(5[ NEW SCENARIOS & STRATAGEMS FOR CITIES OF DEATH 35y

WD379 July 2011

—

T




Cover artwork by Jon | ivan:
WHITE DWARF 379 JULY 2011

STUDIO WHITE DWARF TEAM
~ Editor: Andrew Kenrick.

Stafi Writers: Simon Grant and Andy Hall.
Designers: Tom Hutchings
and Matthew Hutson.
Assistant Designer: Kris Shield.

viichelbach.
OMER SERVICES

Reprographics: Jim Shardlow.

Games Workshop online
www.games-workshop.com
Tel: (00441 0115 91 40000
Fax: (0044) 0115 916 8044

You might remember a
couple of months ago

| talked about a list of
things that people loved
most about Warhammer,
suggesting that the items
bound to be there would
be magic and monsters.

Well, for all those of
you out there who agreed with me, then
this month is going to be rather exciting for
you as the first Expansion for Warhammer is
launched onto an unsuspecting world. Storm
of Magic is here, and in its wake comes
cataclysmic magic, towering monsters and
nigh-apocalyptic clashes between armies on
a vast and bloody scale.

Storm of Magic brings a whole new
swathe of magical mayhem to the battlefields
of the Warhammer world, pitching generals
into wars fought within the heart of a magical
tempest. Such battles provide the opportunity
for awesome goings-on on the tabletop, from
magical duels atop mystical fulcrums to
monsters clashing in bloody combat.
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Storm of Magic provides great
opportunities for Warhammer generals of
every race, with Scrolls of Binding allowing
everybody to add monsters to their armies,
including the fantastic new beasties let loose
this month. The Studio’s hobbyists have been
all abuzz with excitement.

We've caught just some of that
excitement in this issue as Simon and Andy
talk to the designers of the new plastic
monsters and the authors of the book to
find out all about the new releases. We've
also got some of the Studio’s generals to talk
about what theyre doing with their armies to
get them ready for Storm of Magic. And, of
course, we've fought the mother of all Storm
of Magic battle reports. As | was quite carried
away with all the excitement, | couldn’t help
but muscle in and play against Matt. Let’s
hope | do a bit better than last time | fought a
battle report... or the time before that!

But that's not all! We've also got an
official update to Cities of Death and a
second battle report, in case the issue wasn't
packed with enough destruction!

Andrew Kenrick, Editor
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This Expansion for

Warhammer has it all, from mythic artefacts and legendary beasts to mighty spells.
Find out more from page 18.

28

AMAGICAL MRELSTROM

Armed with his tome of spells, Simon Grant talks to
Mat Ward about the new Warhammer Expansion:
Storm of Magic.

HERE BE MONSTERS

Trish Carden sits down with Andy Hall to talk about
the menagerie of monsters that are released upon the
battlefields of the Warhammer world this month.

MONSTERS FOR HIRE

Storm of Magic is a great excuse to add all manner of
new things to your army, as Simon Grant and the Studio’s
generals explain.

GITIES OF DERTH

Adam Troke takes a fresh look at the Cities of Death
Expansion, providing updated rules, new missions and
race-specific stratagems.

ARMY WORKSHOP: DARK ELDAR

Dark deeds are afoot amongst the oubliettes of the army
painters, as Duncan Rhodes sets about painting a Dark
Eldar army hailing from the Haemonculi Covens.

MODELLING WORKSHOP: CITIES OF DEATH

In this month’s Modelling Workshop we take a look at
creating your own Cities of Death, as well as showcase
Chad Mierzwa's huge cityfighting board.

02

A STORM IN THE NORTH
As the Winds of Magic blow into a howling gale,

the Warriors of Chaos march upon the Dark Elves of
Naggaroth in this month’s Storm of Magic battle report.

THE TYRANT AND THE WOLF

In the second of this issue’s battle reports, Phil Kelly’s
heroic Space Wolves engage in bloody urban warfare
against Adam’s dastardly Chaos Space Marines.

NEW RELEASES
The latest releases from the Citadel forges.

NEWS
All the goings on in the hobby world.

STANDARD BEARER
This month Jervis talks about plastic and resin.

104 THE AUGURY

The latest events and activities near you.

www.games-workshop.com









In Storm of Magic, Wizards can use Scrolls of Binding to summon powerful
monsters to their will. Chimerae, Manticores, Dragons, Cockatrices and more
can be included in any army, and are accompanied by these new plastic kits.

CHIMERA

e .

4, —

{/TURNTO PAGE |

{ 30 FORTHE

| SCROLL OF

) BINDING THAT

| WILL ALLOW
YOU TO FIELD
A CHIMERA IN

YOUR ARMY.

This kit makes a Chimera, an amalgamation of several different beasts merged
together in a truly Chaotic way. Three horrific heads, broadly described as
reptilian, avian and lupine in look, sprout from the body of the model, all
sculpted with a twisted appearance. Upon its back are two sweeping wings that
can carry the creature across the table and into combat before the enemy can
truly react. A fourth set of jaws can actually be found on the monster, as the tail
is a gruesome fanged mouth that, due to the way it has been positioned, seems
to be twisting and contorting with a life of its own. In a game of Storm of Magic,
the Chimera can be included in any army thanks to its Scroll of Binding.

CHIMERA £25.50

Product code: 99120299022
Sculpted by Trish Carden
€32.50, 250dky, 310skr/nke, 1257t

Pictures for ilfustrative purpases anly, Product contents may vary, Products sold unpainted and unassermbled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, piease
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.

4 WHITE DWARF NEW RELEASES

T



The Manticore is a terrifying beast of Chaos,
a leonine creature with bat-like wings and
a deadly, slashing tail. The new plastic
Manticore is striking a dynamic pose,
rearing up on its hind legs with claws ready
to swipe at the foe. The kit offers a wealth
of options with a choice of two heads
and two tails, not to mention a variety of
options for its riders.

The Manticore forms a worthy mount
for a Chaos Lord, who can be armed with
a sword or chain flail in his right hand and
a punch dagger, spear or shield in his left,
and a choice of heads. The Manticore kit
can also be ridden by a Chaos Sorcerer
Lord, armed with a scythed staff and
bedecked with a flowing cloak. The kit can
also be assembled without a rider.

CHAOS LORD £31
ON MANTICORE

Product code: 99120207014
Sculpted by Trish Carden and

Alex Hedstriéim

€40, 300dkr, 380skr/nks, 1502

ON SALE JULY 9TH

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly, Prices correct at time of going 1o press, o
contact us for current availability and prices, Prices quoted are for products sold by Games Warkshap through its own stores, catalogue or website. Independent retailers are respansible for determining their ow)

e

RESIDENT MONSTER-MAKER,
TRISH CARDEN, ENLIGHTENS
| US ONTHE MANTICORE'S

g DESIGN FROM PAGE 28.

Chaos Sorcerer Lord

Chaos Lord

www.games-workshop.com 5



The mighty Black Dragon is a dynamically
posed plastic monster kit that acts as a
terrifying steed for a Dark EIf Lord. The
Dragon has a choice of two heads, one with a
gaping jaw posed as though breathing a gout
of noxious fumes over the foe. The armoured
bands and plates that are worn by the Dragon
pictured here are all optional, allowing you
to customise the look of your steed if you
wish. The kit contains a bewildering variety of
components to make a choice of a Dreadlord

or Supreme Sorceress. You can choose from ?ﬁ‘?‘"‘

four different torsos, five different heads — ' TO SEE THE FULL ARRAY
both helmeted and bare — with a further Z OF COMPONENTS FOR
selection of three helmet decorations and

all manner of weapons and accoutrements, ! THIS MONSTROUS KIT
from spell tomes, swords, wands and even a TURN TO PAGE 37.

repeater handbow.

DARK ELF DREADLORD £31
ON BLACK DRAGON

Product code: 991202712005
Sculpted by Trish Carden and

Calin Grayson

€40, 300dke, I80skr/nky, 15021

ON SALE JULY 9TH

tive purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of mm, to pn: 55 chn
ent availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. independent retailers are o ces,

Fictures for illus
contact us for
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A Cockatrice is summoned to

COCKATRICE

This exquisite Citadel Finecast miniature
captures a Cockatrice in the throes of
combat. Trish Carden has sculpted the
beast rearing up on its serpentine body
with talons outstretched and its horrifying
toothed beak bearing down on its
unfortunate victim. While a Cockatrice may
not share the physical strength of larger
monsters, it can be the equal of a Dragon
thanks to its petrifying gaze. This is a
magical shooting attack with the Sniper and
Heroic Killing Blow special rule, meaning it
can slay the enemy’s most powerful heroes
and monsters with a single roll of the dice.

COCKATRICE £25
Product code: 99810299001

Sculpted by Trish Carden

€30, 2350k, 280skr/nkr, 170z

Pictures jor llustrative purpases anly. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel praducts may be dangerous if used incorrectly. Prices correct at lime of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. independent retailers are responsibile for determining their own prices,

www.games-workshop.com 7



A Storm of Magic battle is fought for control of the mysterious Arcane Fulcrums.
These two sets make for great-looking Arcane Fulcrums on the tabletop, as well
as fantastical pieces of scenery in their own right.

MAGEWRATH THRONE & BALEWIND VORTEX

The Balewind Vortex is an eight-pointed e

star that is held in the air by the twisting BALEWIND VORTEX

winds of a mystical tornado entrapped fpdducticodes98120293070
S i ! Sculpted by Dave Andrews

within a magical circle, whereas the €29.25, 225clkr, 280skr/nks, 112.5021

Magewrath Throne is a grandiose and

opulent seat of power, flanked by two

griffon statues and raised upon a pillar of

stone skulls. o=
Both of these models are perfect for CHECK OUTTHIS
the role of Arcane Fulcrums in games of 1| MONTH'S FEATURE TO

Storm of Magic, but they can also add a

touch of the fantastical to any Warhammer g FIND OUT WHY ARCANE

battlefield. Magewrath Throne would make
for a great Sinister Statue, whilst Balewind -
Vortex could be a Magic Circle.

FULCRUMS ARE KEY.

The Balewind Vortex The Magewrath Throne

Fictures for llustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly, Prices correct at ime of going to press, please
contact us for curent availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, catafogue or website, Independent retallers are responsible for determining their own prices,
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The Eternity Stair

The Dreadfire Portal

This box set contains two Arcane Fulcrums.
One is known as the Eternity Stair, a winding
staircase that cails around a central column
inscribed with magical sigils and iconography
of the Empire, while the stairs of the Dreadfire
Portal lead to a platform flanked by two
pillars upon which reside burning skulls.

But should you wish to become your
own Arcane Architect, Dave has purposely
designed each Arcane Fulcrum for ease of
modelling. The flat points of contact between
the parts allow you to mix and match the
different elements between the kits. For
instance, you may want to place the chair
of the Magewrath Throne at the top of the
Eternity Stair, or you could take the stone star
from the Balewind Vortex and place it upon
the stairs of the Dreadfire Portal.

ETERNITY STAIR AND £23
DREADFIRE PORTAL

Product code: 99120299021
Sculpted by Dave Andrews

€29.25, 2250lks, 280skr/nk, 112.50z¢

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

www.games-workshop.com 9



Wizards are as much a part of Storm of Magic as the monsters and this month
we are releasing four new plastic magic users. Commanding vast mystical power,
these characters can capture and control the Arcane Fulcrums.

WARRIORS OF CHAOS
SORCERER LORD

WARRIORS OF CHAOS £8
SORCERER LORD
Product code; 99070201001

Sculpted by Brian Nelson
€10.50, B0dkr, 100skr/nkr, 4024

ON SALE JULY 9TH

This plastic Chaos Sorcerer stands defiant with his arcane
staff held high. The Chaos Sorcerer comes on a single frame
as nine separate parts that are easily glued together to make
a characterful hero. The kit even includes a scenic base
adorned with blasted stone.

DARK ELF SUPREME SORCERESS

DARK ELF E8
SORCERESS
Product code: 99070212007

Sculpted by Brian Nefson
E10.50, 80dkr, 100ske/nke, 402/

ON'SALE JULY OTH

The Dark EIf Sorceress is a truly beautiful model, her hair -
made up of three separate components — flowing down her
back in individual ribbons. The Sorceress is a great model
to complement the Supreme Sorceress on Black Dragon, in
case she should have the misfortune to lose her mount.

WARRIORS OF CHAOS
TZEENTCH SORCERER LORD

WARRIORS OF CHAOS £8
TZEENTCH SORCERER LORD
Product code: 99070201002
Sculpted by Brian Nelson

€10:50, Bodkr, 100skr/nky, 40z}

The Sorcerer of Tzeentch is an impressive feat of miniature
design that maximises the use of the plastic medium to
create a delicate, almost ornate figure. In a game of Storm
of Magic, you'll want to include as many Wizards as
possible to seize control of the Arcane Fulcrums.

VAMPIRE COUNTS NECROMANGER

VAMPIRE COUNTS £8
NECROMANCER

Product code: 99070207001
Sculpted by Brian Nelson

€10.50, 80dkr, T00ske/nkr, 4021

ON SALE JULY 9TH

Brian Nelson is responsible for all the wonderful miniatures
on this page, each presented in a clear-plastic clampack.
The flow of the figure denoted by the swirls of the layered
robes, the leering face and even the way the creature grips
the skull all add to the character of the model.

Fictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Frices quoted are for products sofd by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.
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WARHAMMER: STORM OF MAGIC

Storms of Magic are cataclysmic events
that unleash terrible and all-powerful
arcane energies, unbridled power that
allows wizards to shackle titanic beasts
to their dominion, or deny their enemies
mystical forces that could destroy whole
nations in one cataclysmic spell.

