $9 168

Tel: 0114 256 9816

GW WAKEFIELD:

uf Kirkgate, The Ridings Centre, W 1TR

Tel: 0192 436 1431

GW YORK:

134 Lendal, YO1 BAD)

Ted: 0190 462 #0714
SHEFFIELD, Wargames Emporium:
Tel: 11142 754 526

BARNSLEY, Janco Toys:

Tel: (11226 208654

BEVERLEY, Game Invader:

Tel: (482 851961

BRIDLINGTON, ley Tea Ltd:

Tel: 1626 403 055

DONCASTER, Zone Out:

Tel: 013402 810285

GOOLE, Hall's Music:

Tel: 01405 764191

GUISBOROUGH, Stokelds Toy Centre:

Tek: D107 632 935

HALIFAX, Conways Toymaster:

Tek: 01422 353 Hh6

HALIFAX, Halifax Modellers World:

Teli 01422 344 1

HUDDEESFIEI.U Patriot Games:

Tol: 01484 51701%

HUDDERSFIELD, Something Wicked:

Tek: 01484 555 22k

HULL, Archeron Games Workshop:

Tel: 01482 221011

KEIGHLEY Cunways Toymaster

Tel:

LEEDS 3&0 Games

Tel: 011 i 2645222

LEEDS, Hobbycraft:

Tel: 0113 389 2020

LEEDS, XGates Computers:

Teli 0113 362359

NORTH HUMBERSIDE, Game Invader:

Tel: 01482 BH1961

NORTHALLERTON, T & FM Grover Lid:

Tel; 01609 773 334

PICKERING, Puffers of Pickering:

Tel: 751 472 762

POCKLINGTON, Chylds Play:

Tel: 011759 306 041

PONTEFRACT, Goddards Madels & Toys:

Tel: 01977 390144

RIPON, The Knowledge Magnet:

Tel: 01763 A1 11

SCARBOROUGH, Space, Myth and Magic:

Tel: DB456 447 113

SELBY, A1 Sports and Toys:

Tel: 01757 705 115

SHEFFIELD, HobbyCrait:

SHEFFIEI.D Imp Miniatures:
Fal: 07773 029381
SKIPI’ON Crav!n Model Centre:

'IHIE.SK !'hlrslc Art Store:

Tul: 01845 574457

WHITBY, John Anderson - Toymaster:
Tel: 01947 602 213

YEADON, Geek Games:

Tel: 01132 THISG4

YORK, David Horne Art:

Tel: 01751 417926

GW BELFAST:
204 Castle Courd, BTT 100X ilowards the hack
of the centreiTel: 0209 0233604
ARMAGH, Kidzone Toymaster:
Tel: 02030408 8008
ARMAGH, Rennicks Model Tune:
Tel: 128 HH"NE
BALLYMENA, Camerons:
Tel: (21 25640621
BANERDGE, Toymaster Banbridge:
Tel: (2B-40622225
BANGOR, Replay Games:
Tel: 026-91452210
BELFAST, The Basement:
Tel: (128) 9046 0454
BELFAST, Serenity Games:
Tel: 028 9024 95758
CARRICKFERGUS, The Basement:
Tel: 026-9336 3678
ENNISKILLEN, Hannas Toyworld Toymaster:
Tel: (2866322367
ENNISKILLEN, Modellers Corner:
Tel: 02866122367
LISBURN, Frontline Models:
Tol: 028 92hT 7844
MNEWRY, Murphy's World of Wonder:
Tok 028-30264978
NEWRY, Murphy's World of Wonder:
Tel: 028 W0264578
NEWTOWNABBEY, The Basement:
Tel: 028-907772018
LARNE, The Basement:
Tel: 020-2027 G461
OMAGH, White's Toymaster:
Tel: 020-82242427

SCOTLAND

GW ABERDEEN:

Unit 1, 12-14 Upper Kirkgate, AB10 184

Tel: 0122 464 4779

= GW AYR:

Linit 2, Loeme Arcade, 115 High Streel, KAT 156
Tel: (11292 285 650

GW DUND
110 Comme
Tel: 0138 220 iiﬁ?

GW EDINBURGH:
136 High Streel, EH1 105
Fol: 1131 220 6540

= GW FALKI
12 Cow Wynd, FK1 1PL
Tel: (132 462 4553
GW GLASGOW:

B1 Union Street, G1 374
Tel: 141 221 1673

o1, DT 2A]

= GW LIVINGSTOM:

26 Almondvale Contre, EH5 GNB

Tel: 01506 443256

* GW STIRLING:

45 Barnion Streel, FRE 1HF

Tel: 01786 4590409

ABERDEEN, Games:

Tel; (11 1244870500

ABERFELDY, Crossfire Hobby:

Tk D1BAT A29 5149

ARBROATH, Hags:

Tel: 01247 872195

ARGYLL, Alba:

Tel: 01631 563645

AYR, Toy Town:

Tel: 1203 202945

BANCHORY, Toy and Gift Shop:
Tel: 01330 825 586

BRECHIN, Gardiners:

Tel: 017356 622 265

DINGWALL, Sports and Model Shop:
Tel: 01349 062 46

DUNFERMLINE, Abbey Maodels:
Tel: 01383 731 116

DUMFERMLINE, Walker’s Opticians:
Tel: 01383 621 688

DUMFRIES, Toytown:

Tek: 01387 264084

EDINBURGH, Marionville Models:
Tek: 01313 177 010

EDINBURGH, Ministry of Gaming:
Tel: 0931 224 3452

EDINBURGH, Toys Galore:

Tel: 0131 447 1006

ELGIN, Junner’s Toymaster:

Tel: 01343 542 492

FORT WILLIAM, The Granite House:
Tel: 01397 703 431

GALASHIELDS, Books Plus:

Tel: 1596 752843

GLASGOW, HobbyCrait:

Tel: 0845 051 6555

GLASGOW, Static Games:

Tel: 0141 532 9785

GREENOCK, Arts, Crafts & Hobbies:
Tel: 01475 Y85 204

HADDINGTON, Mike's Models:
Tel: 11620 825 931

HAMILTON, Ink Spot:

Tel: 01698 201511

INVERCLYDE, Arts Crafts & Hobbies:
Fol: 01475 785 204

INVERNESS, Junners Toymaster:
Tol: 01463 233 234

INVERURIE, Modles Unlimited:
Tol: 01467 672 277

KIRKCALDY, The Hope Chest:

Tel: 01592 260 116

KIRKCALDY, Kingdom of Adventure:
Tel: 01592 326121

KIRKCUDBRIGHT, Solway Books:
Teb: 01557 330635

LARGS, Bus Stop Toy Shop Ltd:
Tek: 01475 6H90492

ORKNEY, Cycle Orkney:

Tel: 01056 B75777

PAISLEY, Paisley Model Shop:

Tel: 0141 H59 4221

PERTH, Millars Models:

Tel: 0173 B56 1435

PERTH AND KINROSE, Crossiire Hobby:
Tel: 01887 829 519

PETERHEAD, George Donald Ltd:
Tel: 1779 474 77

PETERHEAD, Peterhead Puffers:
Tel: 01779 4871002

SHETLAND, Harrys Dept Store:
Tel: 115495 691 04

STONEHA\"EN Toymaster Toyland:
Tel: 01569 766333

STRANRAER, Discover:

Tel: (11776 700064

THURSO, Durrans:

