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Andrew: This month
marks a huge milestone
for Games Workshop as
we're launching the new
Citadel Finecast range of
miniatures. My words
cannot do justice to just
how big a change this is
so I've asked Alan Merrett to write a guest
editorial in my place. Over to Alan.

Alan: Some of you may
know me as a judge at
Golden Demon and
others may be aware of
my links to product
design and development
as Head of Intellectual
Property. However, the
reason Andrew asked me to write this was
because of the revolutionary change we
are making to the Citadel range this month.
This change is a pretty historic one so he
thought it best that an old fossil like myself
told you about it. From my earliest days
with the business (at the start of the 1980s
and no, dinosaurs did not roam the earth in
those days) | have been closely involved in
the design, development and manufacture
of Citadel miniatures.

My first ever job was casting metal
models — to this day | still remember how
exciting it was for me opening the moulds
and taking out freshly minted miniatures.
My career progressed to managing the
Citadel design team and doing all manner
of other exciting things (mostly concerned
with product and the intellectual property
we've created). Over the years we've made
all manner of refinements to our casting
process and the technology surrounding it,
but the essence of it remains pretty much
the same as when | started many years ago.
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I was also heavily involved in the
introduction and development of Citadel’s
plastic models, again something that dates
all the way back to our earliest days. Our
first efforts in this field were quite primitive,
it has to be said, but over the years our
talented miniatures designers and plastics
tooling engineers have revolutionised the
quality and ambition of our plastic kits.
This has placed plastic models at the centre
of the hobby and their detail, precision,
ease of assembly and paintability now
regularly surpasses what we can achieve
with metal-cast models.

On May 28th a new revolution is
happening as Games Workshop launches
Citadel Finecast, our awesome new range
of finely detailed resin models. From this
date all new non-plastic Citadel miniatures
that we release will be part of this fantastic
range and to get the ball rolling we are
also relaunching a massive selection of
existing favourites in the new material. You
can see more of the models in the Citadel
Finecast range later in the issue. This is the
first time in our history that we will be
selling resin models as part of our main
Citadel range. | think this is a very big
change, in fact | see this as being just as
big a change as when we decided to
include plastic models in the Citadel range
all those years ago. The difference this time
is that the quality of the Citadel Finecast
models is already first class, as you will see
over the next few pages (and just wait until
you see the models in the flesh). As
someone who has been intimately involved
in the design and manufacture of all types
of Citadel miniatures for the best part of
thirty years | have been overwhelmed by
just how good Citadel Finecast is. These are
Citadel miniatures as the designers
intended them and | heartily approve!
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This month sees a huge change to our range of Citadel miniatures -
the launch of Citadel Finecast. To find out more about this exciting

new range of miniatures, turn the page.

FINECAST

Andy Hall talks to our resident experts about the biggest
single change to our range of Citadel miniatures in recent
years, the launch of Citadel Finecast.

THE LORDS OF PAIN

The Haemonculi have been busy this month, churning out
hideous creations from their dark oubliettes. We sent
Simon Grant into these wretched pits to talk to Phil Kelly
and Jes Goodwin about the darkest of the Dark Eldar.

IDOLS OF THE DESERT GODS

Not satisfied with setting the legions of undeath upon the
world last month, Mark Harrison and Robin Cruddace
return to unleash more Tomb Kings.

TACTICA: TOMB KINGS

The Tomb King himself, Robin Cruddace, rouses the
armies of Nehekhara to war and offers up some words of
wisdom about achieving victory with the Undead.

TACTICA: GREY KNIGHTS

Inducted into the inner circle of Titan, Mat Ward risks
excommunication by revealing the secrets of the Grey
Knights' tactics.

ARMIES ON PARADE

Everyone takes great pride in showing off their miniatures,
and we all like to look at great-looking armies. We take a
look at the Armies on Parade.

S140434 31L1v8

16 IN STORES THIS MONTH
Celebratory events at your local Hobby Centre.

All the new miniatures hitting the shelves this month.

84 STANDARD BERRER
Part 2 of Jervis' look at his favourite miniatures.

104 FRONTLINE
Hobby activities and news from your local area.

www.games-workshop.com 1




istory is marked by the exceptional,

by events that are far from out of

the ordinary. Those who are old
enough (you may have to ask parents or
even grandparents) will remember the day
man walked on the Moon for the first time,
or when Frodo cast the One Ring into
Mount Doom. The latter example may not
have actually happened, in this world at
any rate, but for the denizens of Middle-
earth it heralded the passing of one age to
another. In the context of our hobby, just
such an event is about to occur.

The launch of Citadel Finecast is upon
us, and this represents a new era in Games
Workshop and for the Citadel miniatures
range. On the May 28th, Games Workshop
Hobby Centres will be at the forefront of a
hobby revolution as a brand-new range of
miniatures will be found in stores and
online across the world.

6 6 Our hobby has
ever been a tactile
one and as soon as
ouve held a

Citadel Finecast
miniature in your
hands and studied
the detail up close,
there will be no
turning back! 99

So what is Citadel Finecast, and why
are we changing? Throughout Games
Workshop's storied history, we have never
been afraid to adapt and innovate in a
continuous quest for quality. Our aim has
always been to give you — the hobbyist —
the best-looking, sharpest, most-detailed
models and kits in the world. The invention
of the slottabase, the ever-growing range of
Citadel paints, the groundbreaking
advances in the design and creation of our
plastic kits are all in a long line of similar
evolutionary steps of which Citadel
Finecast is but the latest.

From this moment on, models that were
cast in metal will now be part of the
Citadel Finecast range. Citadel Finecast
models are made of resin to give you
exceptionally detailed figures. Producing
models of this quality and on this scale has
never been attempted before. In fact, it

AZHAG THE SLAUGHTERER

WATATDPEIAMEAAL Y
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This massive Azhag the
Slaughterer kit will now be
made entirely in Citadel
Finecast resin.




simply hasn’t been possible to do without
the investment and dedicated research
from the boffins in our production
departments. What they have come up
with is a unique resin formula that is
durable, leaves details exceptionally sharp
and is extremely easy to assemble.

The change to resin has also allowed us
to improve the way we present miniatures
in their raw form. Citadel Finecast
miniatures come on a frame, in a similar
way to our plastic models. The frame
comprises all the components needed to
assemble your miniature, replete with
options if applicable. Just like plastic
models, all you need to do is snip the parts
off the frame, carry out a minimal amount
of cleaning, and then stick them together
with super glue. You'll find that the models
go together like a dream and the bond
between the slightly porous surface of the

resin and the super glue is incredibly
strong. This, combined with the light
weight of the resin, means that the need for
pinning is greatly reduced. Large models
can now be assembled and ready for
painting in no time at all.

So what does this mean for the future of
the hobby? While the connotations for the
quality of our models are massive, how
you collect, paint and play with Citadel
miniatures — be they plastic, resin, or even
metal — remains as exciting a challenge as
ever. But you don't have to take my word
for it, if you haven't done so already, come
and take a look at the quality of the Citadel
Finecast miniatures in person from May
28th. Our hobby has ever been a tactile
one and as soon as you've held a Citadel
Finecast miniature in your hands and
studied the detail up close, there will be no
turning back!

Swish New Look

It’s time to retire the
venerable blister as
Citadel Finecast models
are packaged in
clampacks, which have an
image of the model on
the front and the resin
parts clearly visible when
you turn it around.

THE FELLOWSHIP OF THE RING

The famous Hobbits and their hardy companions have
been faithfully recreated in Citadel Finecast form.

Aragorn

legolas Gimli

Gandalf the Grey

Boromir




Shown here is but a small selection of
the many models that make up the
Citadel Finecast range.

COMMISSAR
YARRICK

HARLEQUIN
SHADOWSEER

WARHAMMER

40,000

ABADDON
THE DESPOILER




THOREK IRONBROW




BRINCING THE MODELS TO YOU

With the arrival of Citadel Finecast, the vocabulary of our Hobby Centres will
change. Where before there were blisters, now you’ll fine racks of lavish Citadel
Finecast clampacks and box sets sitting alongside all the plastic kits.

n the morning of the 28th of May,
Games Workshop Hobby Centres

around the world will look

noticeably different. The familiar shelves
and racks will be brimming with Citadel
Finecast miniatures and kits, simply look
out for the boxes with the distinctive gold
band running across the bottom. It's our
biggest launch ever, with over a hundred
models changing from the old to splendid
new kits, and staff will be working hard
behind the scenes to make the transition
seamless. The launch of Citadel Finecast is
a huge event involving a cast of thousands,
so you may want to check availability via
the Games Workshop website as to where
you can get hold of these great models.

But it’s not just about the existing range
of figures. As the brilliant new Dark Eldar
models prove re on these releases
from page 18 — Ed) Citadel Fin will be
at the forefront of our new releases.
Anything traditionally not made in plastic
such as Special Characters, small elite
squads, Heroes, Lords and HQ units — will,
now, and in the future, be released as part
of the Citadel Finecast range.
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DESIGNING CITADEL FINECAST

It’s time to venture deep into the Studio and see what our experts think
about the advent of Citadel Finecast. First up, we visit the Citadel Design
team and catch up with Aly Morrison.

ly has been a champion of casting
A models in Citadel Finecast resin ever

since the idea was first mooted.
What excites Aly the most is the actual
look and feel of the models in their resin
form. ‘It’s easy on the eye,’ he states. ‘With
resin, the hobbyist can easily “read” the
model. As it is a matt texture, there is no
shine or glare to conceal the detail; it looks
great even before you apply an undercoat.’

Of course, with Citadel Finecast
miniatures so easy to study, it's important
that the models look good, as, to be blunt,
there is nowhere to hide from the
spectator’s gaze. But
rather than be
intimidated by that,
Aly is enthused.
‘Speaking as a
sculptor, you want
the customer to see
your work in the best way possible. If |
could give everyone the master model |
would, but as there is only ever one of
those, the production figures need to be as
close to the master as possible. And that's
what Citadel Finecast does — the models
are almost replicas of the original. The
detail and definition are nigh-on perfect
and that is very satisfying as a designer.’
The aesthetics aside, Aly is a big fan of

Citadel Finecast for practical reasons as
well. ‘Resin is light, and that makes it very

satisfying as a

6 6 The detail and definition are
nigh-on perfect and that is very

durable,” he says. ‘We're all wargamers so

we know that when you move miniatures

about — whether that’s transporting them to

and from the venue, or during the game

itself — inevitably you're going to drop one

at some point. Resin is light and without
the mass of heavier models adding to the
force of gravity they stand a much better

chance of surviving drops and falls, which
also saves you time on repairing them and
painting over chips — for me that’s a really

big bonus.’
If using Citadel Finecast is more
practical for the hobbyist, does it also
change how the

models, we'll
continue what
we've been doing

designer.99

all these years — we'll still be making them
to the same level of detail and complexity,
as well as trying to surpass what has gone

before,’ says Aly.
‘In a way it will push us to try things
we could never realise with heavy metal

parts. There’s nothing | can confirm yet, but

| wouldn’t be surprised if you see some
really adventurous posing on models that
would have been too “top heavy” in the
past and so there’s ample opportunity to
add even more dynamism to the models.’

miniatures designers
will work? ‘When it
comes to designing

‘green’. To highlight this, here you can

Aly’s green of the Runelord. Notice the
fine detailing on the pipe and the
strands of hair in the plaited beard.

Citadel Finecast miniatures are exceptionally detailed, showing every cut,
embellishment and facet the sculptor has worked into the original master or

see Aly’s original green of his Runelord

and, next to it is the Citadel Finecast version of the same miniature. You can see
more of Aly’s models made in Citadel Finecast on the right.

The Citadel Finecast Runelord is a doppelganger
of the master model. Note how there is no
shrinkage or loss of detail on the ornate pipe and
the strands of hair in the beard can all be picked
out, just like on the green.

Aly Morrison is a veteran
figure designer and one of our
longest-serving employees.
Needless to say he knows
what makes a good miniature.

Kraggi, Thorek’s Assistant

Plague Marine




' ASSEMBLING

The next stop in the Studio tour is to our team of army painters. Here expert
army painter, Chris Peach offers his wisdom and we’ll take a close look at
how to go about assembling Citadel Finecast miniatures.

Chris Peach is the
consummate hobbyist and
army painter extraordinaire.
He’s been discovering the
secrets of Citadel Finecast
resin and here he tells us
what he has learned.

you spend less time doing that and

more on the craft part — the painting
and modelling,” says an enthusiastic Chris.

So, how should someone

inexperienced with resin models get their
figures and kits ready for painting? ‘Citadel
Finecast models come on a frame with all
the components needed, just like your
plastic models, so it's simply a case of
carefully snipping them off. We've not
needed to wash any parts, but you might
find that you need to occasionally to
remove any release agent. What | would
recommend is to carefully remove any
mould lines or bits of flash with a suitable
tool. You can even brush any loose flash
away with an old stiff-bristled toothbrush.
Occasionally, you may find the odd tiny air
bubble in the resin, but these can be easily

P reparing the models is really easy, so

filled with a small dab of paint or super
glue,” advises Chris.

‘Citadel Finecast miniatures have a lot
of spring in them; extended appendages,
weapons and so on will spring back rather
than snap unless you exert an excessive
amount of pressure. But if you do want to
change the position of something — if you
wanted to reposition the arm on a Chaos
Exalted Hero, for instance — all you need
do is heat the affected area up for a short
time and then bend it in to the desired
position. Submersing the affected part in
hot water (it doesn’t have to be boiling) for
thirty seconds to a minute will do the trick,
or blasting it with a hair dryer for the same
amount of time will work just as well," says
Chris. Once the parts are prepared, use
super glue to stick them together. The
model is then ready to undercoat.

b ——

' Gluing and Cutting

with super glue forms a very strong

joins with a dry fit first. When you’re
happy with the fit, add a few dabs of

will be formed within a few seconds.

pressure and a sharp blade, or a Razor
Saw for larger jobs, you can geta
straight cut with very little effort. This
makes them great for conversions.

Sticking resin-to-resin or plastic-to-resin

| bond. We recommend always checking

glue and then hold together. The bond

Citadel Finecast models are very easy
to cut through. With a small amount of

ove. We checked the p
dry fit first, before applying super glue, as the bond
is powerful and will grip fast. I

I Assembly

In this example of how
to build Citadel
Finecast miniatures we
have chosen none
other than Warlord
Queek Headtaker of
Clan Mors. For the
assembly we used a
Paint Station with
Cutting Mat to ensure a
good, protected
surface to work on. We
also had a pair of
Plastic Cutters, a
Hobby Knife and a
bottle of Citadel Super
| Glue within easy reach.

Step 1. Citadel Finecast models come on frames. The

number of frames will vary depending on the size of the

model and number of parts.

e

Step 2. We employed the Plastic Cutters to separate the
maodel parts where they join with the feed lines (the
resin struts that attach the components to the frame).




GULAVHAR, THE TERROR OF ARNOR

Gulavhar is an imposing model with many large
parts. Traditionally, he would have been quite a
project to put together, but as the resin components

are light this process is much quicker.

There is no need to pin Culavhar’ large wings as the resin parts are
light and the super glue bond, in conjunction with the pegs on the

shoulder of the model, will ensure a strong join.

Step 3. The next job is to clean up the parts. We used a
Hobby Knife blade by carefully scraping it across
surfaces that have mould lines.

Step 4. To stick together, you only need a small amount
of super glue. In fact, too much glue will weaken the
joint as it will form a barrier between the parts.

One infamous Skaven Warlord
ready for undercoating.
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'PAINTING CITADEL FINECAST

Last but certainly not least, we visit the paint-stained lair of the ’Eavy Metal
team. We've asked them to paint some classic miniatures in Citadel Finecast
form, and Joe Tomaszewski shares his thoughts on painting resin.

Joe Tomaszewski is an
experienced ‘Favy Metal
painter and serial Golden
Demon winner before that.
Painting is his thing, so what
does he think about the
advent of Citadel Finecast?

s the world’s premier painters, the
A ‘Eavy Metal team have been

champing at the bit to get hold of
the first Citadel Finecast samples
circulating through the Studio. Joe explains
why: ‘As a professional figure painter you
want to work with the best material
possible. The closer the casting is to the
original, the
better you can

these models will be cast in high-quality
resin is just great.

That, of course, is not to say that
Citadel Finecast will be the preserve solely
of Golden Demon competitors and ‘Eavy
Metal painters. ‘No, not at all, states Joe.
‘The ease in which they clean up and can
be assembled as well as the sharp
definition will
give painters

paint the 66 Finc detailing, sharp contrasts, a of all levels a
figure. Fine s 8 B : head start.
detmiling shap  Smooth finish, or intricate textures, gives ;100
contrasts, a us the best foundation to paint from. 99  advocating
smooth finish that miniature
or intricate painting is

textures gives us the best foundation to
paint from, and that's what Citadel Finecast
allows us to do,’ says Joe.

easy, or that Citadel Finecast will make it
intrinsically easier — it's a craft and skill that
you develop with practice. The resin will

‘Eavy Metal veteran, Darren Latham,
sets his paintbrush to work on a
Citadel Finecast version of Astorath,
one of Juan Diaz’s seminal models
from last year’s Blood Angels release.

| The pale tones of the face help ‘cool’ the
warmer colours on the rest of the model.

Tt T o I TS ‘In recent times metal was used largely give hobbyists more opportunities to
to cast the character models and the improve and impress.’
specialist troops, or small elite units; these For Joe, a keen innovator, that is
are traditionally where the high-end probably the most exciting prospect; the
painters look for the next one-off project or ~ chance to experiment and break new
competition entry. So the fact that Citadel ground. We're already looking forward to
Finecast will be taking over that aspect and ~ viewing the results.

ASTORATH THE GRIM

Darren: For this version of
Astorath | wanted to match him
up with the Sanguinor model |
had painted previously whilst still
keeping his dour, sinister and
‘grim” aspect, so | went for a non-
metallic metal effect where
applicable. Painting him in Citadel
Finecast was a real pleasure; the
delicate details like the veins on
the armour and the facial features
were all extremely sharp and
intact, allowing for a high-end
finish. The red armour was painted
with a gloss look in mind, to act
as a contrast against the non-
metallic metal of the gold.

Darren has painted an intricate freehand
power-weapon effect on the axe,

e e e




BLOOD KNIGHT

Mike Anderson’s Blood Knights have been
extremely popular thanks to the highly
detailed models and their devastating impact
on the tabletop. Here Matt Kennedy paints up
a new version in Citadel Finecast.

The steed’s eyes shine
with malevolent light.

Matt: For the Blood Knight | kept with a traditional red
palette but went for a much darker red barding to contrast
against the crimson of the Vampire's armour. From a practical
point of view Citadel Finecast is a great material to work on
with models like this. It's really light so you can hold it up
with a steady hand, which in turn makes your brushstrokes
more accurate and so gives you a better finish.

GANDALF THE WHITE

recruit and, as well as the Blood

Matt Kennedy is 'Eavy Metal’s newest

Knight, he’s been tasked with painting
this version of Gandalf the White by
Michael Perry in Citadel Finecast form.

The horse’s muzzle was painted dark, to
break up the predominance of white.

Matt: Because Citadel Finecast
miniatures are almost identical to
the designer’s original green, you
can see every nuance that has
been applied. For example, with
this model it's clearly not only a
rendition of Gandalf, but the
actor, Sir lan McKellen. The
challenge was to do the model
justice and paint it with a very
limited palette and yet keep the
different areas distinct. | did this
by painting Gandalf’s robes a
‘warm’ white with a Dheneb
Stone base. Shadowfax was
painted in a ‘cool” white, working
up from Space Wolves Grey.

The beard and hair were given a neutral
tome, between the warm and cool whites.




‘EAVY METAL SHOWCASE

ELDAR AUTARCH

The sword has
been painted as
though it is crystal. |

CARADRYAN

The Phoenix Blade.

LEGOLAS

R —

Llegolas, loosing an arrow.




Boromir up close

VAMPIRE LORD

. The Daemon sword
Abaddon’s grim visage Drach’nyen.

' MERRY

The face of Merry.




Now come and see it for yourself!

To celebrate the launch of Citadel Finecast, over the next LORD KALDOR
month there are a whole range of activities in your local

Hobby Centre showcasing these wonderful new miniatures. DRAIGO

There really is no substitute to seeing these beautiful

miniatures in person, so visit your Hobby
Centre to take a look at Citadel Finecast
for yourself. Check out the events below
to see what else is going on. You can
also find out more about all the
activities in your area from the events
diary at the back of this issue and the
events section of our website.

SAVAGE ORC
GREAT SHAMAN WOOD ELF HIGHBORN
ON WAR BOAR

WITH GREAT WEAPON

GOBLIN SPEAR CHUKKA

CONTACT YOUR LOCAL STORE FOR DETAILS!
www.games-workshop.com
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The new Citadel Finecast miniatures are absolutely exquisite. To find out for
yourself just how great these new miniatures are, get down to your local
Hobby Centre and find out what they're getting up to.

Citadel Finecast First-hand

From Saturday 28th May every Hobby Centre around
the world will be packed full of the fantastic new
Citadel Finecast miniatures and what’s more, they’ll
have plenty of models on display for you to look at,
examine and handle yourself.

Must-have Miniatures
Azhag the Slaughterer, Canis Wolfborn, or perhaps

~ even the Fellowship of the Ring; most hobbyists have

a list of ‘must-have’ miniatures they've always wanted,
but never quite gotten around to owning. Now, the
range of new Citadel Finecast miniatures provides a
great opportunity for you to revisit some of your
favourite Citadel miniatures and add them to your
collections. On 28th May, what will your very first
Citadel Finecast miniature be?

Buy, Build, Convert
Light and durable, Citadel Finecast miniatures are
incredibly easy to work with. Trimming and cleaning,

- assembling and even converting; the staff at your local

Hobby Centre will be only too happy to show you
just how amazing these new miniatures are and how

- easy it is to add them to your armies.

Painting Citadel Finecast Miniatures
Citadel Finecast miniatures offer a level of detail that

. surpasses anything else and, consequently, are an
- absolute joy to paint. Speak to the staff at your local
~ Games Workshop about how you can use the new

Citadel Finecast miniatures to help improve your
painting skills and techniques to produce true
masterpieces for your collections.

Revisit your armies

Of course, if you're anything like us, you'll already be
thinking about which elements of your armies you'd
like to revisit. Perhaps a new Commissar Yarrick
complete with a fabulous new paint job is in order to
lead your Imperial Guard, or a regiment of fearsome
Vampire Counts Blood Knights in their magnificently
ornate armour to support your Skeleton Warriors.
From 28th May, bring a whole new level of detail to
your armies.

e B

E THIS MONTH

The Calm Before the Storm
Mystics and augers have predicted a great unrest
to come to the shores of the Warhammer World; a
time of supreme sorcerers, fantastical beasts and
catalysmic events.

Now is the time to get down to your local
Hobby Centre and begin building up your armies,
monsters and mages, ready for what is to come!

To give you a hand, when you visit your local
Games Workshop this half term, you can collect a
series of special wargear cards representing arcane
items and magical talismans that you can only use
in your in-store games, and can continue to use
throughout June, July and August.

For this summer, the Storm of Magic descends
upon us all!

www.games-workshop.com
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_ - ° The Dark Eldar receive reinforcements this
- WWOA MER /£ month in the form of the gruesome zealots of
R ww”,"?-?oo%m-_— the Haemonculi covens and new skimmers.
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As the chosen messengers of Commorragh, the Scourges
can afford to arm themselves with the finest equipment.
This is represented on the kit by the huge number of
weapon options, including five shardcarbines and
enough components for all six of the Scourges’ heavy
weapon options. Juan Diaz has also provided both
leathery and feathered wings on the frame, and the full
selection of wargear options for the squad’s Solarite.

Solarite with venom blade Scourge with
and splinter pistol shardcarbine

DARK ELDAR SCOURGES £15.50
Product code: 39120112074

Sculpted by Juan Diaz and

Jes Goodwin,

€22.50, 175dkr. 200skr/nkn, 7521

Scourge with heat lance Scourge with dark lance

ARH!
40000,

Scourge with
haywire blaster

Scourge with splinter cannon

Picturs for iMustrative purposas only. Product contents may vary. Products said unpainted and unassembled. Carain Gitade! products may be dangerows if used incorrectly. Prices correct at time of going to press, please contact us for current
ible for ki

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

e or welisile, refailars are

g fheir own prices.
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ENGINES OF PRIN

Part organism, part machine, Talos Pain Engines and Cronos Parasite Engines are
the twisted creations of the Haemonculi. Featuring three frames packed with
horrible, spiky components, this box set allows you to build either one.

TALOS PAIN ENGINE

A Talos Pain Engine is a hybrid bio-mechanical
construct that floats towards the foe with
terrifying inevitability. It is both an engine of
war and an engine of torture, methodically
tearing its victims to pieces with surgical
precision before processing that which it can
use. It is armed with a gruesome array of
surgical equipment, as represented by the
myriad hooks, blades, injectors and spikes on
the frame, which display all of the optional
equipment and weaponry available to the Talos.
This dual-purpose kit can instead be used to
construct the dreaded Cronos Parasite Engine. A
horrendous creation that tears the souls from its
victims, the Cronos uses this stolen life-essence
to augment nearby Dark Eldar units in the form
of pain tokens. Oliver Norman, the designer
responsible for these disturbing Engines of Pain,
has filled the frame with tentacles, vials, fleshy
hooks and a choice of five intimidating
facemasks. As with the Talos, the kit contains
every upgrade option available to the Cronos.

Talos Pain Engine armed with

chain-flails and a twin-linked
splinter cannor.

Twin-linked heat lance

Stinger pod

Twin-linked liquifier gun Close combat weapon Ichor injector Twin-linked haywire blaster

Pictures for (ustrative purposes anly. Product contents may vary. Products said unpainted and unassemiled, Cartain Gitadel products may be dangerous if used incorrectly. Prices correct at fime of going to press, please confact us for current
availability and prices. Prices quoted are for producls soid by Games Workshop through ifs own stores, catalogue or website. Independent retaliers arg respansible far determining their own prices.
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DARK ELDAR
TALOS PAIN ENGINE
Product code: 391201712016
Sculpted by Jes Goodwin and
Oliver Norman,

€35, 270ctkr, 340ske/nky, 13520

Spirit probe

Cronos Parasite Engine

19

A Cronos and a Talos flank a
Haemonculi and his Wracks.

TURN TO PAGE 37 TO SEE THE DETAILED FRAME DIAGRAM OF THE TALOS.

Picturss for Mustrative purposes oy, Product confents may vary. Praducts soid unpaintad and unassembied. Cerfain Citadel products may be dangerous if used incorrectly, Prices carvect at time of going fo press, pleass contact us for curren!
availability and prices. Prices quoted arg for products soid by Games Workshop through s own stores, or website. lent refallers are responsible for i their own prices.
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RAZORWING JETFIGHTER

Eqmpped with an array of lethal weaponry, the new Razorwing Jetfighter brings
supersonic speed and hitting power to the Dark Eldar army. The kit includes
everything you need to make this graceful, sleek and heavily-armed aircraft.

Two Razorwil
the

When the Dark Eldar burst from the webw

on a rediapate :ald thc\ are nften herd!de_

8

leadI) ‘.k|mmcr5 are
o wing-mounted dark

Splinter cannon
outfit any combination of weapons and
missiles included on the frame
The designer of the Razorwing Jetfighter,
Dale qtrm}., has ensured that the hull
similarities with the sleek,

of the Reavers. Indeed, if a

tly performs wi el] cnough in
(_r_)mmunagh s death races i
trade in his fortune for a Rz

Twin-linked splinter rifles Dark lance Disint annon

P p mibled, i . me g to press, ph ntact us for current
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DARK ELDAR £25.50
RAZORWING JETFIGHTER

Product code: 99120112015

Sculpted by Jes Goodwin and

Dale Stringer.

€32.50, 250aky, 310skr/nks, 1252+

ON SALE JUNE 18TH

Necrotoxin

missiles

Razorwing Jetfighter armed with two
wing-mounted disintegrator cannons and
i four necrotoxin missiles.

i

Monoscythe missiles

Shatterfield missiles

Pictures for filustrative purposes only. Product confents may vary, Products sold unpainted and unassembied. Certain Citade! products may be dangerous if used fncarrectly. Prices correc! at time of going to press, please confac! us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, or website. | dent retaiiers dre ible for

Iheir own prices.
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ALY
VENOM
A dedicated transport option for Wyches and many other elite combat units, the

Venom kit is full of options. It is a small but incredibly agile craft, able to evade
incoming fire with mercurial grace and speed.

WARHAMMER A0 ot
40,000, Filad

DARK ELDAR VENOM £18.50
Product code: 93120112013

Sculpted by Jes Gaodwin,

Aly Morrison, and Tom Walton,

€25, 200dkr, 250skr/nkr, 302!

| ON SALE JUNE 4TH

This Venom is armed with both an
underslung splinter cannon and a
pintle-mounted splinter cannon.

The Venom plunges into the heart of the enemy army with
the speed of a striking serpent. With six unit entries able to
utilise them as dedicated transports, the release of the
Venom has provided Dark Eldar players with the option to
field these highly specialised assault craft.

Designed by Tom Walton, the Venom kit includes a
pilot, gunner and two Wych passengers clinging to the
hull, which are interchangeable with the Raider’s
passengers. The kit includes all of the Venom’s vehicle
upgrades, from grisly trophies to chain-snares.

& Two Venoms speed their cargo
of deadly Wyches to battle.

FPictares for ilustratve purposes only. Product confants may vary. Products sold unpainted and unassembled. Certal Citadel products may be dangerous if used incorrectly. Prices correc! al lime of going to prass, please contact us for current
avalability and prices. Prices quoted are for products sold by Games Workshop through its own stores, logue or website. fng: dent retailers ars ible for ning their own prices.
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DARK ELDAR BATTLEFORCE

Containing two full squads, 3 Reavers and a Raider, the Battleforce is an ideal
way to start a new Dark Eldar collection or reinforce an existing army with
additional units — the box set caters for both new and existing hobbyists alike.

The Dark Eldar are an evil race of
murderous killers, whose entire
culture is founded upon the pain
and suffering of others. This box set
includes 10 Dark Eldar Kabalite

rriors, 10 Wyches, 3 Reavers

transport, the

backbone of any Dark Eldar army.

Each frame in the box is packed
full of alternative head and v
options, all of which are p )
compatible between the different
squads. The Raider is a dedicated
transport and can be assigned to
carry either the Wyches or Kabalite
Warrior squads. Both the Raider o - i DARK ELDAR BATTLEFORCE £60
and Reaver Jetbikes have 2 s to ; s 3 12017
additional weaponry for hunting :
enemy tanks or cutting down ] x with blast
infantry squads. e ser
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Liquifier gun

The horrific spmaJ' sump
adds to the unsettling
feel of this model.

Designed by Jes Goodwin, this Haemonculus is beautifully The abominable Grotesques are the result of many long
rendered in Citadel Finecast. Festooned with grim, surgical years of torture and horrendous surgical procedures.
equipment and wearing a patchwork cloak of flayed skin, Released in Citadel Finecast, its large frame features fluid-
the model oozes evil and horror. His spinal sump and four filled tubes and coolants that regulate its modified internal
arms demonstrate the full extent of his body modification. organs and esoteric biochemistry. Juan Diaz's model wears
Including a Haemonculus in your army allows you to field a harrowing facemask, and can be assembled with a
Wracks as Troops choices. choice of either a close combat weapon or a liquifier gun.

Find Out More RAEMONCULUS TR ot code: omooriooes

e > - , Product code; 998001712008 Sculpted by Juan Diaz and
See these great new miniatures in action by checking Seulpted by fes Goodwin, Jes Goodwin.

€15, 120dkr, 140skr/nkr, 50zt €17.50, 135dkr, 160ske/nke, 60z

out Phil Kelly’s Dark Eldar army against Glenn More’s

Eldar in this month’s battle report, from page 66.

A Haemonculus Ancient
unleashes his latest experiments,

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembied, Cerain Citade! products may be dangeraus if used incorrecty. Prices correct at time of going o press. please contact us far current
avaiiability and prices. Prices quoted are for products sold by Games Workshop through ifs own sfores, or wehsite, Ing relailers arg il far determining their own prices.
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DARK ELDAR WRACKS

Willful servants of the Haemonculi, Wracks submit themselves mind,

body and soul to their depraved masters. Juan Diaz has produced

five of these debased menials, all of them in Citadel Finecast resin. m‘m;‘;‘;ﬁgmr £20.50
The Wracks are led by the squad’s Acothyst, who has a choice of Sculpted by fuan Diaz and
weapon options. These slaves have such disturbingly altered Jes Goodwin.

physiques that they begin the game with a pain token. Little more bl

than extensions of a Haemonculi’s will, the Wrack models are
: : ; ; : ON SALE JUNE
adorned with the surgical tools and grisly equipment of their master.

Wrack with liguifier gun
and poisoned weapon

Whracks armed with two This Acothyst is armed with hexrifle, although
poisoned weapons he comes with a choice of weapons.

A squad of Scourges support
the advance of the Wracks.

TURN TO PAGE 34 TO READ ABOUT JES' THOUGHTS ON THE NEW DARK ELDAR.

Pictures for ilustrative purposes anky. Product contents may vary, Products sold unpainted and unassembled. Certaln Citade! products may be dangerous if used incorractly. Prices correct at fime of going lo press, please contact us far curram
availability and pricas. Prices guoted are for products sold by Games Workshop through its own stores, e or websits, retailers are hig for ining their e prices.
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WVATADLIA ) ° The Undead remnants of an ancient, fallen
el “"}'W m ‘E' civilisation, the Tomb Kings are bolstered thi

T“MB KING month with the release of the mig_h;y Jshabti
and their dread heroes, all in Citadel Fine

PRINCEAPOPHAS  NECROTECT

Prince Apophas, the cursed Scarab The release of the Necrotect enables Wizened with age, a Liche Priest is
Lord of Numas, is released this month Tomb Kings players to confer Hatred the magical lynchpin of the Tomb

in Citadel Finecast. Mark Harrison’s to their units with the Wrath of the Kings army. Released in resin, the
haunting creation faithfully represents Creator special rule. Giorgio Bassani’s  crisp detail and definition of
Apophas’ insubstantial body of Citadel Finecast miniature wields a Juan Diaz’s new miniature is made all
swarming scarabs in stunning detail. long whip and hand weapon. the clearer in Citadel Finecast.

TOMB KINGS £9.50 TOMB KINGS £9.50

PRINCE APOPHAS  £10.50
Product code: 99800217005
Sculpted by Mark Harrison,
€15, 120k, T40skr/nks, 50zF

ON SALE JUNE 11TH S

NECROTECT

Product code; 99800217002
Sculpted by Ciorgio Bassani.
€12.50, 100dkr, 115skeink, 502/

LICHE PRIEST

Product code: 99800277001
Sculpted by Juan Diaz,
€12.50, 100k, T15skr/nks, 50z

ON SALE JUNE TITH

Fletures for Nustrative purposas only. Product contents may vary. Products sold unpainted and unassemblad. Gartaln Citadel products may b dangeraus If used incarractly, Prices correct at time of gaing fo press, please contact us far current
avallability and prives. Prices quoted are for products sold by Games Workshop through s own sfores, catal or website. retailers are ibie for determiming their ot prices,
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Mighty statues granted animus by the dread incantations of
the Liche Priests, Mark Harrison has produced three new
Ushabti miniatures, all equipped with great bows. These
enormous weapons loose spear-sized Arrows of Asaph that
hit at Strength 6 from up to 30" away. The three different
models are all included in the box set in Citadel Finecast,
each featuring a distinctive animal skull.

USHABTI WITH GREAT WEAPONS

TOMB KINGS USHABTI £30
WITH GREAT BOWS

Product code: 39810217003

Sculpted by Mark Harrisom.

€39, 300dkr, 390skr/nkr, Ta5zt

Alex Hedstrom's Tomb Kings Ushabti have now been
meticulously reproduced in Citadel Finecast. Available for
the first time in resin as part of this three-model box set,
each of these animated war statues is equipped with an
ornate great weapon. Each of the Ushabti heads has been
sculpted in the image of a revered animal from ancient
Nehekharan culture: a vulture, a jackal and an asp.

TOME KINGS USHABTI £30
WITH GREAT WEAPONS

Product code: 99810217006

Sculpted by Alex Hedstréim.

€39, 300dks, 390skr/nks, 1652

Pictures for lustrative purposes anly. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices corrsct at time of going fo press, plsass contact us far current

auailability and prices, Prives quated are for products soid by Games Workshap through Jts own stores,

or wabsite.

retailers are ilite for

ing their awn prices.

www.games-workshop.com 29



LIBRARY

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

Exclusively available to buy
from the Black Library website,
only a handful of limited-
edition novellas are released
every year, making them a
must-buy for any die-hard
Black Library fan. Written by
the Black Library’s top authors
and printed in strictly limited
numbers, keep your eyes on the
website for news on the next
release as these always sell out
fast. Past releases included Iron
Warrior by Graham McNeill,
The Bloody Handed by

Gav Thorpe and Daenyathos by
Ben Counter, all of which are
long-since sold out.

www.blacklibrary.com/
Exclusive-Products/
Collectors-Editions/

WARSAMMER

I

a

o, S GRAHAM MCNEILL

A CIAPHAS CAIN AUDIO DRAMA imw Yark Thnes bestealig suthar

BLOODFORG@

DWARFS

Hero of the Imperium, Ciaphas Latest instalment in the popular This tome collects several novels, Ulrika the vampire returns to Praag
Cain, fights for survival in his first Ultramarines series, now avaifable short stories and the Grudgefore to find a city under threat from
audio drama. in softback. background hook. within by Slaanesh.

DEAD IN THE WATER £10 THE CHAPTER'S DUE £7.99 DWARFS £10.99 BLOODFORGED £7.99
ISBN: 978-1-84970-052-8 ISBN: 978-1-84416-714-2 ISBN: 978-1-84970-048-1 ISEN: 978-1-84970-013-9
€15, 115dke, 140ske/nkr, 502 €10.50, B3¢k, 1005kr/nkr, 39.95zf €15, 175dkr, 140skr/nks, 549521 €10.50, B5dkr, 100ske/nks, 39,9521

Picturas for filustrative purposes only, Product contents may vary. Froducts sold unpainted and unassembied, Garfaln Citadel products
may be dangerous if wsed incorrectly. Prices correct at flme of going to press, please contact us for current availability and prices. Prices
quoted are for products sold by Games Workshop through its own stores, or walisite. retallars are responsible for

datarmining their own prices.




THECREATURES or
COﬁMMORRAGH

IN-STORE THIS MONTH

Returned anew, the Dark Eldar seek to enslave the galaxy; none moreso than the
murderous covens of the dreaded Haemonculi. This month, assemble your own
coven in-stores or take up arms against the derranged flesh-sculptors!

The Surgeon’s Dungeon
The stunning new miniatures released this month will
make fantastic additions to your Dark Eldar army and
(Jﬁ': r a clizzwn‘ ray of painting and modelling
chat with the staff at your local Hobby
Hu can become a ‘f culpting’
Haemonculi murwh and build up your own coven.

From the depths of Warp Space

If you have been tempted by the darker side of the 41st

millennium but have yet to sample its delights, this

month’s releases provide the perfec ortunity to begin

a brand new army of Commorr. {lown to your

local Hobby Centre and find out
Dark Eldar army today.

ou can start a new

Back to the Warp!

If the thought of such extreme b
you, do not dispare
would ]I|\(-‘ nnrhm’

E ghl ) Rpeak to thc staﬁ at your lm dl Hn
Ttre to find out how you can deal with the Dark Eldar,
and perhaps even start a brand new army of your own.

Battle amongst the Stars

Of course, all this month your local Hobby Centre will be
running a whole host of modelling and paintin
workshops, not to mention loads of exciting skirmish
scenarios and me or you to take part in and
discover the armies of Commorragh.

CONTACT YOUR LOCAL STORE FOR DETAILS

www.games-workshop.com
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the release of some storming new Da ar skimmers and a loa
aemon?ulu goodness. Simon Gmm ca es up,wﬁh Phil Kejlzy,ff




THE FLESH TRIBUTE

Oﬂ thC fﬂ.r—f]u ﬂg [mpcfi;l] hi\'c \VDrld Df ]\"ﬂrrﬂ,
the year 897.M40 is stecped in infamy.
Angelika Blaise, Ivarra’s Planetary Governess,
had declared a day of celebration to acknowledge
the centenary of their triumph over Waaagh!
Skullsmasha’s devastating invasion. The
greenskin onslaught had wrought such
catastrophic damage to the planet’s
infrastructure that adequate repairs and
reconstruction had only been declared complete
after nincty—scvcn years of restoration works.

With Ivarra returned to a semblance of its
former glory, Kharvile the Resplendent,
Haemonculus Ancient and master of the Flensed
Soul coven, deemed the time right to field test
his latest invention. His long research had
yielded the knowledge he sought, but now, he
just needed enough test subjects.