Storm of Magic is the latest Expansion for
Warhammer, the Game of Fantasy Battles.
It is a 152-page, full-colour, hardback book
with an integrated spinner in the inside
front cover.

The lavish tome is absolutely packed
with background and history of the most
prominent magical storms that have swept
across the Warhammer world. All the rules
needed to play a Storm of Magic battle
are detailed within, and the book itself is
intrinsic to the game as it hosts the Wheel
of Magic that Wizards can manipulate to
their own cause. Within the pages you'll
find a library of powerful magic items, all of
the devastating Cataclysm spells as well as
45 Scrolls of Binding for allying a variety of
terrifying monsters to your side.

w 1
Wiy g pr 101

3 .
F 7o Lo g

7" STORM OF MAGIC

! CO-AUTHOR,

g MAT WARD., GIVES
US HIS TAKE ON
ITS DEVASTATING
SPELLS FROM
PAGE 18.

WARHAMMER: £30
STORM OF MAGIC :

Product code: 60030299002

Written by Jeremy Vetock and
Matthew Ward

€39, 300dkr, 380skr/nkr. 15021

Bictures for illustrative purpases only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices corect at time of gaing to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are respansible for determining their own prices.
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A wizard would be nothing without his magical paraphernalia, and so too it is

with any aspiring Storm of Magic general. This month we're also releasing a

selection of characterful new gaming accessories for use in your games.

VORTEX TEMPLATES

This set contains six tin Storm of
Magic Vortex Templates, each
adorned with individual, evocative
designs that conjure up images of
devastating magical effects.

These templates are great
for use with some of the most
powerful Cataclysm spells that
the Wizards in a game of Storm
of Magic are likely to unleash,
adding a distinctive flourish to your
destructive efforts. As vortex spells
remain in play, these templates will
look great in subsequent turns as
they roam about the board.

This hourglass
symbol indicates
that the product

shown is only

stocks last.

available while

STORM OF MAGIC

VORTEX TEMPLATES

Froduct code: 99220299043
€22.75, 175dkr, 220ske/nkr, 87,5021

ON SALE JULY STH

MAGIC DICE

Product code; 992202999034
€7.80, 6k, 755kr/nks, 3020

ON'SALE JULY 9TH

This set contains eight distinctive
dice. Each dice is adorned with
one of the symbols of the Lores
of Magic, and the set comes in a
velvet bag.

£6

ALSO AVAILABLE

If you prefer dice for one lore, then these
sets are for you. Show allegiance to one
of the Colleges with a set of eight dice of

the same design.

MAGIC DICE: LORE OF BEASTS
Product code; 99220299035
€7.80, 60aks, 73ske/nks, 021
MAGIC DICE: LORE OF DEATH
Product cade: 99220299036
€780, Bodkr, 75ske/nke, 3021
MAGIC DICE: LORE OF FIRE
Product code: 99220299037
€7.80, 60dkr, 75skrinks, 30zf
MAGIC DICE: LORE OF HEAVENS

Product code: 99220299038
€7.80, 60dkr, 75skeinkr, 3021

£6

MAGIC DICE: LORE OF LIFE s
Product code: 99220299039
£7.80, 60dkr, 75skr/nke, 3021
MAGIC DICE: LORE OF IGHT
Product code: 99220299040
€780, 60ckr, F5skrinky, 3024
MAGIC DICE; LORE OF METAL
Product code: 99220299041
€7.80, 60clkr, 75skrénks, 3021
MAGIC DICE: LORE OF SHADOW
Product code: 99220299042
€7.80, 60ckr, 75skr/nkr, 3024

£6

£6

Pictures for iMustrative purposes only. Product contents may vary. Products sold unpainted and unassermbled, Certatn Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availahility and prices, Prices quoted are jor products sold by Games Workshop through its own stores, catalogue or websile, Independent retailers are responsible for determining their cwn prices.
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WARHAMMER BATTLE MAGIC:
STORM OF MAGIC

This set contain‘

5 t(_untalnc all ot
the Cataclysm spells,
as well as the Cantri
and Ancestor Runes.
Th contains
space to include
spell cards, allow

grimoire even 1urther

WARHAMMER BATTLE £8
MAGIC: STORM OF MAGIC
Pmduc_t code: 60,

st dtdkr,

ON SALE JULY OTH

Caston 10F

LLUSION

E ATTRIBUTES Smake and Mirrors
LO!
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Wherever you see this
= symbol, that product
|| is only available to
order. This page has
details on how to get
hold of it.

This month we continue to launch new models in Citadel Finecast, including a
selection of monsters and wizards available for the first time in resin. Make sure
you keep checking our website and in Hobby Centres for the latest releases.

LAMMASU

Hailing from the Dark Lands

is the Lammasu, a sorcerous
creature possessed of a keen
intelligence and the ability to
cast magic. What's more, the
Lammasu is enshrouded in a
mystical miasma that will stop
all magical weapons working
when in base contact with it.
The model itself, just like its
bull-shaped brother below, will
be available in Citadel Finecast.

LAMMASU £21.50
Product code: 99810211002
Sculpted by Alan Perry

€30, 235lkr, 280skrinke, 1102

GREAT TAURUS

This winged bull-shaped
creature is said to be the
embodiment of the Dark
Land’s rage. The venerable
Great Taurus has been seen
in many a Chaos Dwarf
army in years gone by and
is now launched anew in
Citadel Finecast. With the
advent of the Scrolls of
Binding there’s no doubt
the monster will appear in
many more armies, where
it will ensure victory.

GREAT TAURUS £21.50
Product code: 99810211001

Sculpted by Alan Perry
€30, 235clkr, 280ske/nkr, 11024

ON SALE JULY 23RD

or illustrative purposes enly. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
5 for current availability and prices. Prices guoted are for products sold by Games Workshop theough its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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DARK EMISSARY

They are said to be the
agents of darkness but none
can say for sure whose will
the Dark Emissaries truly
serve. This miniature is the
embodiment of untold evil.
Garbed in ragged cloaks
with a hooded face, only
the long horns that sprout
out of its head give you any
kind of clue to the Dark
Emissary’s true motives.

DARK EMISSARY £9.50
Product code: 99800299004
Sculpted by Chris FitzPatrick

£12.50, 100dkr, 115ske/nkr, 5021 OMN SALE JULY 23RD

FENBEAST Ve

Fenbeasts are magical constructs formed
from the sludge and foul detritus of the
marshes. They are relentless creatures with
a constant hunger for flesh or any other
kind of sustenance. Trish's classic rendition
of the Fenbeast brilliantly shows the
monster’s relentless nature as it shambles
towards its prey.

FENBEAST £15.50
Product code: 99800299002
Sculpted by Trish Carden

€20.75, 150ctke, 190ske/nks, #5:2

ON SALE JULY 23RD

TRUTHSAVER W=

Truthsayers are exiles from
a lost island, who now live
as hermits in the wilds.
They are drawn to Storms
of Magic where they

hope to harness enough
power to undo the spells
of shrouding that conceals
their land. For this reason
Truthsayers are powerful
spellcasters that should not
be trifled with.

TRUTHSAYER ) £9.50
Product code: 99800299003

Sculpted by Chris FitzPatrick

€12.50, 100dke, 11 5skeinky 50zt

ON SALE JULY 23RD

COLD ONE

Available in Citadel Finecast for the first time, this
new Cold One has been sculpted by Jes Goodwin.
Units of Cold Ones can be summoned to battle

as part of a Scroll of Binding, where their frenzied
attacks can rip foes apart.

COLD ONE £10
Product code: 99800299005
Sculpted by Jes Goodwin

€13, 100dks, 1255ke/nkr, 50zF

ON SALE JULY 23RD

Pictures for illustrative purposes only, Product contents may vary. Praducts soid unpainted and unassembled. Certain Citadel praducts may be dangerous if used incorrectly. Prices correct at time of gaing to press, please

cantact us for current availability and prices. Prices quoted ase for products sold by Games Workshop through its own stores, catalogue or website, i

retailers are

ponsible for d ining their own prices,
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www.spacemarine.com

Warhammer 40,000: Space Marine follows
the story of Ultramarines Captain Titus and
his squad as they fight to take back a vital
forge world from an Ork invasion force.
Take bolter and chainsword to Mankind's
foes in this third person action blockbuster.

Space Marine will allow you to
experience the 41st Millennium like
never before. Putting you in the role of an
Ultramarine you will get to fight iconic Ork
and Chaos opponents in epic environments.
The intense single-player campaign will
feature a host of celebrity voice talent led
by Mark Strong.

In addition to its single player
campaign, Space Marine also features 8 vs.
8 multi-player where gamers will be able
to represent their favourite Space Marine
Chapter or Chaos Space Marine Legion.
Space Marine is available to pre-order
now and is released on Xbox360, PS3 and
PC in August.

Black Crusade is the latest Warhammer
40,000 roleplaying game from Fantasy
Flight Games. Black Crusade brings
an entirely new perspective on Chaos
by delivering the unprecedented
opportunity to play as a Disciple of the
Dark Gods, whether as a Chaos Space
Marine or a human Servant of Chaos.

The Dark Gods may capriciously
help or hinder their mortal followers (if
they notice such supplicants at all), each
of whom must forge his own destiny
within the ever-changing schemes of the
Ruinous Powers. Though the perils are
vast, personal glory awaits.

Will you embrace Chaos?

WWW. FaﬁtasyFIightgames.com

WHITE DWARF  NEWS

Warhammer 40,000: Kill Team is the new arcade shooter available to
download on Xbox LIVE and the Playstation Network. This action-packed
game puts players into the power armour of an elite Space Marine squad
sent to assault a gigantic Ork Kill Kroozer. Players choose a squad from
six available Space Marine Chapters. Your Kill Team comprises four heroes
each with their own special abilities: the Sternguard Veteran, Librarian,
Techmarine and Vanguard Veteran. The player selects one class to play and
can upgrade their hero by unlocking dozens of upgrades as they take the
fight to the enemy. Featuring both single player and also same-screen two
player co-op, Kill Team offers the ultimate in arcade action.

Players who complete Kill Team will get a bonus content unlock for the
upcoming action/shooter Warhammer 40,000: Space Marine video game.

www.THQ.com
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Black Library publishes a range of novels, short story
anthologies and audio CDs based in the worlds of Warhammer
and Warhammer 40,000. The Black Library website is the place
to go to read exclusive extracts, interviews with the authors and
sneak-peeks at forthcoming releases. The website is also the
only place to get limited editions of novels and an ever-growing
range of digital downloads.

www.blacklibrary.com

This month sees the launch of an
exciting new series to accompany
the new Warhammer Expansion,
Storm of Magic. Each Storm of
Magic novel tells the exciting
tale of what happens when

the Warhammer world is riven

by the gale-force winds of the
tempestuous Winds of Magic. The
first novel is Razumov's Tomb,
which tells the tale of the magical
clash between a mighty Wizard
and a Chaos Sorcerer, and you
can expect to find many more
such tales in the forthcoming
titles, the Hour of Shadows

and Dragonmage. As with all
Black Library’s releases, go to

our website to read exclusive
interviews and extracts, as well as
to order your copy of the book!

www.blacklibrary.com

Slaanesh’s champion is driven to A Celestial Wizard pits his magic Relive the moment when Horus Inquisitor Czevak’s quest takes
the heart of the Chaas Wastes to against the might of an ancient gave in to Chaos, as book two of him into the Eye of Terror, i
sate his dark desires, Chaos Sorcerer. the Horus Heresy comes to life. pursued by the Harlequins. i
SIGVALD £7.99 RAZUMOV'S TOMB  £3 FALSE GODS £20 ATLAS INFERNAL £7.99
|SBM; 978-1-84970-059-7 ISBN: 978-1-84970-115-0 ISBN: 978-1-84970-057-3 ISBN: #78-1-84970-069-6
€10.50, &5dkr, 100ske/nkr, 39.95z4 €4, 40dlkr, 50skrinky, 152f €26, 200dkr, 240skrinkr, 100! E€70.50, 85k, 100skr/nke, 39.95:2f

Pictures for ilustrative purposes only. Product gantents may vary. Products sold unpainted and unassembled. Certain Citade! products
rmay be dangeraus if usad incorrectly. Prices correct at fime of going to press, please contac! us for current avaliability and prices, Prices
guotad are for products sold by Games Workshop through ifs own stores, catalogue or websits. I dent reiaiiers are responsibile for

determining their owi prices.
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€CThe end is nigh: a storm of wrath is coming.
Madness will rain from the sky, and in its fury

3 walk Monsters. Our doom cometh! 929

-Dammos, Disciple of the Red Redemption
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This is an auspicious time for hobbyists across the globe. The latest Expansion to
Warhammer is here, and battlefields will echo to the crackle of magical power and
the roar of mythical beasts. In this article Simon Grant explores Storm of Magic.

he release of the Storm of Magic

Expansion is by far the biggest treat

for Warhammer players since the
launch of the rulebook last year. Not only
does Storm of Magic introduce a whole
new way of playing games of Warhammer,
but also introduces an abundance of
mighty beasts that can be fielded by armies
of every race. As if that wasn't already
cool enough, Wizards can use the gales of
sorcerous energy to unleash spells of such a
magnitude that they can blast entire armies
from the battlefield. Barely able to contain
our excitement, we caught up with the
enigmatic Mat Ward, author of the Storm of
Magic Expansion, to find out exactly what
we're getting ourselves into when we lead
our armies to war at such a turbulent time.