Tel: 1847 §93 169

= GW CAMARTHEN:
m Bridge Streed, 5A31 315
ol 01267 237204
GW CARDIFF:
n Illgll Street, CF10 1PU
Tel: 0292 D4 4917
= GW CWMBRAN:
30 The Parade, Cwnbran, Gwent, NP44 1PT
Tek: 01633 674 070
* GW NEWPORT:
25 Skinner Streed, NP2 1HE
Tel: 0163 325 6295
GW SWANSEA:
53 Kingsway, SA1 5HF
Tel: 0779 246 3969
ABERYSTWYTH, Albatross:
Tel: 01970 617 636
BANGOR, Acme Games:
Tel: 01245 354748
BRECON, | CLari: Toys & Gilts:
Tel; 01874 B2
CAERPHILLY, |el Models and Hobbies:
Tel: (12520 BRAGH0
CARDIFF, Firestorm Games:
Tel: 02920 227117
CARDIFF, HobbyCrait:
Tel: (045 031 6556
CARDIFF, Olakuzoku:
Tel: D7BIT63BYGD
CHEPSTOW, Artists Corner:
Tel: 01297 627 393
COLWYN BAY, Clay Corner:
Tel: 01492 545415
COLWYN BAY, Hippo Toys:
Tel: (11492 534 169
COLWYN BAY, Igor’s Attic:
Tel: 01492 534 700
DENBIGSHIRE, The Games Exchange Lid:
Tel: 01745 336644
DOLGELLALI, Waterloo:
Tel: 01341 423 417
LLANDRIDOD WELLS, Llandridod Model Shop:
Tek: 01507 B25805
LLANTWIT MAJOR, Rainbow Plaza:
Teb: 01446 794 114
NEATH, Fish M Things:
Teb: 01792 B12 159
NEWPORT, HobbyCraft:
Tel: 0845 051 6540

NEWTOWN, Crafts and Co:

Tel: 01686627400

PEMBROKE, Dragﬂn Alley:

Tel: 01646 621 456

PONTYPRIDD, Sugar and Spice:
Tel: 07679 221 379
PORTHMADOG, Porthmadog Models:
Tel: 01766 B30269

RHYL, Games Exchange:

Tel: 01745 336644

RHYL, Lightfoot Models:

Tel: 01745 341 564

SWANSEA, Comix Shoppe:

Tol: 01742 ll-U 097

WREXHAM, Brite Ideas Toymaster:
Tel: 01974 261 244

INTERNATIONAL
RCCOUNTS
BELGIUM e

GW ANTWERPEN:
ail 10, Antwerp, Anhwerpen00

NT:
St Niklaagstraat 17a/19, Gent BS000
Tel: 0032 4223 9120
@BRUGGE, Fair Play:
Tel: 050 36 51 83
HASSELT, Oberonn:
Tel: 011 351 358
MECHELEN, De Spelfanaat:
Tel: 013 34 59 07
AALST, Hermelijn:
Tel: 053 41 48 66
AALST, Highborn:
Tol: D485 36 64 47
AARSCHOT, Ingelberts:
Tel: +32 16 56 62 21
ANTWERPEN, Celtic Cross:
Tel: 03 208 81 65
BEVEREN, EP-Fun
Tek: 03 206 59 61
BRUSSEL, Au Chaudron Magique:
Tel: 0470 67 B0 49
BRUSSEL, Intertays Anderlecht:
Tel: 025 23 84 73
BRUSSEL, Intertoys Ixelles:
Tel: 025 14 17 03
DENDERMONDE, Utopia Games:
Tel: 052 52 31 9%
DEUKNE, Tho Gamestore;
Tel:

GENI(, 51 mnkel Bloomies:
Tel: 0476 30 05 30

GHENT, World's End Comics:

Tel: +32 (0% 22205 76

HALLE, Mishra's Playground:
Tel: 023 61 58 53

HALLE, Top 1 Toys:

Tel: 023 56 04 (15

HEIST-OP-DEN-BERG, RC Vulture:

Tel: +32 473 B2 54 62

KOKSI|DE, Delta Toys:

Tel: 510 5130 14

KONTICH, Janneke Maan:

Tol: 03 448 22 34

KORTRIIK, Albion:

Tel: 056 32 43 07

LEUVEN, Mmlrone Leuven:
Tel: 0477 77 82

LEU\-"EN Spell‘anaal Leuven:

1]
EIIPEI.T “t Spellenhuis:
Tel; 611 74 45 79
CIVERI|SE Inlerlnys Overijse:
Tuk: 026 B
ODSTENDE ng Arthur:
Tel: 059 51 57 56
ROESELARE, Black Border:
Tel: 151 20 82 50
RONSE, Modelbouw Dekeyser:
Tel: 055 45 79 60
SINT NIKI.M\S, Het Speelgoedanker:
Tel: 03 766 67
TURNHOUT ‘t Bazarke:
Tel 04 41 19 36
VILVOORD, Boekcenter BVBA:
Tel: +32 (02) 251 20 05
WESTKERKE, What Ever:
Tel: {0473) 77 16 41
WESTOUTER, Domino:
Tel: 057 445166

BRASILIA, Hobbyart:

Tel: 16 3443 4329

CAMPINAS, Legends do Brasil:

Tel: 193234 4343

CURITIBA, Illban Comics Shop:

Tel: 41 3232 536

Uiz DE FORA, Hagnmc Taberna do Dragio:
Tel: 32 3234 5

FIRJ\(IEAB.-\, Nubzl Livraria:

Tel: 91 3403 2727

PORTO ALEGRE, Jambi:

Tel: 51 9226 1426

SAN JOSE DOS CAMPOS, Hobby Depot:
Tel: 12 3942 5451

SAN PAULOD, Lududeria Bar Café:
Tel: 11 3233 8452

SAN PAULO, Moonshadows:

Tol: 11 3266 1915

SAN PAULO, Taverna do Ogro Encantado:
Tel: 11 3061 4042

SAN PAULO, Terramédia:

Tel: 17 2127 ﬂ?ﬂ:

SANTO ANDRE, Hobhy Depot:

Tel: 11 4438 5840

VINHEDO, Hobby Depot:

Ted: 19 3826 1500

BULGARIA =]

SOFIA, Magic Worlds:
Tel: 359 2 586 bA5H
SOFIA, Black Citadel:
Tel: +359 BAS5I0771
SOFIA, Maria:

Tel: 360 2 964 ba5H




CAYMEN ISLANDS
GEORGE TOWN, GameShack:
Tel: 1 345 943 4263
CHINA [+ |
BEIJING, No 14 Arsenal:
Tel: D086 10 G401 1414
BEIJING, Tong Yun Card Game:
Tel: 0046 13801324666
BEIJING, Beijing Warhammer Club:
Tel: 06 11 64037588
BEIJING, Warhammer Elite Club:
Tel: DUEG 10 51671363
ING, Wariammer Games Shop (Xidan):
Tel: DR 158112112672
BEIJING, Tianjin Waaagh! Gaming Club:
Tel: i 13602199151
SHANGHAI, Zark:
Tel: D0EG (21) 57631665
SHANGHAI, Zhanchui Store:
Tel: D08 21 52160500
SHANTOU, Miniature Kingdom:
Tel: 0754 B1A10916
WUHAN, Stormeastle Warhammer Club:
Vel: Dt 13476097121
WUHAN, Zhi-Li Model:
Tel: 0086 ).? BZR18761T
CROATIA
OSIJEK, Land of Magic:
Tel: 385 31 275 794
OSIJEK, Land of Magic:
Tel: 385 31 363 412
RIJEKA, Land of Magic:
Tel: 385 51 471 308
SAMOBOR, Land of Magic:
Tel: 385 1 3323 241
SPLIT, Land of Magic:
Tel: 385 21482249
VARAZDIN, Land of Magic:
Tel: 385 42200161
ZADAR, Land of Magic:
Tel: 385 23 253 839
ZAGREB, Land of Magic:
Tel: 385 14870077

ZAGREB, Land of Magic:
Tel: 0514921917

CYPRUS

MNICOSIA, Isengard Fantasy §
Tel: (M) 35 722680700

KATO PAPHOS, Cyprus Crusade:

Tel: 357 976 45072
CZECH-REPUBLIC

BRNO, Cerny Rytir:

Tel: +420541214860

CESKE BUDEJOVICE, Chaotit:

Tel: +4206024891 58

HARADEC KRALOVE, Knihkupectvi Valhalla;
Tel: +420495522004

KOPRIVNICE, Magic:

Tel: +4204955 12000

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605569448

LIBEREC, Battle Games-Obchodni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupectvi):
Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tal: #4202 24014811

PRAHA, Cerny Rytir:

Tol: s420222312461

PRAHA, Cerny Rytir:

Tel: 442022231 2451

VSETIN, Atlantis:

Tel: #420571411697

GW KEBENHAVN:
Frederiksborggade SKL, 1360,
Tel: (045 33 12 2217
AALBORG, Dragons Lair:
Tel: +45 #1216 18
ARHUS C, Dragons Lair:
Tel: +45 B6 14 44 03
@KﬂﬂENH}\\"N K, Faraos Cigarer:
Tek +45 33 67 20 09
LYNGBY, Faros Cigarer:
Tel; 445 32 10 23 23
@(JDENSE C, Dragons Lair:
Tol: 445 6311 1219

@ROSKII.DE, Fanatic Roskilde:
Tel: +45 44 1635 4B

AALBORG, Alilmrg Hobby Service:
Tel: 9812131

AALBORG, Gunznne:

Tel: 3512 J!'n 45

AARS, Tin, sager:

Tel: 90 62 “gog 6

ASNES, & Ide Asnes:

Tel: 59 65 %

BORNHOLM, Dorthes Hobbystue:
Tel: 56 95 94 49

ESBJERG, Adventure Corner:

Tel: 35 11 11 56

ESBJERG, Rrﬂnld Busck:

Tel: 75 1211 7

ESFERGﬂDE, Armnold Busck:

Tel: 49 13 19 46

FREDERIKSV ERK, Legekaden:

Tel: 47 72 16 93

HELSINGE, Amold Busck Helsinge:
Tel: 48 79 40 01

HELSING@R, Hobby og Fritid:

Tel: 49 21 45 42

HELSINGER, Arnold Busck:

Tel: 49 21 56 0O

HERNING Faefges Kalder:
HILI.EIIQD Hubby & Friti

Tel: 48 25 26 16

HILLERGD, Legekaeden Hillerad:
Tel: 481 24 61 61

HIGRRING, Amnold Busck:
Tel: 96 92 8D 40

HOBRO, @sterskov Efterskole:
Tel: 61 69 95 93

HOBEK, Hack ‘n’ Slash:

Tel: 61 66 20 12

HORSENS, Legekaden:

Tel: 75 61 &0 11

HBRSHOLM, Bog & Ide:
Tel: 45 06 04 06

HUNDIGE, Arnold Busck:
Teli 43 90 6 08
K@BENHAVN K, Fantask:
Tel: 33 93 85 38

KOGE, SEMA:

Tel: 56 63 07 04

KOLDING, Amold Busck:
Tel: 75 50 34 34

KDLDING, Goodgames:

Tel: 7 03 04

LY GBY, Arnold Busck:

Tek: 45 87 04 45

MARIBO, Guldborgsund Hobby:

Tel: 54 60 17 58

NASTVED, Legekaeden:

Tel: 31 20 97 13

ODDER, Legekieden Odder:

Tel: 86 54 42 76

RANDERS, Byrge Sarensen Hobby:
Tel: 86 42 50 14

RANDEI!S Itanders Hobby Import:
Tel: 86 43 3

RBDO\-'RE. Arnnld Busck:

Tel: 36 41 04 05
ROSENGARDSCENTRET, Amold Busck:
Tel: 66 15 59 28

SILKEBORG, Asgaard Games:

Tel: 26 55 4 68

SILKEBORG, Bog & Ide:

Tel: 86 82 07 87

SKIVE, Jydsk Boghandel:

Tek 97 51 25 99

SLAGELSE, Uldtotten:

Tel: 58 53 50 35

5T HEDDINGE, Hobbystalden:

Tel: 56 50 86 10

STENLESE, HH Hobby:

Tel 639 61

SVENDBORG, Farve & Hobby Hjsrmet:
Tel: 62 21 31 31

TAASTRUP, Genbrugshager:

Tel: 43 71 6115

VEILE, Arnold Busck:

Tel: 75 B2 05 44

VIBORG, Bog & Ide:

Tel: 86 62 68 68

ESTONIA

TALLINN, Apollo Kristiine:
Teli 63 36 000

TALLINN, Ludo:

Tul: 603 04 37

STANLEY, Falkland Collectibles:

Tel: 0030021174 ULl

GW HELSINKI:

Sdmankats %, 00100,

Tel: 09 75 15 45 25

@E_SI’OD, Espoonlahden Puolenkuun Pelit:
et 09 6980300
ESPOO, Tapiolan Puolenkuun Pelit:
Tel: 09 - 412 9041

@HELSINKI. Fantasiapelit Helsinki:
Tel: (0] 650 803
HELSINKI, Helsingin Puolenkuun Pelit:
el: 09 69A0300
(OENSUL), Fantasiapelit Joensuu:
Tl 013) 283 314

@_Y’VMLA, Fantasiapelit Jyviiskyla:
14 216 620
KOUVOLA, Kouvolan Puclenkuun Pelit:
Ted: (03) 222 52 DO
LAHTI, Lahden Puolenkuun Pelit:
Tel: 037515151

@mmemm Fantasiapelit Lappeenranta:
Tel: (051 541 1375

@{‘}ULU Fantastapelit Oulu:
Tel: (0) 374 91k
PORYOO, Parvoon Puolenkuun Pelit;
Tel: 0 .’»H 48377

@TA.MPERE, Fantasiapelit Tampere:
Tel: (03) 222 52 00

@TURKU , Fantasiapelit Turku:

= el (02 232 84 13

AHTARI, Honkaniemen Kirjakauppa:

Tel: 06 553 DO2T

ALAND, Dillen AB:

Tel: D1815570

EKENAS, Kungshokhandeln AB:

Tel: 0192461020

HAMEENLINNA, Lelushoppi:

Tel: 036523950

HEINOLA, Talousmuovi ja lelu:

Tel: 03 715 3905

HYVINKAA, Royal Toys:

Tel: 019 439376

IMATRA, Kirja-Lahja Alex Ky:
Tel: D541 19555

JARVENPAA, Askartelutarvikeliike Taitaville:

Tel: 00 2794 011

KARIS, Bli Lidan KD:

Tel: 019 234 4

KERAVA, Antikvariaatti Kersa:

Tel: DII5H 44 965 7775

KOTKA, Eagle Card OY:

Tel: D038 5 214238

KOUVOLA, Muoviepox KY:

Tel; 053117955

LAPPEENRANTA Antikvariaatti Suma:
Tel: 05 4117761

MIKKELI, Laslentamlw Muppela:
Tel: 015361611

()IHVESI, Silver Seed:

Tel: 0417 16

PORI, Askarlely -Pori:

Tel: 02 6326671

RAAHE, Raahen Astartelu ja Paperi:
Tel: OA2236625

SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 534412

SEINAJOKI, Fantasialinna:

Tel: 040 5616338

SEINAJOKI, Pelikeidas:

Tel: 00356 6 4177880

TAMPERE, Pelimaa OY:

Tel: 050 5358313

TAMPERE, Kirja Karkkainen:

Tel: 03 2251850

LIRUMI, Kuopio:

Tel: (0) 17 364 86 06

VAASA, Pelimies OY:

Tel; 06 312 5111

@cmnm\n, K&M Hobby Centre:
Tel: 350 20070037

ATHENS, Avalon Games:

Tel: (030 210 B016041

ATHENS, Fanlasy Shop:

Tel: 0030 210 B231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Teel: M030 210 (005312

ATHENS, Fanla.sy Sllop Exarcheia:
Tel: 030 210 3R2E6

ATHENS, Fanlasy Sllap Kallithea:
Tel: 1030 210 959

ATHENS, Famasy Sllop Pagrati:
Tels (030 210 TS6078D

ATHENS, Hobby Planet:

Tels 0030 210 b042816

ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 210 B982 057

ATHENS, Kaissa Halandriou:

Tel: 1030 210 6B9B485

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 Hhbdia

ATHENS, Kaissa Monokeros:

Tel: 0030 210 BH13 990

ATHENS, Kaissa Neas Filadelfias:
Tel: 001 30 210 9817944

ATHENS, Kaissa Neas Smimis:
Tel: 00 30 210 9317944

ATHENS, Kaissa Paﬁrallnu:

Tel: 06 30 210 7218 31

CHANIA, Kaissa Chanion:

Tel: 1030 2821BA8%96

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 2610 301312

HALKIDA, CD Corner:

Tel: 0030 2221 087315

KERKYRA, Digital Fantasy:

Tel: 002261035279

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555

LOANNINA, Kaissa Loannina:

Tel: 00 30 2631030830

LARISA, Kaissa I.ansas

Tel: IIU"ﬂ 2410 514

NAFPLIO, Miniature Shop:

Tel: 00 30 z:ﬂu':-ws-l

MNEA SMYRNI, Games Vault:

Telt 0030 213 0304722

PALLINIS, Hobby Planet:

Tedt 210 6042 B16

PATRAS, Kaissa Patras:

Tel: 0030 2610625632

PERISTERIO, Kaissa Peristeriou:
Tel: 0030 2105706707
THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449
THESSALONIKI, Kaissa Thessalonikis:
Telr 06 30 231D 257 397

THESSALONIKI, Underworld:

Tel: 4030 2310 2401 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 20752

HONG KONG, Fun Atelier:
Tel: (852) 2866-3870

BUDAPEST, Compaya:
0036 20 4381186
BUDAPEST, Dungeon:
0036 13211313

BUDAPEST, Kristalcsarnok:
0036 20 251 030

BUDAPEST, Sas Military:
0036 1 2664393

BUDAPEST, Wargammers:
0036 30 6367670
MNAGYMAROS, Kerekhonyr:
0036 70 2945480

REYKJAVIK, Nexus:

Tel: DUASE 552 9011

INDONESIA

JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3055

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
IRELAND il

GW DUBLIN:
Unit 3, Lower Liffey Stret,
Tel: 01 872 5701
CORK, Other Realms:
Tel: 021 4279508
DUBLIN, Gamers World:
Tel: BETH299302
ATHLONE, Valhala Games:
Tel: 0&7-9210030
BALINA, World of Wonder Balina:
Tel: 096 76676
CAVAN, Apex Games:
Tel: 049 4326504
CAVAN, Clarkes Toymaster:
Tel: 00353 49 4372 122
COBH, Toytown Toymaster:
Tel: 021 4814 562
CORK, Murphy’s Toymaster:
Ted: 00353 58 413 76
CORK, Toytown Toymaster:
Tel: 021 48714 162
DOUGLAS, Art and Hobby:
Tel; 021 436 3580
DROGHEDA, Art and Hobby:
Tel: 041 987 3270
DUBLIN, Art and Hobby Jervis Centre:
Tel: 11k 745 372
DUBLIN, Joe Mannions Newsagents:
Tel: 01 43523807
DUBLIN, Toymaster Banba Dublin:
Tel: 0 672 7100

—

DUBLIN, The Toy Store:

Fel: 01 6774420

DUN LADGHAIRE, Toymaster Banba Dun Laoghaire;
Tel: 012 04 011

DUN LAOGHAIRE, Art and Hobby:
Tel: 012605047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

EMNIS, Tir na Nog Toymaster:

Teli D0333 65 6842 35H

ENNIS, World of Wonder Ennis:

Tel: 065 684 B697

GALWAY, Model World:

Tel: 091 765655

KERRY, Cabal's Toymaster:

Fol: 0353 66 7121847

KILLKENNY, The War Forge:

Tel: 4353 87 shOI49L

LAOIS, Grahams Toymaster:

Tel: 057 A62 1061

LEXLIF, Paint and Dice Games:

Tel: 01 615 5708

LIMERICK, Art and Hobby:

Tel: D61 304757

LIMERICK, The Gathering:

Tel: 061 315113

LOUTH, Kidzone Toymaster:

Tel: BOA53 42 9130016

LOUTH, The Wargamers:

Tol: + 353 6 BI02159

MACROOM, Toymastler Marys:

Tol: 026 42491

MAYNOOTH, Eason Bookstore:

Tel: BO353 1 620 3765

MULLINGAR, Stars & Bows Hobhbies and Crafis;
Tel: 044 9396539

MULLINGAR, Stars and Crafts:

Tul: D0 353 79402799

NEWBRIDGE, Art and Hobby:

Tel: D45 450280

NEWRY, Murphy's Toys:

Tel: 128 30264978

OFFALY, Kelly’s Toymaster:

Tel: DO353 57 9351505

SANTRY, Art and Hobby:

Tel: 01 B&2 4500

STILLORGAN, Teymaster Nimble Fingers:
Tel: 01 28B07RR

WILTON, Art and Hobby Wilton:

Wilton, Tel: 021 434 7207

ISRAEL

HAIFA, Kitaro:
Tol: D472 48503232
HERZLIA, Freak:
Tel: DUS72 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Fr
Tel: D972 16561820
TEL AVIY, Kitaro:
Tel: (0972 16299320

IAPAN |
GW IKEBUKURO:

Nishl-Ikebaukuhuro 3-32-6 1F, Toshima-Ku, Tokyo
Tel: 03 53971 7644

GW JIMBOCHO:

Nimbucha 1-7 TF, Chiyoda-Ku Kandas, Takya,
Tel: 03 32%6 2733

GW KASHIWA:

Kashiwa 2:4:12 IF, Kashiwa-Shi, Chiba

Tel: 04 7167 1125

GW KICHIOJI:

Kichijoji-Homcho 1-11-20, Musashino-Shi, Tokyo
Tel: 0422 27 2311

GW MACHIDA:

Haramachida 6-10-19 1F, Machida-shi, Tokyo
Tel: 042 721 B3B5

GW NAKANO:
Bruadway B, 221-2, Nakano-Su Nakana 5-32-15, Takyo
Tel: 03 5360 4615

GW OMIYA:

Miyacha 2-115, Saitama-Shi Omiya-Ku, Saltaima
Tel: (48-779-8019

RIGA, Sia Prata Speles:

Tol: +371 67334034

LITHUANIA ]
VILINIUS D6 Necona:

MACAU, Game Fun Table Games Eup:
Tel: +B53 65690427

MADEIRA, Sétima Dimensio:

Tol: 351 291 238 244

MALAYSIA %
BANDAR TANJONG TOKONG, Gameforce:
Tel: 01644491594 / 048900381

KOTA KINABALLY, Sabah, Just Wargame:
Tel: 6013 - 865 5264

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2267 BE26

KUALA LUMPUR, M.yS(lFIFan Outpost:

Tel: (6) 016 - 982 1506

PENANAG, Comics Mart:

Tel: 04 - 226 7588

PETALING JAYA, Walf's Game Shop:

Tel: 012 2599952

PETALING JAYA Selangor, The Games Circle:
Tel: 6 016 - 451 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:

Tel: 6 017 <252 0525

MALTA il |

MALTA, Forbidden Power:
Tel: D056 21 227999

MALTA, K Hobhies Ltd:
Tel: DO356 21 795423

LOMAS, Quest Hobbies & Games:

Tel: 55 b3 B3 60

MIXCOAC, Quest Hobhies & Games:
Tel: 55 4 92 7B

NAUCALPAN, Quest Hobbies & Games:
Tel: 55 &0 92 7§

MOLDOVA

CHISINAU, Adept:

Tel: 373 69819996

PODGORICA, Neutron Podgorica:
Tol: 00 1 69 060 Y

THENETHERLANDS [

GW AMSTERDAM:
Rokin 36, 1012 KT,
Tel: 020 622 3063
GW DEN HAAG:
Schoolsiraal 128, 2511 A%,
Tek: 071 392 7126
GW EINDHOVEN:
Klelne Berg 50, 5611 |V,
Tel; 040 244 3440
GW ROTTERDAM:
Van idenbarneveldplaats 452, 3012 AP,
Tel: 010 280 0268
@TARNHEM Spellwartier:
el 126 370 2028
DEN BOSCH, De Dobhelsteen:
Tel: 073 614 5530
ENSCHEDE, Pi|pllnel
el 053 430 5727
@_{HMRLEM. Spellenhuis:
el 023 53 13 185
@lEEUWARDfN Spellekijn:
Tel: 038 213 1112
@lEIDEN. Vliegershop:
Tel: 071 513 2703
@MAASTHICHT, Vlieg-er-uit:
Ted: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 1111 BAS004H
MNIMEGEN, Moenen & Mariken:
Tel: 024 3236119
TILBURG, De Dobbelsteen:
Tel: 113 544 3700
UTRECHT, Subcultures:
el 030 2311122
ZWOLLE, Games-n-Us:
Tel: 038 421 6385
ALKMAAR, Bookers & Strippers:
Tel: 072 5121213
ALMERE HAVEN, Fantasia:
Tel: 036 531 6017
ALPHEN AAN DEN RIJN, Hoge Open:
Tel: 0172473031
AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 020 641

el 020 630 15
APEI.DOOIIN Villa Wammus:
Tol: 055 5764

ASSEN, PI' 5
Tul: 59 231 3292

BARENDRECHT, Peter's Postirein:
Tol: 0180 619539

BERGEYK, Wouters Technohobhy:
Tol: 049 755 D248

BERGEN OF ZOOM, Big Boys Toys:
Tek: 0164 25 684D

BEVERWIJK, Bmm Games:

Tel: 025 1216568

FT, Speldorado:

Tel: 015 213 4516

DEVENTER, Knibbel Comics:

Tel: 057 061 675

DORDRECHT, Hobby Modelbouw Dordrechi:
Tek: 078 631 2711

EDE, Tinnen Soldaat:

Tel: 0316 65 1296

EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2647030

EMMEN, Spirithoes:

Tel: 0591 64577

GEMERT, Tnp 1 To'ys Van de Goor:

Tol: 0492 36 |II 5

GCIES, Het Hubbyfmis:

Tel: 0113 227 630

GORINCHEM, |&W Modelbouw:
Tel: 0183 665 H90

GOUDA, Gameplayer:

Tel: 018 26 86 507

GRONINGEN, Wirwar:

42

HARDERWII, Top 1 Toys Votgers Spel & Hobby:
Tel: 0341 412905

HEEMSKERK, Bob Hes:

Tel: 4111 (1251) 24 10 90
HEERHUGOWAARD, Huider Modeltreinen:
Tol: 0725714157

HEERLEN, De Houten Sleutel:

Tel: +32 (045) 54 91 420

HENGELO, De Dondersteen:

Tel: 074 2585030

HIL\" RSUM Hllversumse Boekhandel:

HOOFDDORP Modelsport:

Tol: 437 (0623) 565 44 42

HOOFDDORP, Spellenwinkel Wahalla:
Tol: 023 5570092

HOORN, De Spellenlwnm

Tel: +31 (0229

e s
LEIDEN, Tolkienwinke!
Tel: 071 541 2324
LELYSTAD, RE Mind Creations:

Tek: +31(0)320244003

MAASTRICHT, Hounjet:

Tul: 047 361 6770

NES AMELAND, Top 1 Toys Van den Brink:
Tel: 0519 54 21 2

NUENEN, Schellens Speelgoed:

Tel: +31 40 787 10 00

OLDENZAAL, Top 1 Toys:

Tel: 0541535238

RINSBURG, Toys 2 Play:

Tul: 071 40 21 3 ¥ F
ns‘ng'ézn T e R

ROERMOND, Bloemboetiek Hermien:
Tel; 047 531 6824

www.games-workshop.com
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Top 1 Toys Van de Vjver,
o Klokstraat 10, Sluis, 4524 EL
.2 Top 1 Toys Het Ganzebord,
Parlevinker 59, Amstelveen, 1186 ZB
3  Technohobby Pijplines,
Pijpenstraat, Enschede, 7511 GM
4 Top 1 Toys De Speelgoedplaneet,
Walstraat 108, Doetinchem, 7001 BV
5 Top 1 Toys Jovi,
/ Weidestraat 12, Rosmalen, 5241 CB
6 Top 1 Toys Zevenbergen
Ambachtsgang 4, Zevenbergen, 4761 CS
7  Top 1 Toys Kouwenhoven,
Langstraat 79, Wassenaar, 2242 KK
8 Top 1 Toys Oldenzaal,
Deurningerstraat 23, Oldenzaal, 7571 BA
9 Top 1 Toys Winterswijk,
Misterstraat 60, Winterswijk, 7101 EX
10 Technohobby Wouters,
Pankenstraat 31, Bergeyk, 5571 CP

lesues worrswop

L |AnpstNEn

Wondering where to find Warhammer?
Seeking Space Marines? Lost and
looking for The Lord of the Rings? There
are stores across The Netherlands and
Belgium belonging to the Top 1 Toys
Group that sell Games Workshop
products. With so many outlets, you can
be sure that there is a local store near
you. We've listed the members and their
locations below for you.

11 Top 1 Toys Halle,

Basiliekstraat 66, 1500 Halle, Belgie
12 Top 1 Toys Van den Brink,

Van Heeckerenstraat 2, 9163 GZ Nes-Ameland
13 Top 1 Toys Van de Goor,

Nieuwstraat 43, 5421 KN Gemert
14 Top 1 Toys In de Bogaard,

Prins Johan Friso Promenade 64, 2284 DB Rijswijk
15 Top 1 Toys Jadin,

Oude Markt 58, 4701 PH Roosendaal
16 Top 1 Toys Ingelberts,

Bogaardenstraat 19, 3200 Aarschot, Belgie

To find out more about Top 1 Toys,
check out their website:

www.top1toys.nl

. B8 INDEPENDENT STOCKISTS

The Most Convenient Place to Shop!

e In Your Local Area
e Most Popular Boxes and Hobby Supplies
e Official Sellers

With over 1,000 locations across the UK, Scandinavia,
The Netherlands and Belgium there’s always a local
stockist near you, perfect for that quick resupply or
hobby need.

They concentrate on stocking our most popular
products, meaning you’re more likely to find exactly
what you're looking for!

All our stockists are official sellers of Games
Workshop games and hobby products.



ROSMALEN, Top 1 Toys Jovi:

Tel: +31 (73] 521241
ROOSENDAAL, Top 1 Toys Jadin:
Tel: 1103 55 7964

ROTTERDAM, Eternal War:

Tel: 1619910057

ROTTERDAM, Metal Dragon Shop:
Tel: 0633961126

ROTTERDAM, Rogue Trader:

Tel: (110 2709233

SCHIEDAM, BTS:

Tel: 010 473 8755

SITTARD, Atomik:

Tel: 046 4515074

UDEN, Gobirn

UTRECHT, Nmr cher Land (Wieder & Kugant):
Tel: 030 233 2293

UTRECHT, Whoops:

Tel: 80 230 4123

VENLO, Modelbouw Luthart:

Tel: 077 354 2688

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: 070 511 0211

WINTERSWIIK, Top 1 Toys Winterswijk:
Tel: 054 351 2627

WORMERVEER, Mini-Wonders:

Tel: 073 610 1617

ZEVENBERGEN, Top 1 Toys:

Tel: D168 330455

ZOETERMEER, RC-Pitstop:

Tel: 079 316 0560

ZWOLLE, Boekenhalte:

Tel: D38 422 1077

.-\LESUND snu Kremmerhuset Moa Syd:
Teh 447 701437

BERGEN, Onlland

Tel: 447 55114822

BERGEN, Proworks:

Tel: +47 HH0GEGSS

DRAMMEN, Outland:

Tel: +47 12693400

DRAMMEN, Drammen Spilliorening:
Tel: +47 93819757

FREDRIKSTAD, Morstar Leketorvet:
Tel: +47 HAFI5630

KONGSBERG, Rolf Liane:

Tel: +47 08819560

KRISTIANSAND, Outland:

Teli +47 38099420

MO | RANA, Ringo Lekehjornet Mo:
Tel: +47 75151717

MOSJBEN, Hobbysenteret:

Tok: +47 75170170

MOSS, Replay

Tek: +47 45407715

NARVIK, Ringo Barnas Verden:

Tel: 447 TH946505

SANDNES, Osaland Hobhy:

Tel: +47 51661509

SIGVEGAN, Outpost:

Tel: +47 95703245

SKIEN, SDklatls Hobby Girden:

Tel: 447 355287
STAVANGER, (Jut!and
Tel: 147 G193R080
b'I'Gi(KE Hohby Hagen:

Tel: +47 33335262

TROMSE, Tmmsa Bruktbokhandel:
Tel: 147 776869

'IRONDHEIM, Thouderfrlm,

Tel: +47 71520840

TENSBERG, Brio Bamse:

Tel: +47 333167590

T@NSBERG, Gledeshuset:

Tel: +47 92251707

PHILLIPINES Jﬂ
LAHUG CITY, Neutral Grounds:

Tel: (639161 4305040

MAKATAI ('IT\" Neutral Grounds:

Tel: (632) 81951

MUNTINI.UPR Neutral Grounds:
Tel: 16321 8502033

QUEZON CITY, Neutral Grounds:
Tel: (632) 634892

SAN JAUN, Neutral Grounds:

Tel: 1h32) 7278581

TAGUIG, Hobbes and Landes:
Tel: 16321 B50939

POLAND

BIELSKO-BIALA, Gnom:
Tel: BU4G 33 6213432
KATOWICE, Ball‘l:
Tel: D048 32 T
KRAKOW, Bar
Tol: DO4E 12 HIZO7AS
OZNAN, Bard:
Tel: D048 bl BEIB2TY
WARSZAWA, Faber i Faber:
Tel: D048 22 B491265
WROCLAW, Bard
Tel: D048 71 3417472
BIALYSTOK, Department Gier:
Tel: D048 857443360
BIALYSTOK, Komnata Gier:
Tol: D48 HHEIHTHED
BYDGOSICZ, Wszystko Gra;
Tol: 044 BOBR4190%
CZESTOCHOWA, SKELP STRATEGOS:
Tel: D40 51430316!
GDANSK, Gamer
Tel: 0040 50 346 1221
GDANSK, Iskra:
Tel: D48 50 5201952
GDANSK, Rehel Centrum Gier:
Tel: 0048 50 3470204
GDANSK, Spider Games:
Tel: 0G4 58 3442212
GDANSK, Usmiech Naszego Dziecka:
Tel: 0048 58 3057045
GDYNIA, Futurex:
Tel: 0048 511563066
JAWORZNO, Mgla:
Tek: 004B 501377771
KATOWICE, Smok:
Tel: 032 605 03 53

KIELCE, Wargamer:

Tel: D048 501439335
KRAKOW, AGTOM:

Tel: DU4R 12 35656740
KRAKOW, Bard:

Tel: (048 12 25%150
KRAKOW, Imperium Gi
Tel: DOME 696116930
KRAKOW, Sklep Smok:
Tel: 0048 12 4330110
KRAKOW, Valkiria-skelp:
Tel: D030 12 411552
KRAKOW, Vanahei

Tel: G048 5030903068
LEGMICA, Skelp Feniks:
Tel: DU4B 694606610

LODZ, Da-
Tel: D048 42
LODZ, E-
Tol: D048 42 6821326

LODZ, Gamelord:

Tel: D048 42 63171161

LODZ, Strategia Centrum Gier:
Tel: DO4B 796545535

LODZ, Twaja Ksiazka:

Tel: DIME 42 621320

LUBLIN, Krz

Tel: D048 81 5320153

LUBLIN, Majsterklepka:

Tel: 0048 81 7437106

OPOLE, HMS Computers 11:
Tel: 0045 77 4547413

OSTROW WIELKOPOLSK], Centrum Gier Arena:

Tel: 0048 6MBT7RTT
[mperalm FF:
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POZNAN, Bard:

Tel: 0048 &1 B556195
POZNAN, Bitewniaki:
Tek: 00 40 6OZBTI1A5
POZNAN, Q-workshop:
Tel (048 56079264
POZNAN, Wilczek:

Tok: 0048 503652804
PSZCZYNA, Red Scorpion:
Tel: 0032 7430335
RADOM, Wargamer;
Tel; 0049 509582711

RZESZOW, WAW Skelp Modelarski Hobby:

Tol: 017 85 28 101
SIEMIANOWICE, Jaga PHU:
Tel: 0048 32 2290135
SWIDNIK, Monalith lcon:
Ted: D048 664995
SWIEBODZIN, Czempioni:
Tel: 0048 606229457
SZCZECIN, Fenix:

Ted: 0048 695934995
SZCIECIN, Vest:

Ted: 0081 22 6921727
SZCZECIN, Warlord:

Tel: 0048 91 BB67 304

TORUN, Sklep Papierniczy:
Tel: (048 56 h522593
WARSZAWA, Games World:

Tel: D040 22 3132373

WARSZAWA, Graal Blue City:
Tel: 0048 22 3117627

'WARSZAWA, Graal CF Skorosze:
Tel: (048 22 D827595

WARSZAWA, Graal Galeria Mokotow:

Tel: 0046 22 5413318
WARSZAWA, Hobbyt:
Tel: 0048 22 8340206
WARSZAWA, Komikslandia:
Tel: 0040 22 6541066
WARSZAWA, Modelarski Dom Handlowy Chematic:
Tel: 0040 22 U649917 / 0048 22 6432718
WARSZAWA, Morion:
Tel: 0044 22 4241062
ZAWA, Panda Zabawki:
Tal: U4 22 1264461
WARSZAWA, Replikator.pl:
Tal: BiE 7<h5 w18
WARSZAWA, SiS:
Tel: BO4B ll IIN)'J 100
WARSZAWA, Sklep Superserie:
Tel: BOAE 801 UU'J a1

WARSZAWA, Skladnica Harceerska SKAUT:

Tel: D04E 12 4230115

WARSZAWA, Traffic Club:

Tel: 0045 22 H921727

WARSZAWA, Wargamer Centrala;
Tel: BIMB 72457513

WARSZAWA, Wargamer CH Bemowo:

Tel: G048 724575313

WARSZAWA, Wargamer CH Targowek:
)

Tol: 0048 7245751

dée Contrum Modelarsk

Tal: D048 22 B3RTOR7

WROCLAW, Bolter:

Tel: OIHE 71 3497910

WROCLAW, Enklawa Wroclawska:
Tol: D048 600426371

mes R Us:
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WROCLAW,
Tel: 0048 R66Z
WROCLAW, Ogryn:
Tel: 0048 71 3771872

WROCLAW, Pracownia Fantastyczna:

Tel: 0048 71 3544344
WROCLAW, Smok:

Tel: 071 324 16 35
ZIELONA GORA, Level:
Tek: 0048 K250
ZYWIEC, Model-Fan:
Tul: D048 HU0GIORAS

ALCABIDECHE, CascaisPress:

Tel: +351 314 B4 530

CARCA\"EI.DS Escala Directa
V581 257

Tabacaria Ovni:

Tel: +351 261 863 6&1

LARANJEIRD, Discoeuropa:

Tel: 4351 212 501 463

LISBOA, Fnac:

Ted: +351.219 404 700

LISBOA, Homem Azul:

Tel: 4351 213 624 302

LISBOA, Lojas Arena:

el; +351 213 155 540

LISBOA, Puros ¢ Companhia:

Teb: +351 317 156 791

LISBOA, Rocha & Vasconcelos - Dentinho:
Tul: +351 213 833 257

LISBOA, Sete Rios Tabacarias:

Tek: 4351 117 122 202

MIRAFLORES, Brinca Riscos e Rabiscos:
Tek: +351 214 104 908

PAIVAS, Brinca Brincando:

¥
PORTO, Lojas Arena:
Tel: 4351 222 011 388
SINES, Galeria BT:
Tel: 4351 264 632 511

TORRES VEDRAS, Papelaria Unido:

Teb: 4351 261 514 186

ROMANIA

BUCHAREST, Hobby Games:
Ted; 00 40 21 32371 431

RUSSIA F
KRASMODAR, Alegris-lug (South):

Tel: 70959283337

MINSK, Valahanovich ent:
Tel: 00029 6356212

MINSK, Valahanovich ent:
Tel: 0OBOZY H343426
MOSCOW, Alegris:

Ted: +7(4435020 337
MOSCOW, Alegris:

Tel: +7(4851137 5068
MOSCOW, Alegris:

Tel: +7{4%91261 5075

MOSC ', Club T™:

Tel: 471 33 6441
MOSCOW, D
Tel: + 744930297 22
MOSCOW, Detsl:l'p Mir:

Tel: +7(495)730 7

MOSCOW, Dt"fjhf Mir:

Tel: +7{495)703 8511

MOSCOW, Dtlslsiy Mir:

Tel: » Ma951I0G B92

MOSCOW, Detskiy Mir:

Tel: +7{455)938 2055

MOSCOW, Detskiy Mir:

Tel: « 74951550 0761

MOSCOW, Detskiy Mir:

Tel: + 714551405 (204

MOSCCM' Hohby and Tabletop Games:

MOSCOW Mr Hob&:’y

Tel: +7(495)6461 8BU3

MOSCOW, Urfin Juice:

Tek: 714951784 6155

MOSCOW, Wonderful World:
Tel: +7(495170% 4433 132
NORLISK, Na Styke Mirov:

Tel: D029 6348420
NOVOSIBIRSK, Icehummer:
Tel: FOO5707 6664

SARATOV, Detskiy Mir:

Tel: b 5140

5T PETERSBLURG, Art-Miniatures:
Tel: 4718171633 3395

TAMBOY, Hobby and Igrushkiz
Tel: 0075 2728411

BELGRADE, ANET Hnbhysh‘llt
Tol: 00 381 11 3612 525

BELGRADE, ANET Hobbystore:

Toli 00 261 11 2652236

BELGRADE, EXIT Hnbby store:
Tel: 00387 11 62782

NOVI 5AD, Dragnn
Tell 00 31 11 63 T4038
NOVI 5AD, Valhala:
Tol: 00 F1 23415530

ZRENJANIN, Takeda:
Tel: 00 381 2304572

SINGAPORE g
SINGAPORE, Comics Mart PTE Ltd:
Tek: 6803 2724

SINGAPORE, Comics Mart PTE Lid:
Tel: 6836 069

SINGAPORE, Comics Mart PTE Ltd:
Tel: 63 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tel: 65 6438 5975

SINGAPORE, Paradigm Infinitum Fie Ltd:

Tel: 65 GdikhTT1
SLOVAKIA ~

BRATISLAVA, Madmaxon:

Ted: 421 2 524 927 87

KOMARNQ, Jonako SRO:

Tel: + 36704550485

KOSICE, Draco

Tel: +421557296557; 42190551 B60
SPISSKA MOVA VES, War Gaming:

Tel: +421903219195 =
SLOVENIA sy

LIUBLIJANA, Crna Luknja:
Tel: D486 55031220

BELVILLE, The Boys and Mens H&%
£

Tel: 127 11 914 B
BLOEMFONTEIN, The Games Dungeon:
Velz 27 72 831 9970
WN, Pastimes Retail:
i 431 1191
CAP[TOWN Wizards Books and Games:
Tel: 0027 21 ﬁ&\ 60
CRAIGHALL, OtherWorld Games:
Tel: 017 326 07590
DORINGKLOOF Batlll: Planet:
Fol: DO 27 A235 30
DURBAN, The Hubby Specialists:
Tel: GIEET A1 566 4806
EAST l.(JNDDN. Slaters Toy Magic:
Vol 427 43 72RETHE

EDENVALE, Plastiks:

Ted: G027 42 783 1489

GAUTENG, The Underground:

Tel: #2711 793 3044

JOHANNESBURG, Esswex Retail:

Tel: 0027 11 BBE3I619

Jouwnessum Outer Limits johannesburg:
Ted: 0027 11 482

IDH-»\NNES!UEG omer Limits Pretoria:
Ted: 0027 12 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 850 9253
IOHANNFSBURG, Warfair:

Tel: 0027 82 4371 124
JOHANNESBLU! SDUTH Dragons Den:
Tel: 0027 11 432 399

MENLYN, Top CD:

Tel: 0027 12 361 4122

RMARITZBURG, Games Direct:
733 342 4970

G, Warcry:

Tel: 0027 72 910 0N

UMLANGA, The Hobby Specialists:

Tel: (027 31 56 4800
SOUTH KORER

SEOUL, Orclown:
Tel: 02 6402 5946

SWEDEN
GW GOTEBORG:
Drottninggaten 52, 411 07,
Tol: DA1-133458
GW STOCKHOLM:
Regeringsgatan 31, 111 51,
Tel: 0-21 38 40
KARLSTAD, Spel & Fantasi:
Tel: 054-15 10 70
STOCKHOLM, Science Fiction Bokhandeln:
Tel: 08-21 50 52
@LIMEA, Fantasia:
Tel: 090-77 03 60
UPPSALA, Prisfyndet:
"Tel; 01810 b6 07
ARVIKA, Bokia:
Tel: 0570-13411
AVESTA, Vega Video:
Tel: D226-H007H
ESKILSTUNA, Lasses Leksaker:
Tel: 0161-303 35
FALKENBERG, Lekcenter:
Tel: 0346-807 h0
FRITSLA, Fritsla Hobby:
Tel: D320.70166
GAVLE, Hobbyshopen:
Tel: 62610 62 9%
GOTEBORG, Goblin Games:
Tek: 0131-245110
GOTEBORG, Tays Leksaker & Hobby:
Tel: 031-459401
GOTEBORG, Wizard Games:
Tel: 031-51 41 50
HALMSTAD, Lekcenter:
Tek: 035-15 91 75
HUDDINGE, Humlan Lek & Hobby:
Teh: 0B-659 BHAS
KALMAR, Lek & Hobby:
Tel: Usk0-267 17
KARLSKRONA, Leksakshuset:
Tehi 455-24002
KATRINEHOLM, Game Maniacs:
Tek: 0150-12032
KIRUNA, Lekhuset Lekia:
Tel: U9B0-525 65
KUNGSBACKA, Lek & Hobby:
Tel: 03H-14136
LAHOLM, Lekia:
Tel: 0430- 101065
LIDKOPING, Game Maniacs:
Tel: 05 10-25320
LINKOPING, Sagoland:
Ted: 0137122290
BY, Lekman:

LULEA, Barnens Hus:

Tel: D920- 220095

I.UI.E‘, locus:

Tel: DA-RY958

LUND, Spel pé Clemenstorgel:
Tel: 0461278

I.UND, Unlspl!i

Tel: (MB-285 9112

MALME, Hirnan pd Limhamn:

Tel: 40-367520

MALMG, Spel pi Djiknegatan:

Tel: 040-120410

NORRKOPING, Hobbyhdrnan:

Tel: 0111-62120

NORRKﬁPING Lekhuset:

Tel: (112-8707

NORR‘I.M.]E lelq:laneten

Tel: 0176-12558

NYKOPING, Laka TV-spel:

Tel: 0155-261000

NYNASHAMN, Asas Leksaker:

Tel: BB-520 11235

ORMINGE, Happies:

Tel: DB-7152501

PITEA, Barnens Hus:

Tel: 091-119910

SALA, Elons Leksaker:

Tel: 022-41 03 14

SKELLEFTEA, Legend:

Tel: 091-01 35 02

SKOVDE, Partaj:

Tel: 0510794 49

STOCKHOLM, Arcane pd Hagagatan:

Tel: 0B-22 25 22

STCN:ICHCII.Mr Brio Hogdalen:

Tel: 0B-749 1146

STOCKHOLM, Dragons Lair:

Tel: 0-654 60 50

STOCKHOLM, Happies Hammarby Sjdstad:

Tol: OB-3 2244800

STOCKHOLM, Inspire Me:

Tel: 0B-386 544

STROMSTAD, Kjells Lek & Hobby:

Tek: 052-6:1 5089

SUNDSVALL, Orion Spel:

Tel: 060-155 94.’