As the planet’s populace engaged in revelry
and merriment, the Dark Eldar quietly slipped
undetected into realspace from their hidden
webway portals. The agents of the Flensed Soul
set to work, secking no less than one million
suitable hosts for Kharv c_\'pcrimcnt,
Dcspilc the popu];ﬂion's Cm‘nplctc ignoranc: to
the Dark Eldar presence, Ivarra’s unwitting
tribute of flesh would soon be paid in full.




Haemonculus

Ancient and horrific,
the Haemonculi are
depraved flesh
sculptors. With a vast
wisdom of fleshcraft
accumulated over
several millennia, these
depraved beings are the
senior members of the
Haemonculi covens,
true masters of their
terrible art.

ith an abundance of fantastic new
Dark Eldar miniatures released this

month, we've tracked down those
responsible to learn more about the
disturbing Haemonculi covens and the two
new skimmers. The creative masterminds
behind the Dark Eldar, Codex author Phil
Kelly and design guru Jes Goodwin, reveal
the dark secrets of their development, ably
supported by Citadel designers Oliver
Norman, Dale Stringer and Tom Walton.

‘Dark Eldar society largely consists of
three parts,” begins Phil. ‘These are the
Kabals, the Wych Cults and the
Haemonculi Covens. The smallest of these
organisations belongs to the Haemonculi,
yet they are arguably the most influential
and powerful. Without the twisted genius
of the Haemonculi, Commorragh would
soon collapse into anarchy and violence,
so we really wanted to emphasise their
importance to the Dark Eldar. This meant
new units, new visuals and new tricks.

‘They cater to the whims of the
population of Commorragh,’ says Jes. ‘The
Dark Eldar have an almost infinite lifespan
and a very low boredom threshold.’

‘“The Haemonculi are engineers of the
flesh and alchemists of the soul,” muses
Phil. ‘'They are the dark fathers of
Commorragh, mad and evil scientists that
use surreal techno-sorcery to repurpose
flesh and bone to their will. It is the

reliance of the population on the skills of
the Haemonculi that is the source of their
power. The Haemonculi are not kings —
that role belongs to the Archons — but they
are often the power behind the throne.’

So what was the inspiration behind the
Haemonculi and Jes’ disturbing new
model? ‘Visually, they are a blend of
sorcerers, butchers, scientists and surgeons,
but all twisted and dark,” explains Jes.
‘Consequently, both the Haemonculus and
Urien Rakarth feature aprons, bloodstained
robes and exposed flesh. In fact, the
distortion of the flesh became an important
feature, not just on the Haemonculi
themselves, but on their minions as well.’

The Haemonculi are the overlords of
their gruesome covens, but their ranks have
been bolstered by the introduction of the
Wracks. ‘They are the foot troops of the
Haemonculi covens,’ says Phil. ‘The
Wracks are constantly competing amongst
themselves to please their master.

We wanted to portray the idea that a
Haemonculus would stand at the head of a
surgeon’s table, not even touching the
‘specimen’, but commanding an orchestra
of Wracks to perform the procedure.

‘Their name also hints towards a grim
expediency,” continues Phil. ‘It's a play on
words, really. They wrack their torture
victims with pain, and they are literally
racks and well as servants. The Haemonculi

34 WHITE DWARF THE LORDS OF PAIN

Venom
The sleek and graceful
design of the Venom
dates back to the sky-
chariots of the Eldar’s
ancient history before
the Fall. It's an elegant,
sophisticated vehicle
that shares both
heritage and design
with the Vyper Jetbikes
of their craftworld
cousins, who use itas a
mobile weapons
latform. In the hands
of the Dark Eldar,
however, the Venom
makes for a swift, agile
and deadly assault craft.
But where the Raider
is designed to ferry
large units of Kabalite
Warriors or Wyches
around the battlefield,
the Venom caters more
for smaller squads of
elite infantry, such as
Hekatrix Bloodbrides,
Kabalite Trueborn or
Incubi. Venoms are also
the favoured transports
of Archons, who often
value speed and agility
over carrying capacity.
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Wracks and
Grotcsqucs
The ranks of the
Haemonculi covens are
made up of sycophantic
Wracks and the
freakishly large
Grotesques. The Wracks
are as extensions of
their Haemonculus
masters. They each
compete for their
patron’s attention and
will enthusiastically
perform any duty,
regardless of its nature.
Grotesques are
wretched and
tormented experiments
that subsist on a diet of
pain and torture,
clinically lobotomised
to obey their masters
without question. In
battle, they are living
engines of destruction
and carnage, pumped
full of stimulants and
steroids the better to
kill everything within
reach. Grotesques are
perhaps the only blunt
instrument in a coven's
tool collection.

carry their torture implements on their
minions’ fleshy hooks like walking toolkits!’

As you can see in the picture above, the
Wracks are festooned with their master’s
macabre apparatus. ‘We gave them very
striated musculature to show that they have
almost no body fat,’ says Jes. “'Eavy Metal
painted the Wracks in a pallid flesh tone,
but you could justify painting them a glossy
red to show that they’ve been stripped of
their skin instead — they won't mind!’

One of the first things you notice on the
Wracks and their larger brethren, the
Grotesques, are the expressionless
facemasks that they all wear. ‘We wanted
to keep the running theme of an impassive
mask covering the faces of all of the
Haemonculi coven models,” says Jes, ‘but
with the notable exception of the
Haemonculi themselves. Urien Rakarth
stands out even further from the others,
because he wears a flayed face instead. If
the other members of the team were
disgusted by the look of the models, then
we knew we were on the right track.’

If Wracks are the soldiers of the
Haemonculi covens, then the Grotesques
are enormous, drug-addled powerhouses,
created specifically to annihilate their
master’s enemies. But what inspired the
design of these savage monstrosities? ‘We
wanted to use the name to portray an
image of bestial brutality,” says Jes by way
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of explanation. ‘They are monstrous
abominations that have been created by the
Haemonculi. Unlike the Wracks, being
made into a Grotesque is far from
voluntary, so we felt that we could go a lot
further with the extremity and vulgarity of
their mutilation. For example, their wasp-
waists were inspired by the choking corsets
of the Victorian era, but taken to a whole
new level. We also featured bare feet on a
lot of these models, as we liked the idea of
the Haemonculi oubliettes being quite hot
and foetid. They would also be able to feel
sensations better barefoot — pain especially.’

The Wracks and Grotesques have such
heavily modified physiques that they begin
the game with a pain token, giving them
the Feel No Pain special rule. But why is
this? ‘They're almost completely inured to
pain,” explains Phil. ‘They've had so many
procedures to make them the way they are,
and the Haemonculi aren’t the sort to use
anaesthetic on their patients! As a result,
they are much tougher and play a very
different role to the other Dark Eldar units.’

“This wasn't with the intention of
providing an element of toughness for what
is a very fragile army, but stems entirely
from the army’s character,’ says Jes
passionately. ‘They not only provide the
player with a variety of options to choose
from, but they have a genuine reason for
being the way they are.’

...continues on page 38,

DARK ELDAR

Urien Rakarth

Horrific in a way that
defies comprehension,
the abomination known
as Urien Rakarth is
perhaps the oldest, and
certainly the foulest of
the Haemonculi.
Progenitor of the
regeneration process,
he has died and been
resurrected so many
times that it is often
claimed that he
has mastered
death. ¢
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THE TALOS PAIN ENGINE

If one could suffer a fate worse than death, it would be beneath the surgical
flensing tools of the Talos Pain Engine, which is designed for just such a purpose.

Talos Pain Engine

Part war machine, part mobile torture device, the Talos is the  Talos exists for a singular purpose - the mutilation of flesh.

ultimate expression of pain and suffering. Whether in the But many are those that have thought themselves safely
thick of battle or in the Haemonculi oubliettes of sheltered inside their armoured vehicles, only for a Talos to
Commorragh, the myriad scalpels, needles and saws of the tear through its hull to feast on the fleshy bounty within.

Cronos
Parasite Engine
Rightly feared by any
who know of a Parasite
Engine’s dread
capabilities, the Cronos
uses its sinister
technology fo rip the
life essence from its
victims and syphon off
the stolen vitality to
empower those nearby.
To energise this
baleful ability, a Cronos
needs only to consume
one victim, but the
effects of its spirit
syphon can turn the
tide of battle in
moments as the Dark
Eldar nearby thrive on
the stolen life energy.
The pulsing waves of
spirit-essence will drive
them to such heights of
murderous passion that
they often overwhelm
their enemies in an orgy
of bloodshed.

Spirit vortex
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In the wake of the celebrations
the night before, 2 number of
citizens were reported missing.
However, the gravity of the
situation was soon to become
clear when the 6th Company of
Ivarra's Imperial Guard, the
Iron Heads, was mobilised to
investigate reports that a whole
sub-sector of Ivarra Sccondus
Hive had fallen silent.

Gazing down from their
perches high atop the towering
Imperial buildings nearby, the
Scourges singled out suitable
specimens as the Iron Heads
disembarked from their
Chimeras. Swooping earthward
into the dispersing squads, the
Scourges expertly picked out
their hapless victims, bearing
them into the skics never to be
seen again. The Scourges had
already finished extracting their
marks by the time the
Guardsmen even realised they
were under attack, but by then
it was too late. Their winged
assailants had gone.
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...continued from page 36.

‘Exactly,’ says Phil. ‘The Wracks and
Grotesques are certainly tougher, but are
slower than the other Dark Eldar because
they're in no hurry. They feel that death is
an art form to be savoured.’

But nothing promises to deliver a more
agonising death than the Talos Pain Engine
that Oliver designed. We asked him exactly
what a Talos is. ‘It's not a construct. It's not
a robot. It was, or still is, a living thing. It's
the fusion of organic substance and
machine that makes the Talos what it is.’

‘If you were to open its carapace up,
vou'd see glassware, synthetics, bubbling
tubes and horrible devices the sort of which
you could imagine seeing in a mad
scientist’s secret chambers,” says Phil.

‘Creating such a huge number of
different weapon options for the Talos was
incredibly difficult,” says Jes, who was
responsible for all of the Dark Eldar
concept work. ‘We had to make enough
component variations so that people could
field several Talos, but with none of them
looking the same. Each weapon had to be
gruesome and terrifying, like it would slice
you, cut you, inject you with fluid, pull
something out or rip you to shreds. But we
were undecided for a long time whether to

adapt the original design, or try something
completely different. The Talos had more
designs drawn up and rejected than any
other model in the range. Once we finally
decided on how the Talos was going to
look, Phil introduced the idea of the
Cronos. He wanted a new unit whose sole
purpose was to generate and distribute pain
tokens, so we looked to create something
suitably horrible to fit the bill.!

Dark Eldar players will almost certainly
be familiar with the infamous Talos, but the
Cronos is something new entirely. ‘We had
decided that the Talos was merely one
particular Engine of Pain.” says Phil. ‘The
Haemonculi have many, of which the Talos
is the most common, but we wanted to
create another Engine of Pain to represent
this and add a bit of variety. To reinforce the
organic nature of these evil creations, the
Talos' design draws primarily from a
scorpion, and the Cronos’ derives from
other kinds of unwholesome beast. The
Cronos mirrors Commorragh in its parasitic
existence, in that it feeds off others, just like
the Dark City but on a comparatively
microcosmic scale. The Cronos isn't just a
Talos variant — it represents a whole
different aspect of the Dark Eldar psyche.’

Scourges

Armed with a devastating array of exotic weapons, the
Scourges take to the skies on wings surgically grafted to their
bodies. From their lofty battlefield positions, they annihilate
their enemies from afar with terrifying precision, or swoop
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down to deliver death before soaring into the air once more.
Few Dark Eldar begrudge their elitist arrogance, for all know
the price they paid to earn their wings - transformation into
a Scourge is a long, agonising and sometimes fatal process.




‘There's something darker about the
Cronos,” agrees Oliver. ‘The Dark Eldar
have installed their best technology into a
machine whose sole purpose is to reap
souls. But, in terms of its design, the Talos
had its scorpion tail, harking back to the
original model and helping to give it a
signature silhouette that looked suitably
intimidating. We wanted something similar
for the Cronos, and eventually decided on
a smooth beetle carapace with spiky,
mechanical tentacles for limbs. We really
pushed the technology to its limit, and |
was able to make a digital tentacle that
could be repositioned into any shape.’

‘In the end,’ says Jes, ‘prehensile
appendages became a running theme that
was mirrored in the horrible, extended
spines of the Haemonculi.'

‘And the ideas cross-pollinated between
the designers as their individual projects
took shape, influencing each other’s work,
but all with Jes’ guiding hand,” says Oliver.
‘The creative process was very circular,
helping to keep the momentum going.’

‘It was essential that the Haemonculi
miniatures had their own identity,” adds Jes,
‘as they contrasted considerably with the
models from the Kabals and the Wych
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Cults. Juan Diaz worked on the Wracks
from his home in Spain, so we sent him the
concept sketches and the prototypes of the
Talos. It's only recently that we've had the
chance to compare the finished frames and
see how well the models from the
Haemonculi covens work together.’

‘That's why it's such an advantage
having a lead designer with Jes’ vast
experience in control of the project,’ says
Phil, ‘as his sketches and plans kept all of
the different units looking coherent.’

But the Haemonculi and their minions
aren't the only creatures with extensive
body modification. ‘To be transformed into
a Scourge, you need to have almost every
aspect of your physiology altered,’ says

Phil. ‘For example, birds have hollow bones

so they are light enough to fly, so it makes
sense that a Scourge would have to
undergo a suitably drastic procedure to
have their bones hollowed out as well.
But to the Scourges, the many painful
operations they endured were worth it.
They're real elitists — with typical Dark

Eldar arrogance, the Scourges feel that they

have transcended the need to walk around
and so look down, physically and
metaphorically, on everyone else.’

" DARK ELDAR

Though disciplined and well
trained, the Storm Troopers cannot
withstand the Wyches’ assault.

W@#ﬁc

Grotesques

To be subjected to the
horrendous
transformation of being
remade into a
Grotesque is the
ultimate sanction for
one who has earned the
wrath of a
Haemonculus. They are
hideous creatures that
have long since
forgotten their past.
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The crude, rumbling tanks of the lesser races are an
anathema to the excessive tastes of the Dark Eldar psyche.
But far from overlooking the need for heavy firepower, they
utilise highly advanced fighter aircraft to perform a similar
role instead. Razorwing Jetiighters are the most common
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example of this approach, relying on supersonic speed and
the sublime skills of their pilots rather than heavy armour for
protection. In place of heavy artillery shells, high-velocity
rounds or explosive ammunition, Razorwing Jetfighters fire
salvoes of incredibly destructive air-to-ground missiles.

Wracks

Faceless agents of the
Haemonculi, Wracks
surrender their identity
and free will in the
hope of one day
becoming the master.
They blindly enforce the
coven'’s decrees.

‘We wanted to give the Scourges proper
wings rather then some form of cybernetic
backpacks,’ says Jes. ‘Their wings have been
grafted on, which is how they tie in with
the Haemonculi. We wanted to give the
Scourges a real avian feel, but didn’t want
them to look the same. They are not bred to
look that way — they are surgically
modified, so their exact look will be down
to the individual Scourges. Some may want
taloned feet, the better to cling to narrow
ledges, whilst others may choose to have
quills. In fact, the only bare head on the kit
has been subtly modified to look slightly
avian, This is also why we decided to give
them two different sets of wings to
represent their individuality.’

‘But we didn’t just want a dark
reflection of the Swooping Hawks, we
wanted something that told you about their
culture,” continues Jes. ‘The idea of the
Scourges being untouchable messengers
around Commorragh was an important
breakthrough that helped to further identify
their character. We decided to make the
Scourges in plastic for a number of reasons:
we could make wings that were big enough
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to look like they could actually lift the
model; the wings could be made
appropriately slight, but expansive, and we
had a lot of weapon options that we
wanted to give them. Being so valued as
reliable messengers, Scourges are very
wealthy, and can afford to buy lots of fancy
equipment, armour and weaponry. We
specifically wanted to introduce
shardcarbines to the plastic range - not
only are they the standard weapons of the
Scourges, but they could also be used to
equip a squad of Kabalite Trueborn, leaving
the Scourges with the heavy weapons.’

At this point, our clandestine meeting
was interrupted by the arrival of
Dale Stringer and Tom Walton, designers of
the Razorwing and Venom respectively. We
took this as a good opportunity to delve
into the creation of these fantastic new
skimmers. ‘We started off the Venom’s
design as an evil Vyper Jetbike,” begins Jes,
‘It is partly a Reaver jetbike, partly a Raider,
but with the look and scale of a Vyper.

‘The Venom was named very
specifically,” says Phil. ‘It's like a fang that
deliver's poison into the enemy army. The
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metaphorical venom in this case is the
squad that it delivers into battle.’

‘The various hooks, chains and trophy
poles are included to help customise the
Venom according to its passengers,’ says
Tom. ‘It's a dedicated transport option for
six different squads in the army, so we
wanted to make sure there were plenty of
options on the kit to tailor it accordingly.’

‘The Eldar and Dark Eldar vehicles are
all from the same family of engines and
technology,” says Phil, ‘but we decided
early on in the project that the Dark Eldar
wouldn't use tanks. Such vehicles are far
too clumsy and slow to fit with the imagery
we had in mind for the army, so Jes came
up with the idea of using aircraft.

‘The Razorwing Jetfighter essentially
performs the same role as a tank, just in a
different way,” says Jes. ‘It's designed to hit
really hard and soak up damage, but using
speed instead of armour. When deciding
what guns we could give it, we all agreed
that missiles would be far cooler! My
favourite is still the monoscythe missile,
which slices its victims cleanly in half!’

‘The choice of missiles we've
introduced really enables you to customise
your Razorwing Jetfighter,” says Phil. "The
missiles are primarily anti-infantry, but the
two dark lances are great for hunting tanks,
so they make exceptional all-rounders.’

‘We were determined to make the
missiles look like they would tell you what
they did,’ says Jes. ‘Form very much
followed function with their design.’

‘Coming from an engineering
background, | always want everything to
look like it works,” explains Dale.

Having raised an interesting design
principle, we ask Dale how he applied that
philosophy to the incredibly advanced,
almost supernatural technology of the Dark
Eldar. ‘Suspension of disbelief. To make a
jetfighter work, it needs to be sleek, have
wings, big engines and a tail to look
believable. With these components in
place, we could then make the rest of the
model as otherworldy as we wanted.’

‘Blending fiction and reality brings a
sense of realism to the models,” says Tom.

With this in mind, we asked Dale how
he and Tom went about the design process
of the new skimmers. ‘To start with, we had
top-down drawings from Jes. It was then up
to us to realise them in 3D. The first thing
we built was the canopy and cockpit area,
as we wanted the Venom and Razorwing
Jetfighter to match the Eldar Vyper and
Falcon respectively. We reverse engineered
the rest of the model when we had finished
that area. The whole craft is designed as a
single, scythe shape with everything built
into it. There are no joints. In fact, the
chassis itself comes in only three parts that
slot together. It's a simple kit for hobbyists,
but a really complex model for us.'

With Phil having to excuse himself to
head off and play in this month’s battle
report, we decided to adjourn the meeting.
To see these great new models in action,
check out Phil’s army in the battle report.

With solid proof of an enemy at
hand, all available Imperial
Guard vnits were mobilised.
The scarch across Ivarra began
in earnest, but to no avail. There
had been no surviving witnesses
of the xenos attacks thus far —
only garbled vox transmissions
— so the size, composition and
location of the Dark Eldar
forces remained a mystery.

During this time, reports
of missing people began to rise
in ever greater numbers, yet
since their first attack, the Dark
Eldar had remained hidden and
safe from retaliation. It was only
when reports of an enormous
thermal anomaly trickled in, and
a task force sent in to
investigate, that the abducted
citizens were found at last,

An angular structure of
obvious xenos design lay
concealed within a dense forest,
a vast silo filled with liquified
flesh feeding into the building's
interior. What they could not
have known is that Kharvile had
bound the life essence of one
million humans into a picce of
fewellery that cchoed with the
cries of the tormented souls
trapped inside. Harvesting the
ingredients had taken much
effort, but the result was worth
it. The sound was glorious.
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A Haemonculus leads his coven
hordes to battle, enhanced by the
Cronos’ spirit syphon.

GO INTO YOUR LOCAL HOBBY CENTRE FOR DARK ELDAR EVENTS AND ACTIVITIES.

TURN TO PAGE 31 TO FIND OUT WHAT’S GOING ON IN A HOBBY CENTRE NEAR YOU.
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THE CULT OF STRIFE

HQ:
Lelith Hesperax
175 points

TROOFS:

The Bloodied Hand

10 Kabalite Warriors with
blaster and splinter cannon,
including Sybarite with blast
pistol and power weapon,
mounted in a Raider with
night shields and dark lance.

220 points

The Vilehearts
10 Kabalite Warriors with
dark lance, including
Sybarite with agonizer.

145 points

Lelith’s Bladesisters
9 Wyches with a pair of
razorflails, including Hekatrix
with power weapon,
mounted in a Raider with
night shields and
disintegrator cannon.

190 points

The Queens of the Kill
5 Wyches with a pair of
hydra gauntlets, including
Hekatrix with agoniser,
mounted in a Venom with
night shields.

155 points

The Fatal Edge

5 Wyches with haywire
grenades and a pair of
razorflails, including Hekatrix
with power weapon,
mounted in a Venom with
night shields.

155 points
FAST ATTACK:
The Severers
3 Reavers with heat lance.

78 points
The Razors
3 Reavers with heat lance.

78 points
HEAVY SUPPORT:
The Hellbird

Razorwing Jetfighter with 4
shatterfield missiles and night
shields.

175 points

The Doomflayer

Talos Pain Engine with
additional close combat
weapon and chain-flails.

125 points
TOTAL: 1496 points
! it .
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On these two pages we show a couple
of different army lists and suggest
me tactics you can use with them.

he foundation of this army is drawn

from the contents of two Dark Eldar

Battleforces. Not only does this
supply the army with a respectable amount
of infantry, but provides transportation for
two large squads in the form of Raiders. A
few simple additions to a pair of
Battleforces can result in a huge number of
different army compositions, each with its
own tactical nuances, strengths and
weaknesses. In this example, those
additions take the form of two Venoms, a
Razorwing, a Talos, and the murderous
whirlwind of death that is Lelith.

The three squads of Wyches form the
core of this army, all of them mounted on
fast-moving skimmers. They should be able
to rapidly close on any section on the
enemy battleline or pick off any vulnerable
units with impunity. The Bloodied Hand,
also mounted on a Raider, can lend close-
range fire support to the Wych-led assault
or engage the enemy in combat if required.
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SAMPLE ARMY

The Vilehearts are a more defensive
unit designed to hold objectives, using the
squad’s dark lance to pick off enemy
vehicles. They will target enemy transports
as a priority with the intention of
hampering their mobility, and therefore
ability to counter-attack, when the Wyches
have made their move.

The Razorwing Jetfighter and Reaver
squadrons are the primary tank-hunters of
the army. The Reavers can use their speed
to get behind their targets, where their heat
lances will make short work of any rear
armour. The Razorwing Jetfighters will
target large enemy squads with missiles,
softening them up before the Wych assault,
or hunt enemy armour with its dark lances.

As a monstrous creature, the Talos
dishes out a world of hurt to anything that
strays within reach. Capable of unleashing
7 Attacks that ignore saves and can piece
armour with ease, it poses a threat to every
enemy unit.
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harvile’s army is incredibly fast, with

an abundance of quick units. In fact,

the Cronos Parasite Engine is the
only unit that moves at a conventional
pace. Given that the Cronos plays more of
a supporting role, aiming to provide pain
tokens for the other units in the army, its
inability to keep pace with the rest of the
army is far from a weakness. The addition
of a spirit vortex gives the Cronos an 18"
ranged weapon, making it difficult to
avoid, even with its average speed.

The two Razorwing Jetfighters provide
the army with some terrifying anti-
personnel firepower — their missile
configurations are capable of annihilating
whole swathes of infantry in a single salvo.
As each Razorwing also comes equipped
with two dark lances, enemy tanks should
rightfully fear drawing their attention.

The army also contains abundance of
additional anti-tank weapons in the guise
of yet another dark lance on the Wyches'’
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Raider and the armour-busting heat lances
that are carried by both Reaver squadrons.
The haywire blasters of the Scourges can
also cripple or destroy even the most
heavily armoured target with impunity.

But what this army really excels at is
the merciless execution of enemy infantry
squads with its elite units. Llairg
Bladesbride leads a tooled up squad of
Wyches from the back of a Raider. Her
rapid assault can be supported by another
squad of Wyches and Kharvile himself,
leading his bodyguard of Wracks, on
Venoms. The speed of their transport
vehicles will leave no safe haven for an
enemy to hide, and the formidable
Initiative values of Llairq and the Wyches
will ensure that they get to strike the first
blows. Though slower than their
gladiatorial brethren, the fortitude of
Kharvile and his Wracks can provide
greater resilience to the assault and help to
blunt any enemy counter-attacks.

" DARK ELDAR

THE FLENSED SOUL

HQ:
Kharvile the Resplendent
Haemonculus Ancient with
stinger pistol, Archangel of
Pain and scissorhand.

115 points

Llairq Bladesbride
Succubus with venom blade,
electrocorrosive whip, and
haywire grenades.

95 points

TROOPS:

The Forsaken Kin*

4 Wracks including Acothyst

with agoniser, mounted in a

Venom with night shields.
135 points

The Screaming Blade

5 Wyches with a pair of
hydra gauntlets and Hekatrix
with agoniser, mounted in a
Venom with night shields.

155 points

The Poised Strike

9 Wyches with 1 shardnet

and impaler, and Hekatrix

with power weapon,

mounted in a Raider with

night shields and dark lance.
190 points

FAST ATTACK:
The Hellwraiths
5 Scourges with 2 haywire
blasters and Solarite with
power weapon.

150 points

The Bleeding Edge
4 Reavers with heat lance.
100 points

The Sharpened Point
4 Reavers with heat lance.

100 points

HEAVY SUPPORT:
The Voidclaw
Razorwing Jetfighter with 4
shatterfield missiles and night
shields.

175 points

The Rendtalon
Razorwing Jetfighter with 4
necrotoxin missiles and night
shields.

175 points

Soulsplicer

Cronos Parasite Engine with

spirit probe and spirit vortex.
110 points

TOTAL: 1500 points

* Wracks, who normally
count as Elites choices, are
Troops choices in an army
that contains a Haemonculus
or Haemonculus Ancient,

e e

www.games-workshop.com 43






amrtac.rs solg by Garﬂ:kmo
e for: marm;rm g thiglr

Jhmgﬁ%

QW prices.

HELLIONS

WARHAMMER
e i prodnd code:

with hel Iglaiv

- s - KABALITE D REAVERS
WARHAMMER g WARRIORS WARHAM R
X product code
11

The Reavers are a lethal blur, able
o use the bladed wings of their
ans to kil

Kabalite
the Dark Eldar
who form th

VENOM

WYCHES
pmducl code:

prmiu ck codu

rk Eldar to
adliest squads to
s vulnerable.

TALOS PAIN e SCOURGES

ME@ ENGINE A ARAMEn produt code:

produrt code:

RAZORWING
JETFIGHTER
product code:

RAVAGER - " RAIDER

product code: product code:

11

nmers

Bursting into realspace from the labyrinthine realm of
Commorragh, the Dark Eldar surge forth to enslave,
torture and kill. Their hunger can only be sated with
bloodshed and death. This page shows just a
selection of the Dark Eldar army - check out the
website for the full range, including miniatures that
are exclusively available to order.
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KEEPERS OF UNLIFE

Every Tomb Kings
army needs at least
one Liche Priest to
raise the dead. They
are accomplished
magic users, with
the Lores of Light,
%, Death and
Nehekhara theirs
to command.
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The Tomb Kings grow ever restless and this month they are
bolstered by several new releases in Citadel Finecast.
Andy Hall ventures into the desert once more.

ith the arrival of the Khemrian

Warsphinx and Tomb Guard last

month, you may have thought
that the Tomb Kings would have taken a
respite, at least for a few months, sated on
the destruction these new kits would surely
bring. You'd be wrong, of course, for the
Undead never rest and to accompany the
launch of Citadel Finecast, we've some
brand-new resin Tomb Kings miniatures to
look forward to this month!

First of all we have the Ushabti. Always

a popular fixture in many a Tomb Kings
army, these stone idols of the Nehekharan
Gods are imposing monuments and, when
animated by the spirits of Khemrian
warriors, fearsome opponents. This month
we're not only releasing the classic Ushabti

IDOLS OF THE DESERT GODS

models in Citadel Finecast but also adding
three new figures armed with powerful
great bows.

‘We already had an established design
for the Ushabti so | followed that,’ says
Mark Harrison, the chap responsible for
sculpting the great bow-armed Ushabti
models. ‘The bows were scaled up, but |
also wanted them to be ornate, to match
the garb and weaponry of the Ushabti.
However, it was designing the heads that |
enjoyed the most, as each is different. |
chose reptilian, leonine and avian looks as
this made them distinct from the existing
Ushabti but kept the overall style.

The weapon options were an important
element for Robin Cruddace, the author of
Warhammer: Tomb Kings. ‘Fundamentally,
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you've now got monstrous infantry with
ranged weapons, | think that's a first," he
says. ‘And why not? In life the warriors of
Nehekhara fought with both blades and
bows, and as the Ushabti are inhabited by
the very same warriors, it makes sense they
would fight with similar weapons, albeit on
a different, larger scale. | like the symmetry
of that and it gives the Tomb Kings a
distinctive edge.

Another new addition to the Tomb
Kings army list is the Necrotect, a character
that Robin is particularly passionate about.
‘The great thing about using percentages to
split the army list categories is that it allows
you to squeeze in “characterful characters”.
What | mean by that is you now have room
in your force not just for the heroes with
big scary swords, but characters that tell
you something about the army and race
you're playing with. The Necrotect sits well
and truly in this spot. That's not to say he
isn’t worth his points, because he adds a
fair few abilities to your army — giving
Animated Constructs a regeneration save if
they are close by, as well as making the
unit he is with share his Hatred,’ continues
Robin. ‘I especially like that effect as it
echoes the personality of the character.
Necrotects are the frustrated artists of the
Warhammer world, they fulfil the roles of
architect, craftsman and slave-driver. It was
they who built the majesty of the
necropolises and who would willingly go
to their deaths after their greatest
monuments had been completed.
Remember that Necrotects, like all Tomb
Kings, are not mindless puppets being
controlled by a Necromancer; what they
were like in life — to an extent — they are in
death. So when the Necrotects have
awoken to find their artwork broken, their

& POWER OF THE USHABTI
The Ushabti can be armed with great
& bows that fire spear-sized arrows. The

: arrows of Asaph special rules helps
4 counteract the Ushabti’s low Ballistic
@ Skill, allowing them to always hit on 5s.
& So, if you have three bow-wielding

i Ushabti abreast, on average at least one
should hit, and, with a Strength of 6,
they’ll most likely kill. This means you'll
have to pick your targets wisely. A large
horde of enemy infantry may not be the
best choice, whereas small units of
super-elite cavalry are prime targets.

Don't be afraid of forcing your

| opponent into charging your bow-armed
| Ushabti, as the unit are still mighty
| monstrous creatures and more than a
match for many a foe. An enemy unit
| charging into three Ushabti will have to
deal with at least nine attacks followed
by Stomps. Also remember that great
bows can Volley Fire. Six Ushabti need
only be two wide but can all still launch
their mighty arrows.

masterpieces desecrated by age, invading
armies and the greed of tomb robbers, they
are driven into a blinding rage that will
never slacken. Such is the strength of a
Necrotect’s unadulterated anger that it
washes over those Nehekharans that
accompany him to war.’

If the Necrotects highlight one
characterful aspect of the Tomb Kings, then
the new special character shows another,
as Robin explains. ‘Tomb Kings are
mummies so it stands to reason that the
vast majority of Tomb King personalities are
going to mummies, but | wanted something
to break that mould. So | came up with the
term “Desert Revenant” and asked Mark
Harrison to design a model that would
evoke that phrase.’

‘I immediately thought about swarms,’
responds Mark, ‘I wanted to really play up
the supernatural, and to me the first thing
that sprung to mind when [ though of a
revenant swarm was an amorphous
monster that doesn’t permanently hold its
shape. | imagined these flesh-eating
scarabs teeming together to temporarily
form the silhouette of this ominous figure
before flying apart as foes desperately try to
hack through the swarm.’

Robin took this strong concept and
turned Prince Apophas into a tragic figure.
‘| wanted to show what would happen if
you attempted to usurp the rightful Tomb
Kings, just as Nagash did. But, while the
Great Necromancer was successful,
Apophas highlights the cost of failure,” says
Robin. ‘In the game Apophas is a medley
of special rules, able to appear anywhere.

I like the idea of this carnivorous swarm
coalescing out of nothing in front of the
prey. It's terrifying and yet strangely typical
of the Warhammer world.

DEATHLY ARTISANS

Necrotects have awoken
from death to find their
monuments debased
and ruined. For this
reason, they despise the
living and can lend their
Hatred to any unit they
are with. This makes
them great for leading
your Skeleton Warriors.
What's more, their
abilities as stone
shapers can be called
upon in battle, and any
Animated Constructs
within 12" gain the
Regeneration (6+)
special rule. A
Necrotect also has a
Leadership of 7, so
should the Hierophant
of your army die, the
Necrotect’s unit will
stand a better chance of
remaining whole.
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BAITLE
SCENES

A SNAPSHOT OF A
BATTLE IN PROGRESS

When the mayor of
Alcanblad returned from his
southern expedition carrying
a mysterious bronze mask,
he had no idea of the curse
this placed upon his
descendants. A century later
to the exact day, the
residents of Alcanblad
awoke to find an insidious
mist surrounding the town,
and out of it strode the
Undead. A warning bell was
rung and the militia quickly
mustered alongside
Talabheim state troops
garrisoned there. But even
as a defence was hastily
arranged the skeletons and
statuary advanced upon the
terrified citizens. The Tomb
Kings only goal was to
reclaim the death mask of
Rultris, which the residents
of Alcanblad had foolishly
set within a monument to
the mayor who had doomed
them all.

THE RAZ]NG OF ALCANBLAD

Rullrls htmself had risen
to claim back his death
mask, and with him he
brought his favoured
Necrotect, who had
pledged that he would
raise a monument of his
own over the ashes of
the thieving barbarians.
Rultris rode upon the
back of his Khemrian
Warsphinx, the Golden
Sivax, and it was this
onyx creature that
wrought many deaths,
pulverising the bodies
of Alcanblad’s
defenders. Its onyx hide
proved nigh on
impossible to crack. But
when a lucky shot from
the Volley Gun, Big
Bess, did strike home,
the Necrotect began to
chant and runes he had
carved in the beast
before the battle
glowed, forcing the
onyx to mend, sealing
fractures and smoothing
over the damage caused
by the war machine.




Usirian had marked the soul of the Light
Wizard, Zakeriah, who was in the midst
of conjuring a spell when Prince
Apophas coalesced before him. The
Light Wizard and his Warrior Priest
guardian disappeared in a dense cloud of
Scarabs, never to be seen again.

' . j 8 ‘a
The Flagellants had foreseen their doom and so charged forward in a
deranged manner, only to be toppled like wheat against a harvest scythe as
they fought the Ushabti. Behind the combat another unit of Ushabti, this
time armed with gigantic bows, fired from their prime position on the hill
and struck the five-foot arrows into the Knights of the Blazing Sun. Over
half were slain in the deadly volleys, but before they could mount a
charge, a monstrous statue of black marble hit them in the flanks...
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PRINCE APOPHAS

"THE CURSED SCARAB LORD#

PRINCE APOPHAS

g‘h’ e

130 points

Profile MWSBSS TWI Ald Troop Type
Prince Apophas 7 5 b REL S R e Infantry (Special Character; Tomb Prince)
Equipment: Special Rules:
* Hand weapon * Desert Revenant * Scarab Prince
® Light armour * Entombed Beneath the Sands * Soul Reaper
* Fly * Strider
* Nehekharan Undead ® Terror

* Regeneration

Apaphas was a_jealous prince who lusted after the throne of Numas. 1o this
end, he slit the throats of the entire royal line while they slept and proclaimed
himself king. However; the peaple of Numas rebelled against him, and those
loyal 1o the murdered king broke into the throne room and dragged the
usurper to the temples to be judged. Of all the crimes in Nehekhara, the most
terrible was regicide. Tpically, those who attempted to seize the throne were
denied the privilege of mummification, and their bones were thrown to the
carrion of the desert. Denied access to the lands of the honoured dead, these
unfortunates were consigned, at best, to the torturous depths of the
Nehekharan Underworld, or at worst, to uiter oblivion. Apophas’ crimes
warranted a more severe punishment; he was entombed alive within a
sarcophagus filled with flesh-eating scarabs. It is said that his death screams
could be heard through the temple walls, but when the lid was opened, there

& Desert Revenant: Prince Apophas cannot join any units, and
g he cannot be your army’s General.

@ Scarab Prince: Prince Apophas’ body is made of a scuttling tide
o of scarabs that he can vomit over his foes.

& Apophas has a Strength 2 Breath Weapon. In addition, if Apophas
£ is ever destroyed (by any means), then before removing the model
i all enemy units within 2D6" of him immediately take 2D6
Strength 2 hits, distributed as for shooting.

Soul Reaper: As soon as Prince Apophas is placed on the
tabletop, nominate one enemy character on the battlefield — this

was no trace of the beetles. All that remained was a skull picked clean of is the soul marked by the god of the Underworld that Apophas
flesh. Before this was thrown into the deep desert, it was inscribed with a | must claim. Apophas re-rolls any failed To Hit and To Wound
single magical hieroglyph cursing Apophas’ soul for all eternity. | rolls against the chosen character.

Upon his death, Apophas’ soul was claimed by Usirian, god of the
Underworld, to be tormented in perpetuity for his crimes. However; being of
noble birth, Apaphas was able to strike a bargain with Usivian, promising
that, in exchange for his release, he would claim for the god a soul to stand
in his stead, a perfect maich for his own. Usirian agreed, and thus Apophas
was reborn as the Cursed Scarab Lord.

Apaphas appears from a swarm of beetles that flow up from the ground
until they reveal a black-swathed figure in their midst. Apophas is not a
reanimated corpse but a desert-revenant whose body is formed from a
writhing swarm of scarabs. Atop this undulating mass, his skull looks upon
the world in search of his chosen victim — a soul he believes can buy his
freedom. In Apophas’ hand is the same blade he used to slit the throats of his
family, and it drips with their blood to this day. Only by slaying the perfect
soud with this weapon can Apophas hape to earn his freedom.

The scarabs making up Apophas’ form scuttle over rubble and through gaps
i ruins without impediment. Apaphas’ body can even burst apart in an
explasion of chitinous wings, flying across the battlefield before veforming into
the mocking semblance of @ man. Apophas sweeps aside those that stand
betsoeen fim and his prey, and when he opens his jaw, a tide of insects
ermpis forth 2o drowon his foes. No matter how hard his enemies swipe and
bk at his horrifying form, insect bodies flow over to fill open wounds and
re—groee lost limbs. Apophas is uitterly implacable, and he will not siop until
ks vecszm lses dead at his hand.

Apophas then binds ks target’s spirit in a mystical soul-cage before returning
to the depths of the Underworld. Here the soul is placed on a pair of scales
and compared with Apophas’ ewn cursed spirit. However, the truth is that
n0 two souls are ever equal, and the scales are never balanced. Though he
doesw’t know i, Apophas has doomed himself 1o roam the lands for eternity.
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SKELETON WARRIORS
£18.50, €30, 225dkr, 270skr/nkr, 90z{

99120217002

With a uniformity that is disturbing and fearsome in
equal measure, the massed ranks of Skeletons
tirelessly advance in unison. Many carry bows,
loosing clouds of enchanted arrows with unerring
accuracy, whilst Skeletons Wartiors cut down their
foe with sword and spear. Skeletons are unyielding
and inexorable foes in battle.

SKELETON CHARIOTS
£18.50, €30, 225dkr, 270skr/nkr, 9021

99120217004

Only those of royal blood were graced with the
honour of serving their king by riding to battle in
chariots, They sweep into I%n:' fray, crushing their
enemies into a bloody pulp beneath bronze-rimmed
wheels and the pounding hooves of their skeletal
steeds. Masters of their deadly art, these brutal
chariot squadrons leave no survivors in their wake.

TOMB GUARD 99120217001
£25 50, €32.50, 250k, 310skr/nkr, 125z}

Utterly loyal to their king in life, the Tomb Guard
continue their solemn dﬁty in death. The eternal
bodyguard of a Tomb King, these fierce warriors cut
down those that would defy their lord with mighty
sweeps of ornate blades and halberds. Partly
mummified in death, the Tomb Guard possess
greater strength than the Skeletons.