‘Storms of magic haven't been referred

to as such before, but are very much a part
of the Warhammer world,” begins Mat.
‘Every realm is suffused with magic at the

best of times and things can go terribly
wrong at a moment's notice, but sometimes
the Winds of Magic go even more wrong
than normal. Rivers start to flow uphill

and mountains can be split asunder by

the magical upheaval. Arcane Fulcrums
burst out of the ground and wizards can
use them to channel the gathering magical
storm. Giant monsters of legend awaken
from their slumber and emerge from their
lairs, energised by the magical storm, and
armies march forth either to take advantage
of the power on offer, or simply to deny
others the ability to do so. This can be the
basis for a single battle, or even a campaign
with multiple armies fighting to control
them. As the first Expansion for Warhammer
for many years, we wanted Storm of Magic
to dig into something that makes for great,
evocative battles — you're telling a story,
having a great time, and there’s an exciting
game in there as well.’

As a storm of magic howls above,
the land is riven and torn, the
earth tearing itself skyward.

20 WHITE DWARF
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Fulcrums are strange structures protected by powerful
enchantments — an occupying Wizard benefits from a 3+
ward save and is Inmune to Psychology. In addition, the
Wizard counts as defending a building but may only be

At the heart of the battlefield during a
storm of magic are the Arcane Fulcrums,
mystic nexuses that form the objectives in
the new Storm of Magic scenario. ‘They
are the source of power that each army is
striving to control, and it is by holding these
vital objectives that you win the game. This
power manifests in that controlling Arcane
Fulcrums grants your wizards the ability to
unleash Cataclysm spells, so they have also
have a direct influence on the game.’

Only Wizards have the power to control
Arcane Fulcrums — anyone else trying to
do so would probably end up having their
brain turned to cheese and to cause teeth
to rain from the sky. A Wizard may seem
exposed when standing proudly atop an
Arcane Fulcrum, but they are far from
vulnerable, as Mat explains. ‘The magical
protection offered by an Arcane Fulcrum
is such that it is very difficult indeed to
drive a Wizard from his lofty perch by any
normal means. What you need is a single
model with lots of Attacks — something like
a monster! The strategy for Storm of Magic
becomes very cool in this manner: you
need Wizards to capture Arcane Fulcrums
and blast the enemy army apart; you need

{  Eldritch monoliths that Wizards can use to channel
€ the tumultuous winds during storms of magic, Arcane

monsters to knock the Wizards off the
fulcrums; you need your other units to
block and protect the Wizards by driving off
the enemy monsters and attacking units.’

Arcane Fulcrums may sound all
benevolent and positive, but this is
Warhammer — commanding such power is
never without risk. If your Wizard miscasts
whilst standing on an Arcane Fulcrum,
you not only roll on the standard Miscast
table, but you must then roll on the Arcane
Fulcrum Miscast table if he survives the
ordeal. The wildly varied results range from
the Arcane Fulcrum moving across the
battlefield or exploding, to the Wizard on
top mutating into a hybrid monster or even
ignominiously turning every spellcaster on
the table into a frog!

As already hinted at, controlling
Arcane Fulcrums allows your Wizards to
manipulate the wild energies of a storm of
magic to unleash deadly new spells and
devious cantrips. ‘The Magic phase in any
game of Warhammer will see devastating
spell effects and cunning strategies,’ says
Mat. ‘Storm of Magic takes things even
further and sees the return of some of those
classic spells that could remove entire units

attacked by a single model, including monsters, but the
Wizard’s elevated position renders him immune to harm
from Stomps or Thunderstomps. This protection comes
at a price - if a Wizard miscasts from atop an Arcane
Fulcrum, he must roll on the Miscast table and the
Arcane Fulcrum Miscast table!
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The Sundering

(-2749 to -2723,

Imperial Calendar):

At the height of the

bitter civil war between
the High Elves and their
dark kin, the Witch

King sought to undo the
great ritual of Caledor
Dragontamer and tap into
the immense energies

that his magical vortex
drained from the world.
Caledor, momentarily
freed from his endless
ritual by the Witch King’s
interfering sorcery, was
able to deny Malekith his
victory, but at great cost.
His desperate counter-
spell devastated the island
of Ulthuan, the titanic
energies unleashed killing
thousands on both sides
and partially sinking the
isfand home of the High
Elves beneath a tidal wave
a thousand foot high.

www.games-workshop.com
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Green Idol (2150, Imperial Calendar): Amidst the jungle ruins
| of the Southlands, a tribe of Savage Orcs unwittingly opened
a rift to the Realm of Chaos and Daemons poured forth into
J the world. At the height of the ensuing battle, a third army of
\ Lizardmen and giant reptilian monsters emerged from the jungle
!

N

-
i/ Magical Flux

' When wild storms of
magic sweep the world,
the eight winds become
more unpredictable than
ever. At the beginning of
each Magic phase, the
Wheel of Magic spinner
is used to discover which
lore is ascendant, offering
bonuses to cast spells
from that lore.

(N
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from play or kill the largest beast, but under
much stricter circumstances. Magic has a
tendency to do strange things to the game,
but Storm of Magic gave us an excuse to
introduce lots of crazy things that you can't
do in Warhammer most of the time.

‘One of the reasons that Warhammer
magic works so well is that it's all playing
out in your head,” continues Mat. ‘You
get a description of what's going on, and
it can be as fantastical or mundane as
you want it to be at that point. It fans the
flame for people’s imagination. In Storm
of Magic, many of the spells are epic,
“special effects” spells. For example, older
gamers may fondly remember Assault of
Stone, where you could displace a hill and
bring it down on top of an enemy unit,
causing utter carnage. Well, it's back! Such
devastating spells were a little too powerful
for the majority of normal games, but in a
Storm of Magic environment, they're just
what you want. It also allowed us to further
reinforce the identity of the magic lores by
introducing spells that really characterised
their individual nature.’

These Cataclysm spells are the mightiest
enchantments and incantations of their
kind, so powerful that even the greatest
sorcerer could not hope to cast such a spell
without the wild energies of a storm of

A MAGICAL MAELSTROM

to join the fray. Unsure of what to do and not liking the look
of either opposing army, the greenskins slaughtered everyone.
Using whatever materials they could find, the victorious tribe
erected a giant idol of Cork atop the arcane ruins, sealing the
breach. The idol still stands to this day.

magic to empower it. Cataclysm spells are
extensions to the existing spell lores, and
any Wizard who generates spells from a
magic lore will also know any Cataclysm
spells from that lore, To command the
eldritch energies of a storm of magic, your
army must control an Arcane Fulcrum. This
is known as Presence, but if you control
the same number as your opponent, you
have achieved Equilibrium and you will
be able to cast even more powerful spells.
Should you ever achieve Dominance,

by commanding more Arcane Fulcrums
than your opponent, your Wizards will
command the power to unleash some of
the deadliest spells in existence.

‘There are three Cataclysm spells for
each Battle Magic lore,” explains Mat,
‘and most of the army-specific lores have
an additional spell or two. Each of these
spells capitalise on what makes that lore
great. This doesn't necessarily mean that
Cataclysm spells are simply more powerful
versions of signature spells — the Winds
of Magic have their own identity, but
how that manifests can be quite different.
For example, a Wizard using the Lore
of Fire has access to Fireball Barrage, a
terrifyingly powerful magic missile that has
a maximum range of 48" and inflicts 6D6
Strength 4 hits — it's not exactly subtle, but



you would expect nothing less from a Fire
Wizard. The Lore of Light features Time
Amok, a spell that grants you an additional
Shooting or Close Combat phase that turn.
Goblin Shamans, on the other hand, have
access to a suitably sneaky spell called
Nikkit! Nikkit! that can steal a magic item
off your enemy, so the tone of a Cataclysm
spell varies not just on the lore, but also on
the character of those likely to wield that
form of magic.’

To represent the ferocity of the
magical storm, 4D6 are rolled each turn
to determine the Winds of Magic, with the
highest two rolls forming the dispel pool.
With the power and dispel dice pool limits
also increased to 24, each Magic phase
has the potential to make a huge impact on
the game, but as Cataclysm spells typically
have huge casting values, you're going to
need to leverage as much of that power
as possible. An additional boost comes in
the form of Magical Flux, determined by a
spin of the swanky Wheel of Magic spinner
found in the inside cover of the book. ‘This
determines which spell lore is ascendant,
which in turn gives a bonus to spells cast

==

SUMMONING SPELLS

Wizards can tap into the
g' power of Arcane Fulcrums to

cast the Seven Secret Sigils of

Summoning. This spell allows

you to summon reinforcements
| to battle from a wide selection
of unwitting allies. These hapless
pawns are seldom summoned
by consent, but part of the
spell’s artifice binds them to the
caster’s will. The points value
allowance for a character or unit
summoned in this way varies in
a similar manner to Cataclysm
spells, from 75 points for
Presence, 150 for Equilibrium, to
a full 300 points for Dominance.

from that lore. It adds an additional air of
unpredictability to the Magic phase, as your
best chance of casting a Cataclysm spell is
to wait until that lore is ascendant, but you
can't count on when that will be.’

One of the things you notice as you
delve further into the Storm of Magic
book is that you are allowed to spend an
additional 25% of your agreed point value
total on completely new magic items and
monsters. ‘Storm of Magic doesn't force you
to change your army or take anything out
to make room for any of the new stuff,” Mat
explains. ‘It allows you to field a selection
of monsters and Mythic Artefacts and add
them on top, so if you want, you can just
take your regular Warhammer army and
include a bunch of cool new monsters for a
Storm of Magic game.

This aptly named Monsters and Magic
allowance can be spent on pacts with dread
forces, powerful monsters bound to your
will or fabled Mythic Artefacts. With so
many terrifying new monsters released this
month, we asked Mat just how you could
encourage such ill-tempered beasts to fight
for your cause. ‘Scrolls of Binding, created

'Canirips

Wizards have long since
learned the importance
of Arcane Fulcrums

and over the years have
perfected a few simple
spells that can enly

be employed in their
presence. Cantrips are
spells that all Wizards
know, but are only of
use during a Storm

of Magic game. They
allow your Wizards to
engage in a duel to drive
your opponent off an
Arcane Fulcrum, teleport
between Fulcrums, or
even attempt to release
a monster from its
sorcerous bondage — in
fact, Unbind Monster is
one of your best defences
against your opponent’s
creatures. These spells
provide a great tactical
edge to the Magic phase.

OIOVIA 4O WHOLS
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During a storm of magic,
Runesmiths retrieve
fabled Ancestor Runes
from the deepest vaults.
These can be struck
when a Runesmith stands
atop an Arcane Fulcrum.
Grimnir's Ancestor

Rune blasts the enemy
for example, whilst

the Ancestor Rune of
Valaya can heal the most
grievous of injuries.

by none other than Kadon himself,’ says
Mat. ‘There is a list of 45 different types of
monster in the book, many of which have
additional options to choose from. In this
way, there are over sixty or seventy variants
of Scrolls of Binding. You can ally them to
any army — there are no restrictions. It's a
great opportunity to add a model that you
always loved into your collection, such

as a majestic Black Dragon or fantastical
Chimera, even though you would normally
be unable to do so in a regular game of
Warhammer. We've even included many
of the Warhammer Forge models too,
including the Chaos War Mammoth and
Exalted Bloodthirster. Such mighty beasts
are very much a part of Storm of Magic,

so we're giving you the chance to unleash

these magnificent models on the battlefield.

Many gamers may still have some of the
more weird and wonderful models in their
collections from years past, such as the
Truthsayer, Fenbeast or Lammasu, and will
now be able to dust them off and use them
again. We've even brought back Fimir
and Zoats, for those of you that remember
them! We're bringing the full wealth of
fantasy back to the Warhammer world.

So how do Sorcerous Pacts fit in? 'Pacts
allow you to ally your army with a small

force of Vampire Counts, Tomb Kings or
Daemons of Chaos. These are all magical
creatures — monsters if you will - so it
seemed fitting for them to be included here.
It didn’t make sense to include them as
bound creatures, but more as an infernal
and unholy bargain that has been struck for
their mutual benefit. In this way, we could
also allow people to choose from the full
range of those armies, not just a few units.’
Last, but by no means least, you can
also spend your Monsters and Magic
points allowance on Mythic Artefacts —
enchanted heirlooms thought long bereft
of power that have begun to crackle into
life once more. Their arcane abilities are
intrinsically linked to storms of magic, and
they lie inert, hidden in secret vaults until
such times as they can be used effectively.
‘They are not for the faint hearted,” warns
Mat, ‘Many Mythic Artefact abilities are
affected by the number of Arcane Fulcrums
you control, so each item can grow or
diminish in power as the game progresses.
For example, the Dawnstar Sword doubles
your basic number of Attacks as standard,
but can be augmented to hit and wound
automatically and even cause Multiple
Wounds (2D6)! Such an item can be given
to any character in your army, and doesn't

{"SCROLLS OF BINDING

(| During storms of magic, Wizards can utilise Scrolls of
Binding to command and compel the fell creatures of
the land that are roused to wrath by the rising magical
hurricane. Be they noble beast, wicked creature or
monstrous abomination, all the races of the world have

the means by which they can dominate their feral minds,
even if the effects are only temporary. For an in-depth
look at Scrolls of Binding and the many breeds of
monster that can be bound by them, check out

Andy Hall’s Here be Monsters article from page 28.
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even count towards his Magic Items limit,
but they're certainly not cheap! In fact, the
Dawnstar Sword described above costs 200
points.” In this way you are forced to earn
each artefact’s value by unlocking their
more powerful or esoteric abilities through
the control of Arcane Fulcrums. ‘They

are powerful relics that only come to life
when the Winds of Magic blow incredibly
strongly,’ says Mat. ‘While items such as
the Axes of Grimnir and Ghal-Maraz are
the most powerful artefacts under normal
circumstances, during a Storm of Magic,
these items pale next to a Mythic Artefact.
They are all or nothing items, but under
the right circumstances, they are the most
powerful magic items in the world. Believe
me, with all those monsters flying around
the place, you'll need them.’