TROLLHATTAN, Hobbyhérnan:

Tel: 052013340

TUMBA, Leksakskungen:

Tek: 08:530) 340 00

UMEA, Incrade:

Tel: 090-196 580

UDDEVALLA, Olles Leksaker:
Tel: 0522-BA520

UPPLANDS VASBY, Barnens Hus:
Tel: (4-626 95 40

UPPSALA, Fantasia:

Tel: (1 E-100150

VARBERG, Fyndmagasinet:
Tel: (340-678990

VIMMERBY, Erio Vimmerby:
Tel: 0492-31 154

VISBY, Lekstugan:

Tel: 0498-21 50 50

VISBY, Skuggspel:

Tel: 0498-21 10 B2

VALLINGBY, Inspire Me;

Tel: 041-386 304

VASTERAS, Zelterlunds:

Yel: (2110 44 91

VASTERVIK, Lekstugan:

Tel: 149036171

VAXJO, Helges Hala:

Tel: (4702 18 &)

YSTAD, Tv-Spelshérnan:

Tel: D411-6R680

ANGELHOLM, Leksaksmagazinet:
Tel: 0437-A2350

OREBRO, Batalj Paintball:
Tel: 019-18 46 00

GSTERSUND, Habbyboden:
Tek 0635-13310

TRIWAN

GANGSHAN, Toys Cat:

Tel: +806 7 65214940

KAOHSIUNG, Dwarf’s Goldmine:
Tek +886 7 2299467

TAIPEI, Akmigames:

Tel: 48% 2 37419464

TAIPEI, Cacacity:

T lﬂl 123099579

THRILAND -
BANG CHAK, Battlefield Ban T

Tel: 02 747 9367
BANGKOK, Fantasia(T$ Toys):
Teh 66 89773 1379

DNEPROPETROVSK, Golbin:
Tel: 0038(067)564 D558
DNEPROPETROVSK, Modelist:
Tel: 00380671564 0350
DONETSK, Toy Story:

Tel; O08(062I3ET 5205

KARKIV, Aladdin:

Tel: 03IA(0537)715 7738

KIEY, Budinok lgroshek:

Ted: 00 36 57 51111

KIEY, Budinok Igroshek:

Tel: 00 36 5 733 97%

KIEV, Budinok Igroshek:

Tel: 0 36 5 821 385

KIEV, Budinok Igroshek:

Ted: 00 36 7 308 150

KIEV, Budinok Igroshek:

Tel: 00 38 4 367 671

KIEV, Game Hall:

Tel: 0030(044}456 7368

KIEV, Model Kits:

Tel: I03R(DETITEY 4842

KIEV, Mode
Tel: DOIRIDHT 417 2
KIEY, Toy Stary
Tel: (O3HI044)573 3979
KIEV, Toy Story:

Tel: (MIAMD44)56] 2385
KIEV, Toy Slor}'

Tel: IHIIII\DCN\G‘h 3494
KIEV, Toy Sto
Tel: 0038044
KIEY, Toyla
Tel: (M38044)567 5603
LEVIV, Hobby World:
Tol: (M38{066)764 1361
LEVIV, Toy Story
Tel: DO3HO321295 BI2Y
ODESSA, \-'anguard
Tel: BUIMD50)565
SEVASTOPOL, Arcanum Store & Club:
Toel: DO3MABS0IE94 5326

VINITSA, Spellscape

Fel: DOE(0611440 0002

ZAPOROZHYE, Warhammer ZP:

Tel: BO3BIOG7IT6 T 513

DUBAL, Bishops Trading:
Tel: 00471 559487670

2442

www.games-workshop.com
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Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that
you get exactly what you want, when you need it.

ou can order ANY current Games place an order for the latest Bitz Pack or Wherever you see this

Workshop product, including our simply pre-order the latest miniatures, symbol, that product is only

Collectors Range, Bitz Packs, Specialist  ordering directly from Games Workshop is f}""“”’ab‘;?m“’de“ This page
as details on how to get

Games range and models that are exclusively  quick and convenient. There are three main fold'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!

e Register for the Games Workshop website to gain personal recommendations, store
products in your personal Gift List, save your favourite articles, access to the White
Dwarf archive, receive your free monthly newsletter, and more.

e We aim to despatch all orders within 24 hours, 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.

e The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

» Don't forget — whether you order your miniatures from the in-store order point, or
directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 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
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The Hordes of Skavenblight

"
From deadly Assassins that lurk in the shadows to accurate Warplock Jezzails and noxious
Plague Censer Bearers, the armies of the Skaven are bolstered by a multitude of strange and
deadly weapons and creatures. As well as specialist troops to include in your army, there are
also a number of legendary special characters that you can add to your Skaven horde.
-
i
Skaven Jezzail Skaven Warlock Engineer .
This set contains 1 madel supplied from the designs shown. This set contains 1 model supplied from the designs shown. g
99060206064 99060206062 S
£8.70, €11.50, 85dkr, 105skeinks 42,5021 £8.20, €11.50, B5dky, 105skr/nky, 42.5024 ﬂ
A
]
= F
Skaven Plague Censer Bearers Skaven Poisoned Wind Globadier e
This set contains 2 models supplied from the designs shown. This set contains 1 model supplied from the designs shown. !
99060206075 99060206007 >
L£8.70, €11.50, 85dke, 105skenkr, 42,5021 £7.20, €9,10, 80dkr, 100sknnkr, 3521

Queek Headtaker Deathmaster Snikch Skaven Plague Priest Lord Skrolk

99060206085 99060206086 99060206074 99060206016
£8.70, €12.50, 100dkr, 11 5ski/nks, 42.50z1 £8.70, €12.50, 100dks, 115skeinks, 42,5021 £8,20, €12.50, 100dkn, 11 5ski/nks, 4021 8,20, €12.50, 100dkr, 11 5skrnkr, 42,502

« 9y

Fictuggs:for ies
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purposes Ly, Progict confnts iy wary. Proucts sold unm‘n_'te.i: aid mnmni:ufm' Girtain Crﬁm:.-lnr}wrs nxy b dangerous i uesd ingarrelly, Frices . t v ’
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DIREGT DEBIT
UBSCRIPTIONS

Get your first 3 issues for only £9!

A saving of more than 60% off the cover price. Hereafter your subscription will be just £9 every 3 months

e This means you get a FREE issue every

(503 THE ISLAND OF BLOGD MEGA BATTLE ity Lx!ll Mumnmmul Wil
three months

It is the cheapest way to get White Dwarf

Get access to the exclusive subscriber
model every year. Check out this year’s
‘Ancestor One’ below!

Receive exclusive subscriber offers, like
seminars and early tickets for Games Day

Most importantly, it guarantees you never
miss another issue!

017718 392 083

Gall now to subscribe

Goggles down, flaps up and all that!
‘Ancestor One’ is the 2011 exclusive
White Dwarf Subscribers’ model,

| would like to pay by Direct Debit | would like to subscribe to White Dwarf beginning with issue; WD
| =
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