SKELETON HORSEMEN 99120217003
£18.50, €30, 225xdkr, 270skr/nkr, 90zf

The tireless steeds of the Tomb Kings cavalry
egiments have been the doom of many a foe.
ithout the bulky plate armour of their enemies to
slow them they are carried endless leagues by their
unrelenting skeletal mounts. The Undead horsemen
punish, with bow and spear, those that dare to
trespass within their borders.

NECROPOLIS KNIGHTS 99120217005
£33.50, €43, 330dkr, 410skr/nkr, 1652

Only the most ferocious of the king’s bodyguards
would earn the dubious honour afg becoming a
Necropalis Knight, sacrificing their lives to serve their
master eternally in death. Commanding the terrifying
Mecroserpent guardians of the Mortuary Cult’s
temples in baltle, these Undead riders are rightly
feared by their enemies.

curent availability and Games Workshop prices. Prices quoted are for products sold by Games Warkshop through its own sbms qug o

TOMB KING

ursed to Undeath for eternity, the Tomb

Kings awake from their slumber to lead

their armies once more. At the head of
legions of skéletons and mighty war statues, few
can-stand before such an army. The Tomb Kings
have a farge range of multi-part plastic kits.
Check out the website for the complete Tomb
Kings range, including miniatures that are

exclusively available to order:
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'I'O.MBKINGS BATTALION
~/ 99120217006
,e:’o €m0 760dkr, 900skr/nkr, 34024

The undwn fegram‘ of the Tomb Kings
are. .-n;gfac.ﬁ;fe foes, relentlessi,

adyapcing into hatfle at the whim of their
eternal masters. Pven in death they are
summoned hack from the Realm of Souls
to serve Lfreir‘i;a'nq ance more.

retaders are

KHEMRIAN WARSPHINX/
NECROSPHINX
99120217007
£31, €40, 300dkr, 380skr/nkr, 150zf

Revered and feared in almost equal
measure in Nehekharan culture, these
magically animated, utterly unstoppable
stone behemoths crush all before them in
an avalanche of wrath and ruin.

Pictures for llustrative purposes only, Product contents may vary. Producls sold unpainted and unassembled, Certain Citadel pmduas may be uangemus if used incorrectly. Prices correct at bme of going to press, please contact us for
wabsile, for i
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The Tomb Kings have awakened, and
they’re coming to reclaim their rightful
dominion over the living. With new
units, characters, monsters and a revised
magic lore, there’s a wealth of new
tactics available to Tomb Kings players.
In the next few pages | intend to share
with you a few insights and tips that I've
picked up when using my own army of
Tomb Kings.

RULERS OF THE DEAD

The Tomb Kings are different to any other
army in that they must include a Wizard to
be the army’s Hierophant. Now, V'll say this
once and once alone — protect your
Hierophant. Without him your army will
start to fall apart before your eyes, so you
can be sure your opponent will take any
opportunity presented to assassinate him.
I'd recommend buying your Hierophant the
best ward save Khemrian gold can buy, and
always make sure he is guarded inside a
unit of infantry.

Now, if for some reason your enemy
manages to hack your Hierophant limb
from limb all may not yet be lost. If you're
clever you can minimise the blow that the
Hierophant's destruction will have upon
the remainder of your army, as long as
either your General or Battle Standard
Bearer is still on the board. Because all
units in a Tomb Kings army are
Unbreakable, some players tend to forget
the fact that units within 12" of their Tomb
King General can use his mighty
Leadership of 10 (much better than a
Skeleton’s paltry 5). This means that those
units in range will only suffer minor
casualties from those failed Leadership
tests, and only then if you've rolled
particularly poorly. Having a Battle
Standard Bearer nearby as well almost
guarantees you'll not need to worry about
crumbling away (well, at least not those
units that are in range of both the Battle
Standard and the General), as a roll of
double-6 will only result in a single lost
wound, and you can even re-roll this
result. What's more, units of Animated
Constructs won't suffer any wounds at all.
However, in my opinion, that really is a bit
over the top, and whilst you create a zone
whereby none will crumble, units outside
this radius will have to fend for themselves.
Instead, try to position your Tomb King and
Tomb Herald about 18-20" apart. Those
units not affected by the General’s Inspiring
Presence rule can re-roll failed tests and,
because it's a Tomb King banner, they will
always suffer one less wound than normal
anyway. This will create a much larger
‘anti-crumbling’ area in which your units
will get some sort of protection, whilst still
creating a small overlap for your key units.

Tomb Kings and Tomb Princes are truly
fearsome opponents, with a statline that
makes other characters green with envy.

A7 A AT
AVVARLIAN YR

In fact, | rarely equip my Tomb King with a
magic weapon as he’s more than capable
of tearing most opponents asunder with his
bare hands. However, even the most
arrogant Tomb King will rue the day he
challenged a warrior with a flaming sword.
There are, however, two magic items in the
Warhammer rulebook that can keep your
Tomb King from ending up a smouldering
pile of immolated bones and bandages: the
Dragon Helm and the Dragonbane Gem.
Both give your Undead monarch a 2+ ward
save against Flaming Attacks, but the helm
— for an extra 5 points — also gives you an
extra pip of armour save, which always
comes in handy. As long as you've invested
in that fire protection, there’s no reason
why you shouldn’t challenge that fire-
wielding hero and beat him to death.

If for some reason the dice gods
abandon you and your Tomb King is killed,
rejoice in the knowledge that the Curse
will probably slay the character that dared
to strike him down.

(e i A A . )

THE KING OF ALL
HE SURVEYS

By mounting your
General upon a
Khemrian Warsphinx
his Inspiring
Presence increases
to 18". If your
Hierophant is
destroyed, more of
your units will be
able to use the Tomb &
King's Leadership,
minimising any
resulting [
losses.

Place your Hierophant behind your frontlines (where he will be
protected) but as centrally as possible so that his spells can
augment as many of your units as possible.

By placing your Tomb King and Tomb Herald Battle Standard

Bearer apart you can cover more of your army, minimising the
losses that result from the death of your Hierophant by providing
units nearby with some form of a Leadership boost.
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| THE CASKET OF S

The Casket of Souls is a powerful magical war machine. Its bound !
I

OULS

spell - the Light of Death - can decimate the enemy’s entire
battleline. Such power is rightly feared, and I've found opponents
tend to keep a fistful of dispel dice aside just to prevent the Casket

of Souls from opening. However, because the Casket of Souls also
gives me a bonus D3 power dice each Magic phase, it means that |

can overwhelm my foe with a barrage of spells - he can’t possibly

dispel them all.

(%8 -_-_.-r"!'--'_ ~v bk

HAVEN'T | ALREADY
Kiitep You?

When fallen warriors

| are resurrected by the

i Restless Dead attribute,
| you always start with

| the unit champion. This
means that even if your
unit champion falls in a
challenge, he can rise
again and have another
go - if at first you don't
succeed and all that...

THE MAGIC OF ANCIENT GODS
The Lore of Nehekhara, replete with
augment and hex spells, opens a whole
repertoire of killer combinations for you to
unleash. Before | launch into some of my
own devious little combos, let me first
remind you of the lore’s attribute, the
Restless Dead. Every time an augment spell
is cast upon a unit, it recovers D3+1
Wounds’ worth of models. That's awesome,
especially when you consider that more
than half the spells are augments and many
can affect several units at once. As a result,
try to maximise the number of units within
12-18" of your Liche Priests.

The signature spell is Khsar’s
Incantation of the Desert Wind, and it's
deceptively powerful. Not only does this
spell allow my units to move again —
happily getting around the Undead’s
inability to march — it resurrects fallen
warriors too. As the spell affects several
units, it’s is a vitally important spell and not
one to leave home without.

Djaf’s Incantation of Cursed Blades
grants units the Killing Blow ability, but it is
especially destructive on units that already
have Killing Blow, as they will then cut the
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head from their foes on a 5+. Thankfully
there’s no shortage of candidates in the
eternal armies of the Tomb Kings. Tomb
Guard, Necropolis Knights, Necrosphinxes,
the list goes on, and with this spell they
will tear through regiments of Chaos
Warriors, Knights of the Realm or Dwarf
Ironbreakers in quick order.

Tomb King units tend to have fairly
poor armour, and so the 5+ ward save
afforded by Neru’s Incantation of Protection
can come in very handy indeed. | find it a
fantastic spell to cast on my infantry hordes
when I'm facing an army with lots of war
machines (especially stone throwers and
other template weapons).

My favourite spell has to be Ptra’s
Incantation of Righteous Smiting, which
gives the target warriors an extra Attack or
shot with a ranged weapon. It’s a really
powerful spell that, if used at the right time
and in combination with other augment
spells (especially Djaf’s Incantation of
Cursed Blades) can be a real game winner.
Chop, hack and slash your way to victory,
that's what | say.

Usekhp’s Incantation of Desiccation
lowers the Strength and Toughness of
enemy units and I've found it’s best used
just before a unit of Skeleton Chariots
charges in. The combination of Impact Hits
and lowered Toughness is, more often than
not, utter carnage, whilst the reduced
Strength means my foes strike back with
the power of an enfeebled Snotling.

Usirian’s Incantation of Vengeance is a
devious spell that has saved me on
numerous occasions. Because it reduces
the victim’s Movement, cavalry units that
were about to plough through my ranks
suddenly find themselves out of charge
range — what a shame. I've found it to be
particularly useful when combined with a
Screaming Skull Catapult. It just adds insult
to injury if your enemies are dragged to
their doom as they turn and flee from your
war machine’s wailing payload.

Sakhmet’s Incantation of the Skullstorm
can sweep whole regiments off the table,
but as the range is tied in with the caster’s
Wizard level, I find it a spell best saved for
Liche High Priests. I've found a fairly
devious combination is to take a Liche
High Priest with Enkhil’s Canopic Jar. You
can cast the Skullstorm, watch it annihilate
your enemy and if it looks like it might
then threaten your own troops, use the
Canopic Jar and get a healthy number of
power dice back to cast another spell.

Ill quickly wrap up my thoughts on
magic with a few words of caution. Many
of the Tomb Kings spells can be boosted,
and though the effects can be rather
dramatic, the higher casting values
necessitate more power dice, increasing
the risk of a miscast. Just remember that if
your Hierophant is sucked into the Realm
of Chaos, your entire army might follow.



g e
The Tomb King’s Hierophant

marches to war protected by a |
horde of Skeleton Warriors.

AWAKEN THE LEGIONS

Every Warhammer player has learnt to
respect the fighting prowess of hordes and,
from a mere 4 points apiece, there's really
no excuse why you can't field several such
units of Skeleton Warriors. Hordes also
allow you to endure one of the army’s
inherent weaknesses — poor Initiative.
Because Skeleton Warriors strike at
Initiative 2, small units are likely to get cut
down before they can strike. However, if
you go big, you'll be able to take the initial
knock on the chin and still strike back.
And, with the help of a bit of magic, you
can quickly restore your units. Winning
wars of attrition are what Tomb Kings do
best, so keep plenty of Liche Priests nearby
and grind your foe down.

Tomb King characters can greatly
enhance the power of the units they join.
A Necrotect bestows the Hatred special
rule on to his unit, a Hierophant grants his
warriors a 6+ regeneration save and a
Battle Standard Bearer makes his regiment
more resistant to instability. However, the
jewel in the crown has to be a Tomb King's
My Will Be Done special rule. By passing
their Weapon Skill onto their unit, they can
transform a regiment of mediocre warriors
into a terrifying elite unit. When combined
with Fear this can be a really deadly
combination indeed.

In addition to my phalanxes of Skeleton
Warriors, | rely heavily on three other
units: Skeleton Archers, Skeleton Chariots
and Tomb Guard. My Skeleton Archers
have a deadly reputation thanks to the
Arrows of Asaph rule. In large games, |
bolster my Undead archers with High
Queen Khalida, thereby boosting the unit's
Ballistic Skill.

Skeleton Chariots are worth their
weight in gold simply because Impact Hits
go first. If there’s an enemy unit that you
feel might cut vast swathes through the
ranks of your low-Initiative troops (Sword
Master of Hoeth spring to mind), run them
down with your chariots.

Tomb Guard are elite infantry. Not only
do they have a superior statline, they also
have Killing Blow. When combined with
Djaf’s Incantation of Cursed Blades or
Ptra’s Incantion of Righteous Smiting, a unit
of these warriors will cut through whole
regiments. When armed with halberds,
Tomb Guard strike with Strength 5. That’s
the equivalent of most army’s troops when
armed with great weapons, but without any
of that Always Strikes Last nonsense.
Finally, Tomb Guard can also have a magic
standard, and you can’t go wrong with the
Banner of the Undying Legion. This banner
resurrects D6+2 warriors in the Magic
phase — how cool is that?

FEAR ME

Don’t underestimate
the power of Fear in
Warhammer. Enemy
units that fail their Fear
test strike at a measly
Weapon Skill of 1-
often the difference
between victory and
defeat, especially when
they find themselves
facing a unit using your
Tomb King's Weapon
Skill. However, enemy
Generals and Battle
Standard Bearers are
effective in bolstering
the courage of their
warriors, so try and
eliminate these
characters as quickly as
you can. Also
remember that if you
have two or more Liche
Priests in your army you
can take spells from the
Lore of Death. The
combination of Doom
and Darkness and a unit
of Fear-causing troops
will leave even the
bravest hero quaking in
his boots.
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NECROTECTS
| Necrotects are a handy
i little addition to any

Tomb Kings army. By
| keeping a unit or two of
animated constructs on |
either flank of a |
Necrotect’s unit they
gain a 6+ regeneration
save thanks to the Stone
Shaper rule. The look
on your opponent’s face
when your Necrosphinx
regenerates that
cannonball hit is
priceless.

WAR STATUES OF NEHEKHARA
No Tomb Kings army would be complete
without one or two (or three) giant war
statues to pound the enemy with. Animated
Constructs have a much greater
survivability than the massed ranks of the
skeletal soldiery; they all get a 5+ save and
they suffer one less wound than would
normally be caused due to being Unstable.
With their relatively high Leadership values
this also means that they don’t have to
worry overly about the destruction of the
army’s Hierophant (although I've had to eat
those words on occasion with an
unfortunate roll of a double 6 — funny how
they only seem to come around when it’s
time to take a Leadership test, isn't it?).
But which constructs to take? Well,
Ushabti are rock hard (Groan — Ed), able
to munch their way through enemy
infantry units with deadly efficiency. If
that’s not enough, they can also be
equipped with Strength 6 great bows. With
a casting of Ptra’s Incantation of Righteous
Smiting these guys can fire two shots each,
and with a healthy -3 save modifier they
stand a good chance of skewering your
enemy’s heavily armoured knights before
they even get within range to charge.
I've also a penchant for Necropolis
Knights, who combine a high statline with
the best armour save available to your
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army. If this isn’t enough, the mounts have
Poisoned Attacks and the riders have
Killing Blow. As a result, Necropolis
Knights can take on almost anything, from
ranked-up units of elite infantry to enemy
monsters and characters.

However, it's the Khemrian
Warsphinxes and Necrosphinxes that are
the real heavy hitters. To start with, they
both have Toughness 8. As you can
imagine, they can survive a horrendous
amount of battle damage, wading through
the ranks of the enemy virtually unscathed.
But before you get too blasé, heed my
warning: beware Poisoned Attacks! Units
with Poisoned shooting attacks like Skinks
are adept at killing your big monsters, but
I've found a decent volley from Skeleton
Archers or Skeleton Horse Archers should
see these skirmishing ambushers off.

I take both a Khemrian Warsphinx and
a Necrosphinx because they complement
each other. A Warsphinx excels at crushing
regiments of infantry, but it can come a
cropper when facing monstrous infantry or
opposing monsters who are just too big to
be Thundercrushed. The Necrosphinx,
however, with it's Decapitating Strike, is a
premier monster killer, but its special rules
are wasted on rank-and-file infantry. By
keeping the two close together there is
nothing that can stand in their path.

These Ushabti are further bolstered
by the presence of a Necrotect,
giving them a 6+ regeneration save.




The ability of some Tomb King units
to emerge anywhere on the board
allows for cunning ambushes.

DEATH FROM BELOW

Several units in a Tomb Kings army have
the Entombed Beneath the Sands special
rule. This is a versatile ability that allows
these units to emerge behind your
opponent’s troops, launch a deadly ambush
on enemy war machines or reinforce any
weaknesses in your own battleline. Before |
critique those units that can Entomb
Beneath the Sands, let me first of all
recommend a Tomb Herald with the
Banner of the Hidden Dead if you're going
to rely heavily on any of these. This
magical standard allows your entombed
units to re-roll the scatter dice when they
emerge, preventing a nasty mishap from
destroying your whole unit.

Tomb Scorpions are superb war
machine hunters. They are tough enough to
not worry (too much) about a bolt thrower
shot or a blast of grapeshot, and their
Poisoned, Killing Blow attacks make short
and bloody work out of any artillery crew.
Having dealt with the enemy’s big guns,
Tomb Scorpions are typically in a prime
position to charge into the rear of enemy
formations. A word to the wise though;
Tomb Scorpions need that flank or rear
charge bonus if they're going up against a
fully ranked unit, otherwise they tend to
have difficulties overcoming the enemy’s
combat resolution for ranks and banners.
This means that, even with the Animated
Construct rule, they can die due to
instability.

Sepulchral Stalkers are perhaps even
better ambushers because they have a
deadly shooting attack meaning they can
kill their targets on the same turn they

emerge, turning them into piles of sand
with but a look. You'll need 6s to slay most
opponents, but if you're going up against
Dwarfs or Lizardmen (or even other
Undead) these guys really come into their
own. However, because their shooting
attack only has a short range, it means that
they can be left open to a vulnerable
counter-charge if they emerge in an
enemy’s front arc — so don’t. Always aim to
emerge these guys in their target’s rear arc
and sneak up on them from behind.

Necropolis Knights are unusual in that
they can purchase the Entombed Beneath
the Sands ability as a unit upgrade. I've
found that an entombed unit of Necropolis
Knights works fairly well if I've also taken
plenty of units of Skeleton Horsemen and
Chariots. These units smash into the
enemy’s fore as the Necropolis Knights
charge into their rear, resulting in what |
like to call a Death Sandwich™.

Finally, let me not forget about Tomb
Swarms. With 5 Wounds a base, they are
great at slowing your enemy’s elite units
down, and I've found them to be ideal
counter-attack units, used to plug holes in
my line. If your enemy punches through
your front lines and is now in a position to
threaten, say your Hierophant, try and
emerge a unit of Tomb Swarm in between.
As long as you can get one or two augment
spells off with your Hierophant you can
quickly restore the Tomb Swarm unit’s lost
wounds and your opponent will simply not
be able to kill them quick enough. What's
more, with 5 Poisoned Attacks per base,
they can even pull down tough, un-
armoured monsters like Giants.

PRINCE APOPHAS
Prince Apophas is the
bane of heroes, and
there’s no hiding from
him. Although he only
has Initiative 1 and
Toughness 3, he more
than makes up for it
with Regeneration and 4
Wounds. There are few
Heroes out there who
can hope to destroy him
before he can strike,
and with 5 Strength 4
Attacks (that re-roll
failed To Hit and To
Wound rolls against his
victim) and a further
2D6 hits from a Breath
Weapon, they’ll
probably not live long
enough for a second
round of combat.
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HIEROPHANTS

Many of the spells in
the Lore of
Nehekhara can be
boosted to affect
multiple units, so
keep your Liche
Priests in amongst
your battlelines.

ight then, | guess I'd better practice
Rwhat | preach and show you how

this all works when put together in
an army list.

So, starting from the top is a Tomb King
mounted on a Khemrian Warsphinx, giving
him both boosted combat prowess and
increasing the range of his Inspiring
Presence to 18". He's not got a magic
weapon, but with a great weapon his
Strength is 7, so high Toughness and
armour saves are unlikely to be a problem.
Marching to war with only tattered, pitch-
soaked bandages is not a recipe for long-
term survival, however, so I've given him
the Armour of Destiny and the Dragonbane
Gem, giving him a ward save and much-
needed protection from fire

Magical support comes in the form of a
Liche High Priest and his Level 2 acolyte,
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who between them have six spells from the
Lore of Nehekhara. Although I'd be happy
with any combination of spells, | do have a
shortlist of must haves — Khsar’s Incantation
of the Desert Wind, Djaf’s Incantation of
Cursed Blades and Neru’s Incantation of
on — and between the two Wizards
I'm fairly certain to get all three. Whilst |
intend to field both in the midst of my
battlelines where their spells can have the
greatest effect, I'm not reckless enough to
leave my Hierophant there when the
fighting kicks off — the Cloak of Dunes will
allow him to skedaddle when the enemy
draw near, fleeing... sorry, flying for the
unit of Archers behind the main line.
Finally we have a Battle Standard
Bearer and a Necrotect, both of whom add
a welcome boost to my frontline. The
Battle Standard Bearer will join whichever
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unit of Skeleton Warriors is farthest away
from the Tomb King, so his Hold Your
Ground ability can affect those warriors out
of range of the General. The Necrotect will
spur on the unit of Tomb Guard, as the
re-rolls from Hatred gives them even more
chances of scoring a Killing Blow. I'll also
make sure he remains within range of the
unit of Ushabti, the Necrosphinx and the
Khemrian Warsphinx, so they gain a 6+
regeneration save.

The three units of Skeleton Warriors
make up the core of the battleline,
bolstered by the presence of the Tomb
Guard and the Tomb King. | also have a
secondary line that will advance behind,
comprising the Ushabti with great bows
and the Skeleton Archers, but just because
they’re armed with missile weapons don’t
be shy about getting stuck in with them.

Although my main tactic is to
implacably advance forwards, | have three
units that | hold back to plug holes or deal
with any nasty surprises. Two of these — the
Sepulchral Stalkers and the Tomb Scorpion
— start the game Entombed Beneath the
Sands, and their primary mission is to deal
with war machines or other opportunistic
targets such as lone Wizards. Once they're
done, they can charge into the rear of
enemy units already engaged. The
Necrosphinx, is there to get stuck in where
the fighting needs a large, stone giant
construct to tip the balance in my favour,
but because it can fly I intend to hold him
back so he can charge over the top of
intervening units and deliver a devastating
strike against a target of my choice.

Right then, the dead grow restless once
more. March, for Nehekhara!

Tre Goroex Host

LORDS
King Ra-patra XVI
Tomb King with 2 great
weapon, the Dragonbane
Gem, and the Armour of
Destiny, mounted on 2
Khemrian Warsphinx with
Fiery Roar.
461 points
Ptaphon
Level 4 Liche High Priest
with the Cloak of the Dunes.
260 points

HEROES
Prince Apophas

130 points
Hotep-Tha
Level 2 Liche Priest with
Channelling Staff.

120 points
Akaten the Golden
Battle Standard Bearer with
shield and great weapon.

91 points
The Jade One
Necrotect

60 points
CORE

The Southern Legion
40 Skeleton Warriors with
spears, Master of Arms,
musician and
standard bearer.

230 points
The Desert Phalanx
40 Skeleton Warriors with
spears, Master of Arms,
musician and
standard bearer.

230 points
The Nameless
40 Skeleton Warriors with
Master of Arms, musician
and standard bearer.

190 points
Asaph’s Fury
30 Skeleton Archers.

180 points

SPECIAL
The King's Guardians
30 Tomb Guard
with halberds, Tomb Captain,
musician and
standard bearer.
420 points
The Spears from Afar
3 Ushabti with great bows.
150 points
The Forbidden
3 Sepulchral Stalkers.
165 points
Acolyte Apha’s Rest
Tomb Scorpion

85 points
RARE
Nehekhara's Wrath
Necrosphinx
225 points
TOTAL: 2997 points
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Codex:
Grey Knights

For more information
about the army of the
Grey Knights, including
background about this
mysterious Chapter of
Space Marines and full
rules for using them in
battle, check out Codex:
Grey Knights. Written by
Mat Ward, this 96-page
Codex is your
indispensable guide.

WARHANMMER
: ;40000
GREY KNIGHTS

WARHAMMER

740,000

TACTICA

GREY KNIGHTS

The Grey Knights are the most elite of all the Imperium’s Space Marines and
answer only to the Ordo Malleus.-Are you worthy to command such a force '
Mat Ward says he is, and has set out to prove it in th|s tactica.

( :Ompared to most Space Marine
armies, the Grey Knights are quite
compact, but this shouldn’t be taken

as code for ‘limited’. Whilst the Grey

Knights can't field as many units or

weapons as other Chapters, they are every

bit as flexible and customisable — probably
more so. Don't believe me? You will by the

time we're done here. And if you don't, Ill

just send the Inquisition round to have

words, so there. In this article, I'll be
focusing on the Grey Knights themselves,
rather than the Inquisitiorial and

Assassanorium allies that often fight

alongside, as they will form the mainstay of

your army.

Before we get into squad-by-squad
detail, it’s worth taking a look at the core
resources that the Grey Knights call upon.

Masters of Magic

Every single Battle-Brother of the Grey
Knights is a psyker of great ability. This is
the chief trait that makes them different
(dare | say superior?) to all other Space
Marines. This magical aptitude can be felt
all the way through the Grey Knights army,
from the lowest Knight to the Supreme
Grand Master himself.

TACTICA: GREY KNIGHTS

A Grey Knight's psychic powers affect
the game differently, according to his rank
and role. All Grey Knights in a squad have
access to one or two psychic powers that
affect the entire squad — here, individuals
do not seek to improve their own might,
but work together to bolster the strength of
their entire squad. Vehicle pilots instead
use their abilities in concert with the
psycho-reactive armour to undo minor
damage. High-ranking Grey Knights are
capable of incredible and varied feats of
magical might, which, when used properly,
can turn the tide of battle. Nowhere is this
truer than with the special characters,
whose innate sorcery is so musculous that
it can perform seemingly impossible feats.

Bear in mind, however, that whilst most
squads have two or more psychic powers
(including the activation of their force
weapons) they can only use one each turn,
so choose carefully.

Nemesis, I Name Thee

The Nemesis force weapon is the Grey
Knights’ signature weapon, crafted solely
for the purposes of Daemon-slaying.
Should a Daemon (or psyker) suffer one or
more unsaved wounds from a Nemesis



force weapon, then they have to take a
Leadership test at the end of the phase to
avoid being banished.

That's not to say that a Nemesis force
weapon cannot be put to effective use
against other enemies. Indeed, they're still
force weapons (making a Grey Knight
squad a mighty force of instant death upon
the battlefield) and most have other
abilities as well, allowing you to tailor your
squad’s role. If that role’s going to be
fighting monstrous creatures, take a couple
of Nemesis Daemon hammers to smack the
monster down. Against high Initiative foes,
take Nemesis force halberds for a handy +2
Initiative bonus. Against horde armies like
Orks or Tyranids, take Nemesis falchions
for +1 Attack per model.

Better still, these weapons can all be
mixed and matched, ensuring that you can
kit a squad up to deal with a variety of
threats. Consider, for example, going up
against a squad of Chaos Space Marines,
led by an Aspiring Champion and a Chaos
Lord. A squad with Nemesis force swords
will acquit themselves nobly, I'm sure, but
a refined weapons load-out will be much
more effective. Assuming that we're talking
about a five-man squad of Grey Knights,
give a warding stave to one, halberds to
two, and falchions to the remainder. The
halberd-armed Grey Knights get to strike
before the Chaos Lord can bring his
Daemon weapon to bear, hopefully killing
him instantly in the process. Your falchions
then get to strike simultaneously with the
Chaos Space Marines but, of course, your
weapons ignore armour and theirs don't.
Finally, the warding stave is there to soak
up the inevitable blows from the Aspiring
Champion’s power fist or power sword.
Providing you're the one charging (and you
should be) then the Aspiring Champion
will only score one wound, which you can
then allocate to the Grey Knight with
falchions, who has a 2+ invulnerable save.

Great Guns

Though the Grey Knights have a definite
close combat slant to them, they can still
dish out the damage at range as well as up
close. As ever, their options are keyed to
the destruction of Chaos Daemons, so
you'll not find much in the way of anti-tank
in their arsenal (except for on some of the
vehicles, which we’ll come to in due
course). No, what the Grey Knights excel
at is masses of anti-infantry firepower. This
begins with the storm bolter — the standard
longarm of the Grey Knights. As any self-
respecting Space Marine Terminator will
tell you, the storm bolter’s an excellent
anti-horde weapon, and a fully armed
squad puts out enough shots to trouble
even power armour. If this isn’t enough
shooty death for you, then every Grey
Knights squad can be further augmented
with heavy weaponry.

DEFENDERS AGAINST DAEMONKIND

As well as their formidable psychic powers, all Grey Knights have a
natural propensity for fighting Daemons. After all, this is what
they’ve trained for their entire lives. Accordingly, all Grey Knights
have the Preferred Enemy: Daemons special rule. Of course, this
is primarily of use when fighting the Daemons of Chaos, but can
come into play when fighting other armies — them Daemons get

everywhere, you know. Just ask the Avatar.
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The incinerator is probably the most
straightforward of all the Grey Knights’
heavy weapons. It's basically a mammoth
flamer with Strength 6. Perfect for clearing
defensive postions. Just place the template
and WHOOSH! Anything not wearing
power armour or better is now dead, more
or less. Of course, the incinerator lacks a
little in the way of range, so you might
want to consider the psilencer instead. This
formidable gatling gun fires bolts of
psychic energy, specifically tuned to
destabilise Daemons, but they also make a
mess of everyone else too. Six Strength 4
shots at 24" isn't half bad by any standards,
and given they always wound Daemons on
a 4+, it's the perfect weapon for bringing
down a Greater Daemon or other such
daemonic monstrosity.

Last of all, we have the psycannon, and
if there’s a better all-round weapon in the
game | don’t know what it is. You can think
of the psycannon as the result of putting
psychically charged shells into an assault
cannon, and you won't go far wrong. Four
Strength 7 shots (with Rending) can put the
hurt on pretty much any unit in the game,
so the psycannon’s a great choice if you
don't quite know what you're fighting. This
all comes at a price, however — it's a much
more expensive option than the other
available guns.
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With this
Hammer(hand)!

All Grey Knight units
have the Hammerhand
psychic power, a handy
ability that allows them
to infuse their blows with
psychic might and give
them a +1 Strength
bonus in close combat.
This power is particularly
handy when facing off
against other Toughness
4 troops, as well as
monstrous creatures
whose high Toughness
would normally pose a
challenge to them.
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Burn, Foul Beast
The Purifiers and
Paladins share a unifying
element: their psychic
powers burn the foe
pretty nicely! The
Paladins” Holocaust
power is a Strength 5,
large blast shooting
attack. As for the
Purifiers, their Cleansing
Flame is used during the
Assault phase and
wounds enemies in the
combat on a roll of 4+.
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ARMOURED TRANSPORT

While the Grey Knights don’t employ much in the
way of tanks, they do maintain a varied fleet of
transport vehicles, ranging from the humble Rhino to
the mighty Land Raider. Not only do these allow your
Battle-Brothers to make their way around the

Gadgets and Gizmos

Grey Knights shun few weapons in their
never-ending quest against Daemons, and
their armouries are full to bursting with
arcane technology that any Ork Mek would
give someone else’s right arm for. Most of
these devices are reserved for the use of
high-ranking Grey Knights, but there are as
many that can be taken by Justicars,
Paladins and Knights as well.

The latter category covers such things
as master-crafted weapons, psybolt
ammunition (+1 Strength to all storm
bolters in the squad), digital weapons (re-
roll one failed To Wound roll in close
combat) and a Brotherhood banner (+1
Attack for everyone in the squad). The
former is where the truly interesting stuff
lies, however. This is where you’ll find
blind grenades (defensive grenades) rad
grenades (enemies suffer -1 Toughness in
the first round of an assault) empyrean
brain mines (stun an enemy character for a
round) or the great psychotroke grenades

. which, well, have lasting and amusing

effects far too long and diverse to discuss
here — just take them, they're great.

Finally, a word on psyk-out grenades.
All Grey Knights carry a supply of these
rare and lethal concoctions. Against
‘normal’ opponents, these grenades have
no effect, but against Daemons and psykers

RN 4
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(see the pattern emerging here?) they
reduce Initiative to 1. Just the thing to
make sure your Grey Knights get the first
blow in or, at least, their Daemon hammers
get to strike simultaneously.

That's the basics covered, | reckon. Let’s
talk specifics.

The Heart of the Brotherhood

At the centre, most Grey Knight armies are
all about their Terminator Squads. Most
other Space Marine armies would kill to
take Terminators as Troops choices, so it'd
be churlish not to make the most of an
opportunity denied to others. Grey Knight
Terminators can do everything that
ordinary Terminators can, and more.
Chiefly, they can claim objectives, but
they’ve also got access to the Nemesis
armoury we've already discussed. It can
often seem a waste having a Terminator
unit babysitting an objective, but few
objectives could be safer! If you're wanting
to spend fewer points on your Troops
choices, or just want a few more models in
your army, then consider a Strike Squad or
two. At 100 points, these are excellent
value and, for the most part, can hold
down an objective just as well as
Terminators — no one wants to assault a
squad of force weapon-wielding Space
Marines if they can avoid it. In either case,

battlefield a lot more swiftly than they would on foot,
but the extra weaponry doesn’t hurt either.
Razorbacks and Land Raiders are particularly
welcome, as you can always use the additional
lascannon shots they bring.



you can only take one heavy weapon, so
choose carefully. If the squad’s on the
attack, an incinerator will probably be the
best choice. If they’re defending you want
something with range, such as a psilencer.

Honoured Elites

When you've settled on your Troops units,
the next stopping off points are the two
elite Brotherhoods within the Grey Knights:
the Purifiers and the Paladins. Which squad
you'll want to include will depend entirely
on your playstyle. Purifiers are hammers.
They hit the foe really hard, but aren’t any
stronger in defence than other squads.
Paladins are anvils, With 2 Wounds each
and an Apothecary option, they can soak
up damage incredibly well, but they don't
do much more damage than a Grey Knight
Terminator Squad‘ Of course, you can
include both, but your points vanish
quicker when building a Grey Knights
army than with any other.

Advance Forces
If your mission objective is behind the
enemy lines, you need a plan of attack so
you can reach it. While you can just Deep
Strike Terminators and Paladins onto the
battlefield, the Grey Knights have several
other options at their disposal. First up is
the Interceptor Squad that, once per game,
can teleport 30" in any direction — ideal for
that last turn objective grab, or for
ambushing an important foe. This ability
works very nicely with the incinerator, but
be careful not to overstretch yourself —
even Grey Knights can be swiftly
overwhelmed if they teleport into the
middle of the enemy army without support.
Your other fast-moving unit is the
Stormraven Gunship. I've talked plenty
about this war machine recently, so Ill
settle for a quick recap: it’s fast, packs a lot
of guns and can transport a sizeable strike
force. There’s no better way of getting your
Paladins to clear an objective than by
packing them into a Stormraven. One way
in which the Grey Knights’ Stormraven
differs from the Blood Angels’ version is its
missile armament. Mind-strike missiles are
perfect for offing Hive Tyrants and other
monstrous psykers, as each hit also applies
a Perils of the Warp in addition to damage.

Fire Support

In the Grey Knights, fire support is a task
largely given over to three units: Purgation
Squads, Dreadnoughts and Venerable
Dreadnoughts. Purgation Squads carry up
to four heavy weapons, allowing them to
pour out firepower when and where it's
needed — consider them to be better-armed
Strike Squads. The Dreadnoughts, on the
other hand, should be your tank busters.
You've plenty of anti-infantry floating
around the army, so arm your Dreads with
missile launchers and lascannons.
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Not only do Purgation Squads have an advantage over their Battle-Brothers
in terms of the number of heavy weapons they can tote, they can also shoot
around corners. No, you did read that right. The Astral Aim psychic power
allows Purgation Squads to shoot at enemies they can’t see. Just the ticket

for giving your enemy a nasty surprise.

Cometh the Dreadknight

Before | move on to the characters, there’s
one more unit to discuss. It's probably the
most iconic unit in the whole army, partly
because it's so big, but mostly because it
can fulfil pretty much any of the combat
roles we've discussed. The unit in question
is, of course, the Dreadknight. At its most
basic, the Dreadknight is a mean assault
combatant, with a pair of Nemesis
doomfists and a profile that’ll cause even a
Greater Daemon a moment of pause. From
here, he can be bought better close combat
weapons and up to two heavy weapons (far
upscaled versions of those available to the
other squads). Indeed, a Nemesis
Dreadknight can even have a personal
teleporter, allowing him to move just like
an Interceptor Squad!

Of course, if you buy everything then
the Dreadknight will cost over 300 points,
s0 it’s best to pick and choose. Personally, |
favour running my Dreadknights with a mix
of any two weapon upgrades (i.e. two
guns, or one gun and one close combat
weapon). This way, | get a nicely versatile
warrior for 150-200 points. Even so, a
‘barebones’ Dreadknight who wanders the
battlefield punching out Greater Daemons
with his doomfists is still viable — as ever, it
all depends what you want him to do.

FEEII =

Off Switch

Dreadknight armour is
what a Grey Knight
straps himself into when
he has to go one on one
with a Greater Daemon.
As a result it should be
no surprise that the
pilots also have Dark
Excommunication, a neat
power that ‘turns off’ all
of a model’s daemonic
gifts. Well, it's not a good
idea to play fair when up
against the Chaos Gods
— they don't.
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Hero of the Hour

Should a Brotherhood
Champion suffer a
mortal wound with his
psychic might as yet
unspent, he'll inevitably
attempt to make a Heroic
Sacrifice. Assuming he
passes his Psychic test,
he gets to make one last
attack. If that strike hits,
both he and his
opponent are removed
from the board as
casualties as the
Brotherhood Champion
strikes one last heroic
(and possibly surprising)
blow for his Emperor.
Against a nasty
opponent, it’s always a
good idea to hold back
his psychic power just in
case sacrifice is needed.

Lords of the Chapter

No Space Marine army would be complete
without some mighty heroes to lead it, and
the Grey Knights are no exception. If
you've got the points available, go for a
Grand Master — his Grand Strategy special
rule can be used to refine your army to the
task at hand. Need to set up further
forward? Give D3 of your units the Scouts
special rule. Need more Troops to claim
objectives? Grand Strategy can transform
D3 of your units into scoring units. If your
points don't quite stretch, a Brother-Captain
is still a fine selection, and can be further
powered up by some of the grenades
discussed earlier.

As you might expect, the Grey Knights
set great store by their Librarians, and so
should you. Not only does the Librarian’s
psychic hood shut down enemy psykers,
he also has a wide array of augmentative
and destructive powers. Personally, | favour
a mix of the two — Sanctuary and the
Shrouding to preserve Grey Knights near
the Librarian, and Warp Rift to assail the
foe. Again, if you want to spend more
points, the 50 points that will allow your
Librarian to use three psychic powers a
turn is a good investment, but as you have
to purchase your powers on top of this,
he’ll have to work hard to earn his keep.

Last, but definitely not least, is the
Brotherhood Champion. In terms of other
Chapters, the Brotherhood Champion’s a
bit like a Chaplain and Company
Champion rolled into one. As a Herald of
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Titan, the Company Champion exhorts any
Battle-Brother in the same squad to re-roll
misses in close combat. As far as his
personal fighting ability is concerned, he’s
a mighty Weapon Skill 7 and has a choice
of three different battle stances with which
to engage the foe. Sword Storm allows him
to make one attack on every enemy model
in base contact; Rapier Strike lets him
make D3 Attacks at Initiative 10; and Blade
Shield lets him re-roll failed saving throws
until the end of the turn. Oh, and he also
gets to re-roll his attempts to wound.
What's the Company Champion’s role?
Well, he’s got two. You can either use him
to bolster a squad, or you can aim him like
a spear at the biggest and nastiest enemy
model on the table. Even if he doesn’t kill
it with his own attacks, his Heroic Sacrifice
will do the trick!

Putting it all Together

As you've hopefully realised, the Grey
Knight army can be a formidable fighting
force indeed. However, you're always
going to come up against one significant
limitation: the points value. As an elite
force, every model in the army will cost
you plenty, not to mention your upgrades,
and it’s really easy to overspend. As a Grey
Knights player, expect your 1500-point
army to come in at around 40 models —
less if you field a Dreadknight, Land Raider
or Stormraven. Rest assured though, that
whatever your army lacks in numbers, its
killing power is still top tier.

p



rand Master Drak is central to the army. Not only
G is he by far and away its best fighter, his Grand

Strategy special rule lets more of my units claim
objectives, so | can spend more points outside of Troops.
The orbital strike relay adds a little in the way of heavy
firepower, whilst the digital weapons and psychotroke
grenades beef up his close combat potential.

Purifier Squad Horak is my supporting assault unit.
Whilst it doesn't have the durability of Terminator Squad
Straxos, its Cleansing Flames can often even the odds
before the fight even begins.

Terminator Squad Abraon is my objective holding unit.
The standard equipment is, for the most part, sufficient to
keep the enemy at bay, but the added psilencer lends a
touch of additional firepower.

Squad Straxos, by comparison, is my main assault unit,
with plenty of extra close combat wargear, and an
incinerator to thin the enemy numbers.