If a world-slaying sword isn't your thing,
then there are still plenty of other options
to choose from, ranging from a helmet that
turns your character into a Giant, to a flying
version of Fozzrik's Folding Fortress that
can activate increasingly lethal defences
the more Arcane Fulcrums you control.
The Living Deadwood Staff can create
Blood Forests and the Dodecahedron of
Continental Drift even allows you to swap
two board sections, models and all!

One final addition to the Storm of
Magic armoury was the inclusion of

"The Great War Against Chaos (2271-2304, Imperial Calendar):
Before the defeat of Asavar Kul’s enormous army at the gates

of Kislev, the Chaos legions made a self-sustaining rift between
worlds. The resultant tide of magic powered vast spells of

j destruction, allowing great hordes of Daemons to be summoned

sorcerous terrain. As latent sources of
magical power, Mat wanted Arcane Ruins,
Wizard’s Towers and even Sigmarite Shrines
to represent the weird and wonderful effects
that storms of magic have on the lands in
which they manifest, even if they last only
as long as the storm itself. Consequently,
these terrain pieces have been given some
additional, but entirely optional rules, ‘so
you can spice your scenery up with a little
bit more magic,” as Mat puts it. These rules
cover situations such as entering what
appears to be a Sigmarite Shrine, only to
find out that it has been reconsecrated to a
blasphemous deity. Perhaps some long-
dead spirits still defend their former master’s
property against any intruders. As with all
mysterious terrain, you won't know what
happens until you enter it...

All this talk of monsters, magic and
mayhem is making me champ at the bit to
paint up a few more Mages for my High EIf
army. The Annulii Mountains on Ulthuan
are full of Chaos-spawned beasts, so a few
Bound Monsters should do the trick. With
that in mind, | politely excused myself so
that | could sneak back to me desk and get
cracking. Whilst I'm getting my paints out,
read on and check out Andy Hall's Here Be
Monsters article, detailing all the fantastical
creatures released this month. Now where
is that Scroll of Binding | had earlier?

and ensuring the army left only shattered ruins and-madness in
its wake. The city of Praag was razed and transformed into a
hellish nightmare, where the victims melted into the walls, their
imprisoned souls crying out from the twisted city. Limbs writhed
from the pavement and living gargoyles hunted the streets.

:'I - 5:'-?..—;:_:--—:.__._.._
i Ogre Kingdoms in

Storm of Magic

Storm of Magic makes
mention of the Lore

of the Great Maw -

in Storm of Magic
games Butchers and
Slaughtermasters have
access to the two Lore
of the Great Maw
Cataclysm spells. When
attempting to cast these
additional spells, follow
the rules given in the
Storm of Magic book,
just as you would for any
other Cataclysm spell
and ignore the Casting
Gut Magic section in

the Ogre Kingdoms
army bhook. A Butcher

or Slaughtermaster

that miscasts whilst
attempting to cast a
Cataclysm spell must roll
on the Gut Magic Miscast
table. If he miscasts when
casting any spell whilst
occupying an Arcane
Fulcrum, he will also roll
on the Arcane Fulcrum
Miscast table as normal.
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The Scourging of the Southlands

When in control of an
Arcane Fulcrum, the Slann

Mage-Priest can cast the
Cataclysm spell known as the |
Great Leveller. The cost of
the spell is great as the Slann

sacrifices himself to cast it,

but the effects are catastrophic E,

because the enemy loses as

many units as are needed to
balance the battle and ensure
they can no longer outnumber |

the Lizardmen army.

"..

s an accursed tempest blew through
the lush canopy of the Southlands,
Arcane Fulcrums sprouted from the
ground and the very boughs of the trees
ed together to form mystic nodes.
Amidst the howling vortex the Lizardmen
launched their attack.
Grey Seer Scyletooth had been
trac I\lnq the magical storm for days. In
his lust for er he and his Skaven
retinue had ignored the warning totems
and withered heads of previous intruders
that had encroached onto land the
Lizardmen considered sacrosanct. Under
the command of a young Slann — a mere
stripling at only eight millennia old - the
legions of Saurus attacked, emerging on the
Skaven flanks and closing with the hordes
of the intruding army.

The Grey Seer reacted with quicksilver
speed; he scampered up the nearest Arcane
Fulcrum and unfurled two ancient Scrolls,
which called and bound the fire-wreat
creatures of the Dark Lands to his bidding.
The Lizardmen were not without monstrous
aid, as a Chimera that had been drawn to
the storm was shackled to the Slann Mage-
Priest’s indomitable will.

Despite the formidable might of the
Lizardmen, the Skaven were not ready
to squirt the musk of fear. They still
outnumbered their reptilian foes and their
sorcerous master would bring green-tinged
hellfire upon them, standing as he did atop
his eldritch pillar. However, the ratmen had
not counted on the Slann Mage-Priest’s
ability to dominate the Winds of Magic,
and its willingness to sacrifice itself to fulfil
the Great Plan of the Old Ones. Hovering
above an Arcane Fulcrum, the Slann began
the rites to a cataclysmic spell known in
hushed whispers as the Great Leveller...

The battlelines are a
for a final, climactic




nd against the unres
up and flattens them

A SNAPSHOT OF A 6 3 ; = ; A Warlock Engincer and his
BATTLE IN PROGRESS gt ' Stormvermin bodyguard

discover an Arcane Ruin
hidden amongst the trees. In

a Storm of Magic, sorcerous
terrain awakes to become even

more powerful than before.
The Arcane Ruin turns out

to be a Thaumic Lodestone,
allowing the Warlock Engineer
to directly manipulate the
magical winds.
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As the storm of magic roils across the landscape, the monsters of the Warhammer
world emerge from their lairs attracted to the magical flux and to join in the
devastation. Andy Hall dons his monster hunter’s cap and sets forth.

he appearance of Arcane Fulcrums
I and the influx of magical power

are far from the only auguries that
a storm of magic approaches. The beasts
and monsters of the world are themselves
creatures often born of magical ancestry.
And so when the howling winds of the
magical maelstrom blow it awakens long-
slumbering monsters, and attracts creatures
who would rarely emerge from their
darksome lairs in normal circumstances.
Hydras slither out of deep tunnels,
Manticores are goaded to new levels of
rage, Chimerae migrate towards eldritch
tempests and even Dragons can be roused
from their deep slumber by a passing storm
of magic.

All magical creatures feel the siren
call of the supernatural storms, and beasts
seldom seen will suddenly appear before
the gale. For the wizards and their hosts
that fight during a storm of magic, the
prevalence of monstrous beasts can be
a boon as well as a threat. Magic users
can draw upon the illimitable energies
unleashed by the storm and for a time
sorcerously chain the beasts to their will.

Thus does a battle fought in the midst of a
storm of magic become as much about the
physical carnage as the ability to weave
powerful spells.

Key to this aspect of a Storm of Magic
battle are the Scrolls of Binding. Authored
by the legendary beastmancer, Kadon,
these ancient texts are extremely rare, for
in them — when infused by the energies of
a magical storm — lies the power to gain
dominion over a monstrous creature. The
Scrolls of Binding are prized throughout
the many realms of the world. They are a
vanishing resource for Kadon disappeared
thousands of years ago, and no wizard
since has been able to ape his skill in
authoring new scrolls.

For players, the Scrolls of Binding are
a way of adding creatures, monsters and
other powerful beasts into your army, even
if your army list does not normally have
such an option. As mentioned earlier, you
have a Monsters and Magic allowance
in Storm of Magic games — an additional
25% on top of your agreed points limit —
you use this allocation for purchasing and
customising bound creatures.

€€ A battle fought
in the midst of a
Storm of Magic
becomes as much
about the physical
carnage as the
ability to weave
powerful spells. 99
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A High EIf Archmage reads from
the Scrolls of Binding and binds a
Chimera and Giant to his will.
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. The three-headed Chimera is one of the most

S/ 2 foarsome of all children of Chaos, a beast whose

" progenitors were so warped that it is now
impossible to say what manner of creatures they
might have been. Regardless of their exact form,
all Chimerae share a savage and unpredictable
nature that makes them easily the worst of all
chance encounters.

For much of the time, when the Winds of
Magic are at relatively low ebb, Chimerae are rare
and seldom seen — even in the frozen northlands.
There might be tales of such beasts guarding
mountain passes, lurking in the black depths of
the Drakwald or having been pressed into service
as mounts by favoured Champions of Chaos,
but most such reports are eventually discovered
to have confused the Chimera with some other
creature of Chaos, such as the Manticore. Some
scholars have postulated that in times of magical
dearth, Chimerae simply abandon the mortal
plane altogether, to instead hunt prey through the
rich and sorcerous fields of the Realm of Chaos.
Others believe that Chimerae are not creatures of
flesh and blood at all, but rather monsters called
into being only when the Winds of Magic are at
their most fulsome — savage emissaries sent by the
darkest of the Dark Gods. Regardless of where
the truth lies, none can argue that when a storm
of magic bursts, the tri-throated roars of hunting
Chimerae are never far behind.

j: M WS BS S
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' CHIMERA

I Ld Troop Type Unit Size Points
| Chimera b 4 .0 6 T Monster 1 175
SPECIAL RULES: OPTIONS:
_Ilz_ly, Lot Tareet May take any of the following:
error. 1
* Venomous QOoze .. et e e e 15 points
Grants the Chimera the Poisoned Attacks special rule.
s Iron Hard Skin ..... eI e 25 points
Grants the Chimera the Scaly Skin (4+) special rule.
O T e e e RO R RS e i I e B 30 points

Grants the Chimera a Strength 4 Breath Weapon with the Flaming Attacks special rule.

May take one of the following:

LI BT T BT R R e 15 points
Grants the Chimera 1 Tail Attack.
s el e .. 30 points

Grants the Chimera a Tail Attack with the Random Attacks (D3) special rule.

May take one of the following:

S N RIPRODENE ... . i carshinasivinssisnnansrsnisasisin 15 points
Grants the Chimera 1 Chomp Attack.

Rending FanNgs .. ... ....cccusuiisesmosemsumtiinabsns . 20 points

Grants the Chimera 1 Chomp Attack with the Armour Piercing special rule.

T e T
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Even for creatures of Chaos, Manticores are particularly
ferocious, possessed of a stubbornness that propels them to fight
for their territory whatever the odds. Whoever the interloper,
the Manticore’s response is always the same: to launch itself
roaring into a bloody conflict from which there can be but

a single victor. The fact that this victor is almost always the
Manticore stands as harrowing testament to its savagery.

? .Morc Scrolls

{

of Binding
Scrolls of Binding are
rare but Kadon was

) prolific and the world is

full of hiding places and
forgotten repositories.

And so, occasionally, new

Scrolls of Binding may
well come to light. Storm
of Magic contains over
40 Scrolls of Binding but
we have plans to publish
even more. In fact you'll
have to wait no longer
than next month as we’ll
have a selection of new
and exclusive Scrolls

of Binding with plans
for even more in the
following months.
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With the increase in the number of
monsters Storm of Magic will bring to

the battlefield, the Citadel menagerie

has grown. This month sees the arrival of
several new plastic monsters, namely the
Manticore, Chimera and Black Dragon. As
well as the plastic beasts, there is also a
Cockatrice made in Citadel Finecast resin.
Responsible for the sculpting of all these
(although not the riders — Colin Grayson did
the Dark Elves mounting the Black Dragon
and Alex Hedstrom created the Chaos Lord
that sits atop the Manticore) is Citadel’s
queen of creatures, Trish Carden.

Trish’s name is synonymous with
monsters, and throughout her career she
has been known for her striking creature
designs. ‘I've been sculpting for a long
time, and for the majority of that I've been
designing beasties,” says Trish. But how, out
of all the other Citadel designers, did she
fall into that niche?

HERE BE MONSTERS

‘It's something | have a natural affinity
for. Some sculptors are good at creating war
machines, others can really capture human
anatomy, but | love designing monsters.
And that's a pretty cool job description to
have!” admits Trish.

For the epitomic monster-maker, the
advent of the brand new Warhammer
Expansion has been something to look
forward to despite all the hard work
involved. ‘It's glorious,” enthuses Trish.
‘Monsters have always been a big part of
Warhammer but Storm of Magic really
puts them at the forefront. And as someone
who has a hand at creating them it's very
satisfying to see so many swooping or
rampaging across the tabletop.’

The bulk of the new monster releases
are in plastic, a medium Trish has
embraced. ‘I've been working on plastic
models for a long time and with every
project we find we can do more stuff as
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TPTHE COCKATRICE

{| The Cockatrice prefers to lurk around the fringes of a battlefield

inclination for self-preservation, only a foolish warrior will

§ where it can feast on the dead and dying, but despite the beast’s

corner a Cockatrice. When the beast is desperate it shrieks and
claws at all who approach it. In addition any foe that captures
its deadly gaze will be instantly turned to stone.

the production methods improve and the
technology we develop increases. What
I've found, especially over the last few
years, is that | don’t have to compromise
my design nor worry about balancing the
miniature. | think this really came to the
fore with the High EIf Dragon | worked on
with Martin Footitt. The whole Dragon is
suspended in the air via the rocky outcrop
and so does not make physical contact
with the base, a feat that would have been
impossible if the model was metal.’

The Black Dragon is Trish’s latest
winged reptile and it takes its cues from the
previous design in that the creature does
not directly touch the base but is held high
into the air by its tail wrapped around a
tree stump. ‘| wanted to get some height
and create a very dynamic and unique
silhouette. We ended up with a very tall,
almost elongated ‘S’ shape. An easier
option would have been to copy what I'd

already done with the High EIf Dragon but |
didn’t want to go down that route.’

Whilst Dragons have taken up much of
Trish’s time she hasn't just been working
on plastic kits. Trish’s first miniature to be
sculpted for release in Citadel Finecast is
the Cockatrice, another mythical creature
given a Warhammer twist. ‘All the monsters
have a basis in legend but we are in no way
constrained to that, this is the Warhammer
world after all. With the Cockatrice |
wanted to create a mix of a serpentine and
avian look, to make it truly a creature of
Chaos. As with all the monsters, positioning
was very important. | wanted it rearing up
in an aggressive pose, so took advantage
that it was being cast in resin, where the
light weight of the material would allow the
model to hold a stable stance.’

Both the Chimera and Manticore went
through a similar design process, the aim
being to create dynamic and striking plastic

I?

"

; __‘q"-_r_ .
Chomped

Some monsters have
Chomp and Tail Attacks.
These give them an
additional Attack and can
also have further effects
such as Poisoned Attacks
or Armour Piercing.
What's more Tail Attacks
give the model +1 to hit
against models fighting in
their rear while Chomp
Attacks give you a bonus
for hitting Large Targets.

Scrolls of Binding will
often have additional
options where Chomp
and Tail Attacks can be
purchased allowing you
to tailor the monster to
suit your needs.
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Creatures Abroad | ‘S i o f D c : d look silly on a miniature and
The new monsters | r didn’ 2 to have 'y mena nother example is
released this issue are but NS O o hase, A3 ag | are often described
a fraction of the many i . So we wanted big, imposing as hav N -es, \\'herL a more

abominable beasts that
inhabit the corners of
the Warhammer world.
Arachnarok Spiders, O B i N )
Giants, Stegadons, step was to come ith concepts. ‘I love
Hydras, Great Eagles and ing oW you start v g working with artis , ‘especially
Dragon Ogre Shaggoths Manticc , a bit like the Cockatrice, Jo anche and Dav (;a[laqher both of
are just a few of the ort of call is anc 've known for ye o we have a
creatures that you can : i orking relationship.
field in a Storm of Magic ~ome : drew some
battle using Scrolls of

Binding. Keep an eye on

future issues of White

Dwarf too, as we'll be : ; 1 ic
printing even more far more important is that they should loo W arhammcr plaf ev

Scrolls of Binding for you part of the Warhammer w d make there it was on to g
to use. good models. The Chimera, for instance, in the size, gemml pose and overall shape of
| onetext | read, had to have a goat's head the creatures.
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The art of the sculptor lies not just in
the overall look but in the details as well,
and it was over the following months where
Trish refined her monstrous designs. ‘Wings
and manes are where | did a lot of work,’
states Trish. ‘Manes on models can look
two dimensional, so | wanted them to have
depth on the Chimera and the Manticore.
So they travel down the body, covering the
neck and immersing the heads.

‘The wings are another aspect; all three
plastic monster kits have a different pair of
wings which wouldn’t have always been the
case in the past. This way you can tailor the
look of the wings to each individual model,
whether that's the pincer-like pinions of the
Manticore or the tattered, ragged wings of
the Black Dragon,’ says Trish.

While the monsters generally make
up 80% of the model, let’s not forget in
Warhammer they will often act as terrifying
steeds, and monstrous mounts for the
diabolic and the good alike. In the case
of the Black Dragon it can be ridden by a
Dark Elf Dreadlord or a Supreme Sorceress.
Colin Grayson took over from Trish, in this
respect providing players with a host of
options and multiple heads to use, helping
to define the model further. Alex Hedstrém
has done the same with the Manticore,
creating a rider that sits upon the mane of
the great beast that can be assembled as
either a fearsome Chaos Lord or Sorcerer

Lord with a flowing and layered cloak.
Both kits can also be built without riders
allowing you to include them in any army
with a Scroll of Binding,

If the incentive of a large, awesome
model as one of your army centrepieces
isnt enough to include monsters in your
force then their effect on the tabletop
will certainly swing it in your direction.
Monsters have powerful profiles with many
attacks, a good number of wounds and high
Strength and Toughness. What's more they
also have a Thunderstomp attack; the great
equaliser of Warhammer is always helpful
when fighting against regiments of infantry
and can easily knockout any other combat
bonuses the enemy have accrued for
standards and their greater numbers.

In Storm of Magic games, where Arcane
Fulcrums are important focal points of the
battle, monsters will come into their own.
An Arcane Fulcrum can only be attacked
by a single model and whilst a humble
unit champion may well get the upper
hand against some haughty Wizard Lord,
I'm betting a terrifying monster will stand
a much better chance of gulping down
the enemy mage even though he can't
Thunderstomp! The moral then, is that you
should employ monsters to rid Arcane
Fulcrums of enemy magic users, whilst
using your own army to block the foe’s
beasts from claiming yours!

—

&,_?;:_-—_-1—]
) Dark Tidings

Amidst the myriad
models released this [
month, the Dark |
Emissaries and their
eternal adversaries,
the Truthsayers make a
welcome return to the
range in Citadel Finecast.
Dark Emissaries are
potent spellcasters with
access to either the Lore
of Death or Shadow, their
Staff of Darkness giving
them bonuses to casting
and channelling. They can
also regenerate, making
them hardy foes.

A Cockatrice charges towards
the enemy’s Arcane Fulcrums,
aided by a deadly Chimera.
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? A Flight of Dragons

Although many armies in
Warhammer have access
to Dragons as mounts

for their characters, any
army can field a Dragon
or two by using a Scroll
of Binding in a Storm of
Magic battle. The Dragon
scroll allows the caster to
bind a variety of different
sizes and types of
Dragon, whilst the Chaos
Dragon scroll allows that
twisted specimen to bhe
summoned to war. The
new Black Dragon can
be assembled without

a rider or any armour
plates if desired, allowing
for easy inclusion in any
Storm of Magic force.
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ragons are a diverse species that
Ddi:ﬁp[ay enormous variation in colour

and abilities. These differences
depend little on the creature’s breeding,
for the Father of all Dragons was the fabled
Kalgalanos the Black, and his spawn were
all the colours under the sun. The hue
of a Dragon’s scale goes beyond mere
pigment — it is an indicator of the Dragon’s
nature. Red, or Fire Dragons, are impatient
and wrathful creatures that breathe
roaring flame, Forest Dragons are elusive,
deepwood creatures that belch corrosive
fumes, whilst Storm Dragons spit lightning
bolts and are capricious in temperament.
However, it is the Black Dragons that are
said to be even more feared and were
ranked amongst the most malevolent and
murderous of all creatures, even before
they were warped by the dark sorceries
of the Witch King Malekith.

Ever since the Witch King first rode a

Black Dragon to war, they have been part

HERE BE MONSTERS

of the menagerie of Naggaroth. Like the
Dark Elves that ride them, they are cruel
and malicious of temperament and reserve
a special hatred for the Dragons of Caledor,
which they see as tamed and subjugated

to the will of the fey High Elves. Although
Black Dragons, thankfully remain a rare
sight, even in the armies of the Witch King,
their very nature means that they rouse
more easily than the Dragons of Caledor,
which is a frightening prospect for any High
Elf noble to contemplate.

Even amongst their black kin, a
Dragon’s size is proportional to its age.
They continue to grow throughout their
lives, and Dragons of any colour can
reach huge proportions if they live for long
enough. Few Dragons today can rival the
size of Kalgalanos the Black, whose vast
scaly body was bigger than a Greatship.
Even so, Dragons remain amongst the
largest of all creatures, and powerful
servants whilst the spells of binding last.
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Dreadlord heads
Horns

Dreadlord torso
Seal end
Dreadlord legs
Dreadlord weapons
Repeater handbow
Shields

Sheathed weapons
Shield arm

Dagger holster
Quivers

Seat

Banner

Dreadlord torso
Sorceress heads
Horns

Sorceress torsos
Sorceress weapons
Tome and scroll
Sorceress legs
Pauldrons

Dagger

Wand

Armour plates
Dragon wings
Dragon body
Dragon legs
Dragon tail
Dragon neck
Dragon head

Tree stump

Sword

Scroll

Dreadlord head
Banner

—
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MONSTERS FOR HIRE

The Studio’s hobbyists have been going painting-mad over the past couple of months,
putting the finishing touches to their Storm of Magic armies. Simon Grant sets out to
see what people are adding to their armies ready for the new Expansion.

G ustering an army for a Storm of
Monsters and Magic mag[c battle cogldr? t be simpler.
any players will simply choose

In a game of Storm of
| Magic, each army may
include an extra 25% of
g on Monsters and Magic.
You can take a maximum
of two of each Scroll of
Binding in a standard
army, and a single Mythic
Artefact. In a grand
army, this allowance is
doubled to four of each
Scroll of Binding and up
to two Mythic Artefacts.
An army may Dﬂly ever
include units from a
single Sorcerous Pact.

to field their regular gaming army and
spend the additional 25% Magic and
Monsters points allowance on a selection
of extra beasties. Such an army should

still work well in Storm of Magic, but
many of the staff here in the Studio have
been overhauling their armies from the
ground up and refining their tactics in
preparation for the coming storm. Over
the next few pages, we will be displaying
a selection of army lists and chatting

to some of the Studio’s veterans of the
Storm of Magic playtesting sessions. But
before we learn more of the sneaky tactics
they've developed, let’s take a look at what
objectives a Storm of Magic army should be
aiming to achieve on the battlefield.

To win a Storm of Magic game, you
need to control more Arcane Fulcrums than
your opponent by the time the game ends.
Obviously, your opponent isn't going to just
let you walk up and take them, so you need
to be ready to do so by force, and driving a
Wizard from an Arcane Fulcrum

in this manner is no mean feat.

Yes, you get an additional 25%

of your army allowance to
spend on powerful artefacts
and scary monsters, but it's
worth looking at your army
book once more and seeing
what else you can field that
could perform a similar
8 role. The more units in
*r your army capable of
driving a Wizard from
an Arcane Fulcrum,
the better, but
remember that your
opponent will (or
should) be trying
to do the same.
With this in
mind, you
will need
some solid
units that can
hold up or fend
off the worst
that your enemy
can throw at you,
including the big,
gribbly monsters that
they will be fielding

“ MONSTERS FOR HIRE

as well. The third, and perhaps the most
important unit type to include are your
wizards. Remember that to win, you need
to control Arcane Fulcrums. Only wizards
can do this, so it is imperative that you
include enough of them in order to give
yourself the best chance to do so.

Storm of Magic armies should therefore
be looking to include two or three powerful
attacking units to capture enemy-held
fulcrums, a solid, reliable defensive unit
for each fulcrum in your half of the table,
and at least three or four Wizards to control
fulcrums as well as seizing them from
your foe once you've killed his Wizards.
For your attacking units, you can use
Scrolls of Binding to select some powerful
monsters that suit this role perfectly. Most
of these ugly critters have a high Movement
value, and some, such as the Chimera
and Manticore, can even fly, making it
possible to charge in the earliest stages of
the battle. Monsters almost always have
a large number of high-Strength attacks,
giving them the best chance to breach
the occupying Wizard's pesky 3+ ward
save enough times to kill him. Giants can
be exceptional in this role, as an Arcane
Fulcrum’s defensive enchantments won't
save a Wizard from being plucked from his
lofty perch and shoved into a bag (or even
more ignominiously, down his trousers)
or eaten whole! If you can complement
such monsters with another powerful unit
from your own army list, then you can't go
far wrong.

When selecting units to defend your
Arcane Fulcrums, use large units, either
ranked up as a horde or deployed in a
deep column to remain Steadfast as long as
possible. If you have the option to choose
Unbreakable or Stubborn units, such as
Empire Flagellants or Greatswords, then
don’t leave home without them — these
guys can be relied on to hold against even
the most rampant enemy Monster.

The following armies all feature
examples of this practise from the Studio’s
foremost Warhammer generals. White
Dwarfer Matt Hutson has even included
a sample force of Dwarfs to show how
these doughty warriors can fight in a game
of Storm of Magic just as readily as more
magically inclined races. So read on to
learn some excellent hints and tips with
which to better prepare your armies for the
coming conflict.
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THE FORGOTTEN LEGION OF QUATAR

e

Robin Cruddace: The strategy with this
army is very clear. The faster, more powerful
half of the army surges forth to relentlessly
attack any Arcane Fulcrums controlled by
an enemy Wizard, either bursting from
the sands or swiftly flying forwards to
assail them. By contrast, the huge Skeleton
regiments will use their enormous, horde-
sized frontage to completely cut off any
attempts by the enemy to attack my own
fulcrums, bogging them down in prolonged
combats from which few enemies can hope
to escape. To ensure the survival of the
defensive units, three of the Liche Priests
command the Lore of Nehekhara with
which to continually top up their fighting
regiments by virtue of the Restless Dead
Lore Attribute.

The army’s defensive strategy is fairly
straightforward, but the aggressive units,
on the other hand, are finely tuned
to accomplish their tasks. Both of the
monsters have a Breath Weapon, enabling
the ugly critters to make the most of any

attack on an enemy-held fulcrum. The
Necrosphinx will mercilessly pick on any
Wizards believing themselves safe atop

a monstrous mount, as its Heroic Killing
Blow and high Toughness will give it all
the edge it needs to crush them. With both
the Sepulchral Stalkers and Cockatrice able
to unleash lethal ranged attacks, the army
certainly has plenty of options for driving
enemy Wizards from Arcane Fulcrum. The
Stalkers and Necropolis Knights begin the
game Entombed Beneath the Sands, ready
to threaten any defended fulcrums, and
more importantly, safe from the magic their
occupying Wizards can unleash!

My final trick revolves around the Tomb
King himself. At the head of a large, reliable
unit of Tomb Guard and bolstered by the
random boon of the Windcatcher Prism,
the regiment should be able to carve their
way to an Arcane Fulcrum. Once there, the
Tomb King can really make his presence
felt, with 7 Strength 5 Attacks which force
the enemy to re-roll successful ward saves.