“WARHAMMER

/40,000,

HQ
Grand Master
Castavor Drak
Storm bolter, Nemesis force
halberd, digital weapons,
orbital strike relay and
psychotroke grenades.

250 points

ELITES

Purifier Squad Horak

5 Purifiers with 2 Nemesis

force halberds, 1 Nemesis

falchions, 1 Nemesis

Daemon hammer and

1 Nemesis warding stave.
159 points

TROOPS

Terminator Squad Abraon

5 Terminators with 2

MNemesis force halberds,

1 master-crafted Nemesis

force sword and 1 psilencer.
220 points

Terminator Squad Straxos
5 Terminators with
3 MNemesis falchions,
1 psilencer and 1 Nemesis
Daemon hammer,

230 points

FAST ATTACK
Interceptor Squad Trakon
5 Grey Knights with
1 incinerator and 1 Nemesis
Daemon hammer.
160 points

HEAVY SUPPORT
Purgation Squad Croan
10 Grey Knights with 1
Nemesis Daemon hammer
and 4 psycannons.

285 points
Gorand, Nemesis
Dreadknight
with Nemesis greatsword
and heavy psycannon.

195 points

TOTAL: 1499 points

Another relatively cheap and cheerful unit, Squad
Trakon is geared to giving close support to the Terminator
Squads. The incinerator and the personal teleporter is an
excellent combination — especially if you can get the drop
on a nice big enemy squad.

Purgation Squad Croan’s role depends entirely on
circumstances. In Kill Point games, I'll keep it as one large
fire support squad. In objective games, it'll be split into two
Combat Squads. The Justicar’s half of the squad will go
forward with the Daemon hammer, with the heavy
weapons staying behind to give fire support. Squad Croan
is my primary anti-tank squad, relying on Rending rolls to
take down high-armour enemies.

I've gone for an all-rounder Dreadknight, with the
biggest gun available and a greatsword to give him an edge
in close combat. Given his extreme resilience (2+ armour
save and 5+ invulnerable save), Gorand is my first choice
to become a Troops unit from Drak’s Grand Strategy.
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A WARHAMMER
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It’s the match-up fans of the Eldar have been waiting for;
the brave warriors of Saim-Hann must face their dark and
twisted kin in this month’s exciting battle report.

ar ravages the galaxy — army
clashes with army, planet battles
planet and race fights race. As a

humble spectator in all these conflicts there
are certain battles that quicken the pulse,
where the sides are so thematically
opposed, you know that no quarter will be
given. Undeniably, Eldar vs. Dark Eldar is
one fan-pleasing match-up, and as it's been
well over a decade since the Eldar of the
Craftworlds fought their evil kin in the
pages of White Dwarf, we thought it was
about time to redress this balance. Step
forward current Staff Champion and
consummate Eldar general, Glenn More to
field the forces of Saim-Hann. His opponent
is none other than Dark Eldar overlord —
and author of both Codex: Eldar and
Codex: Dark Eldar — Phil Kelly.

The battle will be an intriguing prospect
as both sides represent a force that strikes
fast but is inherently fragile; they can both
punish the foe from afar and up-close. The
theory is that while the Dark Eldar will have
the edge in close combat their craftworld
cousins will be able to put more ranged
firepower out there.

As is often the case when we choose
our battle report generals, they will get
together during the lunch periods on the
week before battle day and play a few
games to help refine tactics and forces. We
rarely report on these practice games,
saving the coverage for the battle itself.
Although in this instance there was a lot of
interest in the game and a healthy crowd of
spectators gathered to see who would
triumph in this bout of Kinstrife. If you don’t
wish to know the result and so remain
untainted for the coming battle then turn
the page now!

For those who are curious the game was
predictably a complete bloodbath with
heavy losses to both sides, when the tallies
had been counted up it was the Eldar of
Saim-Hann who were victorious. But could
they repeat this result in the actual battle
report, or would Phil learn from his loss and
tweak his army list and tactics to counter
the Craftworld forces? Will Glenn stick to
his original successful plan or try and
wrong-foot Phil with a completely different
battlefield strategy? There is only one way to
find out...

B

| The Eldar of Saim-Hann ghosted through the

| dusty craters and withered skeletal trees of the
once-green planet Boron Valdera. A grim silence
hung over them. This was unmistakeably the
work of the Dark Kin. Up ahead loomed one of
Commorragh's parasitic machines, pulsing with
sickly red light. It had slowly drained the life
from its surroundings like a gigantic tick,
channelling the stolen energies back to the Dark
City through a crescent-shaped webportal. In
three hours of travel, not so much as a single
living insect had been seen.

‘Honoured Farseer,” said Malerion, first-
amongst-equals of squad Alanthwé, ‘is this poor
orb not so bereft of life as to be irredeemable?”

‘Tt is, child, it is. But our cousins are ever

| loath to abandon their strange creations. The
architect of this planet’s despair, Urien his name,

| will arrive shortly to drink in its final
shuddering breath. After reclaiming the leech-
engines, they will move on, and afflict another
world, and then another, turning emeralds into
dust. In their pride, they will ultimately choose
one of ours. Kinstrife s the only path left.’

The Farseer flicked ghost-sign left and
right, and his strike force spread outward,
clinging to the meagre cover. A heartbeat later,
there was a glimmer in the skies, and a scream of

| twisted glee reached out through the sickly air
| toward them. Malerion did his best to swallow
| down his fear. The Dark Eldar had arrived.

" DARK ELDAR

W"d‘”
- BATTLE FACTS

Forces:
Eldar vs. Dark Eldar

. Mission:
| Capture and Control

Depl t Type:
Spearkiead. ¥

. Players:
| Glenn More vs.
Phil Kelly

Scrivenor:
Andy Hall
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The winsome

Phil Kelly is as cold
and calculating as a
Haemonculus
Ancient. If a Realm
of Battle was a
torturer’s slab then
Phil would be its
leering owner,
inflicting pain with
every dice roll.

Phil: You might think this is a rather strange
army at first glance, and rightly so. It's
based around the Haemonculi, after all, and
calling the Haemonculi covens ‘rather
strange’ is a bit like saying Khorne has
‘anger management issues’. For those of you
who have been trapped in a dank oubliette
for the last six months, let me bring you up
to speed. The Dark Eldar hit like a runaway
train, but if you can hit them before they hit
you, they die like flies. The exceptions to
this rule are the warriors of the Haemonculi
covens. These guys are unlike normal
Commorrite warriors in that they patiently
stalk towards their victims rather than
sprinting all over the place like over-
stimulated Olympians. They don't have
Fleet, for a start, and their Initiative is pretty
average. What they do have, however, is a
decent Toughness value, and a whole mess
of pain tokens. My grisly little strike force is
all about the pain tokens, really — any unit
with at least one token benefits from Feel
no Pain, and the resultant 4+ save can be a
real life-saver.

In lieu of my usual Archon, Valossian
Sythrac, I'm using Urien Rakarth to lead my
force. The malevolent old swine makes
‘modifications’ to his minions and hence
doles out bonus pain tokens like an
overactive vending machine. An interesting
facet of the Haemonculi is that you can
take up to three per HQ slot, and each can
of course confer a pain token to the unit he
joins. This should mean | have so many
tokens to go around that my rapid-response
troops, specifically the Hellions and the

SCOURGES

| The Scourges

| combine a winged
assault with their
shardcombines - 18"
ranged Assault 3,
Poisoned (4+)
weapons makes for a
killer combination.
Meanwhile the
Scourge’s ghostplate
armour confers an
impressive 4+
armour save and 6+
invulnerable save to
make them
surprisingly resilient.

jaw-droppingly cool Scourges, can start the
game with a pain token to call their own, as
they start the battle with a Haemonculus.

My game plan is for my resilient Wrack
units to stick like fleshy gloop to any
objectives near my deployment zone,
preferably whilst skulking in cover. Their
Poisoned weapons, which allow a re-roll to
wound against T3 or less, will give any
marauding Aspect Warriors something to
think about. The Grotesques and the Incubi
will zoom off after their prey in their
Raiders, earning their own pain tokens by
cutting the enemy into bloody chunks.
Meanwhile my 5-woman Wych units will
clean up any Eldar that slip through the
shardnet, laying down hails of fire with their
Venom's splinter cannon and claiming
objectives if they survive, A Talos Pain
Engine is a must for any Haemonculi-
themed army (Toughness 7 and a potential
7 Attacks, yes please), able to tip any
contentious combats my way. lts partner in
crime, the Cronos Parasite Engine, will
complement my core tactic, because it is
able to share out yet more pain tokens with
each kill. Meanwhile, my anti-tank brigade
(a smattering of darklight weapons, haywire
blasters, heat lances and arcane
Haemonculi toys) will go hunting for
Glenn’s grav-tanks.

Speaking of flying technological
wonders, the crowning glory for this army is
even more sleek and streamlined than the
Craftworld’s signature tank. | must admit to
being a little bit smitten by the Razorwing
Jetfighter. It just looks so fast and so deadly
that it's pretty much a fixture in any Dark
Eldar game I play. The temptation is to
mercilessly pick on your opponent’s prized

. unit by unleashing all four missiles in the

first turn, but | find it is better to use them
two at a time — that way the Razorwing can
cripple or destroy two units of infantry
before it goes tank hunting with its two dark
lances. It's only Armour 10, though, so |
expect Glenn will shoot it down quick-
sharp — assuming he can get a clean shot,
that is. Say it with me now: mwahahahaha!

"&'t | WATCH OUTFOR:|

3
.’rl
; f

HO:
@ Urien Rakarth
190 points

Dvoshd Obsessus
Haemonculus with venom
blade and Dark Gate.

80 points
Yliac Thremain
Haemonculus with liquifier
gun and venom blade.

65 points
ELITES:
The Shrine of Hell’s Edge
5 Incubi.

110 points

Screaming Death
Raider with dark lance and
night shields.
70 points
The Unrelenting
4 Grotesques with
liquifier gun.
150 paints
Howling Death
Raider with disintegrator
cannon and night shield.
7 points
TROOPS:
The Talons of
the Severed Hand
8 Wracks with liquifier gun
including Acothyst.
100 points
| @ The Unrepentant Souls
9 Wracks with liquifier gun
including Acothyst.
110 paoints
The Hektrax
5 Wyches including
Hekatrix with
power weapor.
70 points
Poison Hope
Venom with additional
splinter cannon,
65 points
The Glaivemaidens
5 Wyches including
Hekatrix with power
weapon and blast pistal,

| 835 points
? Shade Bane
Venom.
55 points
FAST ATTACK:
The Cold Zephyr

7 Scourges with haywire
blaster, heat lance,
including Solarite.

186 points
The Crimson Pack
1 Beastmaster with

9 4 Khymerae.

The Ripskins

9 Hellions including

Helliarch with stunclaw.
159 points

HEAVY SUPPORT:

| Skyblade

| Razorwing Jetfighter

| with flickerfield.

155 paints

| Deliquescence

| @ Talos Pain Engine with
chain-flails and twin-linked
haywire blaster.

60 points

115 points

Lifethief
6 Cronos Parasite Engine

with spirit vortex.
100 points

TOTAL: 1995 points
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Glenn More is the
Studio’s resident |
| photographer but is |
also firmly on the
Warrior Path.
Rumours are that he
will soon become

A | an Exarch if he

|| | continues, but at

| least we'll geta

good picture of it.

Glenn: Well, what a rare treat! A chance to
play my favourite army against the
mastermind behind the Dark Eldar Codex.
As | was in the privileged position of using
the Studio army | went for something a little
different from my own personal Eldar army.
With some luck | could take down the
Autarch turned Archon; Mr Kelly.

| decided to go with a force that was
half defensive gunline and half fast-moving
offence. Far the defensive part | chose two
Fire Prisms and a Night Spinner which
should bring the hurt to the dark kin.
Normally I'd go for a pair of Wraithlords but
the Dark Eldar’s Poisoned Weapons would
easily make short work of them so some
Armour 12 tanks will be very welcome
instead. The ability to combine fire with the
Fire Prisms will be useful in tight situations.
This makes the shot twin linked and adds a
Strength bonus. Also when the Night
Spinner hits a target it then counts as being
in difficult terrain and dangerous terrain for
its next Movement phase. This should help
to slow down the Dark Eldar infantry. This
force was then bulked out with some cheap
(well, for Eldar they're cheap) and cheerful
units of Vypers and Guardians to add extra
firepower and the important ability to hold
key objectives.

The Guardians would also be joined by
Warlocks with the Destructor psychic
power, which is essentially a heavy flamer!
That should be useful for when the Dark
Eldar get too close. Then my HQ will be led
by a Farseer who can provide re-rolls to hit
and to wound with his Guide and Doom
powers. This gives me the advantage of
boosting one unit and delivering a torrent of
deadly shooting.

The offensive contingent contains Dire
Avengers in a Wave Serpent, Swooping
Hawks, Warp Spiders and Jetbikes led by an
Autarch. All fast moving and very shooty.
These units would all go in reserve and act
as a counter attack. Led by the Autarch they
should show up on time as he adds a +1 to
reserve rolls.

| also decided to take a Dire Avenger
unit on foot. On paper they seem slow and
short ranged but if | keep them in reserve
they can turn up anywhere along my board
edge. They can then move on 6" and
bladestorm an enemy unit 18" away with 30
shuriken shots. This makes them a powerful
mobile threat. In many previous games |'ve
had them turn up in the nick of time to
provide a lethal storm of shuriken.

With all the Raiders at Phil’s disposal
my biggest worry is how fast he can get to
me. Playing Eldar myself | know full well he
could be on me from Turn 1 presenting
several Turn 2 assault threats. If this happens
I'm going to struggle to weather the
inevitable slower second wave of assaults
from the Haemonculi monstrosities. So I'm
going to need to make sure | correctly
prioritise threats with my gunline and bring
my counter-attack units into the battle to
threaten the flanks and misdirect the Dark
Eldar charge. All whilst keeping my Eldar
out of assault.

SWOOPING
HAWKS

The Swooping Hawks
are the winged Aspect
Warriors of the
Craftworlds, adept at
bringing death from the
skies. Their lasblaster
has a respectable 24"
range with Assault 2.
The Exarch can be
armed with a sunrifle,
which has an impressive
Assault 6 Pinning attack.
Additionally, when the
Swooping Hawks Deep
Strike, they can place a
large blast marker
anywhere on the table
to represent them
launching their
grenades in mid air. Any
models under the blast
take a Strength 4 hit.

oot X ety -pdmdrrg

HQ: N

Trialeorn the Silent

Farseer with spirit stones,

Daom, Fortune and

Guide psychic powers.
150 points

Fyveilon
Autarch with jetbike and
laser lance.

120 points
TROOPS:

@ The Cutting Blizzard
10 Dire Avengers
including Exarch with
Bladestorm and extra
shuriken catapult.
152 points

| Sky Storm
i Wave Serpent with
| twin-linked bright lances,

spirit stones and
shuriken cannon.
155 points
o Dire Stalkers
2 10 Dire Avengers
including Exarch with

Bladestorm.
147 points
| The Wild Riders
| @ 5 Guardian Jetbikes.
' 110 points

@ Squad Alanthwé
10 Guardians with
9 starcannon, including
Warlock with Destructor.
140 points
7 Squad Danlayaé
@ ig Guardians with
(&Y starcannon, includin
@/ Warlock with Destmgcmr.
140 points
FAST ATTACK:
The Starblades
.ﬁ‘ 2 Vyper with
shuriken cannans.
100 points
0 Wings of Asuryan
5 Swooping Hawks
including Exarch with
sunrifle, Intercept
and Skyleap.
152 points
G._) Warp Hunters
5 Warp Spiders including
Exarch with
powerblades, surprise
Assault and Withdraw.
157 points
HEAVY SUPPORT:
Saim-Hann's Voice
Fire Prism with shuriken
cannon, spirit stones and
holo-fields.
170 points

The Eldrich Wrath
| Fire Prism with shuriken
| cannon, spirit stones and
holo-fields.
170 points
Red-Weaver
Night Spinner with
shuriken cannon and
spirit stones.

135 points
TOTAL: 1998 points
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DEPLOYMENT |

The players rolled a Capture and Control
mission with a Spearhead deployment.
Phil deployed first, with the Cronos
placed centrally around the Wracks and
Scourges to give out pain tokens. With
the Wracks placed around the woods in
the centre of Phil’s position he placed his
swift and deadly vehicles on the flanks.
Farthest to the south, the Razorwing
hung menacingly in the air. Meanwhile,
in the east, a wedge of Raiders and
Venoms - containing Rakarth, his |
Grotesque bodyguard, the Incubi and
Wyches - were poised ready to strike.
In the south-west quadrant, Glenn i
admitted to feeling exposed and even ‘
considered placing his entire force in
reserve. In the end he decided to split
his army, with the Guardians and vehicles
on the ground and his elites held back.

LET THE PAIN COMMENCE rurn:

he Eldar failed to wrest away the

initiative and so it was the Dark Eldar

that began proceedings. The Venoms
and Raiders went flat out across the
battlefield with the Eldar already firmly in
their sights. Whilst the Talons of the
Severed Hand held back in the cover of the
decrepit woods to guard the Dark Eldar
objective, the rest of the centre advanced
southwards, both the Talos and Cronos
following close by. The Razorwing and
Scourges took to the air and flew south.

As the Razorwing Jetfighter banked
round, it loosed two of its monoscythe
missiles at the closest Guardian squad.
Both missiles streaked across the battlefield
and struck their target. Two arc-like blasts
emitted outwards from the impacted
warheads on a single plane, slicing down
Guardians in a maelstrom of death. The
weapon was typical of Dark Eldar
manufacture; a normal explosive blast
would have done the job just as well, but
there would have been no art or craft to
the kill. Instead the missiles had been
specifically designed to radiate out on a
single — almost two dimensional — plane.
Atoms in width, the detonation created an
explosive blade that decimated the target.
Only Trialeorn the Farseer survived the
onslaught; all the Guardians had been
neatly decapitated, including his brother
psyker, the Warlock.

In their turn, the Eldar stood mostly
firm, tracking their dark kin with the
targeting matrices or raising their weapons
defiantly as the foe rapidly approached.
Glenn hoped they could create a staunch
defence while awaiting the arrival of the
reserves. The Vypers fanned out to
maximise any firing opportunities while the
Farseer moved back to join the second

72 WHITE DWARF KINSTRIFE

squad of Guardians - his fervent hope that
they would not share the same fate as their
belated brethren.

The two Fire Prisms powered up, the
tank on the ridge fired upon the Incubi’s
Raider but struck the intervening terrain.
The second Fire Prism targeted Rakarth's
transport but only managed to glance it.
The Vypers were far more successful,
shuriken cannons firing into the Raider,
ripping it apart. Despite being thrown from
the craft, the passengers were fine — their
Toughness of 5 and a multitude of pain
tokens ensuring they emerged from the
wreckage without a scratch. They didn't
even take a Pinning test, as they were
Fearless due to starting the battle with three
pain tokens.

Even as Phil placed Rakarth and the
Grotesques down on the battlefield, Glenn
targeted them with another of his swift
tanks. The Night Spinner took aim with the
doomweaver atop its sleek chassis and
launched a deadly cloud of monofilament
high into the air to fall amongst Rakarth
and his monstrous bodyguards. The
monofilament enshrouded the Grotesques
and then pulled tight, wounding the squad
four times, slaying one of the lumbering
monsters outright and even cutting into
Urien’s flesh. Phil wasn’t concerned though
as the Master Haemonculus would
automatically regain the lost wound at the
start of the next turn, due to his flesh’s
ability to reknit itself.

Even then the repercussions of the
monofilament cloud were not finished, as
the next time Rakarth’s squad moved they
would have to make both difficult and
dangerous terrain tests, hopefully slowing
them down even further and potentially
inflicting a few more wounds.

Share my Pain

The Grotesques started
the battle with three
pain tokens; so how did
they manage that? This
is down to Phil’s canny
deployment of Urien
Rakarth. He not only
comes with a pain token
but also allows D3
Wrack and Grotesque
units to gain an extra
pain token. In this case
Phil rolled a three and
so awarded both of the
Wrack squads and the
Grotesques with a
bonus pain token each.
Finally, the Grotesques
also start the battle with
a pain token due fo
their Altered Physique.
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The Razorwing Jetfighter delivers death
# from afar, launching two monoscythe
missiles at the Eldar Guardians.

Reserved Feelings

Choosing if and what to leave in reserve
is an important strategic aspect of
playing Warhammer 40,000. If a squad is
absent from the battlefield then it is not
causing damage, claiming objectives or
hounding the enemy. Howevery, it is also
not taking casualties, so when it does
arrive it will be at full strength. The other
advantage of holding squads in reserve is
that when they do arrive, they could well
make their entrance in a tactically
superior fashion - for example, by deep
striking or outflanking.

For this battle Glenn thought hard
about which models in his force would
remain in reserve. He decided to split his
army into defensive and offensive
portions. The defensive part could keep
control of the home objective and allow
the Eldar tanks to start blasting from the
start. The remainder of the force would
arrive deep in the Dark Eldar quadrant
from the second turn, if all went to plan.

Y Y YR

OBJECTIVES

ELDAR

1

I can taste them even now — the stench of fear
from knowing that their doom is fast approaching
— it leaves such a distinctive tang in the air.
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The Razorwing flies
into the middle of
the tabletop and
fires its dark lances
at the Fire Prism
emplaced on the
southern hill. The
first shot glances,
preventing the tank
from firing in the
next phase. The
second dark lance
shot penetrates,
immobilising it.

The Beastmaster and
his pack of
Khymerae speed
across the terrain at
an impressive pace
and reach the cover
of the tower with
ease, their prey
already in sight.

In the south-east,
the Autarch flies
onto the board at the
head of a Jetbhike
squadron closely
followed by the

Dire Avengers.

The Warp Spiders
and Swooping
Hawks deep strike
behind the Dark
Eldar lines and
threaten the
objective currently
held by the Wracks.

Dire Avengers arrive
and level their
shuriken catapults at
the hated Incubi.

BLADESTORM

he Dark Eldar started their second turn

with their troops already moving deep

into the Eldar quadrant — proof, if
proof were needed — of just how fast these
blighters really are. The Incubi’s Raider flew
past the humming tower, only halting to
disgorge passengers in front of the Eldar-
controlled objective and its defenders.

The Venoms also sped across the
battlefield to end their move in the south-
west corner. One of the Venoms had moved
too fast for the Wyches to alight, but the
other squad leapt from the hull of their
transport and brought their weapons to bear
on the Night Spinner.

Rakarth and the Grotesques were
unperturbed by the monofilament cloud
about them and advanced towards the
nearest Vyper, although one of the creatures
was wounded as it stomped forward and
trudged over the delicate but deadly web.

The rest of the Dark Eldar forces halted
their incessant advance and looked to take
shelter in and around the twisted boughs of
the woods. Phil was all too aware that the
main thrust of the Craftworld force had yet
to arrive and did not want to be caught in
the open. The Talos seemed to lose itself in
the southern most woods, as Phil rolled a
double-1. The Cronos was more incisive,
and lurched its way to the rocky outcrop by
the tower.

TURN 2

In the north-east, the Wracks from the
Talons of the Severed Hand remained close
to their objective.

The Shooting phase was relatively brief
with the Glaivemaidens targeting the Night
Spinner so the blast pistol could damage it,
which it did, taking out the doomweaver.
The Venom fired upon the Guardian squad
and slaughtered five. Before they could
recoup their losses, the survivors were then
assailed by the Incubi, who mercilessly cut
them down. The Farseer was left until last,
surrounded by Incubi, Trialeorn no longer
needed his foresight to predict what would
happen next as he was brought low in a
storm of blades,

Rakarth and the Grotesques assaulted
the Vyper, hitting it twice and destroying the
shuriken cannon.

It was then the turn of the Eldar, and
reinforcements were on their way. In fact all
of Glenn's reserves arrived, which not only
evened up the odds, but also pulled the
focus away from the south-west sector as
the Eldar appeared across the battlefield.
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Murderous Assault
The Incubi from the
Shrine of Hell’s Edge
dismounted from
their Raider and then
assaulted into the
Guardians known as
Squad Alanthwé,
covering the ground
thanks to Fleet. Once
in combat they
meticulously wiped
out the opposition.
The Farseer, Trialeorn
the Silent, never
uttered a sound as a
klaive was buried in
his chest and then
whipped round to
behead him. Only a
Warlock was left
standing, but he was
cut down at the end
of the bloody combat
and the Incubi were
triumphant yet again.

g=*>¢ LH0JI4 T1LLVY

Sy o END OF ELDAR TURN 2
9

Oh, how I enjoy it when my craven cousins try and stop
me with their little guns. The more they strike me the
more it tickles — it’s positively de

-_
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Feel Your Pain

The Dark Eldar gain Feel
No Pain with their first
pain token, which helps
to counter some of their
characteristic fragility.
This is especially handy
when squads start the
battle with pain tokens.
Wrack units get to have
Feel No Pain from the
start due to their altered
physiques, which
combined with their
Toughness makes them
extremely resilient.

76 WHITE DWARF KINSTRIFE

Turn 2 continued...

From the south-east, the Autarch
Fyveilon flew onto the battlefield on his
resplendent jetbike, closely followed by the
Wild Riders of Saim-Hann. As they sped
northwards towards their noisome kin, a
Wave Serpent crested the hill and came to
halt, allowing ten Dire Avengers to
disembark. Across the battlefield, another
squad of Dire Avengers advanced onto the
board in the southwest sector. Before them
were five Incubi, still spattered in the blood
of the Eldar and the Farseer — vengeance
would be theirs.

The Warp Spiders appeared in the
north-east, phasing in from the webway
with the Dark Eldar objective in sight. And
then from above came the Swooping
Hawks, launching their grenades as they
passed over the Wyches, but only one was
slain in the blast,

The Vyper broke off from combat with
the Grotesques and then moved south to
support the Dire Avengers.

Glenn started the Shooting phase by
declaring: ‘I've got a bit of house cleaning
to do.” And so he had, as both forces were
now scattered across the tabletop, but, there
was no doubting that Phil’s Dark Eldar were
pressing upon Glenn’s home objective. He
began by firing his fully functioning Vyper
at the Venom, which was carrying the
Wyches. The Dark Eldar craft exploded and
ploughed into the ground although its

The Wracks are guarding the objective
but must defeat two Aspect Warrior
squads to keep it firmly in Phil’s hands.

passengers adroitly jumped off before they
were caught in the wreck. They landed
within the operational Fire Prism’s field of
fire, which shot a bolt of white-hot energy
and incinerated two of their number.

The Night Spinner, thought to be de-
fanged with the loss of the doomweaver,
surprised everybody by slaying three
Wyches of the Glaivemaidens with its
shuriken cannon. Slowly but surely, Glenn
was beginning to whittle the Dark Eldar
down and blunt Phil’s main attack. As if to
reinforce this, it was then the turn of the
Dire Avengers. Without hesitation Glenn
announced a Bladestorm against the Incubi.
Glenn rolled thirty dice needing 3 or more
to hit, and scored an average twenty hits,
which he converted into twelve wounds.
But Glenn hadn’t counted on Phil’s
preternatural abilities to make saves and the
resulting gale of shurikens only left a single
accursed Incubi dead. This was in no small
part due to the fact that the Incubi had
wiped out the Guardians in the previous
phase and so had earned a pain token and
gained Feel No Pain.

The Eldar were unbowed, and Glenn
fought on. The Wild Riders fired on the
Hellions and felled five from their
skyboards. The second Dire Avengers squad
allotted to Bladestorm at the same target.
This time Phil could not save his dread
hide, and the Hellions were wiped out.



The Warp Spiders and Swooping
Hawks joined fire into the Wrack
objective; again Feel No Pain made the
Dark Eldar abnormally robust and the
Warp Spiders had little luck, but the
Swooping Hawks slew three.

In the Assault phase the Eldar kept up
the pressure, as they felt their dark kin
falter. Glenn decided to assault the Incubi
with the Dire Aveng after all, they
would certainl ing him the
i se s0 it made sense to gain
the bcmu: attack from initiating the

nbat. The Dire Avengers pll(—‘d in and
m]led a fistful of dice, scoring six wounds
in tnial but this was just not enuugh

ade all his saves. Th{-‘

and slew one, winning
the combat but the Dire Avengers stayed
put. The decisive Eldar sec ond turn seemed
to end on a bit of downer, but could Phil
press his advantage or would Glenn
recapture the momentum?

——= e QIINTIELY  DARK ELDAR

m Commorragh
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THE BANE OF WYCHES

The Haemonculi are the
deformed torturers of
Commorragh. Including
them in your Dark Eldar
army gives you many
advantages as they start
the battle with a pain
token due to their
altered physiques. They
also allow you to take
Wracks as Troop
Choices and have
access to some of the
most evil and terrifying
weapons in the galaxy.

KINSTRIFE

hile the Incubi had been doing a
magnificent job maiming their
ancient kin, Phil was well aware

that as Elites they could not claim the Eldar
objective. The Wyches, on the other hand,
could, and so he moved the remnants of
the two Wych squads towards it. Across the
table, the Talos had finally caught scent of
the enemy and so moved in a far more
decisive fashion towards the Wave Serpent.
The Razorwing Jetfighter also gleaned the
Eldar’s flanking move and banked eastward

TURN 3

and immobilised it, much to Glenn'’s
chagrin. The Razorwing unleashed its
remaining two monoscythe missiles at the
Dire Avengers, scoring an impressive
thirteen wounds, as the razor-thin energy
blast cut through the squad. Only four died
as Glenn made most of his saves for once.
The Scourges targeted the Jetbikes and
destroyed one outright with their heat
lance then the combined fire of the
shardcombines brought a further two
crashing to the ground.

They hide on their floating museums, shirk

behind their warrior paths — but deep down,
they know, they ave just like us.

to counteract this. The Wracks of the
Unrepentant Souls had spent the previous
two turns advancing towards the Eldar's
deployment zone and this they continued
to do. It was far from the most exciting
move in this turn but was one of the most
important, as they were Troops and so
could claim the Eldar objective. The
Wracks in the north emerged from the
petrified forest, and advanced upon the
Warp Spiders.

In the Shooting phase the Talos fired at
the Wave Serpent with its haywire blaster

The Assault phase began with the
Wracks assaulting the Warp Spiders. The
Eldar struck first and cut a Wrack down
where he stood. The Wracks hit back
causing an impressive eight wounds but
only one Aspect Warrior was killed. The
combat ended in a draw but the Warp
Spiders jumped away, using their Hit and
Run special rule. The Wracks slunk back
into the woods, awaiting more prey.

With Phil still focused on attacking the
Eldar objective, Glenn took advantage by
flying his Jetbikes northwards to join the

Led by Fyveilon, the Jetbikes
assault the Razorwing but the
Dark Eldar jet jinks out of the way.
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Wracked with Pain
The Warp Spiders
teleported into assault
range with the Wracks.
The Exarch jumped
into the fray and slew
two Dark Eldar before
they could even react.
However, the other
Warp Spiders could
not land a satisfying
blow. The
Haemonculus attached
to the Wracks stepped
forward and plunged
its venom blade deep
into the torso of the
closest Warp Spider,
killing him instantly.
The Wracks piled in
and slew another
Aspect Warrior, the
brutal combat ending
in a hard-fought draw.
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Aspect Warriors in securing the objective.
The Dire Avengers in the east could not fire
their weapons as they had performed a
Bladestorm in the previous turn, so rather
than have them in the open Glenn
embarked them into the immobilised Wave
Serpent for protection.

In the Shooting phase the Eldar targeted
the Wyches once again, to prevent Phil
using them to claim the objective. The
Night Spinner fired its shuriken cannon,
slaying the last of the Glaivemaidens. The
second Vyper was heavily armed, and it
turned its shuriken cannon on the
remaining Wyches, killing the last of them.

Close by, the immobilised Fire Prism on
the hill targeted the Wracks right across the
battlefield, guarding the Dark Eldar
objective. The prism cannon was operating
at the top of its 60" range but nevertheless
was on target and caught four Wracks in its
blast. Unfortunately for Glenn, when
rolling to wound he scored four 1s — that's
an impressive 0.077% chance (or 1 in
1296 dice rolls) if you really wanted to
know the maths!

The Swooping Hawks fired on the same
target wounding them four times, but the
Wracks’ resilience was impressive once
more, and their Feel No Pain meant no
models were removed.

Glenn kept the momentum going as the
Autarch and Jetbike sped round the lifeless
terrain and into combat with the
Razorwing Jetfighter. As dynamic as this
looked unfortunately all the attacks missed
— clearly both sets of craft were flying too
fast to land any blows, which is not a
surprise when you consider on one side
there was a jetfighter! i gt S
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The Beastmaster
skims north, towards
the home objective.

The Raider moves
from the cover of the
tower to bring its
dark lance to bear
on the Eldar tanks
still active in the
south-west.

In the Shooting
phase the Wracks
run to close with the
Eldar objective.

The Razorwing fires
its dark lances at the
Wave Serpent,
utterly destroying it
and killing a
passenger in the
process. The Dire
Avengers are left
exposed, but the
Talos is too far away
to take advantage.

The Cronos fires its
spirit vortex at the
Swooping Hawks in
the hope of slaying
them and gaining
additional pain
tokens in the
process. It gets a
direct hit but Glenn
manages to make all
his cover saves.

The Venom speeds
eastwards and then
shoots at the
Swooping Hawks,
killing one.

MASSED ASSAULT

‘xr ith the Wyches dead, Phil’s options
for taking the Eldar objective were
looking increasingly limited, but he
still had another ace up his syringe-covered
sleeve. The Wracks of the Unrepentant
Souls had been steadily making their way
across the battlefield and were now closing
with the south-west quadrant. Because Phil
had Haemonculi in his force, these Elites
counted as Troops and so could claim
objectives. If this unit of Wracks could take
the objective and his second squad of
Wracks in the north were able to hold onto
to his home one, he could take a decisive
win and full bragging rights. Of course to
secure such a victory he would have to
ensure his own objective remained in Dark
Eldar hands and Glenn was making this
exceeding difficult due to the density of
Eldar forces in the area.

To that end the Cronos moved north, its
metal-shod tentacles withered, eager to start
leeching the life-essence from the enemy.
The Talos, moved towards the Wave
Serpent, its slicing appendages keen to get
at the Dire Avengers inside.

TURN 4

It was the Assault phase where the Dark
Eldar intended to make their most decisive
strike. The Grotesques charged into the Fire
Prism, destroying its primary weapon. The
Khymerae finally made it into an assault,
attacking the Warp Spiders and the
Scourges swept down on the Jetbikes, but
failed to wound. The Wild Riders struck
back and knocked a Scourge out of the sky.

In the Eldar turn, Glenn used his mobile
vehicles in the east to tank shock the Dark
Eldar out of reach of the objective. The
Night Spinner sped directly at the Wracks
who begrudgingly moved out of its path.
The Eldritch Wrath flew past Rakarth and
the Grotesques at high speed forcing the
Master Haemonculus and his attendants to
the side. The Viyper moved west to intercept
the incoming Wracks, in the shooting phase
it fired upon them, but their Feel No Pain,
prevented any casualties.

Meanwhile, the Dire Avengers used
their Fleet move to head northwards; away
from the Talos and towards the rapidly
expanding combat, centred around the
grounded Scourges.

The chase is a diverting pleasure, but I grow weary of it. Give me my
tools and an unwilling subject. Ah! Now that is true ecstasy.
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Overkill

Like the centre of a swirling black hole, the massed combat in the
east seemed to be inextricably drawing all into its bloody vortex.
In the Eldar Assault phase, the Wild Riders were joined by the
surviving Dire Avengers and Swooping Hawks to despatch the
Scourges. But despite the multitude of attacks, the Eldar just
couldn’t wound the foe. The Scourges struck back, destroying a
Jetbike. They won the combat but the Eldar remained.
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Khymerae vs. Warp Spiders
The Beastmaster’s pack leapt into
the Warp Spiders with carnal
ferocity, and before the Warp
Spiders could even raise their
weapons in defence they are slain.
The Warp beasts halted to noisily
feed on Eldar entrails...

N
END OF ELDAR TURN 4 R
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The terrifying engines of the
Haemonculi make their presence felt in
the final slaughter of the Eldar.

of the Eldar objective. The Raider took

aim at the Vyper, but failed to hit it and
thus prevent Glenn from using it to contest
in his turn. Urien opened his Casket of
Flensing and invisible spirits flew out from
its bounds and over the speeding Fire Prism.
The spirits wrenched at its armour and
shattered the cockpit, dragging the pilot and
gunner out of their seats to be consumed
just as the vehicle as it exploded.

I n the south, Phil's Wracks took control

The last Fire Prism on the battlefield was
also destroyed, as the Incubi finally broke
through its armour to wreck it. The Wracks
assaulted the Night Spinner, needing 6s to
hit and scored 9 from their 28 attacks. The
Night Spinner was immobilised, but this
turned into a wrecked result as it had
moved flat out in the previous turn.

In the south, the Talos, Cronos and
Beastmaster joined the fray of the main
combat. The Engines of Pain immediately
made their presence felt as Eldar died in
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I want them all alive. Do not extinguish a single
spirit, any who do will take their place upon my slab.

droves, largely thanks to the chain flails on
the Talos. The Khymerae concentrated on
the Swooping Hawks, slaying three
including the Exarch. The Dark Eldar were

TR TYY
OBJECTIVES

victorious and although the Autarch stayed ELDAR
to fight, the Dire Avengers fled to be caught
and mauled to death by the Talos, whilst the
Swooping Hawks escaped.
In the Eldar turn, the Swooping Hawks
et i DARK ELDAR

fled off the table. The Viyper flew in to
contest the Eldar objective. In the massed

combat, the Wild Riders stood alone but
defiant, the Autarch fought with the fury of
an Avatar and slew three Scourges. The
Eldar fought back but could not deliver a
single wound. The Eldar had won the
combat, but it was too little, too late. A dice
was rolled to see if the battle would
continue, but it came up a 1. The Dark
Eldar still held their objective and so
claimed victory. Saim-Hann would mourn
the passing of honoured warriors while
Commorragh would feast on their souls.
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DARK ELDAR VICTORY

Phil: Take that, meditating navel-gazers!
A poet with a shuriken catapult is no real
challenge for a knife-sharp murderer of
Commorragh. OK, that's the evil gloating
out of the way, time for the highs and lows
of the game. Glenn had a raw deal with
the deployment zones, having practically
no cover in his quarter of the table, but
that's just how it goes sometimes. | chose
the quarter with two twisted forests in it
because | knew the Wracks on objective-
sitting duty would benefit hugely from
cover when Glenn’s counter-attack hit
home. That one squad of Wracks soaked
up a tremendous amount of punishment
and faced down two units of Aspect
Warriors by themselves — definitely
contenders for men of the match. Well,
monstrosities of the match,

The Autarch/reserve units combo is a
powerful tactic for wrong-footing the
enemy, though personally I've never
mastered it. This time | think it actually hurt
Glenn’s chances of pulling off a win. | was
able to concentrate my force on half of his
— a lot of my units spent the early part of
the game running backwards and forwards
like headless chickens, but in the end my
rapid-response troops had the speed to
intercept Glenn’s big push when his
reserves came in. Glenn had me
outgunned from the start; if this was a kill
points mission | think the result would have
been very different.

As it was, though, | was able to ride out
the initial fusillade and launch an assault
with my Incubi and Wyches nice and early,
chewing up the Eldar defending Glenn’s
home objective and getting some all-
important pain tokens into the bargain. This
enabled my Incubi to weather the ensuing
Bladestorm and take the newly arrived Dire
Avengers out in close combat with
contemptuous ease.

There were a few classic moments in
this game — the seemingly indestructible
Wracks striding casually across the entire
battlefield to claim the Eldar home
objective, and Urien’s Casket of Flensing
taking out the holofield-protected Fire
Prism (there’s no fooling the invisible little
monsters inside Urien’s little toy). For my
money, though, the highlight of the game
would have to be the Razorwing Jetfighter’s
opening salvo. Only Glenn’s Farseer had
the foresight to duck as the Jetfighter’s
monoscythe missiles detonated at neck
height — the xylophone sound of ten
Guardian heads dropping onto the cold
hard ground must have been music to the
Dark Eldar's pointy ears. Maybe next time
(there won’t be a next time, he’s dead -
Ed) the old psyker will tell his squad when
to duck...

Glenn: Ouch that hurt! I stand by my plan
but a few key things really threw a spanner
in the works. Firstly losing my Guardians
and Farseer to the Incubi and Razorwing
Jetfighter so early on really hurt. Not only
did I lose my scoring units holding my
objective but also my psychic powers that
could have helped later on in the game.
My Dire Avengers showed up from reserve
like the true heroes they are and delivered
a fusillade of shots that should have wiped
out the Incubi. But as the elite squad
shrugged off over 20 shooting and close
combat wounds, my hope of holding onto
my own objective was lost and my gunline
was in tatters.