LORDS

Tomb King with Sword of
Bloodshed, Dragonhelm, the
Other Trickster's Shard, shield.
258 points
Hierophant Anuk-qun
Level 4 Liche High Priest with
Earthing Rod, Obsidian Trinket
and Healing Potion, using the
Lore of Nehekhara.
285 points

HEROES
Hotep Ra
Liche Priest using the
Lore of Death.
70 points
On-phatar
Liche Priest, using the
Lore of Nehekhara.
70 points
Im Ratep
Liche Priest, using the
Lore of Nehekhara.
70 points

CORE
Ebony Legion
40 Skeleton Warriors with
spears, Iight armour, Master of
Arms, musician and
standard bearer.
270 points
Jade Legion
40 Skeleton Warriors with
spears, light armour, Master of
Arms, musician and
standard bearer.
270 points
Opal Legion
40 Skeleton Warriors with
light armour, Master of Arms,
musician and standard bearer.
230 points
Amber Legion
30 Skeleton Archers,
180 points

SPECIAL
Alcazzahir's Golden Legion
29 Tomb Guard with halberds,
Tomb Captain, musician and
standard bearer with Standard
of Undying Legion.

457 points
The King’s Cobras
6 Necropolis Knights with
Mecropolis Captain, musician,
standard bearer, Entombed
Beneath the Sands.

450 points
The Seekers of Eternity
3 Sepulchral Stalkers.

165 points

RARE
The Oblivion of Souls
Mecrosphinx

225 points
TOTAL: 3000 points
MONSTERS & MAGIC

Black Book of Ihn Naggazar
Carried by Hotep Ra

150 points
Windcatcher Prism
Carried by Alcazzhir
the Forsaken

150 points

Cockatrice with Poisoned
Claws and Acidic Vomit

205 points

Hydra with Envenomed Fangs
240 points
TOTAL: 745 points

& — —-;- - 3
Alcazzahir the Forsaken f

J4IH 404 SYTILSNOW

e —

www.games-workshop.com

39



' Lord Durak Gromrundsson

Dwarf Lord with gromril
armour, Rune of Preservation
and Rune of Stone, axe with
Master Rune of Smiting, Rune
of Might and Rune of Speed,
carried by Shieldbearers.

290 points

HEROES
Thane Gibal Furiksson
Thane with Battle Standard
with Master Rune of Valaya.

190 points
Durlir Ironbeard
Runesmith with great
weapon, Master Rune of
Spellbinding and Rune of
Spellbreaking.

149 points
Asgar Dunhildasson
Runesmith with great
weapon, Master Rune
of Balance and Rune of
Spellbreaking.

149 paints

CORE
Gromrundsson’s Kinsmen
30 Dwarf Warriors with
shields, musician, standard
bearer and Veteran, Gromrik.
295 points
1st Dragon Belchers
10 Thunderers with musician
and standard bearer.
155 points
2nd Dragon Belchers
10 Thunderers with musician
and standard bearer,
155 points

SPECIAL

The Hearthguard

19 lronbreakers with

musician, standard bearer

with Rune of Determination

and Ironbeard, Hargrimm.
297 points

Flakkson's Legacy

Bolt Thrower with Flakkson's

Rune of Seeking, Rune of

Burning and Engineer Kerrag,

80 points
RARE L
Grungni’s Wrath
Organ Gun

120 points
Dragon’s Breath
Organ Gun

120 points
TOTAL: 2000 points
MONSTERS & MAGIC
Aldred the Earthly
Truthsayer

i 210 points

Chimera with Lash Tail

190 points
2 Great Eagles

100 points

TOTAL: 500 points
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Matt Hutson: This army is designed

with two main objectives in mind: to kill
monsters and to stop the enemy Magic
phase, thereby allowing my Runesmiths to
hold their Arcane Fulcrums victoriously.

Lord Durak Gromrundsson is a monster-
killing machine (although he’s more
than capable of hacking his way through
everything else too), his axe’s Master Rune
of Smiting inflicting Multiple Wounds
(D6) and the Rune of Might doubling
his Strength to 8 in the face of anything
Toughness 5 or more. And if that's not
enough, his armour’s Rune of Preservation
keeps him safe from Killing Blows and
Poisoned Attacks, to foil any monsters that
might have mischief in mind.

The other three characters are there to
halt the enemy’s spellcasters. The Battle
Standard Bearer's Master Rune of Valaya
gives me +2 to dispel that stacks with all
the other bonuses, giving Durlir Ironbeard
and his Master Rune of Spellbinding a +3 to
dispel attempts. Both Runesmiths generate

MONSTERS FOR HIRE
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dispel dice and can channel too. | plan on
planting them atop my Arcane Fulcrums,
from where they’ll both win me the game
and be able to strike the mighty Ancestor
Runes, which is a lot like spellcasting for
Dwarfs.

The rest of the army is there to protect
my Runesmiths, my various sturdy units of
Ironbreakers and Dwarf Warriors taking up
defensive positions in front of the Arcane
Fulcrums. There’s quite a lot of firepower
crammed into the army, the highlights of
which are the Bolt Thrower (with Flaming
Attacks and +1 to hit flyers, it's a monster
killer) and the Organ Guns (whose sole
purpose is to shoot Wizards from fulcrums).

I've added in some monsters of my own
to give me some much-needed mobility
and a touch of spellcasting in the form of
the Truthsayer. You'll notice that the army
doesn’t have any Slayers in it — | just can't
trust them to keep their axes to themselves
with all those monsters hanging around in
my own army.



Matthew Hobday: What all good Orc &
Goblin armies need is a lot of Orcs and
Goblins, and this one is no exception!

The Orc units are able to soak up a fair
amount of damage and still be effective with
numerous support units to run amok (if they
can behave themselves for long enough, that
is!). Overall a lot of the army is the same list
that | would take along to a normal game of
Warhammer.

Grotgit and Baklash have managed to
swell the Stabbas’ numbers to beyond a
horde. With just over 100 models in the
unit, Baklash da Mad’s plans are set and he
is ready to reap untold destruction across
the battlefield. Wielding the Black Book of
Ibn Naggazar, Baklash da Mad is likely to
suck as many Goblins into its ever-hungry
pages as it kills enemies but such is life for
a lowly Night Goblin! Each Goblin sucked
into its blood hungry pages will provide an
extra power dice to fuel the Cataclysm spells
of the Lore of Shadows or Death, but | need
to keep up the sacrifice or Baklash is for it.

The key to Storm of Magic are the
Arcane Fulcrums. They let you cast more
powerful spells, protect your otherwise
vulnerable Wizards and ultimately decide
who has won the battle. Making sure that
you have the right mix of Wizards, units to
defend your fulcrums and units to threaten
your enemies fulcrums is the key to victory.
The monsters | have chosen make for
excellent fulcrum assault forces, with the
Lammasu’s Breath Weapon able to smoke
most Wizards off of their fulcrum and, as it
is also a Wizard, it can immediately take it
over! The large number of attacks from the
Chimera makes it a great hunter as well.
Wizzbang has brought with him his trusty
Skull Wand of Kaloth, as only one model
at a time can attack him when he is on an
Arcane Fulcrum, forcing one opponent in
base contact to make a Leadership test or
die makes for a great defence. Whilst it will
have little effect against an enemy hero it
should protect him from any early attacks
from enemy flying monsters!

LORDS:

Gobspit da Basha

Orc Warboss with Basha's Axe of
Stunty Smashin’ and Armour of
Silvered Steel.

Wizzhang da Wild
Level 4 Savage Orc Great Shaman
with the Skull Wand of Kaloth.

280 points

215 points

HEROES:

Bug-rit da Lazy

Orc Big Boss Battle Standard
Bearer with Mork's War Banner
and shield.

Dagnab

Goblin Big Boss with Sword of
Anti-heroes, Potion of Strength,
giant wolf, light armour and shield,
) 101 points

182 points

Baklash da Mad
Level 2 Night Goblin Shamman with
Ironcurse lcon,

90 points
Zappit
Level 1 Goblin Shaman,

55 points
Slappit
Level 1 Goblin Shaman.

55 points
CORE:
Grotgit's Stabbas

101 Night Goblins with spears,
Netters, Night Goblin Boss,
musician and standard bearer,

378 points
Zogsquat's Big'Uns
30 Savage Orc Big'Uns with
additional hand weapans, Big
Stabbas, Savage Orc Boss,
musician and standard bearer.

385 paoints
Kikit's Ladz
30 Orc Boyz with shields, Orc
Boss, musician and standard
bearer.

245 points
Bogrotz Stickas
20 Gaoblins with shields, 3 Nasty
Skulkers, Goblin Boss, musician
and standard bearer.

130 points
Waaagh!’s Riderz
& Goblin Wolf Riders with spears
and musician,

98 points
SPECIAL:
Kebabz
2 Goblin Spear Chukkas.

70 points

Boingaz Chompaz
8 Night Goblin Squig Hoppers,

96 points
RARE:
Chundaz Trollz
3 River Trolls. 1
135 points
Dribbles
Arachnarok Spider
290 points
Skidzmark
Doom Diver Catapult
a0 points
Krash-hang
Snotling Pump Wagon spiky roller.
60 paints
Wally

P )
Snotling Pump Wagon with giant
explodin’ spores,

60 points
TOTAL: 3000 points
MONSTERS & MAGIC [

Lammasu with

Sorcerous Exhalation
200 points

The Cowled One
Drark Ernissary
210 paints
Chimera with
Venomous Ooze
190 points

Black Book of Ibn Naggazar |
carried by Baklash da Mad.
b 150 points

TOTAL: 750 points
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~ LORDS

Naieth the Prophetess
Level 4 Spellweaver.

250 points
I1seldi Valerin
Highbarn with light armour,
longbow, Potion of Strength and
Sword of Bloodshed.

228 points
Lord Cadran the Red
Highborn of the Alter Kindred
with light armour, the Bow of
Loren and Arcane Bodkins,

243 points

HEROES

Mathramor of Blackglen
Level 1 Spellsinger with
Dispel Scroll.

Kelleth Barkwrath
Level 1 Spellsin%er with

Chanrielling Staff.

115 points

105 points
Cavann, Herald of the
Deepwood Kin
Moble with Battle Standard and
light armour.
93 points

CORE
Nasilar's Greencloaks
20 Glade Guard with musician,
standard bearer and Lord's
Bowmen.

. 264 points
Pine Crag Foresters
20 Glade Guard with musician,
standard bearer and Lord’s
Bowmen.

264 points

Guard of the Deepwood King
20 Eternal Guard with
musician, standard bearer and
Guardian.

270 points
The Sisters of Dawn
10 Dryads.

120 points
SPECIAL

The Laughing Kin
5 Wardancers with musician
and Bladesinger.

111 points
The Blades of Loec
5 Wardancers with musician
and Bladesinger.

171 points
Deadwood Hulks
6 Treekin,

390 points
RARE
Adranoch the Great
Treeman

285 points

Sandrovir, Lord of Winds
Great Eagle

50 points
Mandroth Keen-Eye
Great Eagle
50 points
Ladrac the Swift
Great Eagle
50 points
TOTAL: 2999 points
MONSTERS & MACIC
Aelric the Green
Truthsayer
210 points
Cockatrice
175 points

Chimera with Flaming Breath
and Iron Hard Skin

230 points
3 River Trolls

135 points
TOTAL: 750 points
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Mat Ward: This army is a pretty standard
Wood EIf army — needless to say, plenty of
Wizards, plenty of bows and the battle's
half won. A Spellweaver is more or less
mandatory, so you can get to the Lores of
Life and Beasts.

Wood Elves excel at controlling games
of Storm of Magic, able to cast spells
such as the Madrigal of Greening and the
Gardener’s Warcry and summon forests
to the battlefield. This can be incredibly
effective at disrupting your opponent’s
battle plan. Meanwhile, use the Lore of
Beasts Cataclysm spells to give your army
an extra punch, and Verdurous Harmony to
heal your injured units.

The Wood Elves already have a fairly
strong monster contingent, but the more
the merrier, says I. River Trolls make a for a
great blocking unit - I'll plonk those down
in front of my ‘home’ fulcrum (the one my
opponent’s really got to push for if he’s
going to have any chance of stealing it).
Placed here, it doesn’t matter if the Trolls

MONSTERS FOR HIRE

go stupid — them wandering forward a little
won't hurt me too much.

The Cockatrice and the Chimera are my
attack dogs, sent to attack enemy Wizards.
Which monster goes where depends on
the foe they're facing. The Cockatrice is
relatively fragile, but has enough Attacks
to deal with fast cavalry and other small
formations. Oh, and it can turn things to
stone. The Chimera’s less subtle — it's a true
rend and tear critter — not much will stop it.

Last of all, the Truthsayer gives me
a solid boost to my magical repertoire.

He can take advantage of his ability to
transform (via Transformation of Kadon)
into a Great Fire Dragon. This makes the
Truthsayer incredibly versatile, able to
occupy fulcrums as a Wizard, or munch
Wizards as a monster. As he can end the
Transformation of Kadon at any point,

his best strategy is as follows: 1) Become
Dragon, 2) Eat enemy Wizard on fulcrum 3)
End the spell in the moment of victory and
occupy the now empty fulcrum.