So it was up to the rest of my reserves
who all arrived at once, landed on target
and generally showed off in the way Eldar
do best. It really looked like it was going to
work too, as | massacred the Hellions and
put some hurt on the Wracks.
Unfortunately for me I'd provided enough
of a threat for Phil to peel off several nasty
units and it wasn't long before the
Scourges, Beastmaster and Talos were
picking apart my last remaining units for
the evil pleasure of Phil's Haemonculi.
After a run of bad luck it was looking bleak
and the Dark Eldar weight of numbers
sealed the fate for my army. Next time |
face Dark Eldar I think I'll take more close
combat Aspect Warriors and engage them
head on.

'DARK ELDAR
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Urien Rakarth drifted a foot
above the charred remains of
his enemies, drinking in the
sights and scents of the
battlefield as a gardener
might the blossoms of
spring. All around him his
gruesome minions scuttled
like dutiful pets, fetching the
wounded and the dead and
binding them fast to the
black transport barges laden
with jagged sections of
leech-engine.

Rakarth’s many-toothed
leer grew wider still as one
of his Haemacolytes knelt
next to him and wordlessly
proffered the decapitated
head of a Craftworld Farscer.
Blood cozed from the sleek
and brightly-crested helmet,
its trickling warmth pleasing
as it 1an over Rakarth's
questing fingers. Regardless
of race, psykers were
dangerous creatures, but
their brains and spinal cords
had a certain something that
thrilled the taste buds.
Better yet, their part-
crystalline bones could be
ground into a powder that
induced extremely vigorous
— and some said prophetic —
hallucinations. Urien
chuckled, quiet and liquid at
first, and then loud, hideous
and uncontrollable.

The master torturer
wiped his eyes, sighed
happily, and gestured for his
minions to move out. To
witness the death scream of 2
planet, to turn their milksop
kin's meticulovs ambush
into a ragged, terrifying
slaughter, and to cat the
bones of a ancient psyker, all
before meridian?

Today just kept getting
better and better.
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Jervis is still cast
adrift on a desert
island this month,
but luckily he had
the foresight to take
along his favourite
Citadel miniatures,
a luxury item and a
book.

Mephiston encapsulates the
supernatural nature of the
Blood Angels.

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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away to a desert with only eight

Citadel Miniatures, a luxury item, and
a book to keep him company. This month
he concludes his roundup of the eight
Citadel Miniatures that he decided to take,
and explains what they mean to him.
You can read part one in last month’s issue
of White Dwarf.

I ast month Jervis Johnson was cast

Mephiston

The fifth Citadel miniature is one that
features in many peoples top ten
miniatures of all time, the seminal
Mephiston miniature sculpted by Jes
Goodwin. Like all great works, I've found
that Mephiston is a gift that keeps on
giving, both in the pleasure of simply
looking at the model, but also what it has
taught me about the hobby.

The first lesson Mephiston taught me
was when the miniature was first released.
I was lucky enough to have been asked to
write the rules and background for the
model, which were to appear in Codex:
Angels of Death. Up until then, I'd looked
upon the special characters I'd worked on
pretty much as variations on the heroes
you could pick from the standard army list.
However, Mephiston was so distinctive, yet
so obviously a Blood Angel, | knew |
couldn’t just make him a Commander with
a special sword. Instead | decided to make
him unique, and at the same time use him
to show as powerfully as | could the almost
supernatural nature of the Blood Angels
struggle with the curse of the Black Rage.
To this day my favourite special characters
remain those that encapsulate an important
element of what makes the army they are a
part of unique.

Years later this point was underlined to
me when my son decided to collect a
Blood Angels army. It was his first army,
and he turned to me for advice on what to
get first. | told him to get sensible things,
like a Tactical Squad and a Rhino and such
like. Fortunately he ignored my sage words,
and the first model he bought was
Mephiston. When we talked this over, |
realised he'd made exactly the right choice.
I'd been telling him what to get as the first
part of an army to play games with, while
he had been thinking about the start of his
collection of Blood Angels models — and if
you're going to have just one Blood Angel
model, then it's hard to think of a better
one than Mephiston!

Once again Mephiston had taught me
something really important, which | try to
keep in mind to this day, namely that at its
heart our hobby is about collecting Citadel
miniatures, not collecting gaming pieces.
And | have a feeling that Mephiston will
have a few more lessons to teach me as the
years go on.

£ )
Sam & Bill The Pony
My sixth choice is the Sam and Bill the
Pony set from our range of The Lord of the
Rings miniatures. This may seem like a
strange choice, coming as it does from a
range that includes such amazing
miniatures as the Balrog, various versions
of Aragorn and Gandalf, and the dying
Boromir. However, this list is a personal
one, and for me Sam & Bill the Pony
remind me of the excitement | felt at the
time we got the go ahead to make
The Lord of the Rings Strategy Battle game.

The Lord of the Rings trilogy was a
hugely important part of my life. | read it
avidly when | was a teenager, not once but
many times, and have re-read it
periodically over the years ever since. My
favourite character was always Sam, who |
consider to be one of the most truly noble
and brave and human characters in any
work of fiction. I always admired the way
he stuck by Frodo’s side, for no other
reason than he was Frodo’s friend, and
Frodo needed his help. Call me a
sentimental old fool, but it brings a lump to
my throat just thinking about it.

Anyway, like so many fans | was hugely
excited when the films were announced,
and even more so when we got the chance
to make miniatures and a game based on
them. But | was worried too, because 1'd
been disappointed so many times over the
years by film adaptations of books | love.
Fortunately the films and the game and the
miniatures were everything I'd always
dreamed of, capturing the true spirit of
Tolkien’s masterwork and none more so
than the Perry twins’ little vignette of Sam
and Bill the Pony.

Baneblade

My seventh choice is the Baneblade. The
Baneblade is a fantastic kit that creates a
model that exudes sheer power and
destructiveness. It's the kit that we've been
dying to make ever since Tony Cottrell
first made a scratch-built version many
years ago (you’ll have to go all the way
back to White Dwarf 132 to see Tony's
original model).

For me the Baneblade is also closely
associated with Apocalypse, and like that
game (and to be honest, most of the other
choices in this list) when it was released it
changed the way we thought about the
miniatures and games we could make. |
use the word ‘could’ in the last sentence
deliberately, because although we've long
wanted to make a Baneblade and the rules
needed to use it, we were by no means
certain it was a sensible thing to do. After
all, making a Baneblade would take as
much time and resources as several
standard-sized kits, and it could only be
used in very large games.




Still, ‘nothing ventured, nothing
gained’, as they say, so we decided to give
both Apocalypse and the Baneblade a go.
The result was a really wonderful model,
which proved so popular that we've been
able to follow it up with other large kits.
More than that, Apocalypse expanded the
scope of Warhammer 40,000 to include
battles that featured behemoths like the
Baneblade, as well as other things (like
fielding whole companies of Space
Marines) that had been beyond the scope
of the game before. As a designer and as a
player it felt like the handcuffs had been
taken off, so that | could explore much
more of the Warhammer 40,000 universe
than | had ever been able to do before.

Witchfate Tor

My eighth and final miniatures choice is
probably going to be another controversial
one, as it's the Witchfate Tor kit by

Dave Andrews. | know, | know, it's a piece
of terrain rather than warrior or armoured
vehicle, it can’t shoot, and it’s not included
in an army list. But you know what, none
of these things stop it from being a
wonderful Citadel miniature.

In fact it's precisely because it's not a
‘normal’ miniature that I've included it in
my list. If you've read Standard Bearer over
the years, you'll know that I've been a big
fan of the plastic terrain pieces we've been
adding to the game over the years. As |
mentioned earlier on when | was talking
about Mephiston, | don't really see Citadel
miniatures as gaming pieces, but rather as
little bits of our gaming backgrounds
brought to three dimensional life. When |
fight a battle | try to ‘suspend my disbelief’
so that | feel that I'm right there in amongst
the action, and | find that characterful,
impressive and imaginative terrain pieces
help that feeling of immersion just as much
as the miniatures | command in the battle.

And that's what | love about the
Witchfate Tor; it's not just a generic
‘Wizards's Tower’, it's part of the
Warhammer world made real. It captures
the extraordinary, doom-laden, larger-than-
life reality of the place, and doesn’t look
like it could have come from anywhere
else. These are qualities that all of the great
miniatures in the Citadel range share: they
make unreal places seem real. I, for one,
love them all for that.

Luxury & Book

As well as my eight Citadel miniatures, |
have been cast away with a luxury and a
book. Picking my luxury item was
remarkably easy. It seems to me that being
stuck on a desert island is just what | need
to start getting through my mountain of
unpainted miniatures, so my luxury would
be all of my unpainted models, plus a

Mega Paint Set and a Paint Station to
paint them with. Hopefully | won’t be
rescued any time soon, as | paint very,
very slowly.

My book was a rather harder
choice, but after some humming and
hawing, I've decided it really has to be
the latest edition of the Warhammer
rulebook. It's a fantastic book jam-
packed with all kinds of useful ideas and
advice, and | know that it would give me
plenty to think about and do while |
wasn't diligently painting up my
collection of Citadel miniatures.

The Only One

Which leaves just one question to
answer, which is if | could have only
one thing, what would it be? This was
another remarkably difficult choice,
but in the end | have had to settle for
the Space Marine Tactical Squad. It's
difficult to think of a more influential
set of miniatures, or ones that offer
quite as much variety and choice. That
said, I'm thankful that in reality |

don't have to limit myself to just the one
Citadel miniature!

I normally finish off Standard Bearer by
asking readers to get in touch if they have
any feedback. This month I'm instead going
to ask you if you'd like to write in with
your own version of this and last month’s
Standard Bearer. If you were cast away on
a desert island, which eight miniatures
would you take, and why? And what
would your luxury item and book be? I'd
love to see how other people’s choices
compare to mine, so write to me at the
usual Standard Bearer address (which you
can see on the opposite page) and let me
know yours!

Witchfate Tor, designed by
Dave Andrews, is part of the
Warhammer world made real.

For Jervis, Sam and Bill the Pony
capture the true spirit of Tolkien.

The Baneblade, one of the largest
plastic kits we've ever produced,
released alongside Apocalypse.
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With the global Games Day season well
underway, hobbyists around the world have
been busy preparing their armies, striving to win
the honour of representing their Hobby Centre
in the Armies on Parade event at Games Day.

| your nearest Parade Day is taking

. local Hobby Centre or go online:

f games-workshop.com |

reasons: some to play with; others for

the joy of painting the models.
Everyone has their own story as to why
they began collecting.

2011 will see Games Days all across
the world play host to the new Armies on
Parade event. This is not Golden Demon —
far from it, in fact. There is, of course, an
element of competition, but this event is as
much an excuse to see a selection of
beautifully painted armies and reward
devoted hobbyists for all their hard work.

Over the next few months, each Hobby
Centre will be holding a special Parade
Day to discover who will earn the honour
of representing them at Games Day.
Hobbyists can present their Armies on
Parade entries and compete for the chance
to be elected as Hobby Centre champion.
Everyone will have a chance to vote for
their favourite army, and it is for this reason
that staff are also allowed to enter. So, if
you think you can do better than your local
Games Workshop staff, this will be a great
opportunity to try!

Each Games Day will host a special
Armies on Parade event, where all of the
Hobby Centre champions are invited to
bring their winning entries along and
display them to the masses. There's no
doubt that viewing the Armies on Parade
entries will be one of the highlights.

With that in mind, we'll be talking to
hobbyists from around the Studio over the
next few pages who have done just that.

i Peop]e start collecting armies for many

How to Enter

Joining in the Armies on Parade
event couldn’t be simpler. Here'’s
what you need to enter:

- A 2'x2' board to present your army
on. (A Citadel Realm of Battle
Gameboard section is perfect for
this — Ed).

- A General or Army Leader an'd at
least two other units.

And that’s all you need! Your entry
doesn’t even need to be a legal
gaming army. Remember to make
sure that your models, bases and
board are all fully painted.

Each Hobby Centre will be running a
Parade Day to discover who will be
their champion. To find out any
further details and discover when

place, don't hesitate to contact your




Prince Faelar’s Coastal Patrol by simon Grant

| have been collecting the noble Asur since
the release of Warhammer 4th edition.
After our first foray into this magical world
at our local Hobby Centre, my brother and
| each saved up for a boxed game. We split
the contents between us and | ended up
with eighty High Elf warriors, and my
brather with over one hundred Goblins. |
fell in love with my new army and haven't
looked back since.

Now, many years and many coats of
paint later, my new generation of High
Elves is starting to eclipse the old. I have
spent too long flitting between various
painting projects recently, but finding out
about Armies on Parade galvanised me into
action. The models of Prince Faelar’s
Coastal Patrol are the fruits of my labour,
though I’'m aiming to bring this army to a
full 3000 points before the Parade Day at
Warhammer World. | prefer working to
painting deadlines, so I've set this as my
target for the army’s completion.

| have themed the army around
Ulthuan’s south-eastern kingdoms of
Saphery, Yvresse, and Eataine. The unifying
colour of the army is a traditional white,
but I've used a specific spot colour on each
model’s plume, gems and trimmings. | use
these colours to help identify which
kingdom each character or unit hails from.
The Enchanted Blue of my Sapherian
contingent is mirrored on their banners and
sapphire gemstones. The same applies to
my unit of White Lions, who hail from the
Phoenix Court in Eataine. These mighty
axemen will form an honour guard to my
Battle Standard Bearer, a herald of the

Phoenix King. | chose Snakebite Leather for
their spot colour, as befits these proud
woodsmen. Having bought multiple copies
of the Island of Blood boxed set, | want to
increase my smaller unit of Swordmasters
to a horde of thirty and | imagine the White
Lions won't be far behind.

Prince Faelar leads the coastal patrols
along Ulthuan’s eastern shore, bearing the
emerald green of Yvresse. OK, it’s Snot
Green, but it didn’t sound as pretty!
Swiftclaw’s colours share those of the
White Lion pelts and the Great Eagles,
Faelar’s loyal allies and messengers.
Anyway, that's enough from me — | need to
get painting!

Mage Filréath the Seer




Splinter Fleet Hydra

by Tom Hutchings

These Tyranids, from Splinter Fleet Hydra,
belong to White Dwarf’s own galactic
invader, Tom Hutchings. He was already a
massive fan of the Hive Tyrant model, and
had begun to slowly build an army. But
ever since the release of the mighty
Trygon, there's been no stopping him.

When he first planned out what to
include in his army, Tom wanted to create
an effective gaming force, which initially
dictated the type of models he built and
painted. However, since finding out about
the Armies of Parade event, he’s been a lot
more focused on including a wide variety
of different models. Tom has even
converted his own Tervigon to spawn
swarms of Termagants.

The fleshy-pink skin and red carapace
of his Tyranids works nicely in contrast, yet
cleverly shares a similar colour pallette.
Tom wanted Splinter Fleet Hydra to
represent a blend of Hive Fleets Leviathan
and Kraken, so used one colour from each.

Tom's army not only looks great on the
table, but the variety of his units helps to
make a fantastic display army as well.
That is, of course, extremely useful, as
that's exactly what Armies on Parade is
all about!

The Tyranid Hive Tyrant, flanked by its Tyrant Guard.

Tom's terrifying Carnifex, ready to strike.




Regular readers may remember Mark from
his days as the editor of White Dwarf.
Well, since moving on, he has been
painting furiously, as his Paint Station is on
the verge of buckling under the weight of
miniatures. When we asked him if he was
planning to enter Armies on Parade, he
proudly produced this army for us to

show you.

The story of Mark’s army is an
interesting tale. Those with a particularly
good memory may remember Warboss
Bashum from a battle report many years
ago — the irrepressible Orc stole the show,
slaying a powerful Slann in combat at the
climax of the battle. Mark told us that he
had wanted to paint a suitably grand horde
of Orc Boyz to confirm Bashum's
newfound prestige. Inspired by how hard
the huge mob of Orcs looked when he
finished building them, Mark whipped out
his paintbrush and got cracking. He liked
the end result so much that he ended up
painting a whole army to go with his
illustrious Warboss!

Mark based the army around a solid
core of Orc Boyz. At the moment, the few
Goblins in the army fulfil a fairly
peripheral role, but he plans on adding an
Arachnarok Spider to Bashum’s growing
horde. His battle standard is carried to war
by his pet Goblin, Giblit, so there’s hope
for the little 'uns yet. Mark admits that this

Waaagh! Bashum Gutspilla by mark tatham

will probably lead on to a larger role for
the Goblins as he expands the army —
Bashum has obviously conquered a Goblin
tribe that have been suitably ‘pursuaded’
to fight for him.

As far as his Armies on Parade entry
goes, Mark is still unsure whether he'll add
to the army above, or just concentrate on
creating some cool ‘Orcy’ terrain to
display them on.




Transcient Flame
by Matt Holland

Matt, one of the Citadel design team, has
long been a fan of the Tau Empire, and has
wanted to paint an army for many years.
The only thing that held him back was his
indecision as to a colour scheme.

When searching for some inspiration
he came across the Cities of Death
Expansion. The white armour of the
embattled Tau fighting on the book’s front
cover turned out to be just the inspiration
he was after. He loved how gritty and real
they looked, and wanted to replicate
that feel.

Matt's army really sets the standard
with such a brave colour scheme. White
armour is notoriously difficult to paint, so
we asked Matt how he achieved his high
quality finish, (just don't tell him, as he
wanted us to keep it a secret).

He began by undercoating them with
Skull White Spray, then lined the recesses
with a watered-down mix of Badab Black
to pick out and shade the armour. He
tidied up this stage by picking out the
armour panels with Skull White. Matt then
applied small chips to the armour with
Boltgun Metal to help achieve a battle-
worn look. The final stage was to pick out
areas of dirt with a drybrush of Graveyard
Earth, concentrating on the lower half of
the models. Finally, the red markings on
his battlesuits helped to tie them in with
the cloth on the Fire Warriors.

Matt’s Broadside Battlesuit conversion and Shas’o Commander.

Fire Warrior Team




The Host of Erebor by kevin chin

Artist Kevin Chin is a relative newcomer to
The Lord of the Rings Strategy Battle Game
and War of the Ring, but it took him
almost no time to get aquainted. His love
of all things Dwarven led him unerringly to
the nigh-indestructable King Under the
Mountain, Ddin Ironfoot.

Kevin initially wanted to paint a solid
core of Dwarf Warriors with shields and
his favourite models, the Khazad Guard.
But his first game of the War of the Ring
introduced him to the idea of battlehosts.
Less than a week of frantic painting later
and Kevin’s Host of Erebor was complete.
Handily the battlehost also forms the basis
for his army in the skirmish game.

His second favourite models are the
stalwart Vault Warden Teams. If Kevin
already liked the idea of a Dwarf shield

wall, then these guys are the absolute
exemplars of that image, so it is little
wonder that Kevin’s army features four
of them.

Gandalf’s presence introduces a
completely different aspect to the army —
both in the game and as part of the overall
look. Led by both Dain and Gandalf, this
force could well have fought in the Battle
of Five Armies.

D&in’s clan, having inherited Smaug’s
treasure hoard, is incredibly wealthy. Kevin
wanted to represent this with tunics of
golden thread and a bold, yellow colour
scheme on their armour. He contrasted this
perfectly with a deep Regal Blue spot
colour on the banner and smaller details.
The overall effect is both striking and
original, making the army stand out.

Kevin’s implacable Vault Wardens Teams

Dwarf King Dain

Gandalf the Grey.







"WARHAMMER

Army Masters is the irregular series where we shine a spotlight over a fantastic
force, taking a look at the army as a whole and showcasing some of the stand-
out models in the army. This issue, we look at Matt Weaver’s Space Wolves.

Matt: I've always loved Space Wolves, and
after a few half-hearted attempts in the past
at getting an army together, | made sure |
was ready to spring into action when the
latest Codex came out in 2009. Upon
release, | collected everything | needed and
set about the army with a determination
that Russ himself would be proud of.

It's very much an ongoing project, with
two-thirds of my models still in boxes or on
the painting station. However, | was keen
from the start to embrace my inner-beard
and put forth a force that included the
Great Wolf himself, Logan Grimnar. | just
wanted to create an army that would go in,
make a lot of noise, dish out some
punishment, and have a bit of fun. The
army will not always last until the bitter
end, but the games are hugely enjoyable.

| purchased multiple pots of Shadow
Grey, Space Wolves Grey, Kommando
Khaki and Bleached Bone and mixed eight
different stages for the armour, drybrushing
up from the darker shades to lighter. The
bright gold, orange hair and white snow
bases provide a striking contrast.

I've made sure that every model in my
army list — not just the heroes — is named
after a character from the Nordic or
Icelandic sagas so they all have their own
character, as befits the Space Wolves’
heroic nature. From this company of
heroes, my favourite model has to be
Arngeir the Bold — my Wolf Guard on a
bike — the torn Dark Angel banner that he

uses as an improvised mudguard is great
because of the reaction it gets from people, The Blaod Claws areled mitd ‘ y
especially if they play Dark Angels! battle by Lukas the Trickster.

The Grey Hunters form the core of Matt’s army
— as with the rest of the army, each is named.

www.games-workshop.com 93



“1011BAA 1Dadsy

iep|j ue jo paads |

3} Yy}m auanaouelu 4 y 1 4 uouuediey

pueoeas

Squiy; o3 31 Suimoye.

Jsowe ‘uejiy

3y} sapm8 uin}

ul YoIym ‘asuanua

auo a)e

0} duoqyjieim ayj |

asoy) ypm sas
puds siy ‘apeys

ij-2oues dodpeur

Pa¥207 "Playajieq

ay) sroqe

Suamo) ‘ndypod sy

wiol uei| wojueyq

ay) sjonuod

UBLISIAA)S Y|

HeDNR-NUY.

- . -

u_:oUt_._cz-@ = mu_. e

:uej] Wwojueyd Ay} 12pio pue safewn sioje1duad pjay-
240w 33 0] IUSqaM PO 28104 3y} 0} 09

Sapswy
auuosiad-nuy

O|0H ;

‘ueji] wojueyq

e jo Juauidojdap ay) 13pio 0} [IDUNO)) 133G

€ 10) paapui aun) djesadsap e s1 )| "saoy 1Ay}
uodn uoije}serdp yeaim pue afjjeq SnooIdy |
u1 98e8ua Jsnw ppromyyer) e uaym ‘Sunysy
1S91ARaY BY) 10} PIAIDSIL e SUIYdRW |

Jem Yong *apieq ui auryoew ay) apind dppy |
pue A|234) MO} 0} uiyjim paurejuod spnds ay)
Sumuuad ‘2100 suoqyiieam diydAsd e punose
Jjing st ueji] wojueyy yoey ‘wnuadwy 3y} jo
syjowayaq Suuaquing ayj o} paredwod ajide

s1 uejl] wojueyd ay) ‘[njadeld pue sapuays ‘leL ! . Z < |_.. H ._- Z O n_uz < _l_ ﬁ_

‘wiojueL g 3yj S sueji] 1epig ayj jo jsade] ayp

;ﬂALﬂﬁﬂmmuﬂk_ 4vany



-



96 WHITE DWARF

PERIL AT THE

BATTLE FACTS

Mission

The Flight of the
Fellowship
Forces

The Fellowship of the
Ring vs. The Legions
of the White Hand

Players

Simon Grant vs.
Adam Troke
Scribe

Simon Grant

PERIL AT THE

GAP OF ROHAN

To celebrate the release of the Fellowship of the Ring in
Citadel Finecast, Simon Grant attempts to lead them safely
through the Gap of Rohan, evading Adam Troke’s ambush.

eaturing some of the greatest heroes of

Middle-earth "md e passing our
i ch of its

t Fellowship
2 Rmrj is sumpl}, a mu:at have for any

) strut thelr sruﬁ we've ;_unrhed a
scenario from the forthcoming 2011 UK

Doubles Tournament. Thi
the Good force replaced b
ach player pla\fq the scenario
the Fellowship and once as
the Ewl forces ranged against them. Having
been tracked dov
the Fellowship must escape
o ensure that the Ringbearer
continue his fateful quest.

We decided to base the scenario on
what might have happened if the
Fellowship had shunned the long dark of
Moria and followed Boromir’s advice to
traverse the Gap of Rohan. Gandalf had
rightfully counselled against such a

GAP OF ROHAN

perilous road, for Saruman, having
revealed his true colours, had held Gandalf
captive for refusing to reveal the One
Ring’s whereabouts. It would be dangerous
indeed to bring the Ring so near to the
fortress of Isengard, but if Frodo had
chosen this path, who knows what might
have befallen the Fellowship?

With this theme in mind, we went
about selecting an appropriate army. With
Saruman and Grima and the Uruk-hai

rkers also available in immaculate
tadel Finecast, we couldn't resist

including them to provide a challenge for
the Fellowship’s powerful heroes. Grima's
treacherous advice will hamper their use of
Might points, and Saruman'’s confounding
magic can undo even the greatest warrior.
The White Wizard's legion of Uruks had
not been fully assembled at this point, so
we included a large contingent of Isengard
Orcs to reinforce the Uruk-hai. With these
additional minions bolstering Saruman'’s
force, the Evil player could overwhelm the
Fellowship with sheer weight of numbers.




TERRAIN

This scenario is played on a 4'x4' board.

FORCES

The Good army comprises the Fellowship of the Ring.
Frodo carries Sting and wears the Mithril Coat and Aragorn
carries a bow. No other upgrades are allowed.

The Evil army comprises 700 points chosen as normal.

STARTING POSITIONS

The Good player deploys first, placing the Fellowship
within 6" of the table’s centre point. The Evil player
deploys anywhere more than 12" away from any Good
model. The Good player has priority in the first turn.

OBJECTIVES

The Evil player is trying to kill the Ringbearer and prevent

the Fellowship from escaping by moving off the table edge.
The game ends at the end of Turn 15 unless every member
of the Fellowship has already escaped or been slain. When
the game ends, check the list below for victory conditions:

Major Good Victory/Evil Defeat
The Good player has managed to move three members of
the Fellowship off the board, including Frodo Baggins.

Minor Good Victory/Evil Defeat
The Good player has managed to move three members of
the Fellowship off the board.

Minor Evil Victory/Good Defeat
The Good Player has moved less than three members of
the Fellowship off the board.

Major Evil Victory/Good Defeat
The Good player has moved less than three members of
the Fellowship off the board, and Frodo Baggins is dead.

Any other result is a draw.

€ € Hold them back! Do not give in to fear! )9

- Gandalf,
The Return of the King

Special Rules:
Don’t you leave him, Samwise Gamgee! The
Fellowship are all too aware that nothing is more
important than the Ringbearer’s survival. If Frodo falls
and Sauron recovers the One Ring, then Middle-earth
will surely be doomed.

As long as Frodo Baggins is alive, the Fellowship
need not take Courage Tests for being broken. If Frodo
is slain, the Fellowship breaks as per the normal rules.

THE LEGIONS OF THE

WHITE HAND
HEROES
Saruman

170 points
Grima Wormtongue

25 points
WARRIORS
3 Uruk-hai Berserkers

45 points
16 Uruk-hai Warriors
with pikes.

160 points
16 Uruk-hai Warriors
with shields,

160 points
8 Orc Warriors
with shields.

48 points
8 Orc Warriors
with spears.

48 points
4 Orc Warriors
with Orc bows.

24 points
3 Orc Warriors
with two-handed weapons.

18 points
TOTAL: 698 points

www.games-workshop.com




DEPLOYMENT

or the first game, Simon volunteered to

take command of the Fellowship of the

Ring and began setting up as per the
scenario rules. With a limited deployment
area, he opted for a defensive perimeter of
heroes around the four Hobbits in the
centre. Depending on Adam’s subsequent
deployment, Simon hoped to be able to
make a break for the table edge in any
direction, though his first choice would be
west through the woods — as a Woodland
Creature, Legolas would be unimpeded by
the intervening terrain, giving him a good
chance to escape.

But Adam was far too cunning an
opponent to fall for such a ruse, deploying
Saruman and a strong force of Uruk-hai to
deter the Fellowship from heading that
way. He placed his remaining models to
completely encircle the Fellowship, but
opted to use Grima’s special deployment el
rules to set him up in the centre. of Saruman’s imminent arrival.’
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OPENING GAMBlTS

he Fellowship began the game with
I priority and Simon kicked off

proceedings with a decisive move
towards the eastern table edge, determined
to keep as much distance as possible
between his band of heroes and Saruman’s
debilitating magic. Gandalf killed an Orc
with a Sorcerous Blast, whilst Merry
charged Grima Wormtongue, hoping to
keep his forked tongue behind his teeth.
Simon only moved Legolas 3" this turn,
hoping to slay some of the pursuing horde
with arrows, but soon realised his mistake.

Adam moved Saruman straight towards

Legolas, who, having not moved his full
distance, was now just within range of his
spells. He expended 2 Will points to
Compel the Elf Prince closer, scoring a 6.
Simon took a huge gamble, resisting with

TURrRNS 1-2

Turn |

The Fellowship make a
determined bid to escape
off the eastern table
edge, following Aragorn
and Boromir as they seek
to forge a path to safety.
Gimli stays with the
Hobbits, who are
struggling to keep up,
though Merry moves to
engage Grima, suspicious
as to his true intentions.
Legolas moves at half
speed in a bid to keep
Saruman's forces at bay
with his bow, but the
Orcs and Uruk-hai begin
to close nonetheless.

€€ Merry charged Grima Wormtongue, hoping to keep his

forked tongue behind his teeth.99

only a single Will point, but his bravery
was duly rewarded with a 6 of his own.
Cursing Simon's lucky dice roll, Adam
moved his horde to close in on his quarry.
Legolas slew a single Orc with a well-
placed shot, but their return fire was poor.
Merry beat Grima in combat, though he
could not strike blows against him, as his
treacherous nature had yet to be revealed.
Adam won priority in Turn 2, but
Simon declared a Heroic Move with
Aragorn, charging him and Boromir into
combat, followed closely by Gimli,
Gandalf and the Hobbits. As soon as this
out-of-sequence move was over, Adam
immediately attempted to Compel/ Legolas
once again with Saruman. Simon resisted
the attempt with Legolas’ remaining Will
point, though he would now be vulnerable
to the White Wizard’s magic. Aragorn,
Boromir and Gandalf soon found
themselves in the thick of the fighting as
Adam threw his disposable minions into
combat to buy himself time to bring in
reinforcements. The remaining Orcs and
Uruk-hai continued to draw closer,
prompting Simon to move full speed with
Legolas this turn to escape them. Merry
once again attacked Grima Wormtongue.
The Orc archers had obviously found
their range at last, managing to wound
Legolas after Simon failed all three of his
Fate rolls in a dreadful display of bad luck.
Merry drove Grima back once more in
the Fight phase. Aragorn expended two
Might points to slay his Orc opponents,
though Boromir could not match him.
Gandalf put him to shame, beheading an
Uruk-hai with a deft blow of Glamdring.

Aragorn and Boromir lead the
charge for the table edge, with
Legolas covering the rear.
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YOUR WORDS ARE POISON! Turns 34

dam retained priority this turn,
calling a Heroic Move with
Saruman to counter Simon’s attempt

to do so with Legolas. Adam won the roll-
off and finally cast Compel successfully to
move the Elf close enough to charge in
numbers. Crucially, Adam was now free to
move Grima to a position where his
undermining presence would wreak havoc
— any Good Hero within 6" would have to
expend an additional Might point to
modify dice scores or use Heroic abilities.

The Orcs charged where possible, and
Aragorn, Boromir, Legolas and Pippin were
soon fighting for their lives. Gandalf slew
two Orcs with a Sorcerous Blast before he
and Sam drew off one of Aragorn’s
opponents to free him from being trapped.
Gimli slew an Uruk-hai with a well-aimed
throwing axe before charging another,
whilst Merry bravely engaged one of the
two Orcs fighting Pippin.

The Fight phase was woeful for the
Fellowship this turn. Risking the use of an
additional Might point to call a Heroic
Fight with Gimli, Simon’s gamble fell foul

Legolas Falls

Gravely wounded, and with no Will points remaining to counter Saruman’s
magical influence, Legolas prepared to sell his life dearly and buy Frodo time
to escape. But Adam had no intention of letting the EIf Prince off so easily.

of the Dwarf’s inability to land a telling Uttering a fell incantation, the White Wizard’s enchanting voice carried on

blo‘f‘"- Legolas fought next, but he was the wind and Legolas was drawn irresistibly towards it.

swiftly overwhelmed and slain by Saruman Casting Compel to move him within range, Adam completely surrounded
and his Ores. Despite the remaining fights Legolas with Saruman and a horde of Orcs. He promptly called a Heroic

all going Simon’s way, only Boromir made Combat, slaying Legolas and using his free move to close on the Fellowship.

it count, killing a single Uruk-hai Berserker.

Gimli watches on helplessly as Turn 4 saw priority return to the

the Hobbits are slain around Fellowship and Adam was forced to wait
A im before he too is cut down. his turn, as Saruman was still to far away to
call an effective Heroic Move. Spotting a
sneaky opportunity to finally be rid of
Grima’s irksome presence, Gandalf flung
an Orc in his direction with a Sorcerous
Blast, ‘accidentally” inflicting a Strength 3
hit on Grima as he was knocked to the
ground. But to Adam’s relief, Simon's
cheap shot failed to wound either model.
Gandalf finished his move by closing on
the table edge, with Aragorn and Boromir
close behind, though both were forced to
engage some straggling Orcs to protect
Frodo. The Hobbit risked putting on the
Ring to escape Saruman'’s magic, but kept
moving. Adam managed to Compe/ Pippin
away from safety, surrounding him with the
White Wizard and his warband of Orcs.

Pippin was swiftly cut down, but

Merry's cries of lamentation died in his lips
as he too was butchered by three Uruk-hai
warriors. Boromir slew another two
enemies, though Aragorn again failed to
convert a victorious combat into kills. But
the turn’s biggest surprise saw the stout
Dwarf, Gimli, losing combat with a paltry
score of 3. To add insult to a somewhat
terminal injury, Gimli was trapped and
hacked apart by the victorious Uruk-hai.
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ASCENDANCY

rodo passed his test for wearing the
FRing, remaining under Simon’s control,

but Adam piled on the pressure, using
Saruman’s Palantir to secure priority for
this crucial turn. With Frodo so near to the
table edge and Gandalf, Aragorn and
Boromir not far behind, whoever moved
first would be in an incredibly strong
position to achieve their scenario
objective. Simon called a Heroic Move
with Gandalf's last 2 Might Points, but
Saruman responded in kind to force a
critical roll-off. Everything seemed to
descend into slow motion as the dice
slowly clattered down onto the table... the
result was a 3 — Adam would move first.

Adam couldn’t resist treating the
spectators to a quick happy dance, but was
soon back to business. His first port of call

ot

A Clash of Grey and White
Turns 5 and 6 saw Gandalf and Saruman go head-to-head in combat. Having
long abandoned any sense of honour in his lust for the One Ring, the White
Wizard called for aid, and his legions of Orcs moved to assist him on both
occasions. With Gandalf immobilised by Saruman’s trickery, he was defeated
and suffered 3 Wounds, but Frodo had yet to escape and so his task was not
yet done. He passed all three of his Fate saves and bravely held his ground.

Turn 6 was to be Gandalf's last. He valiantly charged Saruman, but was
surrounded once more and cut down, his spirit banished back to Valinor.

TURNS 5-6

Turn 5

One of the most nail-
biting aspects of playing
The Lord of the Rings is
how often a moment
comes around where a
single dice roll can
influence the outcome of
the game. Adam and
Simon both knew that
the game could well be
decided by the roll-off
for the Heroic Moves
that had been declared
by Gandalf and Saruman.
Whoever moved first at
this point would almost
certainly secure victory.

was to cancel Gandalf’s Heroic Move by
engaging him with Saruman. Never one to
fight fair, the White Wizard cast Immobilise
on his great rival first before charging him.
Having secured a great opportunity to kill
one of Simon'’s four heroes in a position to
escape, Adam threw as many Uruk-hai and
Orcs into the combat as possible, bolstered
further by others armed with spears or
pikes. Denied their best opportunity to
escape the pursuing horde, Aragorn,
Boromir and Sam now found themselves
cut off and completely surrounded.

The Fight phase began in earnest, with
Aragorn driving his enemies back, leaving
two dead in his wake. Boromir also fought
well, dropping another Uruk-hai Berserker
with a mighty blow. Against all the odds,
even Gandalf survived, despite losing
combat and suffering 3 Wounds = Simon
passed all three of Gandalf’s Fate rolls, two
of them from the re-rolls granted by Narya,
the Elven Ring of Fire. Brave Samwise,
however, was not so lucky. Having loyally
guarded Aragorn’s flanks for the last two
turns, he was hewn down.

After surviving what could otherwise
have been a game-ending Fight phase had
it gone ill, Simon saw a glimmer of hope
when he maintained control of Frodo this
turn. He regained priority, moving Frodo to
within an inch of the table edge, but his
spirits were soon dampened when he
remembered that Aragorn and Boromir
could not follow him. They were beset on
all sides and would now have to fight their
way clear. Hefting their weapons, the lords
of Gondor stoically waded in.

Surrounded by Adam's forces yet again,
Aragorn and Gandalf were both defeated.
Saved by his Fate points, Aragorn survived,
though Gandalf was not so lucky. Boromir
did not succumb so easily, and he slew
another Uruk-hai, bellowing his defiance.

www.games-workshop.com




THE RINGBEARER ESCAPES

Grima Wormtongue

Adam: It's hard to say
this without feeling
guilty, but Grima is
incredibly mean. His rule
is stupendously useful
and he's almost
intolerable when he’s
leeching your Might
points away. In many
scenarios, however, he's
not so effective: I've
played games where he’s
had almost no impact
But today, and against so
many powerful Heroes,
Grima was amazing —
crippling Heroic actions
and frustrating plans. |
don’t think I'd have been
s0 lucky if | hadn’t had
ol’ Wormtongue to help
me out.

102 WHITE DWARF

The noble sacrifice of Aragorn
and Boromir buys Frodo time to
escape and continue his quest.

TUrRN 7

hree heroes yet lived, the Ringbearer
I among them. Though Adam

seemingly had the game in the bag,

Simon still had everything he needed to
secure a Major Victory if he could
somehow find a way for them to escape.
The first obstacle was to see if Frodo
remained under his control — if Simon
rolled a 1 or a 2, Adam would be able to
control him and even force him to take off
the Ring. With suitable reverence for yet
another climactic dice roll, Simon carefully
threw the dice... a 3 - Frodo could escape!

Adam won priority, so Simon waited
patiently to move Frodo to safety. It was all
down to Aragorn and Boromir now. Adam
cast Immobilise on Boromir, well aware
that there are few Heroes better suited to
slaughtering an endless tide of warriors, (or
Heroes for that matter). Adam threw as
many models as he could spare into both
combats, ensuring that Grima was nearby
so that they couldn’t utilise their remaining
Might points. In his Move phase, Frodo
moved off the table edge and escaped,
denying Adam a Major Victory.

The two combats were short and brutal.
Both Aragorn and Boromir lost their fights
and were overwhelmed by the Uruk-hai.

THE FELLOWSHIP IS ENDED

Adam: Gadzooks, but that was an exciting
game. The super-powerful narrative of The
Lord of the Rings, and the focus on tactics

really lets you enjoy the individual models.

Without question, Grima is one of the
most pestiferous and generally frustrating
foes imaginable and while he hampered
Simon’s plans, | had Saruman lead the rest
of the force in a bloody and brutal assault.
Simon made a heroic escape attempt, and
even managed to get Frodo to safety, but in
the end the Uruk-hai would not be denied.
Once Saruman and Grima had caught up, |
was able to surround and crush his heroes.
At that point, victory became a certainty.

In the second game (see opposite), |
had a great time trying to make every move
count — every action something that might
bring me victory. If | had managed to hunt
down Saruman, then I'm confident that
things would've been different, but Simon
did well to keep my Heroes in check and
wear them down with weight of numbers.

Playing this scenario has whetted my
appetite for the upcoming Doubles
Tournament, and sharpened my
competitive edge a little. If | want a chance
to win, my friend ‘Accountant Ben’ and |
will need to practice this scenario a few
more times before the big day!

PERIL AT THE GAP OF ROHAN

Simon: Curses! Foiled at the last by
Saruman and his thrice-accursed vassal. |
decided to try the bold approach, racing
for the table edge as swiftly as possible, led
by the two ‘lawnmowers’ that are Aragorn
and Boromir. Deciding not to move
Legolas full speed in the first turn was a big
mistake, as it allowed Adam to assail him
with magic, then use him as a springboard
to launch Saruman and horde of Orcs
further forwards with a Heroic Combat.

Having fought on neighbouring tables
at numerous tournaments yet never once
actually played him, it was great to finally
face Adam at last. | must say that his
reputation as a scholar and a gentleman is
well founded, as is his skill on the
battlefield. He played very well, and | can’t
fault any of his moves. If only the crucial
dice roll in Turn 5 had gone my way!