Jeremy Vetock: There is a lot in this Skaven
army that | would take in any game,
especially the Core choices. | want my
Grey Seer, my best spellcaster, to be free
to stand atop fulcrums and to Skitterleap
about the battlefield causing trouble, so
I've taken a Plague Furnace rather than a
Screaming Bell. | also added a few low-
level Warlock Engineers. The more options
to take fulcrums the better, and with all
those power dice about there are bound to
be Warp Lightning bolts flying around. The
Jezzails are there to whittle down enemy
monsters or get lucky and snipe a Wizard.
I'll be honest, | chose the monsters that
I like the best, but lest you think | am a soft-
hearted fool, consider facing both a Hell
Pit Abomination and a Hydra! That's a lot
of high-Strength attacks and, unless my foe
has got Flaming Attacks, two big beasties
with Regeneration is a tough combination.
The Chimera is my only flying model
— a really useful attribute anytime, but
especially in getting across the tabletop

to assault enemy fulcrums. No doubt my
enemy will think the same, so my Grey
Seer has a Warpstorm Scroll, a good
offensive zap to put some hurt on the
enemy flying monsters | expect to face.

The Chaos Spawn with the Mark of
Nurgle was an impulse purchase — it just
seems to fit so nicely with the Plague
Monks (in a gross kind of harmony). I've
found a lone monster (especially an
Unbreakable one) is just the kind of thing
that can slip through a battleline and
attack an enemy Wizard on a fulcrum or,
conversely, tie up an enemy unit to stop it
from doing the same.

Every Storm of Magic game | play | try
my utmost to cast the Verminous Ruin spell.
Not only is the effect potentially harmful,
but should the random dice come up with
a lucky roll of 13, you summon a Vermin
Lord to the battle. Game winning? Possibly,
but more importantly, | can’t wait to see the
look on my opponent’s face when that 13
comes up!

LORDS

Vektch Ironklaw

Skaven Warlord with halberd.

93 points

Vittk Chiseltooth

Grey Seer with Warpstorm

Seroll and a Healing Potion.
325 points

HEROES
Grax Throttlespine
Level 1 Plague Priest on
Plague Furnace.
250 points

Mangy Skratchit
Level 1 Warlock Engineer
with Sceptre of Stability.

80 points
Skkrt Skabies
Level 1 Warlock Engineer
with Warp Energy Condenser.

85 points

CORE
Ironklaw Vermin
35 Clanrats with shields,
spears, musician, standard
bearer and Clawleader.
195 points
Skavenslaves
20 Skavenslaves with shields.
50 points
Giant Rats
20 Giant rats with
4 Packmasters.
92 points
Blackfur Brigade
20 Clanrats with musician,
standard bearer, Clawleader
and Warpfire Thrower.
170 points

SPECIAL
Skritlok's Jezzails
5 Jezzail teams with
Sharpshooter Team.

110 points
The Gristlelegion
35 Plague Monks with
musician, standard bearer
with Plague Banner and
Bringer-of-the-Word,

300 points

RARE
The Big-Beast
Hell Pit Abomination with
warpstone spikes.
250 points

TOTAL: 2000 points

MONSTERS & MAGIC
Chimera

175 points
Hydra with
Envenomed Fangs

240 points
Chaos Spawn with
Mark of Nurgle

85 points

TOTAL: 500 points
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As Storms of Magic engulf the Warhammer world the skies darken and the very
ground tears itself apart. During these times of cataclysmic events your local

Hobby Centre is a hotbed of activity.
The World of Warhammer

If you're new to the hobby, Summer is a fantastic time
to take your first steps into a world of fantasy, amass a
grand army and lead them to battle across the magic-
swept plains of the Warhammer world. Have a chat with
the staff of your local Hobby Centre to find out how you
can get started today!

Expand Your Armies

During a Storm of Magic whole nations march to war.
This summer visit your store and talk to any of the staff
about how you can expand your armies, or even start a
brand new army to reign supreme.

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

Monsters and Magic

Roused by the ever-changing magical tides, monstrous
beasts emerge from their places of rest to once again
wreak havoc across the lands. Speak to your local staff
and find out how you can bind these ferocious creatures
to your will and fight alongside your army.

Harness the Fulcrums

All this summer your local Hobby Centre will be running
enormous games of Storm of Magic, and at their centre
lie the Arcane Fulcrums. With four new superbly detailed
scenery pieces available, get down to your local store
today to collect and and build your Arcane Fulcrums.
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f}%ATTLE FACTS

Scenario: Storm of Magic

- : \ Players:
. P e . ! Andrew Kenrick vs. Matt Hutson

3000 points a side plus 750 points of

j Points Value:
| magic & monsters.

ust as a game of Warhammer is

anything but an ordinary battle

but a clash of great armies, mighty
heroes, powerful magic and terrifying
monsters, so too is a game of Storm
of Magic anything but an ordinary
game of Warhammer. With magic
that can level entire armies, summon
new units and even warp and change
the battlefield itself, not to mention
monsters that tower above the raging
armies and magical artefacts whose
power defies reason, Storm of Magic
is on an entirely different scale to the
Warhammer games you're used to and
quite unlike anything we've played
before in a battle report. Wizards
clash in magical duels whilst striving
to control unbelievable magical
power and capture mysterious Arcane
Fulcrums. Monsters bound to the will
of mages with sorcerous sigils engage
in titanic battles and all around infantry
scatter in terror. In short it's everything
we love about Warhammer, but writ
large on an even more epic canvas.
And it's this sweeping grandeur of
magical might and monstrous foes that
we want to showcase in this month’s
battle report, fought between two foes
who have more than their share of
both: the Warriors of Chaos and the
Dark Elves.

Naturally for the launch of such

an awesome and exciting Warhammer
Expansion we needed the brightest
and the best players, tactically adept
generals who could bring their full
wargaming acumen to bear on the
battlefield, so we turned to none other
than... aww, who am I kidding? For
such a fantastic battle there was no way
| was letting anyone else but me play
— how could I let such an opportunity
pass, especially as it would give me
the chance to play with my first army
of choice, the Warriors of Chaos. And
upon declaring my intentions, fellow
White Dwarfer and rival general, not
to mention regular commander of the
Dark Elves, Matt Hutson, threw down
his gauntlet too. So with the players
chosen, it's on with the battle.



Editor of this illustrious
magazine he may be,
but Andrew’s past battle
report record does not
make for good reading
— can he pull one out of
the bag and win a game
in print?
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Andrew: I'm feeling confident after |
hammered Matt in the warm-up game and
managed a bloody draw the last time my
War >s, and
fully plan to write my victory speech in the
blood of the Druchii.

Rather than put all my eggs in one

et with a Sorcerer Lord, I've opted

Nurgle, not only because these lores are

s it is, but because their
Is are all kinds of awesome.
I've al en a Wizard with my favourite
Battle Magic too, the Lore of Death,
because... well, just take a look at Crystal
Maze and you'll see why. I'm not leaving
home without my favourite trick either, the
Infernal Puppet, as both Matt and myself

potent enough

STORM OF MAGIC

make his worse and mine better.

To accompany each Wizard to battle
I'm taking a unit of Chaos Warriors — one
led by an Exalted Hero — against whose
relentless defence I'm confident no Dark
Elf can break through. Dark Elves I'm not
50 WOITi ut, but monsters | certainly

specially as Dark Elves fit in a lot of
f times. Alongside
ich we'll come
‘m taking a horde of
hing large and
stompy long enough for m
to charge in to help. For good measure I've
given them the Mark of Khorne, as well as
the Banner of Eternal Flame to deal with
Matt's inevitable War Hydra assault.

But the Dark Elves aren’t the only army

that can rustle up their own monsters, so




I’'m taking a Chaos Giant, a Hellcannon
(I'm secretly hoping it'll misfire and cause
a miscast on all Matt's Wizards) and a
Chaos Lord riding a Manticore. I'll give him
the Mark of Tzeentch and the Talisman of
Preservation to make him fairly durable,
and the Favour of the Gods so that he can
properly capitalise on rolls on the Eye of
the Gods table when he bags himself a
monster or two.

Finally, | have 750 extra points to spend
on monsters and magic, and | already
know exactly what | want. The glittering
Windcatcher Prism has caught my eye — it
may be unpredictable, its effects varying
with the Winds of Magic, but none are bad
and most are fantastic. I've given it to the
Exalted Hero so his Chaos Warriors can
benefit too and am hoping it'll give them
Initiative 10 and Always Strikes First (if

the Lore of Light is ascendant) or Flaming
Attacks (the Lore of Fire). I've got to take a
Chimera (if only for the model), upgraded
with a whip-tongue to make it better at
eating Matt’s monsters, and I'll round off
the army with another two Giants.

As an afterthought, I'm fairly sure that
Matt hasn't given the Seven Secret Sigils
of Summoning much more than a glance
(his eye was drawn by the Cataclysm
Spells instead) so | hoped to use that spell
as an ace up my sleeve if the opportunity
arises. |'ve drawn up a shortlist of possible
candidates for casting, ranging from a unit
of Jezzails to snipe Wizards off of fulcrums
and an Unbreakable unit of Flagellants to
get in the way of Matt's nastiest monsters, to
a cast of extra Wizards, just in case | need
to rustle up some magical reinforcements
towards the end of the game.

= Blessed of Tzeentch

: 15 Chaos Warriors with
hand weapons and
shields, Mark of Tzeentch,

3"‘——""——:—
LORDS .
Lord Faros the Blind
Chaos Lord with Mark of
. Tzeentch, halberd, Talisman
of Preservation and Favour
of the Gods, mounted
on a Manticore.

478 points

HEROES
(@  Tza'h'k'leil the Changed
Level 2 Chaos Sorcerer
with Mark of Tzeentch and
Infernal Puppet.
175 points

The Gaunt One
Level 2 Chaos Sorcerer with
Lore of Death.

120 points

Bubous the Festering
Level 1 Chaos Sorcerer
with Mark of Nurgle and
Spell Familiar.

120 points

(@  Khakull Mageblood
Exalted Hero with Mark
of Tzeentch,
120 points

CORE
The Blue Crow Tribe
29 Marauders with hand
weapons and shields, Mark
of Tzeentch, Musician,
Standard Bearer and
Marauder Chieftain,

185 points

Musician, Standard Bearer
and Champion.
290 points

The Blooded Axe
17 Chaos Warriors with
4dditional hand weapons,
Musician, Standard Bearer
and Champion.

302 points

The Bloated
14 Chaos Warriors with
additional hand weapons,
Mark of Nurgle, Musician,
Standard Bearer
and Champion.

284 points

SPECIAL

The Bloodhounds of Khorne
. 9 Chaos Knights with
lances, Mark of Khorne,

Champion, Musician and
Standard Bearer with
Banner of Eternal Flame.

495 points
¢ RARE
Ll Gruf the Horned
Giant
225 points
Har'gthaw the Bound
Hellcannon
205 points
Total 2999 points
MONSTERS & MAGIC
Chimera with
whip-tongue.
190 points
;' Giant
200 points
W Giant
V* 200 points
Windcatcher Prism
Carried by Khakull
Mageblood.

150 points
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Matt is a long-time
advocate of the Druchii.
His typical tactics are
overwhelming his foes
with monsters and
magic... Storm of Magic
should be right up his
street, then.

50 WHITE DWARF
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Matt: Storm of Magic, eh? An Expansion
that focused on magic and monsters? That
sounds > Dark Elves’ street, as
they alre id have a preponderance of both
in their arm\r list. Because of this, | intend
to take the Dark Elf army of Karond Kar that

ys wanted to field, filled with lots and

monsters.

first thing | need are Wizards.
owing I'll have three Arcane Fulcrums

to defend at the start of the game, I'll go
for three level 2 Sorceresses. Although a
Wizard might seem vulnerable standing
atop a fulcrum, I'm confident in my abili
to make a 3+ ward save — all that p:actu,e
making power armour saves has got to pay
off, after all. I've opted for a wide spread
of spell lores: Dark Magic, as it's suitably
destructive and the Oblivion Cataclysm
spell can destroy fulcrums; the Lore of

STORM OF MAGIC

and Shadow,
' selection of
s appeals ln my nefarious side.
I've made sure that my Sorceresses have

6 and give her a

ladies up to Toughne
Breath Weapon in an emergency; another

has the Tome of Furion to give the Sorceress
an extra spell; and the third Wizard has
the Featherfoe Torg, to force any attacking
flyers, of which I'm sure there will be more
than a few, to re-roll hits against her. But
just to make sure my Sorceresses don't
come to any harm, I'm going

solid core of Dark Elves to a defensive
units, blocking anything that closes with
my Arcane Fulcrums. First amongst the

is a horde of Dark Elf Warriors




that many hate-filled Dark Elves should be
enough to give anyone pause, there’s an
Assassin in there too who should be able
to bring down anything short of a Chaos
Lord. I've also got a unit of Corsairs and a
unit of Crossbowmen, both to serve as a
defensive unit and to fill enemy Wizards
and monsters with crossbow bolts. Thirdly
there’s a chunky unit of Black Guard of
Naggarond, who are included to act in
either a defensive or offensive capacity.

Of course, it's not just enough for me
to defend my own fulcrums — 1'm going to
need to take them off Andrew as well. With
that in mind | turn to my favourite part of
any Dark EIf army — its monsters. Firstly
I'm taking two of what | refer to as the King
of Monsters, the War Hydra, which I'm
sure can take on pretty much anything and
win. I'm also taking a Cockatrice and two

Chimeras, who | plan to use to hunt enemy
monsters or Wizards, as required.

My final monster (of sorts) will be a
Dreadlord mounted on a Black Dragon,
whose main task will be flying about killing
Wizards and generally terrorising Andrew
(and his army). I've given him a lance
to make him Strength 6 on the charge -
hopefully high enough to be able to take on
monsters, but, if a boost is required he also
has a Potion of Strength to potentially take
him up to Strength 9. He also wears the
Black Amulet, which allows him to bounce
wounds back at Andrew — always good for
a laugh, I find.