One of the coolest things about playing
the The Lord of the Rings Strategy Battle
Game is that you really can field an army
of Heroes if you want, and many people
regularly do (like Adam'’s friend, Ben). |
prefer to field full armies, so it was nice to
do so again in the second game. Adam
played well, and each of his heroes died
hard, though his lack of urgency to reach
the table edge proved to be his undoing.




THE REMATCH
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s both Simon and Adam are regular
Aatlendees of The Lord of the Rings

tournaments, they decided to swap
sides and play the scenario again. This
time, Adam took on the responsibility of
escaping with the Fellowship of the Ring
with Simon seeking to thwart him.

Adam began by deploying the
Fellowship in a similar set-up to the first
game, though his strategy, as yet, was
unclear. Simon placed his ambushing
Isengard army in a bid to close off all of
Adam'’s potential escape routes. His most
crucial deployments were that of Saruman
in a position to counter Aragorn and
Boromir, and Grima Wormtongue once
again placed amongst the Fellowship.

Adam began the game with priority and
sent Aragorn and Boromir straight towards
Saruman, though they would first need to
fight their way through a wall of Uruk-hai
to reach the White Wizard. It was a brave
gambit, but should they succeed in killing
Saruman, Adam knew that Wormtongue's
treachery would be revealed and the Good
side would then be free to kill him. With
that in mind, Adam acted more cautiously
with the rest of the Fellowship, forming a
defensive semi-circle around a ruined
building so that Simon couldn’t bring his
numbers to bear. Adam limited his use of
Might points where possible, hoping to
save them should he rid himself of Grima.

£
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But Saruman would not be undone so
easily. Canny use of magic and a complete
disregard for his servant’s lives saw Simon
outmanoeuvre Adam’s powerful Heroes,
slowly wearing them down. After a
herculean performance, Boromir was
dragged down on Turn 5. He had spent
much of the game immobilised by
Saruman’s magic, vet still held on, even
winning three combats that would likely
have seen him slain had he lost.

Adam reacted immediately to the loss
of Boromir, seamlessly changing his
strategy. Seeing the same opportunity as
Simon had in the first game, Adam
launched an Orc into Wormtongue with a
Sorcerous Blast, and expended all of
Gandalf’'s Might points to see him dead.
Now free to use the full force of their
Might points, the Fellowship surged into
action and Orc heads began to roll in ever
increasing numbers as Gimli, Legolas and
Aragorn redoubled their efforts.

Though Simon’s models were starting
to run out, so too were Adam’s Might
points. Turn 8 saw a trapped Gimli lose
combat before dying to an incredibly lucky
series of dice rolls. This sudden loss spelled
the end for the Fellowship, and Simon was
able to pour though the gap and surround
the embattled survivors, gradually dragging
them down one by one. By the end of Turn
10, Adam had to concede defeat.

| After a valiant last stand in the
1 doorway of a ruined building,
bl the Fellowship is overwhelmed.

R

Should’ve gone
through Moria...
Perhaps unsurprisingly,
ignoring Gandalf’s
counsel proved to be
most unwise. Seeking
passage through the Gap
of Rohan resulted in the
loss of all but Frodo in
the first game, and the
entire Fellowship of the
Ring in the second.

The narrative story of
The Lord of the Rings is
so rich, that it is often
fun to try and theme
your games and
scenarios on ‘what if’
situations. This got us
both thinking what might
have happened if the
Fellowship had not
passed through Moria.
Gandalf would never
have faced the Balrog
and been reborn as
Gandalf the White, and it
is unlikely that the
Fellowship would have
sought shelter with the
Elves and received
Galadriel’s gifts. Such
alternative narratives can
be great fun to try out.

www.games-workshop.com
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S end your weekends at Warhammer World, fighting great battles,
seemg wonderful looking armies and makmg new frlends. ;
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GAMES WORKSHOP,

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 — % Y7 -.
Warhammer World and in your GW Hobby Centre. V3 ; o

Events and Community 106-111 ‘

©® UK Games Day 2011
As we begin our build-up to this year’s UK Games Day & Golden Demon, Rik Turner
sets out in search of those responsible for heading up the show, to find out what we
have in store for you for 2011.

@ Events Calendar
Find out what's happening when and where in the Games Workshop hobby
community with this comprehensive list of unmissable dates; tournaments,
campaigns and more.

® Club Information
Find regular opponents, play campaigns, and get involved in a host of other hobby
activities with like-minded gamers at your local club.

Store Information 12111

® Games Workshop Hobby Centres
Get everything you need to build your forces, and then take them into battlel 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.

Availabie 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
The legions of the Tomb Kings are bolstered this month with the release of a fresh
wave of reinforcements. You can find all these new releases on the website, as part
of the complete range of Tomb Kings miniatures. You'll also find miniatures that are
exclusively available to order, including the Tomb Scorpion, the Screaming Skull
Catapult, Carrion and a range of heroes to lead the Undead to war.



Exclusive Minatures

The exclusive Games Day
Miniature of 2011 is a
fearsome Skaven Warlord
sculpted by Dave Thomas
and, once again is included
in the ticket price.

This month tickets to the greatest celebration of our hobby
go on sale. Eager to know more, we despatch Rik Turner to
tread the many forbidden hallways in search of knowledge.

ot one to waste time, 1 went straight
to the man in
find out what’s i :

1e number of
>d by Hobby

You can join in wi
participation g

yb e interested in the
backgrounc ames, in which case
you can sha with the Black
Library autho d discuss how the
background ught to life on the
gaming table with the Games Developers
from the Design Studio.
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What about modelling? You can talk to
the sculptors that designed the models you
love and talk to the Forge World Studio
team about how to get the best from their
highly detailed resin kits.

If you're an aspiring painter, take the
time to admire the hundreds of entries in
the Golden Demon Competition and spend
time with one of the ‘Eavy Metal team and
get some tips to take your painting to the
next level.

And if you've ever wanted to work for
the company responsible for all of this and

y that you love, you can talk to
in recruitm i
pursue a career with Games

Suffice to say, there are things to do for
hobbyists of all shapes and sizes, we've

and we aim to make sure that what you do
at Games Day inspires your next game,
your next army and your next model.




The Design Studio

Games Day offers the unique opportunity of being able
to meet the designers, sculptors, artists and miniatures
painters of the Design Studio first hand, and ask them
about your favourite games, armies and miniatures.

If you've ever had a question you've always wanted
to ask the writers, or wanted to find out how to achieve
that perfect finish for your army’s general, come to
Games Day and get the answers from those who know.

The Art Competition

This year’s Art Competition is focused on the truly
enormous and most fantastical aspects of the Warhammer
world; Storm of Magic. As in previous years, you are
invited to bring along your creation (a single piece of A4
artwork), to be handed in for judging, the winner to be
announced at the end-of-show Awards Ceremony.

Left: On the main stage, the Golden Demon
trophies await their more-than-worthy recipients.
Centre: There’s always loads of fantastic hobby
activites that you can take part in each year.

Right: Meet many of the Black Library authors and quiz
them about your favourite books and stories.

Golden Demon 2011

Each year the Golden Demon miniatures painting competition draws in thousands of entries, and
even more visitors, many of whom travel across the world to witness first-hand the most inspiring
works of art.
This year, to help you get started on your entries nice an early, you'll be delighted to read that the
———eceney  Golden Demon categories for 2011
l remain unchanged from last year.
......................... However, in case you don’t have a copy
of WD366 to hand, you'll be equally

OFITJEJQ‘; ﬁﬁ@ﬁ]ﬁﬂRM delighted to read that we have posted
separate eniry form for each entry! the entire Golden Demon Categories
article on the Games Workshop website,
together with a downloadable copy of
this year’s Golden Demon Entry Form
..... . (which means you don’t have to take a

W pair of scissors to your most beloved
monthly hobby magazine - Ed).

Alternatively, if you don’t have

access to a computer or printer, just
pop into your local Hobby Centre.
They'll have plenty of copies of the
form and the staff there can even take
you through the categories using the
in-store order point.

Tuhphnngﬂumber......_...
Category Mame & Number
Description of entry ...

FOR OFFICIAL USE ONLY
Category Number

MEGEE

66 E E 6 E E
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mes Day fast approaching work has
_ady hegun n making sure the Black
| 'mDst exutmo yet. In fact,

eT)non and T&Lils tn[ogy by Bi ng. Rather
tease you with them, we'll even let you pick
pies a whole two menths ahead of release.
‘As usual we'll also let our authors out for the day.

Armed with oversized black markers we'll set them
on the NEC to sign your books and answer
astions. Dan Abnett and Graham McNeill have
s confirmed their attendance. Keep up to date on
other attendees by visiting blacklibrary.com/ukgd.
also be a stack of great pre-release books
(check them out below). Actually,
ly a good time to work out where
ew bookcase...

antasy heavyweight,
as signed a major new
BsII has penned a trilogy of
characters Tyrion and Teclis.
d Teclis are the greatest

again. Prince T\ rion's skill with a bldde is unmatched
7 living swordsmen, whilst Teclis is the most

powerful mage of his generation, Set over two hundred

years before. the current Warhammer timeline, the new

Pick ““ “ﬂlll' copies at Games Day, ; trilogy tells an origin story of these two phenomenal
up to two months before release! g champions.

T A
| T (o
s ﬂ@ '5\ £ #
3 Gra. II|:I.'|’. MceN {'l;.l g i
p ! IHE R] |_.J"l:.(. \9 | [.}E:;\“ §|. THE

GILDAR RIFT

SARAH CAWKWELL

LT

NICK KYME

NOCTURNE

WARHAMMER

“DINA ANAE

WERNER
WARHAMMER

ol e
N York Times I.;-:.l-,.c.l-}zg,- atthor

108 WHITE DWARF GAMES DAY & GOLDEN DEMON



 Jorge Waorld

Masters of the Forge

Down in the Forge World offices | tracked
down Ead Brown and asked him what sort
of exciting stuff was being planned for
Games Day UK.

‘Probably the coolest thing we can tell
you about at the moment is our 2011 Event
Only miniature,’ Ead explained, ‘Or rather
miniatures | should say, because this year
we actually have two fantastic models that,
as always, you can only purchase at the
events Forge World attend in 2011/

‘The first is a Chaos Dwarf Hellsmith,
sculpted by Thais Mariblanca. This
characterful figure is a fantastically detailed
miniature, clad in the full panoply of these
grim sorcerer-smiths and armed with a
vicious-looking axe, ensorcelled with fell
magics.

Above: Personalities from the
Forge World design studio show off
their latest miniatures and books.

Sunday 25" :
September 2011

LG Arena, NEC'¥>
Birmingham ~ ¥
10am-4pm ;

www.forgeworld.co.uk

September 2011
LG Arena, NEC

If that weren’t cool enough, the second
of our 2011 Show Only models is Mark
Bedford's jaw-dropping Mklll-Armoured
Boarding Assault Captain. Supplied with
two different weapon options including a
suitably massive Thunder Hammer, this
brutal miniature is sure to be the
centrepiece of many a Space Marine
force!’

We couldn’t tease anything further out
of Ead, no matter how hard we tried, but
he did confirm that both the Forge World

and Warhammer Forge teams will again be #

in attendance, displaying work-in-progress
miniatures, books and artwork as well as
their lavish collections of painted resin kits
— clearly you'll have to stay tuned to future
issues for more!

Below: The Forge World sales
stand is always a huge altraction at
Games Day.

Chaos Dwarf Hellsmith

forge Waorld h

Boarding Assault
Space Marine Captain

Exclusive Minatures

Each year Forge World
release a new miniature
only available at events
they attend. However,
this year they’re
bringing not one, but
two superbly detailed
miniatures for you to own.

Birmingham

/Out Now!

Tickets to this year’s UK
Games Day are now
available from your local
Hobby Centre and from
www.games-workshop.com

/

GAMES DAY TICKET £30
Product code: 60139999136
€39, 300dks;, 330skr/nks, 15021

www.games-workshop.com 109



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.

June 2011

June 11th

GATHERING OF THE CLANS

Date: 11th June, 2011

Venue: Adam House, Edinburgh, Scotland

Age Limit: 16+

Details: 300 gamers, six tournaments, four industry guests, one glorious
day. Spend a whole day playing three or four casually competitive
games of your favourite system and still have plenty of time to talk to our
special guests. Tournaments include Singles and Doubles formats for
Warhammer, Warhammer 40,000 and Blood Bowl.

Presented by Stirling Wargamers, ELG, and the D.W.A.R.F. gaming clubs.
Tickets: Tickets cost £20 per player, or £30 for a Doubles team.

Contact: andy_meechan@yahoo.com

Website: www.gatheringclans.org

June 12th

PENNINE PILLAGE

Date: 12th June, 2011

Venue: Belgrave Social Club, Halifax, England

Age Limit: 16+

Details: The Pennine Raiders gaming club invites you to join them in
their annual Warhammer event. Bring along your marauding forces and
spend the day invading the principality of Thursledale.

You will need a 1200 point Warhammer army to take part in four linked
scenarios. There are also four ‘Golden Troll Awards’ to be won on the
day, together with certificates and prizes for the best and worst armies.
Tickets: Tickets cost £10 per player and include a hot meal and the all-
important event pack.

Contact: Peter R Plinston, 01422 369834, hardplin@tiscali.co.uk

| We are proud to announce that you can hire our unique Gaming Hall
“and run your events in the atmospheric setting of Warh World's
_ castle courtyard!
- We will provide you with gaming tables, scenery and seating, all =
reserved specifically for your event. There will also be a member of the
Events Team on hand throughout your event to help ensure everything
ns smoothly. We can also provide other extras such as a PA system,
icountdown timer, a stage area to run the event from, and a cabinet to
g ___sp!.:zdyaur tmphi_r:s and certificates. Warhammer World is fully

and Bugman'’s Bar will provide your gamers with any
eshments they require. We can also cater for your event and have a
| great choice of menu's for you to choose from.
i Please feel free to give us a call on 0115 900 4994 or e-mail us at
| whworldevents@games-workshop.co.uk to book your event with us, or
- if you have any queries about hiring the Gaming Hall. i
Full details, together with a price guide can be found online at

www.games-workshop.com

[

June 25th

BADAB WAR CAMPAIGN WEEKEND

Date: 25th-26th June, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend two days fighting either as a Loyalists or Secessionists in
a series of narrative driven games for control of the Badab Sector.You
will need a fully painted 2500 point Space Marine army which can be
used to play games of varying sizes as detailed in the event pack.
Tickets: Tickets cost £56 per player and includes lunch on both days, an
evening meal on Saturday, and access to Warhammer World's facilities.
Contact: Customer Services — 0115 91 40000

Wehsite: www.games-workshop.com

July 2011

CRUCIBLE OF LOST SOULS
Dates: HEAT 1 1st-2nd July Northern Gaming Centre, Stockport
HEAT 2 16th-17th July  Adam House, Edinburgh
HEAT 3 30th-31stJuly  Eye of the Storm, Mansfield
FINAL 29th-30th Oct  Warhammer World
Age Limit: 16+
Details: Test your mettle at one of three heats and, should you qualify, at
the Crucible of Lost Souls Grand Final. At each heat 100 generals will
do battle, and the top two from each Warhammer Armies supplement
will win an exclusive FREE ticket to the Grand Final! If you have a 2000
point Warhammer army then get yourself to one of the three qualifiers!
Tickets: Tickets cost £45 per player, per heat and should you qualify then
the final is FREE. All events include lunch on both days. Tickets can be
purchased through the Northwest Warriors website, below.
Contact: Adam Turner, 07990618700, adamturner471@btinternet.com
Wehsite: www.northwestwarriors.org.uk
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‘EAVY METAL PAINTING MASTERCLASS
Date: Saturday 2nd July, 2011
Venue: Warhammer World, Nottingham, England
Age Limit: 16+
Details: If you've ever stared in wonder at the pages of White Dwarf or
your Army book and wanted to know how the guys in ‘Eavy Metal
achieve the glorious paint-jobs they do, then this Masterclass is your
chance to find out! You'll spend the day with Mark Holmes and David
Heathfield, two of ‘Eavy Metal’s finest, learning some of the techniques
used to paint an Empire Greatsword, which can be used on any number
of your figures. So if you're looking to perfect your technique, or to take
your painting to the highest level, this Masterclass is for you!
Tickets: Tickets cost £102 per person.
Contact: WHW Events Team - 0115 200 4994

Customer Services — 0115 91 40000

Website: www.games-workshop.com

WARRANVMER

THRONE OF SKULLS: YOUNGBLOODS 2011

Date: 9th July, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12-15 Players must be accompanied by an adult.

Details: Aimed at our younger hobbyists, spend the day fighting great
battles, seeing wonderful looking armies, making new friends, and
swapping war stories.

You will need either a fully painted 1500 point Warhammer 40,000
army or a 2000 point Warhammer army (depending on which event you
are entering).

Tickets: Tickets cost £30.75 per event, per player. Each ticket includes
lunch and access to all of Warhammer World's facilities.

Contact: Customer Services - 0115 91 40000

Wehsite: www.games-workshop.com

July 16th

WARHAMMER 40,000 THRONE OF SKULLS
SUMMER GRAND TOURNAMENT

Date: 16th-17th July, 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
£56 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

July 23rd

THE LORD OF THE RINGS DOUBLES WEEKEND
Date: 23rd-24th July, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ Players between the ages of 12 and 15 must be
accompanied by an adult.

Details: Compete in this relaxed tournament with a friend as your ally.
Designed to challenge players’ abilities to work together to defeat all
comers, who will emerge as this year's Champions?

Each team of two players needs to bring two fully painted armies:
on Good and one Evil, both 700 points strong, chosen from The Lord of
the Ring Rulebook, Legions of Middle-earth, Sourcebook and White
Dwarf articles. Each team will also need to bring a painted Fellowship of
the Ring for one of this year’s exciting scenarios.

Tickets: Tickets cost £87 per two-player team and includes lunch on
both days, and an evening meal on the Saturday night.

Contact: Mail Order — 0115 91 40000

Website: www.games-workshop.com

August 2011

August 27th

A GATHERING OF MIGHT

Date: 27th-28th August, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: The North West Warriors proudly present A Gathering of Might
VIL. Bring along your finest army to compete in this two day Warhammer
tournament. Enjoy wonderful looking armies, making new friends and
swapping war stories.

You will need a fully painted 1500 point Warhammer army and a desire
to have a great time playing your favourite game!

Tickets: Tickets cost £30 per player and include lunch on both days,
access to all of Warhammer World's facilities and even complementary
dice! Tickets are available from our website, below.

Contact: Adam Turner, 07990618700, adamturner471@btinternet.com
Website: www.northwestwarriors.org.uk

FOR ALL THESE AND MORE
EVENTS NEAR YOU, GO TO
WWW.GAMES-WORKSHOP.COM

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

EXHIBITION:

TOMB KINGS!

J May 23RD_JUNE 26TH

Miniatures, original art and archive items show how the
skeletal Tomb Kings grew apart from Games Workshop's
original Undead army, and their loathing of
necromancy which sets them apart from Warhammer's
other endless armies.

www.games-workshop.com




STORE FINDER

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

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 Hobby 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 Hobby Centres also have a
webstore order point through which you
can choose from our entire range of Citadel
miniatures, including the Specialist Games
and Collectors ranges and the ever-
expanding range of Bitz Packs which allow
you to further customise and add character
to your armies.

What's more, if you have your order
sent to your local Hobby Centre, we'll send
it POST FREE!

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew.

Free gaming & tactics advice
All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free Beginners programme

Our special Beginners programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
All you need to do is come along.

GAMES WORKESHOP INDEPENDENT STOCKISTS

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

IN YOUR LOCAL AREA

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

hobby need.

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,

e
ﬁ i

PREMIUM STORES

112 WHITE DWARF

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

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

IN THIS DIRECTORY

Full 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

more akin to a GW Hobby Centre than a traditional
independent stockist.

* Premium Stores offer a wide range of GW products.

e They also offer a Mail Order service giving you
access to the entire Games Workshop range.

* 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.

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

DIRECTORY



STORE LISTING
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GW BRISTOL:
33h Wine Street,
HS1 280 Tel: 0117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):

Unit 129, The Mall,

B34 5UP Tel: 0177 959 2520
BRISTOL, Area 5

B57 BEA Tel: 11179 24635
BRISTOL, Cut and Thrust Wargaming:
B52 DE| Tel: 01173 020021
CRIBBS CAUSEWAY, HobbyCrait:
BS14 575 Tel: TB45 057 524

« GW BEDFORD:
B0 Cireyiriars,

M0 THP Tek: @123 4.

bk

BARTON LE CLAY, Redcoat Soldiers:

MEAS 4RF Tel: DFAML TGRS
CRANFIELD, Wargames Workshop:
ME43 DG Tek: 01234 751 570
ALSIEM 0 Telo 01582 709 204

BERKSHIRE

* GW MAIDENHEAD:

1 Kingsway Chambers, King Street,
sth 1EE Tel: 4162 063 1747
* GW NEWBURY:

114 Barthobimew Srect,

RG14 50T 63 540 344
GW READING:

29 Onford Road,

RG1 7QA Tek D158 959 8693

= GW WINDSOR:
it 3, & Gooege ¥ Place,

514 10P Tek: 01753 BA10

HEMLEY ON THAMES, Henley Model Miniatures:
RCU TAG Tel: 01491 572684
READING, HobbyCraft:

RGT IHS Tel: 0845 051 6532
WINDSOR, W] Daniels:

514 1P Tel: 01753 R62T06

GW BIRMINGHAM:

36 Priary CQueensway,

4 LA Tel: 121 233 4840
GW DUDLEY:

Uinit 36, Merry Hill Centre,

Y5 15p Tek D130 448 110
= GW SOLIHULL:

590 Warwick Road,

BYT DX Tek D721 705 7947
= GW SUTTON COLDFIELD:
26 Blemingham foad,

8721009 Tek 0121 354 3174
« GW WALSALL:

inlt Th, ©d Sequare Shapping Centre,

WET 10F Ted: 0192 272 5207
= GW WOLVERHAMPTON:

9 King Streed,

WV ST Tel: 0190 211 B466
BIRMINGHAM, Console Games:
B3 251 Tel: 0121 477 0022
DUDLEY, The Arcade Toy Shop:
DYl 1PG Tel: (17384 252608
KIDDERMINSTER, T) Models
DY10 20P Tel: 005

= GW AYLESBURY:

& Matket Street,

HPT 2PN Tel: OV2H 429 7iE
GW HIGH WYCOMBE:

Mo 55 Eden Walk Gallery, Eden,

HPIT IHT Tel: 0149 453 1494
GW MILTON KEYNES:

Unit 2, 502 Silbary Boulevard,

MES 2AD Tel: G980 REY 0477

CHESHAM, Harvey John:
HP5 1EP Tel: 01494 TE2161

GERRARDS CROSS, Howard Marshall:

SL% BES Tel: 01753 BE2952

HAZELMERE, Childs Toys:

HPIS TAA Tek 11494 711 425

MILTON KEYNES, Hobhyl:raﬁ.

MK13 B hl DH4S 057 6544

MILTON KEYNES, Jays Crafts
MKS DAD Tek: 01908 565

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Begenl Street,

B2 1DP Tek: 0922 331 3350
GW PETERBOROUGH:

3 Wentwaorlh Street,

PET DM Tel: 01733 8001 032
CAMBRIDGE, Cambridge Toy Shop:
CHI1PA Tel: (1223 309 010
ELY, City Cycle Centre:

CHT 4PB Tel: 11353 61131
EYNESBURY, Gamers:

PE19 2TA Tel: 01480 217 443

HUNTINGDON, Sports & Fashions:

PE29 6WH Tek: 01480 454541
FETERBORCIUGH The Rift:

PET 1EL 01713 341007
ST IVES, Apple Trel: Gifts:
PE2Y SBN Tel: DT4R0 354473
WISBECH, Prams & Tays:
PETI 1HA Ted; (1945 SA4142

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

JEZ 3NT Tel: 01534 601925
GUERNSEY, ST. PETERS PORT, Carousel:
oY1 Telr 01481 72T

CHESHIRE

GW CHESTER:

112 Faregate Street,

CH1 THE Tel: 0124 431 1967
* GW CREWE:

i Market Street,

W1 2EG Tel: 01270 216903

. GW MACCLESFIELD:

31 Church Street,

SK11 6LE Tek: 0162 561 9020

* GW STOCKPORT:

3T Mersoy Square,

KT TRA Tel: 0161 474 1443

* GW WARRINGTON:

Unit 20, Bank Sireel, Time Square,

WAL 24P Tel: @192 565 1904

ALTRINCHAM, The Gaming C

WAL 2DE Tel: G161 9298019

BRIDGEMERE, HobbyCraft:

W5 TR Tel: 0843 051 6537

CHE.TER HobbyCrait:

CH1 48Y Tel: 0645 051 6546

CONGLETON, Colours and Crafts:

W12 1EE Tel: 41260 277211

HEAVERLY, Marauder Games:

SK2 &PT Tel: 1161 4274529

NORTHWICH, Level 1:

LW SAE Tel: 07606 45051

NORTHWICH, The Model Shop:

LW SEA Tek: 060G 47740

STOCKPORT, HobbyCrait:

SK1 ZHH Tel: DH45 D51 6530

WAIIII:NGTON Hol
Tek:

bhyCraft:
: OA45 051 6541
IIIMI.HIII

GW MIDDLESEROUGH:
Uil 33, 39 Dundas Streed,
151 THR Tel: 0164 225 4091

GUISBOROUGH, Stokelds Toy Centre:

1514 GPP Tel: V1287 632 935
NORMANRBY, PC Tech:
TSI 30L Tel: (1642 461010
REDCAR, PC Tecl
156 LT Tel: 1642 481884

GW TRURO:

Linit 1, firidge Hoares, Muw Bridpe Streat,

TRI 204 Tek 0187 232 0047
BODMIN, Bricknells:

PLIT 2L Tek: D102 277080
CALLINGTON, GMS @ Simphee's:
PLI7 TAN Tek: 01574 353900

CAMBORNE, Exit Games and Hobbies:

TR14 BAY Tel: 01204 610214
FALMOUTH, Kernow aster:
TRIT 3D Tel: 01326 312 571

HAYLE, Blewetts of Hayle:

TR 400 Tel: 11736 753 12
HELSTON, Exit:
TR13 BPS Tel: 1326 5365117

LAUNCESTON, Gamezone Models:

L1590 Tel: 11566 773467
LISKEARD, Trago Mills:
PLI4 GHY Tel: 01579 3484877

PENZANCE, Newlyn Post Office:
TR18 5HL Tok 01736 364591
ST AUSTELL, Mad for Miniatures:
PL25 508 Tek: 01726 72259
ST IVES, Dragon’s Hoard:

TR26 205 Tel: 01736 79648
WADEBRIDGE, Bricknells:

PL27 7DD Tel: 01200 473 274

COUNTY DURHAM

* GW DURHAM:

&4 MNaorth Raad,

M1 450 Tel: 1191 374 1062
+ GW DARLINGTON:

78 Skinnergate,

DL 7LX Tel: 132 530 2463
BISHOP ), Windsock
DL14 7PF Tel: 136 609 766
DARLINGTON, Lamb's

013 9EP Tel: 11325 466042
SEAHAM, Games of War:

SET 0AA Tek: 01915 817 118
STOCKTON ON TEES, HobbyCraft:
TE1T TEW Tel: 045 B51 6359

CUMBRIR

GW CARLISLE:

Unil 2, Earls Lane,

CAL 1D8 Tel: 01

CW KENDAL:

Units 4 & 5, Blackhall Yard,

LAS 4LU Tel: 01539 722211

sannow IN-FURNESS, Heaths;
Tel: 01229 820 435

BOWNIESS-ON WINDERMERE, Ermes! Atkinson & Sons:

LAZS 3AP Tok: B1539 443 047
COCKERMOUTH, The Toy Shop:

CALI LU Tek: 019040 B25055
KENDAL, Aireys of Kendal:
LAD 4RA Tel: OT539 720 TR
PENRITH, Harper; Cycles:
CATY 7PG : 01760 Bh4 475
WOIIXINGTGN, Tny‘!m
CA14 ING Tel: 01900 673 3r

DERBYSHIRE
= GW CHESTERFIELD:
21 Knifesmithgate,

5400 1RE Tel: 01246 271178
GW DERBY:
42 Sadler Gate,
DE1 3K Tel: 0133 237 1657

ASHBOURNE, Lumbards Toy Shop:

DE6 1GG Tel: 7335 343115
BUXTON, Knowles Toys and Models
SK17 6IY Tel: 17298 14203
CHESTERFIELD, Chesterfield Department Stare:
S48 1UN Tel: |u 146 20 20
DERBY, Tokyo Otak

DE1 208 Tel: u11u RIRELE]

GLOSSOP, Wain Services:

SK13 YAR Tek: D1457 853 548
ILKESTON, Midland Co-op:

DE? 55G Tek: [UEE
MATLOCK, Shawes:

DE4 340 Tek: 01629 537 482
RIPLEY, Chimera Lelsu
DS 38U Tel: 01773 747049
SWADLINCOTE, Extreme Gamez:
DETT B Tel: 01283 558338

DEVON

* GW BARNSTAPLE:

8 Crunens House, Queen Streel,

EX32 #H] Tel: 01277 859715
GW EXETER:

3a Sidwell Street,

EX4 BN Tel: 0139 24% 0305
GW PLYMOUTH:

4 Cormwall 5!r?ﬂ

PR - 0175 125 4121
= GW TORQUAY

12 Markst Stroet,

T 340 Tel: D180 320 1006
BRIXHAM, Mainly Miniatur
Q5 68 Tek: 01803 082 555
CULLOMPTON, Nanna's Toy Chest:
EX15 ILB Tel: DIBS4 BI9317
DARTMOUTH, WG Pillar & Co:

T 9AN Tel: OVHOI B2 104

EXMOUTH, Gamezone Models:

EXD 25H Tel: 01395 267 733

HONITON, Pressplay:

EX14 IPG Tel: 01404 539612

KINGSBRIDGE leTradmg Post:
Q7 Tel: 01548 852 423

NEW‘ION ABBOT, Austins:

Tel 1626 333 444

NEWTON ABBOT, Trago Mills:
Ti

EXZ0 1AW
PAIGNTON, Paignton Model shnp
T4 38Y Tek: 01803 555082
PLYMOUTH, Antics Model Shop:
Teh 01752 221 851
PLYMPTON, Nimrif Models:
L7 2AL Tek @752 511099
TAVISTOCK, Kaleidoscope:
PLIS BHE Tel: 01622 615 236
TAVISTOCK, Games and Computers:
LIS DD Tel: 01022 615 280
TEIGNMOUTH, Jackmans Toybox:
TQ14 BEA Tal: 11626 778 260
TEIGNMOUTH, M Cubed:
TQ14 APE Tal: 01626 870995
TIVERTON, Banbury's:
EX16 60D Yok (1884 2
TORRINGTON, Toyzone:
EX3 BHO Tel: 01805 624 790
TOTNES, FlmshmF,Tunch!:s:
TOA SRW OTRO3 BHX244

DRSET

GW BOURNEMOUTH:
a5 Commercial Road,

BH2 SHT Tel: 01202 319 292
GW POOLE:

Uit 12 Towngate Contre,

BHIS 1ER 20268 5634

Tel
BLANDFORD, Inspirations:
oe 7P Tel: 01238 480999
BOURNEMOUTH, HobbyCrait:
#1212 90) Tel: 0845 051 6520
BRIDPORT, Frosts Toymaster:
06 08 Tek nlma 42229
CHRISTCHURCH,
BH23 1EB Tek: olinz 489721
DORCHESTER, Dorchester Ti
071 TRY Tek 01305 261 152
SHERBOURNE, The Corner House:
079 3L Tek 01935 015 615
SHERBOURNE, The Toy Barn:
D79 41X Tek: 01935 815 040
SWANAGE, Leonard's:
BH19 18T Tel: D1H2T 426096
WEYMOUTH, Howley's Toymaster:
T4 BH) Tel: 01305 779255
WIMBORNE MINSTER, Riverside Toys:
BHZL 1N Tel: 11202 881754

GW CHELMSFORD:

Unit 4C, The Meadows Centre,

CM2 65D Tel: 0124 549 0048
GW COLCHESTER:

2 Shut Wyre Strest,

o7 1IN Tek 0120 676 7279
GW SOUTHEND:

hohurch Road,

3 Tel: 0170 246 1251
GWTHURIIOCK

Unit 4138, Level 3, Lakeshde Shopping Cenire,

HM20 22§ Tel: 0370 886 7133

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(#) These Habby Centres are chosed on Mondeys snd Toesdays.

PREMIUM STORE

Stocks most of the product range.*
NEW STORE OPENING
Tndicates ew sockists

* To b sure they Fave wiat you want in stock, we recammend caling the store first

@Hhklm\" Marquee Models:
CM20 1XS  Tel: 01279 423 334
BASILDON, HobbyCrait:

5514 TWF Tel: OB45 051 6536
BILLERICAY, Toys N Tuck:

CM1Z 9YH : 01277 B50444
BRAINTREE, KldznneT

CM7 YA Tel: 01376 554 793
BRENTWOOD, B&M Cycles:
CMI14 4RG Tel: 01277 214 342
CHELMSFORD, HobbyCrait:
CM2 GXE Tel: 054 051 0572

CLACTON ON SEA, Clacton Al & Crafl Centre:

CORs 1A Tel: 01255 436 346
COLCHESTER, 4TK Gam
COMd 5EG Tel: 01206
HARLOW, 3 Darths Comic

CM20 1XR Tel: 01279 115777
HARLOW, HobbyCrait:
CM20 204 Tel: GB45 051 6565

SOUTHEND ON SEA, Waylam‘l Games:
750

552 55 Tek 01702 66
HORNCHURCH, Tole Haven:

BM1Z 4TN Tek: 01708 475051
MALDON, Colin Bliss Models:
M9 5B Tel: 01621 851 327
RAYLEIGH, Toys N Tuck:

556 TEW Tel: (1268 775 501
SAFFRON WALDEN, Game On:
CB1l TAX Tel: 01799 506 022
WESTCLIFFE ON SEA, Argosy Toys:
S50 91| Tel: 01702 336 206

GW CHELTENHAM:

16 Pieville Street,

(& ny Tel: 0124 122 8319
* GW GLOUCESTER:

35 Clarence Streot,

G11 1EA Tek 0145 250 5033
BOURTON ON THE WATER, Baarion Modsl
G54 ZAN Tek 01451 B20 686
CIRENCESTER, Crocodile Toys:
GL7 2PR Tek: D12E5 656 050
GLOUCESTER, HobbyCraft:

GL1 55F Tel: DB4% 051 6522
STROUD, Alan Tyndall Lid:

GLS 1AN Tel: 01453 TRA4IA

GW BASINGSTOKE:

1 Potters Walk,

RG2T TGO Tel: 1125 46 6050
GW PORTSMOUTH:

u Mundrl' Sereet,

ML Tel: 0239 247 6266
GW SOUTHAMI"TON
23 East Streel,
SO14 THG Tel: 0238 033 1962

= GW WINCHESTER:
35 Jewry Street,
5023 BRY Tel: 0196 266 0179
LDERSHOT, The Game Shop:
GUIT 1DZ  Tek 07252 311 443
ALTON, Alton Model Cenlre:
GU3 100 Tel: 0714200 547 244

ANDOVER, Hoggosaurus Toymaster:

SP10 1LX Tel: 01264 352 263
BASINGSTOKE, HobbyCraft:
RG22 GHN Tel: 0845 051 6571
EASTLEIGH, Eastleigh Wa

S050 94 Tel: 02380 644 179
FARNBORDUGH, Dark Star:

GUT4 OEN Tel: 01252 545019
GOSPORT, TD Books and Wargames:
P2 IR Tel: 07959 494855
HAVANT, HobbyCraft:

POA IND Tek: DA45 051 /554
LYMINGTON, HE Fij

5041 9AQ Tek: B39 672002

MILFORD ON SEA, Miliord Models and Hobbies:

041 00D Teli 01590 642 112

NEW MILTON, Toys of New Milton:

HHI5 6HY Tel: 01425 617 805

NORTHEND, Fun Toys and Games:

PO OLH Tel: 02392 696734
PETERSFIELD, Polly Models:
GU3T 4AD Tel: 01730 267 932
RINGWOOD, Tuf! of :
BHI4 1AT Tol; 114325 474 434
ROMSEY, Roundabout:
S051 HGD Tek 01794 512 145
SOUTHAMPTON, HobbyCraft:
SO1H IHW Tel: 0845 051 6521
SOUTHSEA, Solent Wargames:
PO4 0P Tek 02392 363575
SOUTHSEA Southsea Models:
Tek: 02392 733 204

WAmLOOVILLE Paul’s Hobby Shop:

PO7 7ED Ted: 01705 259 186

* GW HEREFORD:

40 Eign Gale,

HR4 BAH Tel: 01432 355 D40
HEREFORD, Weobley op:
HE4 854 Tel: 01544 319792

& Craits:

STER, Marlin's Models
HER& BES Tel: 11568 H13 TAZ
ROSS ON WYE, Revolutions:
HR9 7OY Tel: 01989 562 639

* GW HEMEL HEMPSTEAD:

Tel: 0144 224 9752
= GW 5T ALBANS:

18 Heritape Close,

AL3 4ER Tel: 0172 7861193

* GW STEVENAGE:

5 Queeisway,

SG1 DA Tek: 01438 355044
BERKHAMSTEAD, Hamlins:

HP4 2AR Tek 01442 564 642
CHESHUNT, Creative Thinki
ENR NU

HITCHIN, Mamly Made

5G5 108 Tel: mam 42 2 2

LETCHWORTH, Rowells Toy Emporium:
SGE 10N Tel: 01462 6HO ¥17
STE\'EN}\(E HobbyCraft:

sGi1 Tel: 0845 0571 6553
FI'E\"ENA(E, KS Models:

SG1 AW Tel: 17438 7d6 416
WHWYN GARDEN T

ALB 6HA Tel: 707 301 319
WATFORD, HobbyCrait:

win 7 258 Tel: (645 051 6538

ISLE OF MAN

DOUGLAS, Toymaster:
i 2aU Tel: D624 622 154

NEWPORT, Chezr Thrills:

PO30 1jP 01983 538 570
NEWPORT, Toy & Models:

FO30 1BQ Tel; 01983 528 250
RYDE, The §, & Model Shop:
PO33 207 Tel: 01981 B62 454

GW BLUEWATER:

Unit 1528, Upper Thames Walk, fluewater,

DAY 950G, Tel: 0132 242 TRA0

GW CANTERBURY:

Unit 5, tron Bar Lane,

11 2HN Tel: 0122 745 M

GW MAIDSTONE:

73 Puslding Lane,

MET4 1PA Tel: 0162 267 7435

GW TUNBRIDGE WELLS:

#h Grasvenar Road,

TNT ZAP Tel: 018 2 5TRY
BROADSTAIRS, Time & Space:

CTI0ILP Tel: 01843 Bhk 006

ASHFORD, GZ Computers Ltd:
TNZ3 1AB Tel: 01233 613996
ASHFORD, XPRESS Games:

14 BN Tel: 01233 621710
BEXLEY HEATH, Kit Krazy:

Db BT Tel: 0208 298 7177
CHATHAM, Mayn 3

MES 4BP Tel: 01634 400 031

CRANBROOK, Alfie and Daisy Lid:

TNI7 IHE Tel: #1500 7224
CRAYFORD, HobbyCraft:

DAY 4D Tel: D845 D51 6535
DEAL, John Rope

CT14 6TE Tuk: T304 361404
DOVER, Turners Models:

17 081 Tek: 07304 203 711

FOLKESTONE, Penkraft:

CT19 408 Tek: 01303 279292
GRAVESEND, Steve’s Collectables and Toys:
DAIZ 2EQ Tel: 01474 564 465
GRAVESEND, The Stamp Centre:

DATT BAY Tel: 01474 534 166
HERNE BAY, Spearings:
T 5E Tel: (1227 374 049
H\"THE Apple Jax

Tel: 07303 262 602
MAIDSTDNE ral
METE (5N Tel: n8as 51 1.159
MAIDSTONE, Model W
MET4 5LH Tal: (&
ORPINGTON, JH Lo
BRE ONG Tel: DI&IJQ‘IZ“G]

SEVENOAKS, |H Lorimer:

TNI3 HR Tol: 01732 452 B4D
SEVENOAKS, Manldows
TNE4 5AR Tel: 01712 454 952
SITTINGBOURNE, Nickel Books:
METD 40 Tel: G1795 429 345

Tel: D845 057 R3GH

= GW BLACKPOOL:
0 Birley Strect,

FY1 1DU Tel: 125 375 256
GW BOLTON:

Linit 14 (st floor), Crompton Place,
BLY 1DF Tel: 0120 436 2137
GW BURY:

16 Cromplon Street,

B9 0AD Tek 0161 797 6540

GW PRESTON:

15 Miller Arcade,

PRI 20V Tel; 0177 2A2 1455
= GW WIGAN:

12 Crompton Street,

WNTIYP Tel: 01942 #29127
OLi 6Al Tel: 11613 432 344
BLACKBURN, Batcave:

B2 1L Tel: (254 667 486
BLACKBURN, Mercers Toys:
BB ZBL Tel: 11254 GB1401
BLACKPOOL, iCollectables:

FY4 1BW Tol: 011253 403830
BOLTON, HobbyCraft:

BL1 251 el BI45 051 6531
BURNLEY, Co ium:

B2 BRG ek 01262 457 060
CHORLEY, Hampsons Toys & Nursey Workd:
PR7 250 Teh: 01257 263M43

www.games-workshop.com
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CLITHEROE, Cowgills of Clitheroe Lid:
BET 204 Tel: 07200 421 567
LANCASTER, Gotham City Gaming:
LAT TJL Tel; 07524 RSHETT
LEIGH, Storktown Lid:
P Tel: 07942 671 116
OIIMSXIRK Taylors:
L34 244 Tel: 01655 573516
PRESTON, HobbyCraft:

PRI 6AF Tek: OB45 D51 6529
IIAM.SBDTIOM, Bridge Street News:
BLD 9A; Tek: 01706 822 336
THORNTON. Toys 2 Save:

FY5 4jZ Tek @1253 855 905

LEICESTERSHIRE

GW LEICESTER:

Unil 2,16/20 Silver Sireet,

LET SET Tol: 1176 253 0510
* GW LOUGHBOROUGH:

21 Biggin Street,

LE11 1UA Tel: (4150 923 6107
@lMESTE& Table Top Tyrant:

LET 3R Tel: 01162 333 954
ASHEY-DE-LA-ZOUCH, Steve’s Models:
LEBS THP Tel: 11530 416 HI7
LOUGHBOROUGH, Wargames Inc:
LEIT 1A Tel: 0150% 133505
LUTTERWORTH, Ace Connections:
LE17 4E) Tel: 111455 558335
MELTON MOWBRAY, Cobwebs:
LE13 1XA Tel: (664 500700

LINCOLNSHIRE ARER

= GW BOSTON:

45 Wide Bargate,

PEXT G5H Tel: UN205 356596

= GW GRIMSBY:

 Wiest 51 Mary's Gate,

DN3L 1B Tel 0147 234 7757

= GW LINCOLN:

Linit SUA, Saltergate, (outside of Watorside Contre),

INZ TAP Tek: 0152 254 8027
BOSTON, Models and Computers:
PE21 BN Tek: 01205 365 102

GIMNTHAM Access Models:

Tek: 01476 592 001
lDUTH Castaline:
LN Tek 1307 602 149
MABI.ETHOI!PE, Belas Toymaster:

LN12 1AD Tel: 01507 473 328
SCUNTHORPE,

DR15 6L Tel: 01724 842 434
SKEGNESS, The Model Shop:

PE25 3NY Tel: 01754 T3 429
SKEGNESS, Warlords of the Coast:
PEZS TRY Tel: 01754 Thinss

SPRI.DING, Mason's Model
Tel: 1775 722 456

MDR.[‘.‘, Stamford Models and
PES ZAT Tel: 11780 767934

W ANGEL:
36-37 Myddleton Stroet, Angel Islfington,
ECIR 1UA Tel: 0207 7130835
GW BRENT CROSS
Unit 19, Lawer Mall, Brent Cross Shapping Centre,
W4 IFE, Tel: 0208 202 4579
GW BROMLEY:
Umit 24, The Mall, Bromley,
BRY 1TS Tel: 0208 466 167H
GW COVENT GARDEN:
Unit 33, The Markel,
WC2E BRF Tel: 0207 240 5106
GW CROYDON:
Linit 35, Centrale Shopping Cenire, Keclry Road,
RO TTF Tel: 0208 680 4600
« GW EPSOM
B High Stree,
T19 BAD Tek: 01372 751881
GW KENSINGTON
Shap 7, Lancer Square, Kensinglon Church Stree,
WE 4EH Tel: 0207 937 7011
GW KINGSTON ON THAMES:
31 Fife Road,
K11 158 Tel: 0208 549 5224
GW OXFORD 5T:
Unit FI0, The Plaza Shopping Centre,
WD LT Tel: (K207 436 OBAY
* GW MUSWELL HILL:
117 Alexandra Park Boad,
NTO ZDF Tel: (208 853 M0
CGW ROMFORD:
12 Quadrant Arcaibe,
RMIT IED Tel: 07708 742 1440
* GW STAINES:
B Clarence Steesl,
TWit 45P
GW SUTTON:
Wit 26, Times Square: Shopping Centre,
SM1 1LF Tel: D08 770 9454
GW UXBRIDGE:
Lt 32, Chisgoers Mal, Thee Pavilions Shoppiess Cenie,
Uss 1IN Tel: 0189 525 2600
GW WATFORD:
Unit @, 1A Queen Street, Harlequin Centre,
W I8 Tel: D193 245388
GW WOOD GREEN:
Urlt 93, The Mall Wood Green, High Street,
N2 BBA Tel: 0208 pE91079

Tel: 0178 446 0675

BARNET, Toys Toys
ENS SN0 Tel: 0208 449 0966
BECKENHAM, Beckenham Toys:
[TERT Tel: (208G 505 355
BLACKHEATH, 2nd Impressio
SE3 OTA Tek 0208 852 6192
CHISWICK Turnham Arts and Crafis:
Tek: 0208 9952871
('I.APRAM. Russ:
SWIT THW Tek: 0207 128 6319
CROYDON, HobbyCrait:
RO 4% Tel: DBAS D51 b'\?'i
DULWICH, The Art Stati
SE21 78N Tel: 0200 643
EALING, Northfields Models:
W13 90U Tek: 0200 299 1444
EAST DULWICH, Just Williams:
SELZ HDR Tol: (20H 294 3444
EAST SHEEN, Pandemonium:

SW14 BAE Tel: 0200 178 0066
ENFIELD, Pearsons:

EN2 6L Tel: 0200 371 4200
FINCHLEY, Leisure Games:

N3 IDN Tel: D206 345 1327
FULHAM, Patrick’s Toys:

SWh 75K Tel: 207 3859864
GREENFORD, HobbyCrait:

LIRE DLW Tel: 0845 057 6528

HAMPSTEAD, Happy Returns:

NWI INH Tel: D207 435 2431
HARROW, Toy Galaxy:

HAT ZRH Tel: QR0 424 0300
HERNE HILL, Just Williams:

5624 9HU Tel; 0207 713 Y555
HORNCHURCH, Modellers World:

BM12 5RX Tel: 01708 630633
KINGSTON, The Print Gallery:
W11 3HL Tek 020 7221 8885
LONDON, 4D Modelshop:

E1 BELI Tel: 020 7264 1208
PUTNEY, Taystop:

SWI5 1TW Tel: 0208 785 9955
ROMFORD, HobbyCraft:

RM1 1AL Tel: DB45 051 6545
RUISLIF, John Sanders:

HA4 Bj8 Tel: D18YS 634 B48
SOUTH , South

E1n 205 Tel: 0200 299 3434
VICTORIA PARK, The

E% THD Tel: 0208 533 13"1
WATERLOO, Dark Sphere Retail:
SET TN Tel: 0207 928 TZI0

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WAT4 DL Tel: 0161 9279 9636
GW MANCHESTER:

Unit B35, Marsden Way South, Arndale Centre,

M4 IAT Tel: 0161 A34 6871
ALTRINCHAM, The Gaming Crypt:
WAL4 ZDE Tel: 1161 'J:I\I e

MANCHESTER, Fan
M1 IEE Tel:

MANCHESTER, Hub Re
M 3AQ Tel: 0161 839 7602

GW LIVERPOOL:

13h Central Shopping Centre, amln.m Street,
L1 1QE Tek: 0
* GW SOUTHPORT:
Uil 2, The Edge, 7 Hogbton I,

B 532

PR TE Tek: 017D 450 1255
BRIMSTAGE, Wargames Store:

CHB3 BlA Tek 01513 421 233

ST HELENS, DMZ Gaming:

WATT SHE Tek: 11744 759 333

ST HELENS, Rennies Arts and Crafls:
WATD TNW Tel: 01744 739660
'WALLASEY, Wirral Model Shop:
CHAS 4PD Tek 0151 200 K355

= GW KINGS LYNN:
23 Norfalk Street,

PEI TAN Tel: 01553 777 920
GW NORWICH:

1214 Exchange Street,

NK2 TAT Tel: 016401 376 765
CROMER, Cromer Furnitur
NRZT 9HT Tel: 41263 515151

NRAD 2NE Tel: 01493
HOLT, Starlings Toymaste
M5 GEN Tel: 01263 713 1M
HUNSTANTON, Pavilion Toymaster:
PE3S SAH Tel: 01485 533 108
NORWICH, HobbyCraft:
N1 1WR Tel: 0B45 051 6573
NORWICH, Kerrisons:
NH3 2R Tek: 07603 454 MR
NORWICH, Starwynn Games:
NRZ 1DE Tek 01603 6371920
II.MTKHEATH, Langleys:

2 ING Tek G1603 621 958
SHERINGHAM Starlings Toymaster:
N6 305 |r" M263 812 368

INDEPENDENT STOGKIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how

to become an Independent Stockist, contact one of our dedicated specialists
on 08700 134411 or visit our website:

Manchester:

= GW KETTERING:

4 Lower Street,

WNT6 BDH Tek 01516 411114

* GW NORTHAMPTON:

24.24 Abington Square,

NNT 4AA Tek: 1604 636 G687
DAVENTRY, The Games Vault:

NNTT $AA Tel: 01327 370541
NORTHAMPTON, HohbyCraﬁ:.

NS SAF Tel: D545 051 &5
NORTHAMPTON, Wargames Wulhslnp
MNT dAE Vel 07931
PETERBOROUGH, Hubiw(.ﬂl't

PE1 4YZ Tel: 0445 031 6563
RUSHUEN, Osborne Sports & Toys:
N OPE Tel: 01933 312 415
WELLINGBOROUGH, Software Seller:
NN 1B Tel: 01533 440 857

CORBRIDGE, The Village Square:

NE4S SAW Tel: 01433 634 056
MORPETH, TG Allan:
NEGT 1BA Tel: 01670 515 136

NOTTINGHAMSH

GW NOTTINGHAM (Central):
Bda Friar Lane,

WG 600 Tel: D115 948 0651
GW WARHAMMER WORLD:
Willow Roud, Lenlon,

NG TWE Tel: 0175 916 0410
BEESTON, Chimera Leisure:
NS 2LH Tel: 01154 225080

MANSFIELD, TC Painting Studios:
NG 9DA Tek 1623 400841
MANSFIELD, The Games Emporium:
NGTH 1NG Tel: OT623 640 022
MANSFIELD, Maelstrom Games:
NG18 58U Tek: 07623 238919
NEWARK, Access Models:
NG 1BE Tek 01636 673 116
NEWTHORPE, Caliver Books:
NGI6 209 Tek 01159 382111
NOTTINGHAM, Goblins Lair:
NGH 5GR Tek 01159 789 025
NOTTINGHAM, Foundry Minfatures:
NG3 1DE Tel: (115 B413000
NDTI'INGH.'\M HobbyCraft:
Tel: 0045 051 6243
N{}ITINGHAM, \"a#lt Connecti
NG 5FP Tol: 1716 970848
RETFORD, Bookworm:
D22 BEA Tel: 1777 869224
'WEST BRIDGFORD, Inspirations
NGZ SGR Tel: 0115 952 1200
WORKSOP, Model Base:
SH0 10Y Tel: 01909 501 752

GW OXFORD:

1A Bashy House, Mew I Hall Stree,
OXT 20H Tel: UTHAS 242 102
BANBURY, Trinder Bros:

OX16 585 Tel: 01295 262 546
BICESTER, HobbyCraft:

OX25 INY Tek Gi45 051 (557
CARTERTON, Giles rts:
X4 3 Tek: 01993 847 396
DIDCOT, Toys-UK:

OXT1 HR) Tek: 01235 759450
OXFORD, Boswells Toymaster:
OXF IAG Tel: DT8G5 241 244
WELLINGFORD, Kev's Toyshop:
Tel: 01491 625135

OXT0 0EW
WITNEY, Dentons:
028 6HW Tel: (1993 704 978

GW SHREWSBURY:

& Markel Streel,

S¥1 LE Tel: 0174 336 2007
WELLINGTON, Questing Knight Games:
TF1 1P Tel: 01951 417 747

JACKFIELD, Robert Harrop Designs Ltd:

TF8 7L} Tel: D193 BEABH

OSWESTRY, Totally Games:

S¥Y11 252 Tel: 01691 6B 954

DONNINGTON, Sanda Games:

TFZ BAF Tel: 09952 676 722

GW BATH:

15 5t James Parade,

BAT 1LIL oz
YEOVIL, Witch Engis
A TNE  Tel: 01935 42

BRIDGWATER, Insane Games:

4044

TAG 3BW Tek: 01278 433554
BURNHAM ON SEA, GW Hurley:
TAR 1PA Tek: 01278 789 281
CLEVEDON, Just For Fun:

BSI1 BEL Tek: 01275 341 619
FROME, The Ellenbray Press:

BA1T Bs Tek D1373 462 139

FROME, Frome Maodel Centre:
BATI T1DA Tel: 01373 465295
MIDWMER NORTON, Signals:

D8 Tel: 01761 402454

httn://nestrade.games-workshop.com

114 WHITE DWARF
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SOMERTON, Somerton Hobhies:
TATI 600 Tek: 0‘4'01?15"-;
STREET, Insane Games:

BA16 OHP el DT45H 441443
TAUNTON, Krackers:

TAT 4ER Tel: D183 335 057
TAUNTON, Hatcher & Sons:

TAZ BRX Tel: 01823 272 177
WESTON SUPER MARE, The Games Bunker:
BS23 TRH Tel: 111934 622141
WESTON SUPER MARE, Lloyds Toys:
B523 TRH Tek: 01934 418151
WIRRAL PARK, Pedalers Toymaster:
Ak 9XE Tel: 11459 834 562

* GW BURTON ON TRENT:

Unpit 8, Union Court, Unian

DE14 7AA Tel: 1128 3

GW STOKE:

27 Mafford §,

ST U Tel: 0778 220 5287
CHELLASTON, Blue Grove Racing:
DET3 55T Tel: 01332 9EIB0S

FENTON Guys That Game:
Tel: 12081 18048

07516 B43600
lll.—HFIEI.D Digi
Tel: 07941 637793
STAFFORD, HobbyCrait:
STI7 48U Tel: 0845 051 6569
STAFFORD, Mini Wargaming UK:
BLELT Tel; 01212 BBTZIS
STAFFORD, Midlands Co-op Society:
5Tih 200 Tek: 01785 223431
STAFFORD, Stafford Game
STih 205 Tel: 0175
STAFFORD, Too Fal Gobl
ST1h 2N Tek 01785 244 4499
STOKE-ON-TRENT, Toytown:
ST101UY Tek: 01534 750 55!
STOKE-ON-TRENT, Stafis Gaming
571 INN Tek 0780 530 4213
S10KFON TRENT, The Gaming Grounds:
INN Tek 07765 H437%9
TJ\MWORTH. HobbyCrait:
B78 3HE Tel: DB45 051 6525

GW IPSWICH:

63 Westgate Street,

171 302 Tel: (1473 210 031
BECCLES, Toy Box:

NR14 9HE Tel: 01502 712 783

ST, EDMUNDS, Apocalypse Miniahure
1P33 344 Tel: 1204 747363

BURY ST. EDMUNDS, Model Nncljon'
P43 MK Tel: (124 753 456

IP33 1BE i
FELIXSTOWE, Wizards Whr

P17 ZAW Tel: 11394 277 233
IPSWICH, Toy Attic:

P4 SRE Tel: 07473 728 535
LOWESTOFT, Annatar:

MNRIZ THD Teh 01502 513477
NEWMARKET, Moons Toyland:
CRH BLG Tel: 01634 B3 147
STOWMARKET, D | Collectables:
P14 1AH Tek: 01449 771 015
STOWMARKET, Simpson & Sons:
P14 THA Tel: 07449 612 914
SUDBURY, Tne{!l‘sToys.

oo i 7

2238

WOODBRIDGE, Toytown:
P12 1DH Tek 01394 383 170

GW GUILDFORD:

Unlt 1, 912 Tinsgate,

G 30T Tel0148 345 1791

GW WOKING:

Unit 3, Cheary Court, 169 Chusrch Street East,
= aH| Tel: 0148 377 1675
@Q\MBERLE\‘, Morming Star:

« SG Tel: 11276 bAS160
ADDLESTONE, Addlestone Model Centre:
KT15 20E Tel: 1932 145440
COBHAM, Funtasia:

KT11 1R Tel: 01932 867174
DORKING, Dorking Models:
RH4 16L Tel: 11306 861 747
FARNHAM, Enchanted Wood:
GUT 7RX Tel: 01252 722222
GODALMING, The Toy Box:

GLIT 1NN Tel: 01483 424375

HASLEMERE, Enchanted Wood:
IHR Tel: 071428 BABNA

I'JXTED JH Lorimer:

HHB A Tel; OTHE3 715 305

REDHILL, Gamers Guild:

BHI 1hE Tel: 01737 789123

REIGATE, The Toy S|

RHZ BAE ‘T!L !u'?fpu 245 300

RICHMOND, Toy Station:

TWY JEE Tek: 0208 340 4896

SURBITON, Heroes and Legends Gamers:

KTG 7AR Tek G203 258 0054

WOKING, HobbyCraft:

GU22 8D Tel: 0845 051 6556

SUSSEX ARER
GW BRIGHTON:
Unit 7, Nile Pavillons,

BN1 1THW Tel: (1127 320 3333
= GW CRAWLEY:

11 Broadway,

RHTO DX Tel: 0129 355 2072

= GW EASTBOURNE:

34 Comfield Road,

BNI1 4QG Ted: 0132 T6d 1423
* GW WORTHING

T Bath Place, Worthing,

HNT1 3BA Ted: 0190: 213 93
BILLINGHURST, Aurora Gaming:
Tk 01403 701 991

BOGNOR REGIS, Trains Models and Hobhbies
PO21 1EH Tel: 01243 864 727

BMI 14D ."- Tek 01271 7490
BRIGHTON, Wargames Heaven:

BN1 3FE Tel: 01273 205001
BURGESS HILL, Kid’s Stuff:
RH15 GNP ¥|.L D1444 257 724

CHICHESTER, 'lwwitz

PO19 105 ek 01243 708 055
CRAWLEY, H Craft:

RH11 78T Tek: 0845 051 6552
EAST GRINSTEAD, Martells of Sutton
RH19 1BE Tek: 01342 321303

EAST GRINSTEAD, Ihady To Run Models
RH1% 4EN Tek: 01342 300 917
HASTINGS, Hastings Hobbies:

TGS THL Teb 01424 200027

HORSHAM, Batt

est Games:

RH13 5AA Tebk: 01403 242003

HOVE, Kids Dmams_
5F 73 420 666

Tel: (1323 895 631

ST LEONARDS O SEA, Silverhill Models and Toys:
TN3T 6PA Tel: 11424 471 133
STEYNING, The Dollhouse Shop:

BN44 TRO Tel: 01007 816812
UCKFIELD, Kid's Stuff:
TN2Z 530G Tel: 01825 768 398

WISBOROUGH GREEN, Aurora Gaming:
RH1S 0ES Tel: 11403 7991

GW NEWCASTLE (Central):

Unil B, Newgate Shopping Centre,

NET 5PY Tel: 0791 232 2410

GW METRO {Metro Centre):

Linit 2, First Hoor, The Arcade

{mear the Meditersamean Village),

WETT 9YL Tel: GF9T 461 0950

= GW SUNDERLAND:

2538 High Street West, Sunderland,

SK1 30H Tel: OT915 100 434

GATESHEAD, The Gamers Outpost:

NEG 5EL Tek: 0191 491 G004

GATESHEAD, Gateshead Gaming:

NETD OHW Tek: 0779 R4 8352

GATESHEAD: HobbyCraft

NETI DRD Tel: (H45 051 6547

NEW‘CASII.E UPON TYNE, Fantastic Toys:
QF Tel: 07812 511001

NBRTH SHIELDS, 5R Gladston & Son:

NEZ® &) Tel: 01912 570 335

SUNDERLAND, Toy and Computer

SR1HH Tel: 6151 565 5196

WARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Leved, Cathedral Lanes Shopping Cenlre,
vl 1L Tel: (247 622 7311

* GW LEAMINGTON 5PA:

32 Regent Strect,

CV32 5EG Tel: 01926 435771
= GW NUNEATON:

3 Bridge Street,

CV11 407 Tel: 02476 325754

+ GW STRATFORD:
Uit 1, 27 Windsar Street,

CVE7 BNL Tel: 01789 297 262
COVENTRY, Alan Tyndall Ltd:
V1 1FS Tel: 02476 551155

COVENTRY, HobhyCrait:

€V 6TA Tel: 0845 051 6534
NUNEMON, Heart of England Co-op:
CVIT B Tek 02476 382 331
RUGEY, Jolo Railways & Models:
CVr 5E Tek: DI178H 562 372
SOLIHULL, HobbyCraft:

B 4D Tek BE45 051 6562
STRATFORD-LIPON-AVON, Much ado about toys:
CVIT 6YW Tek 1749 295 850
WARWICK, Castle Trains:

CV34 4HS Tel (1926 497 H5
WOLVERHAMPTON, HobbyCrafi:
WV11 18P Tl 145 051 6543

WILTSHIRE

GW SALISBURY:

18 Winchester Street,

SP11HE Tel: 1172 233 0955

GW SWINDON:

16 Hrunel Plaza,

SN11LF Tel: (179 343 L0365
CHIPPENHAM, Thorntons Toymaster:

SN15 IWL Tel: 11249 463100
DEVIZES, Hoggosaurus Toystore:
SNT0 TAG Tel: 41380 723 141
MARLBOROUGH, Ducklings Toys:
588 TRE Telt 01672 512170
MELKSHAM, The T

SN1Z HLE Tel: 01225 "FS 415
SWINDON, HobbyCrait:

5M3 45 Tel: OB45 057 5351
TROWEBRIDGE, The Toy Shop:

HATS HAS Tel; 01215 768 415
WESTBURY, The Gas Cupboard:
BAIF IPR Tek: 07373 025 825
WESTBURY, Triple Helix Wa

BATIL 4L5 Tek: DHOMK 289530
GW WORCESTER:

23 Lychgale Mall, Cathedral Plara,

WRE 208 Tel: 3190 561 6707
DROITWICH, HobbyCraft:

WRS DDG Tel: 0345 051 6548
DROITWICH, Look-rite Ltd T/A Taywaorld:
WRY BE} Tel: 01945 772 403
EVESHAM, Gift Horse:

WRI1 480 Tel: (1386 THIGIE
KINGSWINFORD, DMF Comsics, Toys and Games:
DY BHL Tel: 11384 402469
MALVERN, The Toy Corner:

WR 3T Tel: 01684

REDU"'TH Hl‘lbﬁr R\-l‘l‘
540 B4l

STOURBRIDGE Inuasm Games:
Tel: 01384 373536

YIIIIIIIIE

= GW BRADFORD:

4 Piceadilly, Bradion,

BD1 0w Tel: 0127 473 9430
* GW DONCASTER:

i High Straet, Doncaster,

DNt 1DwW Tek: D130 232 0535



+ GW HARROGATE:

53 Stafion Parade,

HGT 1T Tel: M42 356 4310
GW HULL:
30 Paragon Strea!
HUT 380D

GW LEEDS:
384 Lands Lane,
151 6LB Tuk D113 242 0834
* GW SHEFFIELD {Central):

16 Fitrwilliam Gate,

51 41H Tek: 0114 275 0114

L
Tok: 0148 258 9576

GW SHEFFIELD (Meadowhall Centre):

Uinit 918, High Streed, Llpper Mall
{next to enirance near Boots

59 16N Tek: nn-t 256 9836

GW WAKEFIELDY:

96 Kirkgate, The Ridings Cenire,

W1 1TB Tel: 0192 436 9431

GW YORK:

134 Lendal,

YO 8AQ Tel: 0190 462 B4
SHEFFIELD, Wargames Emporium.
1 2FB Tek: 01 r42 754826

&\RNSI.EY Janco

Tel: 01226 208654
BRICHOUSE Ninja Games:

Tel: 11484 715555
ja Games:

WF10 10X Tel: 11977 311115
DONCASTER, Zone Oul

D1 2P Tel: 01302 HriEs
DRIFFIELD, S

YOI5 65 Tel: 11377 252401

GOOLE, Hall's Music:

DR BBP Tel: 1403 764191
HALIFAX, Halifax Modellers World:
HX1 1RE Tel: (1422 349 157

G
HUT 384 Tek 01462 221011
HULL, Hobl fit:

HUT 2T Tek 0845 051 6568
KEIGHLEY, Conways Toymasier
Tel: (1535 04045

LEEDS, Geek Games:

519 7TA Tel: 01133 103054
LEEDS, HobbyCraft:

1510 1EW Tel: 0B45 057 6542
LEEDS, XGates Computers:
1515 FNL Tel: 0713 382559

ORTHALLERTON, T & FM Grover Lid:

N
DL JLwW Tel: 01609 773 334

PICKERING, Pickering Model Centre:

YO8 7A} Tel: 01751 472 762
POCKLINGTON, Chyld: 2
YO42 207 Tel: 077549 $0b 041
RIPON The Knowle nel:

PA Tek ||w.s a'mns
SC&IDORQUGH s
Y011 1HQ a&-aﬂ ||1
SHEFFIEI.D Hnbb)'l:raft

; 1843 051 6526

SK.II’ION anen ‘Model Centre:
BOZI 12 Tel: 01736 797414
THIRSK, Thirsk Art Store:
¥O7 1AA Tel: (1545 574457
'WHITEY, john Anderson Toy
Y022 4BG Tel: 01947 602 113
YEADON, Geek Games:
Tek: 01132 103994

The Craft Workshop:
YOBZ GLIA Tel: 01751 417926

GW BELFAST:
104 Castle Cowrt,
(towards the bach of the centee)

ET1 100 Tel: 0289 0233684
BALLYMENA, Camerons:

BT43 6EB Tek: 028 25646821
BANBRDGE, s ter:
BT32 371 ol 018 20622725
BANGOR, Games:

BT20 580 Tek: 028 91452210
BELFAST, Arts and Hobby Belfast:
BT 45 Tel: 028 -Jnn 540
BELFAST, The Basemen/

B4 1AL Tel: 028 un-u, 414
BELFAST, Serenity Games:

BI7 1R Iel 028 9024 9578

BT52 1IN

Tel: 07813 MI596E
EMMNISKILLEN, Modellers Corner:

BT74 TEW Tel: D26 BRIZZILT
LARNE, The Basement:
BT43LG Tel: UT991 647510

GW ABERDEEN:

Unil 1, 12-14 Upper Kiskgate,

AR TBA Tel: 0122 464 5779
= GW AYR:

Unit 2, Losne Arcade, 115 High Street,
KAT 158 Tel: 11792 285 650
GW DUNDEE:
110 Commercial Stres
D 2A) ¥
GW EDINBURGH:

N30 220 2382

136 High Street,

EHT 105 Tel: 1131 220 6540
* GW FALKIRK:

12 Cow Wynd,

FK1 1PL Tek: 132 462 4553
GW GLASGOW:

61 Union Street,

G13TA Tek: 0141 221 1673

* GW LIVINGSTON:

26 Almandivale Centre,

EH54 6NB Tek: 01306 443256
= GW STIRLING:

45 Barnton Street,

FK8 1HF Tek: D17EG 454109
ABERDEEN, Games:

AB119D5 Tel: 01224 B7ESED
ABERDEEN, H :

AB11 5PP Tel: 0B45 051 6567
ABERFELDY, Crossfire Hobby:
Tel: MBRT 829 519

ARGYLL, Alba:

PA34 SAR Tel: D1631 561643
AYR, Toy Town:
KA7 TLL Tek: 01292 282945

BANCHDR\' Toy and Gift Shop
1 5TD Tek: D133 525 546
BR[—CHIN Gardiners:
BEZ Tek: 01356 622 165

Do9
DINGWALL Sports and Model Shop:

5 9RY Tek: 01349 862 346
numm Toytown:
Tek: 01387 264884
DUNFEIIMLINE Abbey Models:
KY12 7NH Trl 01383 731 116

DUNFERMLINE, Walker's Opticians:

KY11 9NH Tel: 01383 521 688

EDINBURGH, HobhyCraft:
EH13 IR0 Tel: 0843 051 6361

EDINBURGH, Marionville Models:

EHIZULY Tel: 01313 177 030
EDINBURGH, Toys Galore (Mid Lothian):
EHd 1DR Tel: 013133 26199
EDINBURGH, Toys Galore (West Lothian):
EH10 4QP Tel: 0131 447 1006
ELGIN, Junner's Toymaster:

[LELRIxS Tel: 11343 542 452

FIFE, The Nappy Pin:

K13 48U Tel: 1134 653160

FORT WILLIAM, The Granile House:

Tel: MJ‘J"' TO3 631

G4 90L Tel: 0845 DS‘ 6555

GREENOCK, Arts, Crafts & Hobbies:

PATS 1DE Tel: 01475 785 204
HAMILTON, Ink
ML3 BBU !rﬂﬁ!a 013N
HELENSBURGH, Acorn Art:
G54 BAW ‘I:L 0143 667 2932
INVERNESS, Junners Toymaster:
W1 I1QA Teb 01463 233 234
INVERURIE, Modles Unlimited:
AB31 3XQ Tek 01467 672 277
KIRKCALDY, The Hope Chest:

KY1 1ED Tel: 01592 260 116
KIRKCALDY, Kingdom of Adventure:
KYD 1%F Tel: 01592 328121

KIRKCUDBRIGHT, Solway Books:
DG6 4HZ Tel: 01557 J30635
KIRKWALL, Cycle Orkn
Tel: 01856 §75777
LARGS, Bus Stop Toy Shop Lid:
KA3D 8HR el: 07475 bASBY2
LIVINGSTON, Worlds at War:

EHE4 SED Tel: 07506 494013
PAISLEY, Paisley Model Shop:
PA1 TS Tel: 0141 889 4221
PERTH, The Gamers Pad:

PHE BEF Tel: 09738 442 836
PERTH Intrepidations:

PH: Tel: 0773 856 1980

PEI!TI AND KINROSE, Crossfi
PHI3 2DA Tel: 1171607 #29 519
PETERHEAD, George Donald Lid:
AB4Z 1DT Tel: 1779 474 717
PETERHEAD, Peterhead Puifers:

AB42 TTE Tel: 01779 481102
SHETLAND, Harrys Store:
TEL ML Tel: 11595 653 197
STONEHAVEN, T ter Toyland:
AB3Y 285 Tel: uhm TEIEY
STRANRAER, Discove

DG4 7RS Tel: m?.n TO0069
THURSO, Durrans:

KW14 7AN Tek: 01847 893 164

= GW CAMARTHEM:

19 Bridge Street,

SAT1 38 Tel: 01267 231209
GW CARDIFF:

31 High Street,

CFio 1P Tel: 0292 064 4917
= GW CWMBRAN:

3 The Parade, Cwmbran, Gwend,
NP4 IPT Tek: D1633 874 070
= GW NEWPORT:

11 Griffin Street,

NP2 IGL Tek 0163 325 6295
GW SWANSEA:

53 Kingsway,

SAT SHF Tel: 0179 l-l«l’: 3964
ABERYSTWYTH, Albatros:

5¥23 2UN T-l mere EIT a3
BANGOR, Acme Games:

LL5ST INY Tel: 01248 354795

BRECON, | Clark Toys & Gifts:
103 TAL Tel: 016874 622 8565

CAERPHILLY, Jet Models and Hobbies:

CFE1 115 Tel: 02920 suwsuo
CARDIFF, Firestorm Gam
CF0 5D Tel; 02920 n’:n
CARDGFF HobbyCrait:

Tel: 0635 051 6556
CM.D1FF Otakuzoku:

Tel: O7EDIGIEH6N
C.-\RDIFF Page 23 Lid:
2 4AA Tel: 0791638060
CHEPSTOW, Artists Comner:

NP1G SEW Tel: 01291 ur 39
COLWYN BAY, Clay Corne
LLI8 4FF Tek 01492 145417

COLWYN BAY, Hip

po Toys:
, LI THS Tek: 01492 534 165

COLWYN BAY, lgor's Attic:
LLTY 7PA Tel: 01492 534 700
DOLGELLAU, Waterloo:

LLAD TALI Tel: D141 421 407
HAVERFORDWEST, Emrys Art Supplies:
SAB1 ZEW Tel: ux-u? 779 ede
LAMPETER,

SA4E THG Tel: ﬁ\ -?fr 422539
LLANDRIDOD WI.I.I.S,

LD SER : 01597 B25
LLANDUDNO, Acme :

LLZ0 ZADY Tel: 01248 354798

LLANTWIT MAJOR, Rainbow Plaza:

CFR1 1IXT Tel: 01446 794 118
NEATH, Fish N Things:

SA10 6TE Tel: 0h9! #1119
NEWPORT, Forged Iron

NPZO 1FS Tel: UJ‘SGI 253379
NEWPORT, Hobl

NPZD 38A 081: 0:1 6544

re Hobby:

NEWPORT, D-9 Models:

NP20 1DX Tek 01633 222282
NEWTOWN, Crafts and Co:

Y16 2P0 Tel: 01606627600
OSWESTRY, Totally Games:

5¥1 106 Tek: 01691 638994
PEMBROKE, Drag;nn Alley:

SAT1 4D Teb: 071646 621 456
PONTYPRIDD, Sugar and Spice:
CF37 2TH Tel: 07879 221 479
PORTHCAWL, MIB Models:

CF36 SPE Tek: 07656 771151
PORTHMADOG, Porthmadog Models:
1141 4DE Tel: 61766 BI0T6S
RHYL, Games Exc

LL1B 1TR 1745 136644
SWANSEA, Cﬂmlx Sll gpe

SAT 3AY Tel: 01792 642 (97
WELSHPOOL, Frontline Games:
s¥21 7JP Tel: 01930 590256
WREXHAM, Toy Peaple:

LLIT 4NT Tel: 01978 758451

GW ANTWERPEN:
i 10, Antwerp,
Tel; 03485 BR1T
GW GENT:
St Miklazsstraal 17419, Genl BH00
Tek 09223 9120
HASSELT, Oberonn:
Tel: 111 331 356
@MECH ELEN, De Spelfanaat:
Tel: 015 34 59 07
AALST, Hermelijn:
Tel; 053 41 48 b6
AALST, Highborn:
Tel: 485 26 64 47
AARSCHOT, Ingelberts:
Tel: #32 16 56 62 13
ANTWERPEN, Celtic Cross:
Tel: 03 288 B1 65
BRUSSEL, Au Chaudron Magique:
Tel: 0470 67 00 4%
BRUSSEL, Intertoys Anderlecht:
Tel: 025 23184 72
BRUSSEL, Intertoys Ixelles:
Tel: 025 14 77 13
DENDERMONDE, Utopia Games:
Tl 052 52 37 49
DEURNE, The Gamestore:
Telk: 033 25 55 35
GHENT, World's End Comics:
Tek +31 (09 222 05 76
HALLE, Mishra’s Playground:
Tek 023 61 58 53
HALLE, Top 1 Toys:
Tek: 023 54 04 03
HEIST-OP-DEN-BERG, RC Vulture:
Tel: +32 473 2 34 62
KOKSIJDE, Delta Toys:
Ted: 58 31 30 14
KONTICH, Janneke Maan:
Tel: 03 448 22 34
KORTRIJK, Albion:
Tel: 056 32 43 07
LEUVEN, Spelfanaat Leuven:
Tel: 116 B4 36 30
NEERPELT, ‘t Spellenhuis:
Tel; 011 74 49 78
OVERIJSE, Intertoys Overijse:
Tel; 026 87 42 53
OOSTENDE, King Arthur:
Tel: 058 51 57 56
ROESELARE, Black Border:
Tel: 051 20 82 50
RONSE, Modelbouw Dekeyser:
Tel: 055 45 79 60
SINT NIKLAAS, Krokodil:
Tel: 03 296 77 63
TURNHOUT, 't Bazarke:
Tol: 014 47 19 36
VILVOORD, Boekcenter BVBA:
Tol: 32 (02) 251 20 a5
WESTKERKE, What Ever:

: 057 445166
BRAZIL
BRASILIA, Hobbyart:
Tek 16 3443 8329
CAMPINAS, Legends do Brasil:
Tek 19 3234 3343
CURITIBA, Itiban Comics Shop:
Tek 41 3232 5367
JUIZ DE FORA, Magazine Taberna do Dragdo:
Tek: 32 3234 5757
PIRACICABA, Nobel Livraria:
Tek 91 3403 2727
PORTO ALEGRE, Jambé:
Tek: 51 3726 1426
SAN JOSE DOS CAMPOS, Hobby Depot:
Ted: 12 3942 5451
SAN PAULO, Lududeria Bar Café:
Tel: 11 3253 8452
SAN PAULO, Moonshadows:
'lt_d: 11 3266 3916
SAN PALILO, Taverna do Ogro Encantado:
Tel: 11 3061 9842
SAN PAULO, Terramédia:
Tel: 11 2127 8707
SANTO ANDRE, Hobby Depot:
Tel: 11 4438 5860
VINHEDO, Hobby Depot:
Tel: 19 3826 15680

SOFIA, Magic Worlds:
Tel: 359 2 986 6850
SOFIA, Black Citadel:
Tek: +359 8B5534771

SOFIA, Moria:
Tek 360 2 986 6850

GEORGE TOWN, GameShack:
Tel: 1345 943 4263

GAMES WORKSHOP HOBBY CENTRE
() These Hobly Coentres are dosed on Mondays and Tuesdays.

REMIUM STORE
Socks must of the product range.”

* Tor ber sure they have what you want in stock, wo recommend calling the store first,

CHINA -
BEIJING, No 14 Arsenal:

Tol: D086 10 83017414

BEIJING, Tnn%\‘un Card Game:

Tel: 0046 13801

BEIJING, BeiHng Warhammer Club:
Tel: 0086 10 G3037588

BEIJING, Warhammer Elite Club:

Tok: OG5 10 51671363

BEIING, Warhammer Games Shop (Xidan}:
Tek: 0086 15811202672

BEIJING, Tianjin Waaagh! Gaming Club:
Tek: 0086 13652199861

SHANGHAI, Zark:

Tek: 0086 (21) 57631645

SHANGHAI, Zhanchui Store:

Tek: 0085 21 52360900

SHANTOU, Miniature Kingdom:

Tek: 0754 BBA10916

WUHAN, Stormcastle Warhammer Club:
Tel: (086 1337097101

'WUHAN, Zhi-Li Model:

Tel: 1086 27 BIHIHT 61

OSIJEK, Land of Magic:

Tel 385 31 493 300

RIJEKA, Land of Magic:

Tel: 365 51 371 308
SAMOBOR, Land of Magic:
Tel: 365 1 3323 741

SPLIT, Land of Magic:

Tel: 385 21 442 249
VARAZDIN, Land of Magic:
Tel: 385 42200161

ZADAR, Land of Magic:

Tel: 305 23 302 143

ZAGREB, Land of Magic:
Tel: 345 1 4870 077

ZAGREB, Land of Magic:
Tok: 385 1 4523 917

CYPRUS

NICOSIA, Isengard Fantasy Shop
Tek: 00 45 722680700

KATO PAPHOS, Cyprus Crusade:
Tek: 4357 976 49072

BRNO, Cerny Rytir:

Tek: 4420541113660

CESKE BUDEJOVICE, Chaotit:

Teh +420602489158

HARADEC KRALOVE, Knibkupectvi Valhalla:
Tel: +420405522009

KOPRIVNICE, Magic:

Tel: +520495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420005584448

LIBEREC, Battle Games-Obchodni Pavilion:
Tel; 4320777526154

OSTRAVA, Matrix (knibkupectvi):
Tel: +420774 404 024

PRAHA, Ogri D

Tel: +420724934811

PRAHA, Cerny Rytir:

Tel: +4 20222312461

PRAHA, Cerny Rytir:

Tel: #42072231 2461

VSETIN, Atlantis:

Tel: +42057 1411697

DENMARK

GW KDBENHAVN:
Frederikshorggade 5K1, 13460,
Tel: 0045 33 12 22 17
@)T\AI.BDIIG Dragons Lair:

el +45 590 12 16 18

ARHUS C, Dragons Lair:

el +45 86 TH 44 03
@KIBBENHAVN K, Faraos Cigarer:

Tel: +45 33 67 10 09
@l\'NﬁB\‘, Faros Cigarer:

Tel: +45 32 103 23

ODENSE C, s Lair:

Tel: +45 63 11 12 ¥

ROSKILDE, Fanatic Roskilde:

Tol: 445 46 36 35 44
AALBORG, Aalborg Hobby Service:
Tek 98121315
AARS, Ting og sager:
Tek: 98 62 4§ 52
ARHUS, Gunzone:
Tel: 15 1245 45
ASN/ES, Bog & lde Asnas:
Tel: 59 65 00 14
BORNHOLM, Dorthes Hobt

HUNDIGE, Amold Busck:

Tel: 43 940 6 (14

K@BENHAVN K, Fantask:

Tel: 33 %3 65 38

KOBENHAVN §, Pipi Legetaj:

Yel: 32 55 74 47

KOBENHAVN N, Wicked Workshop:
Tol: &l 64 79 74

KOLDING, Goodgames:

Tek 75 54003 04 -

LYNGBY, Arnold Busck:

Tok 45 &7 (4 45

MARIBO, Guldborgsund Hobby:
Tek: 54 60 17 58

NASTVED, Guns and Games:
Tek: 51 2097 13

ODDER, Legekeden Odder:

Tel: 86 54 42 76

RANDERS, Byrge Sarensen Hobby:
Tek: 86 42 58 14

RANDERS, Randers Hobby Import:
Tel: H6 43 3% 23

RODOVRE, Arnold Busck:

Ted: 36 41 04 65
ROSENGARDSCENTRET, Arnold Busck:
Tel: 66 15 59 20

SILKEBORG, Asgaard Games:

Tel: 28 55 94 68

SILKEBORG, Bog & Ide:

Tel: B 12 02 &7

SKANDERBORG, Magic Market:
Tel: 70 70 16 76

SKIVE, Jydsk Boghandel:

Tel: 97 5125 99

SLAGELSE, Uldtotten:

Tel: 58 53 50 35

5T HEDDINGE, Hobbystalden:

Tel: 56 50 86 10

STENL@SE, HH Hobby:

Tel: 23 46 39 61

SVENDBORG, Farve & Hobby Hjarnet:
Tel: 6211 31 31

TAASTRUP, Genbrugsbager:

Tel: 43 71 6115

VEILE, Arnold Busck:

Tol: 75 B2 05 44

VIBORG, Bog & Ide:

Tek: 86 62 6 68

TALLINN, Apollo Kristiine:
Tek: 3 36 000

TALLINN, Ludo:

Tek: 603 14 37

TARTU, Ludo:

Tek: 7353369

STAMLEY, Falkland Collectibles:
Tel: 00500277174

FINLAND % -

GW HELSINKI:

Simankatu 9, 00104,

Tel: 09 75 15 45 25

@,FSPOO , Espoonlahden Pelikauppa:
Tek 0% 6980300

@EPUO , Tapiolan Pelikauppa:
Tek 0% - 412 9941
HELSINKI, Fantasiapelit Helsinki:
Tek: (0% 650 503
HELSINKI, Stadin Pelikauppa:
Tek: 19 6980300
OENSUU, Fantasiapelit joensuu:
Tek: (013) 204 314
YVASKYLA, Fantasiapelit Jyviskyli:
Teki4) 216 629
KOUVOLA, Kouvolan Puclenkuun Pelit:
el (0] 222 52 M)
LAHTI, Lahden Puolenkuun Pelit:
Tel: 03-7515151

@mewm, Fantasiapelil Lappeentanta:
Ted: (05) 547 137

@OULU Fﬂntaslapelll Oulu:
Tek: (0] 374 5046

PORVOO, Porvoon Pelikauppa:

Tel: 0119-51 till.i?F
TAMPERE, Fanlasiapelit Tampere:
Tel: (043 222 52 00

@I‘UI{KU , Fantasiapelit Turku:
Tel: (0023 232 B4 13

AHTARI, Honkaniemen Kirjakauppa:

Tel: i ".1 W27

ALAND, Dillen AB:

Tek: (1B1557E

EKENAS, Kungshokhandeln AB:

Tel: 152461028

Tel: 56 95 9449

ESBJERG, Arnold Busck:

Tel: 751211 77

ESPERG/ERDE, Arnold Busck:
Tol: 4% 13 19 46

HELSINGE, Arnold Busck Helsinge:
Tel: 48 79 40 01

HELSING@R, Hobby og Fritid:
Tel: 49 21 45 42

HERNING, Ferges Kelder:
Tel: 35 10 18 97

HILLER®D, Hobby & Fritid:
Tel: 48 25 26 16

HISRRING, Arnold Busck:

Tel: 96 92 40 40

HOBRO, Osterskov Efterskole:
Tel: 61 6995 93

HOBAK, Hack 'n’ Slash:

Tek 61 66 29 12

HORSENS, Legekaden:

Tel: 75 &1 60 11

HORSHOLM, Bog & Ide:

Tel: 45 86 04 08

HAMEENLINNA, Lelushor
Tel: (3RAZIY50
HEINOLA, Talousmuovi ja lelu:
Tel: 03 715 3905
HYVINKAA, Royal Toys:
Tel: 019 439376
Lahja Alex Ky:

IMATRA, Kirj
Tel: 0543

JARVENPAA, Ashndulmi:ellihe Taitaville:
Tel: 29 2794 1120

KARIS, Bl Lidan KD:

Tel: 019 234 94

KERAVA, Antikvariaatti Kersa:

Tel: 00358 44 965 7775

KERAVA, Keravan Pelikauppa:

Tel: 09-42890813

KOTKA, Eagle Card OY:

Tel: D036 5 214238

KOUVOLA, Muoviepox KY:

Tel: 053117955

LAPPEENRANTA, Antikvariaatti Suma:
Tek 05 4117761

MIKKELI, Lastentarvike Muppela:

Tek 015361611
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MIKKELI, Mikkelin Pelikauppa:
Tel; 1542890753

ORIVESI, Silver Seed:

Tel: 417775106

PORI, Askartely-Pori:

Tel: 02 6326671

RAAHE, Raahen Astartelu ja Paperi:
Tel: US2236825

SAVONLINNA, Savonlinnan Antikvariaatti:
Tel: 015 534412

SEINAJOKI, Fantasialinna:

Tek: 040 5616330

SEINAJOKI, Pelikeidas:

Tek: 00358 & 4177660

TAMPERE, Pelimaa OY:

Tek 050 5358313

TAMPERE, Kirja Karkkainen:
Tek: 03 2255050

URUMI, Kuopio:

Tek: (B) 17 364 86 B6

VAASA, Pelimies OY:

Tek 06 312 5111

GIBRALTAR m
@CII!&AI.TAIL K&M Hobby Centre:

el 350 20070037

ATHENS, Avalon Games:

Tal: DO3D 210 HOTAO4T

ATHENS, Fantasy Shop:

Tol: B30 210 8231072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: (O30 210 65312

ATHENS, Fantasy Shop: Exarcheia:
Tel: D30 210 3828877

ATHENS, Fantasy Shop: Kallithea:
Tel: (O30 210 959 2922

ATHENS, Fantasy Shop: Pagrati:
Tel: (030 110 7560780

ATHENS, Hobhby Planet:

Tel: 00T 210 6047H1 6

ATHENS, Kaissa Amarousiou:

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: 0030 10 B482 057

ATHENS, Kaissa Halandriou:

Tel: 0030 210 6HIB485

ATHENS, Kaissa Kallidromiou:
Tek: Q030 210 $66408

ATHENS, Kaissa Monokeros:

Ted: 0030 210 6613 990

ATHENS, Kaissa Neas Filadelfias:
Tek: 00 30 110 9517944

ATHENS, Kaissa Neas Smimis:

Tek: 00 30 210 9317944

ATHENS, Kaissa Pagratiou:

Tek O0 30 210 7218 318

ATHENS, Strategy Hall:

Tek 00 302HMTIRT5T

CHANIA, Kaissa Chanion:

Tek B30 2H2T0HE996

CRETE, Fantasy Shop: Herakleion:
Tel: O30 2610 301312

HALKIDA, CD Corner:

Tol: D030 2221 OAT15

KERKYRA, Digital Fantasy:

Tel: 2261527

LARISA, Kaissa Larisas:

Tel: O30 2410 538555
LOANNINA, Kaissa Loannina:

Fel: i} 34 2651030590

LARISA, Kaissa Larisas:

Tel: DOA0 2410 538555

NAFPLIO, Miniature Shop:

Tel: () 30 2732024684

MNEA SMYRNI, Games Vault:

Tel: 030 213 DI04722

PALLINIS, Hobby Planet:

Tel: 210 6041 816

PATRAS, Kaissa Patras:

Tel: (I3 261625632

PERISTERIO), Kaissa Peristeriou:
Tel: NO3 2105786707
THESSALONIKI, Kaissa Kalamaria:
Ted: 0030 2310 449377
THESSALONIKI, Kaissa Thessalonikis:
Tel: 00 30 2310 257 397
THESSALONIKI, Underworld:

Tek: 0030 2310 2401 93

VOLOS, Fantasy Shop:

Tel: 0070 24210 26782

HONG KONG, Fun Atelier:
Tek: {852} 2B66-4870

BUDAPEST, Padimentum:
0036 30 9607730
BUDAPEST, A Hely:

4036 1 TATZESY

BUDAPEST, Beholder:
0036 1 2973660

BUDAPEST, Compaya:
G036 20 4231186
BUDAPEST, Dungeon:
G036 1 3211313

BUDAPEST, Fonix:

G036 70 BOR0ZS2
BUDAPEST, Gamer Cafe:
36 20 4281186
BUDAPEST, Gemklub:
W26 T TA7TROT

BUDAPEST, Holdfeny Fantasy:
36 T 430730

BUDAPEST, Jatek Box:
0036 1 2393710

BUDAPEST, Kristilcsarnok:
630 20% 257 (30
BUDAPEST, Modell Hungaria:
0836 1 769115

BUDAPEST, Sarkanytuz:
0036 70 3223093
BUDAPEST, Sas Military:
0036 1 2664393

BUDAPEST, Szikla-Fonix:
0036 20 5371307
BUDAPEST, Wargammers:
0036 20 63676710
DEBRECEN, Sarkanytuz: '
0036 70 3163014

GYOR, Sarkanytuz:

0036 20 4216738

KECSKEMET, Sarkanytuz:

036 76 39004

MISKOLC, Sarkanytuz:

U036 20 3962160

MISKOLC, Valhalla Paholy:
0346 30 9950564
NYIREGYHAZA, BitzBoat:

00356 20 4241471

PECS, Sarkanytuz:

0036 20 Z9HTAG0

SOPRON, Sarkamyluz:

0036 20 T952248

SZEGED, Sarkanyluz:

0836 70 3290245
SZEKESFEHERVAR, Holdfeny Fantasy:
0036 22 329793
SZEKESFEHERVAR, Sarkanytuz:
0036 20 TH6I7I0
SZEKESFEHERVAR, Fonix Csarnok:
0036 20 517597

SZOLNOK, Sarkanytuz:

0036 20 96050
SZOMBETHELY, Sarkanytuz:
0036 54 THIZ0E

TATABANYA, Sarkanytuz:

0036 20 3180922

VESZPREM, Sarkanytuz:

036 20 36115
ZALAEGERSZEG, Sarkanytuz;
K36 2 29E2ETY

REYKJIAVIK, Nexus:
Tel: 00354 552 9011

, Comics N Games:

JAKARTA SEI.ATAN Fantasy N Games:
Tel: 51-600-50343

SURABAYA, Fantasy N Games:

Tel: 037-600-50343

SURABAYA, Fantasy N Games:

Tel: 034-740-2475

IRELAND [

GW DUBLIN:
Limit 3, Lower Liffey S
Tek: 010353 167 257 1
CORK, Other Realms:
Tol: 021 4275508
DUBLIN, Gamers World:
Tel: B479299392
ATHLONE, Arts and Hobby
Tek: 011 862 4504
BALINA, World of Wonder Balina:
Tek: 0% 76676
BLACK ROCK, Arts and Hobby
Tel: 00353 12832194
CAVAN, Apex Games:
Tel: 049 3320504
CAVAN, Clarkes Toymaster:
Tek: 00353 49 4372 223
CLONMEL, Tall Tales Bookshop:
Tel: 00353 £5 1190228
COBETT COURT, Arts and Hobby
Tok: 01 674 5312
COBH, Toytown Toymaster:
Tel: 021 4814 562
CORK, Caulfield Toymaster:
Tel: U353 236A527 18
CORK, Murphy’s Toymaster:
Tel: DOSE3 58 413 76
CORK, Toytown Toymaster:
Tel: 621 4814 162
COUNTY DONEGAL, Tinnys Toys:
Tol: 074 9122474
DOUGLAS, Arts and Hobby:
Tel: 021 434 3560
DROGHEDA, Arts and Hobly:
Tol: 041 967 3270
DUBLIN, Art and Hobby Jervis Centre:
Tel: 118 ns 32
DUBLIN, Joe Mannions Newsagents:
Yel: 01 4392387
DUBLIN, Banba Toymaster:
Tel: 016 727 100
DUBLIN, The Toy Store:
Tel: 11 6774420
N LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tel: 112 804 017
DUN LAOGHAIRE, Arts and Hobby:
Tel: 00205047
LAOGHAIRE, Banba Toymaster:
Tel: 00353 12 604011
DUMNGARVAN, Toymaster Murphys:
Tek 058 41376
DROGHEDA, Arts and Hobby
Tek: 00353 41 987 3270
ENNIS, Tir na Nog Toymaster:
Tek: 00353 65 6842 358
ENNIS, World of Wonder Ennis:
Tek 065 (34 BGIT
‘GREYSTONES, Arts and Hobhy
Tok D0353 12673796
KERRY, Cabal's T ter:
Tok 00953 G TN
KILLKENNY, The War Forge:
Tek +153 87 6602092
LADIS, Grahams Toymaster:
Tel: 057 #62 1081 Sz
LEXLIF, Paint and Dice Games:
Tel: 01 613 5708
LIMERICK, Arts and Hobby:
Tel: (61 309757
LIMERICK, The Gathering:
Tel: 061 315133
LOUTH, Kidzone Toymaster:
Tel: 00353 42 9330316
LOUTH, The Wargamers:
Tel: +353 3h HI82159
MACROOM, Toymaster Marys:
Tel: 026 42491
MARKET CROSS, Arts and Hobby
Tel: 156 777 19404
MAYNOOTH, Eason Bookstore:
Tel: 00353 1 629 3765
MULLINGAR, Stars & Bows Hobbies and Crafls:
Tek: 044 9396819
MULLINGAR, Stars and Craits:
Tek: 00 353 0794027

NEWBRIDGE, Arts and Haobly:
Tek 045 450260

DIRECTORY

NEWRY, Murphy’s Toys:

Tel: 028 30264978

OFFALY, Kelly's Toymaster:

Tel: 00353 57 9351505

SANTRY, Arts and Hobby:

Tel: 11 862 450

STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 26AO7EE

THURLES, Bookworm:

Telk: 0504 21257

WEXFORD, Campbell's:

Ted: 051 421473

WEXFORD, Readers Paradise:
Tek: 054 9124400

WICKLOW, Ho?ldns Toymaster:
Tel: 0353 46 722 15 =
WILTON, Art and Hobby Wilton:
Wilten, Tel: 021 434 7207
YOUGHAL, Murphys Toymaster:

Tel: 00353 58413 Tk

ISRAEL =

HAIFA, Kitaro:

Tol: 00972 48503232

HERZLIA, Freak:

Tek: BUST2 99589077

RAMAT HASHARON, Tapuah:
Tel: D972 35404713

TEL AVIY, Freak:

Tel: 0972 36961626

TEL AVIV, Kitaro:

Tek: BO972 36299320

GW IKEBUKLIRO:

eherkukizra 33246 1F, Toshima-Ku, Tokyo
4 Thdh

GW JIMBOCHO:

fimbochs 1-7 1F, Chivoda-Ku Kanda, Tokyo,
Tel: 03 3706
GW KASHIW,
ashiwa 1 1F, Kashiwa-shi, Chibia

GW KICHIJOJI:

Kichiuji-Honcbo 11120, Musashino Shi, Tekyo
Tel: 0422 27 2517

GW MACHIDA:

Hasamachida 6-10-15 1F, Machida-Shi, Tokya
Tel: 042 721 8345

GW NAKANO:

Broadway Bld, 219 1 Saken-Ku Makasu 5 Tokyn

RIGA, Games Shop:
Tek: 0371 z::ou.m’mp
RIGA, Ludo:
Tek: 67293041

LITHUANIA o

VILINIUS, D6 Necona:
Tek: 00 370 5 2133268

MACAU, Game Fun Table Games
Tel: 453 GR9B4ET

MADEIRA
MADEIRA, Sétima Dimensao:
Tel: 151 297 236 244

MALAYSIA %
BANDAR TANJONG TOKONG, Gametorce:

Tel: 0764549194 / 0409007167

KOTA KINABALL), Sabah, Just Wargame:
Tel: 6013 - BAS 5264

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2287 0626

KUALA LUMPUR, MySciFifan Oulpost:
Tel: (h) 076 - 982 1504

PENANAG, Comics Mart:

Tel: 04 - 226 2588

PETALING JAYA, Wolf's Game Shop:
Tel: 112 2599952

PETALING JAYA Selangar, The Games Circle:
Tel: 6 016 - 451 0940

SHAH ALAM, SELANGOR, Dakka Dakka Games:
Tel: 6 017 -292 0525

MALTA, Forbidden Power:
Ted; 0356 21 227999
MALTA, K Hobbies Ltd:
Tel: 00355 21 §95423

LOMAS, Quest Hobbies & Games:
Tel: 5563 13 60

MIXCOAC, Quest Hobliies & Games:
Tek: 35 04 92 78

NAUCALPAN, Quest Hobbies & Games:
Tok: 55 90 92 78

CHISINAU, Adept:
Tel: 373 69019996

MONTENEGRO E

PODGORICA, Neutron Podgo
Tel: 00 381 6% 060 669

THENETHERLANDS [

GW AMSTERDAM:

Rakin ¥, 1012 KT,

Tel: 020 622 3863

GW BREDA:

Torensiraal 21, 4811,

Tel: 1176 522 9277

GW DEN HAAG:

Schoalstraat 128, 2517 AX,

Tel: 170 392 736

GW EINDHOVEN:

Kleine Berg 50, 5611 |V,

Tel: (40 244 3448

GW ROTTERDAM:

Van Cidenbarmveldplaats 452, 3012 AP,

Tel: (10280 026&

@»\RNHEM, Spelkwartier:
Ted: 026 370 2028
DEN BOSCH, De Dobbel

@ENSCHEDE, Pijplines:
Tel: 053 430 5727
@HAAKLEM, Spellenhuis:

Tel: 123 53 13 188
@L‘EELFWARDEN Spellekijn:

Tel: 58213 1112

LEIDEN, Viiegershop:

Tel: 071 513 2783
@MJ\ASTRICHT Viieg-er-uit:

Tel: 143 325 1653

MIDDELEURG, De Burchi:

Tel: 011 BESDIE

MNIIMEGEN, Moenen & Mariken:

Tel: {124 323 6119
G Dl.- Dobbelsteen:

UTRECH‘I Suhcullures

Tel: (630 2311122

ZWOLLE, Games-n-Us:

Tel: 136 421 6305
ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213
ALMERE HAVEN, Fantasia:
Tel: 0346 531 6017
ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 0172473031
AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322
AMSTELVEEN, Het Ganzenhord:
Tek: 020 641 2552
AMSTERDAM, The Game Keeper:
Tel: 020 634 1579

Tel: 0180 619539

BERGEYK, \M)ulers Technohobby:

Tel: 049 755 024

BEVERWIJK, Bmm Games:

Tel: 625 1216568

BREDA, Spe!lenwml:e! Breda:
B2z

Tel: 176 522
DELFT, Speidmadcr

Tel: 075 213 4576

DEVENTER, Knibbel Comics:

Tel: 057 D6 687

DOETINCHEM, Top 1 Toys Speelplanet:
Tol: 0314 366364

DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 0718 631 2711

EDE, Tinnen Soldaat:

Ted: 378 65 3296

EINDHOVEN, Gameforce Eindhoven:
Teld: 040 24470700

EMMEN, Spirithoes:

Ted: 0501 641 87
GEMERT, Top 1 Toys Van de Goor:
Tel: 0492 36 58 45

GENDT, Eu
Tel: 0481 421 737

GOES, Het Hobbyhuis:

Tek 0113 227 690

GORINCHEM, J&W Modelbouw:

Tel: 0TB3 665 890

GRONINGEN, Wirwar:

Tel: 050 314 B424

GRONINGEN, Purperen Draak:

Tek: 064 166 1972

GRONINGEN, Zinnebeeld:

Tek: 050 3128472

HEEMSKERK, Bob Hes:

Tel: +31 (4251) 24 19 94
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 0725714157

HEERLEN, De Houten Sleutel:

Tel: +32 (045) 54 91 428

HENGELD, De Dondersteen:

Tel: 074 2595030

HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33 131

HOOFDDORP, Modelsport:

Tel: +31.1023) 565 44 42

HOOFDDORF, Spellenwinkel Wahalla:
Tel: 023 3578092

HOORN, De Spellenhoorn:

Tel: +31 (0229} 29 55 65

HUISSEN, Eummax: Huissen:

axx Gendf:

LEIDEN, ToIlmervmnlmI:
Tel: 071 541 23

LEIDEN, :
Tel: 071 5121380

LELYSTAD, RE Mind Creations:

Ted: +31 (03320243003

MAASTRICHT, Hounjet:

Tel: 043 363 4778

NES AMELAND, Top 1 Toys Van den Brink:
Ted: 0519 5427 11

NUENEN, Schellens Speelgoed:

Tel: 431 40 THT 10 00

OLDENZAAL, Top 1 Toys:

Tel: 0541535238

PURMEREND, Indy Modelbouw:

Telk: if 462E2E57

RIJNSBURG, Toys 2 Play:

Tek: 071 40 23 2

RIJSWIJK, 'lup 1 Toys In de Bogaard:
Tok: 070 39 32 411

ROERMOND, Bloemboetiek Hermien:
Tel: D47 531 b24

ROSMALEN, Top 1 Toys Jovi:

Tel: +31 (73} 5212409
ROOSENDAAL, Top 1 Toys Jadin:

Tel: 0165 53 7964

ROTTERDAM, Rogue Trader:

Tek: 010 2709233

SCHIEDAM, BTS:

Tel: 610 473 0755

SITTARD, Atomik:

Tel: 18 4315074

SLIEDRECHT, De Gruijter:

Tel: (154 412 744

UDEN, Goblin:

Tel: 041 327 0662

UTRECHT, Labyrinth:

Tel: 030 201 7157

LITRECHT, Never NMWM‘E&I’IM&‘D
Tel: 030 233 2297

UTRECHT, Whnops.

Tedr 031 230 4123

VENLO, Modelbouw Luthart:

Ted: 077 354 2688

Tel: 073 614 s.m

AR, Top 1 Toys Kouwenhoven:

Tek: 070 517 G211

WINTERSWIIK, Top 1 Tays Winterswijk:

Tel: 054 151 2827

WORMERVEER, Mini-Wonders:

Tel: 075 &40 1617

ZEVENBERGEN, Top 1 Toys:

Tel: 068 330455

ZOETERMEER, RC-Pitstop:

Tel: 7% 316 0560

ZWOLLE, Boekenhalte:

Ted: (138 422 1077

NORWRY o
A

GW OSLO:

Mallergata 7, 1179,

Tel: +47 12 33 19 90

ALESUND, Brio Kremmerhuset Moa Syd:

Tel: +47 T043770

BERGEN, Outland:

Tel: 447 55314822

BERGEN, Proworks:

Tel: 447 SH05RG53

DRAMMEN, Outland:

Tel: 447 32893400

DRAMMEN, Drammen Spillforening:

Tek 447 ¥3R19757

FREDRIKSTAD, Norstar Leketorvet:

Tol: 447 3313630

KONGSBERG, Rolf Liane:

Tel: 447 HE19560

KRISTIANSAND, Outland:

Tek +47 18099420

MO | RANA, Ringo Lekehjernet Mo:

Teb: +47 73151717

MOSJ@EN, Hobbysenteret:

5)
Tel: +47 75170170

Tol: +47 45407735

MNARVIK, Ringo Barnas Verden:
Tel: +47 706505

SANDNES, Oseland Hobby:
Tel: £47 51661509

SJEIVEGAN, Outpost:

Tel: £47 05703245

SKIEN, Sokratis Hobby Garden:
Tel: +47 15526764

STAVANI ER, Oul.]and

Tol: +47 51493

STOKKE, Hubby Hagen:

Tel: #47 13335292

TROMSE, Tromsa Bruktbokhandel:
Tel: +47 7768674

TRONDHEIM, Tronderfrim:

Ted; +47 735HMIA0

T@GNSBERG, Brio Bamse:

Telr +47 3331670

TONSBERG, Gledeshuset:

Tel: +47 92251707

LAHUG CITY, Neutral Groun
Tek: (63916) 8305040

MAKATAI CITY, Neutral Grounds:
Tel: (632) 8195000

MUNTINLUPA, Neutral Grounds:
Tek (632) 8502031

QUEZON CITY, Neutral Grounds:
Tel: {632) B34EUE2

SAN JAUN, Neutral Grounds:

Tek: (632) T27R5E3

TAGUIG, Hobbes and Landes:

Tek: {632) B50939

POLAND —
BIELSKO-BIALA, Gnom:
Tel: 1048 33 8213432
KATOWICE, Bard:
Ted: 0048 32 2571817
KRAKOW, Bard:
Tel: 0048 12 6320735
POZNAN, Bard:
el: 048 61 8530277
WARSZAWA, Faber i Faber:
el: 0048 22 B491265
WROCLAW, Bard:
el: DOME 71 3417472
BIALYSTOK, Komnata Gier:
Tel: BB GEE3ET663
BYDGOSZCZ, Wszystko Gra:
Tel: 0048 608641909
GDANSK, Rebel Centrum Gier:
Tel: DO4A 58 3470204
GDANSK, I.Ismlech Maszego Driecka:
Tel: 0048 58 IOST04)
GDYNIA, Fulurmc
Tel: DO 501363066
GLIWICE, U T =
St
KATOWICE, Smok:
Tel: 32 605 03 51
KIELCE, Wargamer:
Tel: 0048 501439335
KOSZALIN, Tecza Zabawki:
Tel: 94 3422075
KRAKOW, AGTOM:
Tek: 0048 12 3565678
KRAKOW, Bard:
Tek: 0043 12 2596140
KRAKOW, Magic Traders:
Tek: 12 3801543
KRAKOW, Sklep Imperium:
Tel: 514812564
KRAKOW, Sklep Smok:
Tol: 0048 12 4320710
f, Valkiria-skelp:
Tel: D048 12 4115525
KRAKOW, Vanaheim:
Tel: D48 12 4221737
LEGNICA, Skelp Feniks:
Fel: D48 59 3606618
LODZ, Da-ta
Tel: DO4E 42 263
LODZ, Gamelnrd—
Tel: fHNn 42 6311161
LODZ, Stagraf Studio:
Tel: BOF6E0752
LODZ, Strategia Centrum Gier:
Tel: (4B 796355539
LODZ, Twoja Ksiazka:
Tel: 041 32 6821326
NYS5A, Raptor Hobby:
Fel: 698096314
‘OPOLE, HMS Computers II:
Tel: 10344 77 4547413
OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Tel: 1048 BS48TTHTT




OSWIECIM, Skelp Modelarski Model-te
Tel: D044 6027, 3
PILCHOWI mperator FF:

Tel: 0045 6622502491

POZNAN, Cube-Q-Waorkshop Polanie-
Tel: 061 6712415

POZNAN, Cube-Q-Workshop Mi:

Tek: 061 6712415

POZNAN, Cube-Q-Workshop King Cress
Tel: 0048 306079204

PO?N.\N l'uhe -0)-Workshop Panorama

P(]ZNAN Cube Q-Workshop Pt

Tel: 514812564

93
W’AIISZ-\WA Altdori:

Tel: 0048 32:-62B0392
WARSZAWA, L.mal KEN Centre:
Tel: on4y 2
WARSZAWA, Altdorf
Tek: Q048 22 p2803%
WARSZAWA, Graal Blue City:

Tek: G048 mrer?

WARhZAWA, Gr.ml CF Skorosze:

Tel: D04 52
WARSZAWA, Panda Zabawki:
Tel: 0048 22 B263451
WARSZAWA, Paradox:

Tel: 048 22 GZBOTET
WARSZAWA, Sl:lop Superserie:
Tek: 04 515 434 4

W.’\RS?‘!\W:\ Wargamer Centrala:

\W\R SZAWA, \‘\“argamer CH Targowek:
Tek: 50

WR(){— W, Eclllier
Tel: i 2491910

W'ROCI.AW (..aml:s R Us:

WROCI.AW,
Tel: 713419997
WROCLAW, O,
Tel: D048 71 377
WROCLAW, Planszoweczka:
Tel: 792301796

ZABRZE, U Zyrafy:

Tek 510240581

PORTUGAL

ALCABIDECHE, CascaisPress:
Tek: +351 314 600 510

CAR(A\-"ELO& Estala Directa
Te 5812

mLE..w Model Centre:

Tel: +351 219 4-;‘: 700
I.ISBUA, Morm.m .i\.:ul
5 1

LISBOJ\ Rm:ha asconcelos - Dentinho:

LISBOA, etell sTahacarJas

\1|RJ\FLORES Brinca Riscos e Rabiscos:

Tel: +351 214 104 900

PAIVAS, Brinca Brincando:

B Sy Mol
TORRES VEDRAS, Papelaria Unido:

LCHAREST, Hobby Games:

KRASNODAR, Alegris-jug <Sw!}:

MENSK. Valshanovich ent:

MINSK_ Vaishanovich ent:

iy Mir:
Mir:
\!D'SCO\‘\ Lk"_'.in Mir

\\D')CU“- L)cban Mir:

\los(_ D\‘\ L)er_-.kn Mir:

MOS(_'OW, Wonderful World:

NOIHISK Na ﬁtyke Mirov:

Tel: 008029 (5454

NO\-‘OSIBIRSK, Icellummi:l
70957076664

EAIMTCW Detskiy Mir:

Tek: 64 5840

5T PETERSEUHG Art-Miniatures:

Tel: +7{12)633 33

TAMBOV, Hubhy and Igrushki:
Tel: 0075

BELGRADE, ANET Hobbystore:

Tel: 011 167 11 26

BEl GR}\DE White Dragon:

EHI2TTED

Teb 4
NO\"I SAD, Valhala:
& 00 351 21315530

ZREN]ANIN, Takeda:

Tel: 00 357 2364572

SINGAPORE, Comics Mart PTE ltg:
Tel: RS 2724

SINGAPORE, Comics Mart PTE Ltd:
Tel; G036 0060

SINGAPORE, Comics Mart PTE Lid:
T 462 2751

SIN PORE, Forgeworks Hobbies:
438 5975
APORE, Paradigm Infinitum Ple Ltd:

Tel: 65 46
SLOVAKIA ©=)
istalovasala:

BRATISLAVA, |
Tek: 421 9483,

GALES WORKSHOP

INDEPENDENT
STOCKISTS

stoc

The Most Convenient Place to Shop!

* WARHAMMER
! = 40,000 =

i

KOMARNO, Jonako SRO:
Tel: 436704550409

KOSICE, Draco:
Tel: +4215572965 219055 TH0GD
SPISSKA NOVA VES, War Gaming:

I.]UBI.IIAI\A Crna Luknja:
Tel: 0306 59015220

I.Jl..Iii.IIAhA Dlrenda] Citypark:
BO3BG 45768034

SOUTH AFRICA %
BEl\'lLlE The Boys and Mens Hobby Shop:
Tel: B 91

4 BbEE

N, The Games Dungeon:

CAPE TOW Pasumi:s Retail:
Tel: o 1
Cr\PFT WN \\lzards Books and Games:

NE URG The Underground:

95 3946

]OH.‘NNESBUR(; Esswex Retail:

Tel: 0027 11 B8R3619

JOHANNESBURG, Olﬂer Limits johanneshars:

Tek: 0027 11 4012 37

JOHANNESBURG, Ouli:r Limits Pretoria:
an: 42 4360

JOHM\\IBBU!{(. Wizards Book and Games:

IOHAI\ SBUI'CG Warfair:

Tel: 0027 2 431 2242

!UHA\INESBURG SOUTH, Dragons Den:
27 11 412 \'Js.r.

SOUTH KORER

SEOUL, Orclown:
B2 BO46

SWEDEN

GW GOTEBORCG

Tel: 04

@KMI[ST-\D Spel & Fantasi:

Tek: 054-1

@:TUU HO‘lM. ﬁclenl:e Fiction Bokhandeln:

@UPHALA, Prisfyndet:

Tel: (1B-10 &f 47

||\| W

FALKWBEIIG Lekcenter:
Tol: (346-B07 &0

GA\-‘I E, Hohh}ﬁhnpen
Tel: 026

n‘)TEmnc c.nhlm Games:
Tel: 031-245110

G TEB«CIII(.. Toys Leksaker & Hobby:
Tel: 03 1450401
GOTEBORG, Wizard Games:
Tel: 031-57 41
HALMSTAIJ Lekeenter:
1591 75

Humlan Lek & Hobby:
AR, Li:!( & Hobby:

KA
Tel: 0144024717

With over 1000 locations in the UK and across Europ
close to hand, making them perfect for that quick resupply or hobby need.

s are official sellers o

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

) These Habby Centres are chosed on Mondays and Tuesdays.

PREMILIM STORE

Sincks mast of the product range.*
NEW STORE OPENING
Indicates new stockists

they |

*Tobe

s want in stock, we recommend calling the stove first

I‘A RLSKRONA, Leksakshusel:
el

082

KATRINEHOLM, Game Maniacs:
Tel: 0150-12032

KIRUNA, Lekhuset Lekia:

Tel: 0980-525 05
KUNGSBACKA, Lek & Hobby:
Tel: 0300-14136

KUNGALY, Fritknarna Bus:
Tek 0303-139 40

LAHOLM, Lekia:

14730-1006%

CII'ING Game Maniacs:

MALMO Hirman pd Limhamn:

\L—\L\M) I"Iayulekel Center:

\l—\L\iO Spne-l p4 Djaknegatan:
\ORRKOPI\ , Hobbyhornan:
\ORRNOPN . Lekhuset:

\O?ﬁTAHF lekplanutcn
\\ KON\C , Laka TV- ~spel:

SAI.A l.iurr: Lt{anr-
sfoLEFTEA legpnd

Tel: 21.01 35 02

SKOVDE, Parla]:

Tel: 0510-794 4

STOCKHOLM, Arcane pi Hagagatan:
Tel: 08-2225 2

STOCI(HGLH Brio Hiogdalen:

STDCKH OLM. Dragons Lair:

Tel: 08-654 &1 500
i'll')fKHCILM. Hobhyisterna:
Tul: DE-4403 91

OCKHDLM Hapmes Hammarby Sjistad:

Tel 47

TROLLHAT J\\I Hobbyhérnan:
Tel: 05
TL.MB.-\, Iekuksknngen
Tl (8-530 oo

UMEA, Incrade:

Tel: (90196 580

L'DDF\ALL‘\ Olles Leksaker:

IJPPI.ANIJSV SBY, Barnens Hus:
Tel: D8-1 1l

UPPSAL
Telk 014
\«'ARHER(. Iyndmag.]smel

They concentrate on s[mklng our most popular products, meaning
to find exactly what you're looking for!

VISBY, Skuggspel:

Tel: 49621 10 82
vALuNGBV Inspire Me:
Tel: 0A-386 5

\-'AS]'EIIAS Ze‘tlerlund;

Tel: 021-10 44 91

VASTERVIK, Lekstugan:

Tel: 0490-36171

VAX]O, Helges Hila:

Tek 047-02 18 60

YSTAD, Tv-5pelshisrnan:

Tek 0411-66680
ANGELHOLM, Leksaksmagazinet:
Tel: 0431-82350

OREBRO, Batalj Painthall:
Ted: 019-18 46 00
OSTERSUND, Hobbyboden:
Tel: 0635-13310

GANGSHAN, Toys Cat:

Tel: +BB& 7 6214940

KAOHSIUNG, Dwarf's Goldmine:
Tel: +BAG T 2299467

TAIPEI, Akmigames:

Yol: 4804 2 27479964

TAIPEI, Cacacity
Tel: 4B 2 23000574

THAILAND —

BANG CHAK, Battlefield B.lng:o!
Tek: 02 747 9367

BANFKDK, Farvfasm{TS Toysk:

Tel: 66 8 97

“KM.“IE .
DNEPRUPEIRGVSK Gaolbin:
Tel: 00304

EPR PETRO\"SK Modelist:

KIE\-' Bud nklgmshels:
Ted: 00 38 2 308 150
KIEY, Budinok Igroshek:
Tel: 00 38 4 587 677
KIEY, (.arm. Hall

| 361

LEVIV, Toy Story

Tel: (03032295 B329
ODESSA, Vangua
Tel: 0384 IJVI
SEVASTOPOL, Arcanum Store & Club:
Tel: BO3BO50)594 5326

VINITSA, Spellscape:

Tel: OO3B{063)440 002

ZAPOROZHYE, Warhammer ZP:

Tel: OUABIET)T61 5013

UNITED ARAB EMIRATES I

DUBAL Bishops !'rad.mg
Tel: 0007 15394B7676

there is always a local

u’re more likely

f Games Workshop games and hobby products.




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
Collectors Range, Bitz Packs, Specialist ordering directly from Games Workshop is oty avallable by arsiee.

: ; : ; Thi has detail
Games range and models that are exclusively  quick and convenient. There are three main i '{:g:et iy

‘available to order’. Whether you want to ways to get your hands on the latest products.

(T

Our online store offers a fast and convenient service that allows you to order
s anything from our entire range, and have it delivered straight to your door. Games
Workshop online ensures that your order is just a click away, 24-7!

¢ Register 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.

* 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.

 The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

* Don't forget — whether you order your miniatures from the in-store order point, or
directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 112 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

¢ To find a Premium Store near you that carries the entire GW range, just call our
Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 112 for the Directory
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% Tomb Kings

The legions of the Tomb Kings are bolstered this month
with the release of a fresh wave of reinforcements. You can
find all these new releases on the website, as part of the
complete range of Tomb Kings miniatures. You'll also find
miniatures that are exclusively available to order, including
the Tomb Scorpion, the Screaming Skull Catapult, Carrion
and a range of heroes to lead the Undead to war.

High Queen Khalida Setira the imperishable
99060207120 99110207110
£8.20, €12.50, 100dky, 115ske/nkr, 32,5024 £20.50, €30, 225dkr, 270skr/nks, 675021

Citadel Finecast is not only available to buy in all of our Hobby Centres, but also on our website.
Go online to see the full range of Citadel Finecast miniatures.

Boromir Vampire Lord Eldar Autarch with Power Weapon Abaddon the Despoiler
-f.&vml_ablc as part of the 99800207002 99800104003 99800102001
Fellowship of the Ring hax set) £9.50, €12.50, 100dks, 11 5skeinks, 50.0020  £10.50, €15.00, 120ck, T40skr/nkr, 50.00z) £14.50, €20.25, 150k, 190skr/nks, 75.0024

99611495005
£20.50, £26.00, 200dkr, 250skr/nkr, 95.00zf

www.games-workshop.com 119



' DIRECT DEBIT
2 ; SUBSGRIPTIONS

Get your first 3 issues for only £5!

A saving of more than 60% off the cover price. Hereafter your subscription will be just £9 every 3 months

* This means you effectively get a FREE
issue every three months

—
TT

L)

e Itis the best 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!

¥~

S’

=

TR ™
o~
@

)

01718 392 083

c a I I n ow In s “ h s c rl n e Cngglrps d‘-"“’”f ﬁaps .o and ol thai!
‘Ancestor One’ is the 2011 exclusive

Rlternati I" fill in the form below White Dwarf Subscribers” model,
| would like to pay by Direct Debit | would like to subscribe to White Dwarf beginning with issue: WD[_ ]
r

(1 understand that £9.00 will be debited from my account every 3 months)

sy etiiiction 1o 7o Eank éﬁi{;ﬂmemrmame

Identification Number graE Sacken to 4 eldlossi i . A R
388464 B2y, = DIRECT/| Postcode comosrenmasars SOOUME Vs
Telephone (inc STD code) .....coovveeee

To the Manager (Bank Name)...........ocociiiiiniiiniin. ) B A
The subscription is a gift for the person «

Address Title coesnenenn.FOFENAME L.
Surname
MNamels) of account holder(s) ..... Address ... e S L TR A

Postcode ..o N
pranchsortcode  LIL] LILT LIL] rescpmime | Telephone (inc STD code) «....cven.
Bank/Building Society 0| | A e

thhe Autegaiedk sssared by
Ref Mo (Office use only) :P:‘"zlv'!_‘ltalnﬁl‘l’iﬂmm.

1 o o o o st i | RETURN THIS FORM TO
o el wil B i White Dwarf Subscriptions Dept, West Street, Bourne, Lincolnshire, PE10 9PH
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