Finally, I've thrown in a pair of Reaper
Bolt Throwers because, well, it's a Dark EIf
army so why wouldn't I? They're good at
both shooting down monsters or knocking a
Wizard off an Arcane Fulcrum.

]
_
g
;

LORDS - )
Lord Uthorin,
Captain of the
Obsidian Tower of
Torment Black Ark
Dreadlord with
heavy armour,
shield, Sea Dragon
cloak, lance, Black
Amulet and Potion
of Strength riding a
Black Dragon.
81 points

HEROES
Sorceress Caemathae
Level 2 Sorceress with
Featherfoe Torc,

170 points

Sorceress Fruletha
Level 2 Sorceress with
Tome of Furion and
Ironcurse lcon.

155 points

Sorceress Corquerae

Level 2 Sorceress with

Black Dragon Egg.
%%5 points

CORE
Warriors of Uthorin
40 Dark Elf Warriors
with shields, including
Lordling, Musician,
Standard Bearer.

295 points

The Disciple of Khaine
Dark EIf Assassin with
additional hand weapon,
Manbane and Rune
of Khaine.

146 points

Dread Sea Raiders
20 Black Ark Corsairs
with Reaver, Musician
and Standard Bearer.

225 points

Bolts of Uthorin
16 Crossbowmen with
Guardmaster, Musician
and Standard Bearer.

180 points

Cloaked Heralds

5 Dark Riders with
repeater crosshows,
Herald, Musician and
Standard Bearer.

145 points
Winged Screechers
6 Harpies

66 paints
SPECIAL

Guard of the Tower of
Malice
20 Black Guard with
Tower Master, Musician
and Standard Bearer with

Banner of Murder.
320 points

Khaine's Embrace
Qe 2 Reaper Bolt Throwers.
200 points

2 War Hydras.

ij i Beasts of Karond Kar
? 350 points

Total 2998 points
MONSTERS & MAGIC
wh  Cockatrice with

Acidic Vomit,
195 points

Chimera with Fiend Tail
and Iron Hard Skin,
230 points

Chimera with
Flaming Breath,
205 points

5 Sabretusks with
Bane Claws.
120 points

www.games-workshop.com
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ndrew deployed his Chaos Sorcerer
of Tzeentch on the easternmost

fulcrum, protected by a unit of Chaos
Warriors and a Giant. The centremost
fulcrum was occupied by the Chaos
Sorcerer of Nurgle and guarded by Chaos
Warriors, a Giant, a horde of Marauders
and a Chimera. In the west, the Death
Wizard stood upon the great stai ;
defended by a large unit of Chaos Warriors,
an Exalted Hero and the third Giant. To
garner the support of the Chaos Gods, he
made sure that the Sorcerers of Tzeentch
and Nurgle were both guarded by units of
Chaos Warriors that shared the same mark.

The Chaos Lord on Manticore was held
back, waiting to counter-attack wherever
Matt threatened. The Chaos Knights
deployed in a position to swiftly move
anywhere in this half of the table, tasked
with hunting down Hydras with their
Banner of Eternal Flame.

In the west, Matt's Shadow Wizard
deployed, wreathed in mist. 40 Warriors
with spears, a unit of Dark Riders and both
War Hydras stood at her command. In
the centre, Matt’s Mistress of Dark Magic
occupied the Fulcrum, guarded by b
Reaper Bolt Thro C
the Black Ark Corsairs and the Dreadlord
himself. Finally, Matt dep the rest of
his army on the eastern flank, alongside his
Metal Wizard. With two Chimerae and a
Cockatrice over there, it was clear this was
where Matt intended to make his advance.




intended to keep Andrew’s
Giant rom h

We decided to use
the new pieces of
terrain as arcane
fulcrums. We had six
because of the size
of the board.

We counted all

of this wood as a
single Mysterious
Forest, although it
turned out to bhe an
ordinary wood.

JI4OdIYd ATLLVE

In addition to being
a Wizard's Tower,
this building was
also mysterious.

These Arcane Ruins
conferred a bonus to
channelling, as well
as requiring a roll

on the Mysterious
Ruins table if anyone
ventured too close.

This counted as a
Magic Circle.

This wood turned
out to be a Venom
Thicket, granting
a unit inside
poisonous attacks.
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Lord Faros the Blind swooped up

-

the flanks alongside his Exalted
Champion, Khakull Mageblood,

L S——

e
The Winds of Magic

In a Storm of Magic
game, the different Winds
of Magic blow stronger
each turn, as represented
by the magical flux. This
is determined by a spin
of the magic wheel at
the start of each Magic
phase. Whichever Battle
Magic lore is ascendant
confers a +5 bonus to
cast spells from that lore,
whilst other ascendant
lores receive +4. One

of either Dark and

High Magic will also be
ascendant, offering a

+3 bonus to cast spells.
The surest way to cast

a Cataclysm spell is

to wait until its lore is
ascendant, taking the
maximum advantage of
the enhanced bonus.
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WARRIORS OF
CHAOSTURN 1

Andrew: It was clear from the off that
Matt had learned from his mistakes in
the practice game, blocking each of his
fulcrums with a unit — he didn‘t want to get
his charged by my Giant on Turn 1 again.

| started the turn with a quintet of
charge declarations, aiming to pitch as
many of my monsters into melee as |
could - there was nothing to be gained
from holding back. It started so well, with
the Dark EIf Warriors fleeing in terror
from the Manticore, leaving the fulcrum
they were supposed to be guarding
undefended. Unfortunately | couldn’t
capitalise on this as my Giant failed its
charge. Both my Giant and Chimera
charged the Crossbhowmen, the Giant
taking a wound as they stood and shot.
This might be considered overkill, but there
was little chance the Elves would survive
and | was hoping the overrun would get
me into contact with the fulcrum behind.
Finally the third Giant tried to charge the
Cockatrice — a risky manoeuvre for sure, as
it can stand and shoot with Heroic Killing

STORM OF MAGIC

Blow, but it was either that or be shot at in
Matt’s own turn. Luckily he only wounded
the Giant, rather than killed him outright,
but unluckily the Giant failed the charge
and ended up standing rather dormantly
in front of both Matt’s Chimerae and the
Cockatrice. Oh.

Elsewhere | moved my Marauders
forward to create something resembling
a battleline between two of my Arcane
Fulcrums, and my Chaos Knights wheeled
round slightly to align with the Chaos
Warriors, hoping to get a charge in against
their prey, the War Hydras.

The Magic phase started off well with
me giving the spinner a good flick — the
Lore of Metal proved to be ascendant,
which also meant that so too was the Lore
of Tzeentch. Happy times for Tza’h’k’leil
the Changed, whose staff positively sparked
with magical energy in anticipation. |
started with Infernal Gateway on the Black
Guard, only managing to cast iton a 19.
Matt overwhelmingly dispelled it with a roll
of a 28! I then cast my first Cataclysm Spell,



Invisible Fire of Tzeentch, on a 27,which
Matt failed to dispel, causing 3D6 Strength
2D6 hits. 1 rolled well enough, causing

10 Strength 8 hits on the unit. Seven died,
which wasn't a bad start by any means.
Sadly that was also the effective end of my
Magic phase, as | failed miserably to cast
Flickering Fire or start a Magical Duel with
my remaining Wizards.

The Shooting phase didn’t go much
better, as the Hellcannon misfired whilst
trying to hit the Black Guard. But didn't
you secretly hope for a misfire in your
introduction, | hear you cry? Yes, but not
one that results in the Hellcannon breaking
free, killing four Chaos Warriors, wounding
the Chaos Giant and inflicting five wounds
on the Chaos Sorcerer (all of which, luckily,
he saved), and then vanishing from the
table. I'm sure those of you at home can
see Matt's smile from there.

Luckily Id stacked the Close Combat
phase in my favour, and although the
Crosshowmen wounded the Chimera twice,
it killed six in return. The Giant swung its
club at the Elves, killing another five, and
the pair then thunderstomped another four.
The sole survivor, the Guardmaster, turned
tail and fled for Ghrond. The Giant did
exactly as | hoped and overran straight into
the Arcane Fulcrum.

=

THE CHANGER OF j;
THE WAYS ’
Right from the offset, Andrew’s |
Tzeentchi Sorcerer, Tza’h’k’leil
the Changed proved a thorn in
Matt’s side, his magic taking
a horrendous toll on Matt’s
flanking force and his none-
too-shabby profile and 2+ ward
save (3+ from the fulcrum,
+1 for the Mark of Tzeentch)
making him surprisingly hard
to shift.

Because he was receiving
a whopping +7 bonus to cast
spells this turn (+2 for his
Wizard level, +1 for the Mark
of Tzeentch and +4 for the
ascendant Lore of Tzeentch)
it's no surprise that Andrew
used Tza’h’k’leil for most of
his spellcasting, and it was
only Andrew’s lacklustre rolls
(and Matt’s outlandishly potent
dispels) that left the death
toll this turn at a mere seven
Black Guard. Had he rolled
better, the Black Guard unit
could easily have been slain by
the sorcerous onslaught — or
worse, dragged screaming into
the Realm of Chaos.

e ———e e
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Annotations

Both War Hydras
charge the Giant.

The Chimeras and
Cockatrice pile in
against the Giant.

The Dreadlord

and Black Dragon
charge the Giant
threatening the Dark
Elf Sorceress.

The Dark Elf |

Warriors rally

and reform into a
column, ready to file
past the fulcrum.

Unnerved by

the sight of the
Manticore swooping
towards their
Sorceress, the Dark
Riders redeploy to
guard the fulcrum.

Matt casts Magical
Duel on the Nurgle
Chaos Sorcerer,
driving him from
his fulcrum and
teleporting to

his position.
Unfortunately he
miscasts, slaying
both Wizards!

Matt: Call that a Storm of Magic? I've
weathered worse storms in Nottingham.
Let me show you how it's done: | started by
declaring a charge with all my monsters.
Dark Elves don't believe in half measures,
and neither do I. Both Chimeras and

the Cockatrice charged the Giant on my
right. Over an my left | sent both Hydras
in against the other Giant, whilst the
Dreadlord charged the Giant threatening
my fulcrum. I had to kill both the Giants as
| couldn’t let them get to my fulerums and
start shoving Sorceresses down trousers.

I tried to manipulate the flux towards
Metal but ended up with the Lore of Death.
| decided to take a far subtler tack than
Andrew might be expecting. | firstly cast
Okkam’s Mindrazor on the Hydra, which
might not seem an obvious choice until you
realise it makes the Beastmasters S8 with
3 Attacks each — almost as deadly as the
Hydra. Andrew overlooked this and let the
spell through — ha! | then tried to cast one
of my Cataclysm spells, Quicksilver Swords,
on the Cockatrice, making it wound
automatically, but Andrew successfully
dispelled it.

DARKELFTURN 1

Finally, my Sorceress started a Magical
Duel with the Nurgle Sorcerer, miscasting
as she did so. | won the roll and drove
the Chaos Sorcerer from his pedestal,
wounding him in the process, before
moving onto the now-empty plinth of
the Arcane Fulcrum. Then | rolled for
the miscast, scoring a 5, Calamitous
Detonation, but Andrew, the swine,
used his Infernal Puppet to drop it to a
2, Dimensional Cascade. My Sorceress
was cast into the Realm of Chaos, but
the ensuing explosion killed the Nurgle
Sorcerer too! | had the last laugh there.

In close combat, the Beastmasters and
Hydra tore the Giant to pieces, although
the big lump fell on the Hydra, wounding it
twice. One of the Hydras then overran into
the Chaos Warriors. The Dreadlord and the
Black Dragon easily slew the Giant in the
centre of the board, prompting the nearby
Chimera to flee too. Over on the other
side of the battlefield the Chimerae felled
the third Giant, although one of them was
killed in the attempt.

Oh dear, | seem to have killed all of
your Giants.




€81 MONSTER MASH ?

:.\_.;-'.f"- P§ ¥ Just to make doubly sure that
he killed it, Matt sent both
Chimeras and a Cockatrice
in against Andrew’s Giant.
Whilst this might look over
the top, Matt hoped it would
not only ensure the monster’s
demise but also allow his own
monsters to overrun towards
the fulcrum. As it happened, it
was fortunate that he had sent
all three in as the Cockatrice
failed to wound the Giant at all
and then the Giant proceeded
to thump one of the Chimeras
with its club, killing it outright.
Luckily the remaining Chimera
inflicted 7 wounds on the
already-wounded Giant, slaying
it too.

180dad T1LLvV
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As the War Hydra overruns into
the Chaos Warriors, the Knights of
Khorne prepare to charge in.

Mythic Artefacts

The Windcatcher Prism
is just one of several
Mythic Artefacts, super-
powerful magic items,
These range from the
subtle, such as Wyssan's
Weighted Dice (which
let you modify dice) to
the less subtle, such as
the Dodecahedron of
Continental Drift (which
allows you to shift Realm
of Battle tiles about).

58 WHITE DWARF

Andrew: Here | was boasting before the
game that | wouldn't need the Fallen Giant
template. How wrong | was. How does the
saying go? To lose one Giant is unlucky, to
lose two is careless but to lose all three is
irresponsible. Still, | wasn't panicking yet
— Matt’s hasty advance had left a couple

of his fulcrums looking decidedly exposed
and his battleline out of order.

| decided to take a gamble and try to
finish both War Hydras off in one turn,
charging one in the flank with my Knights
of Khorne (21 Frenzied S6 Flaming Attacks
on the charge coming right at you, Matt)
and the other with my Chaos Lord. | know
never to underestimate one of Matt's units,
or a War Hydra for that matter, but felt
confident that a Chaos Lord could take
on pretty much anything and win. | also
charged the Black Guard with my Chaos
Warriors of Tzeentch, hoping that they
could crush Matt’s elite unit and overrun
towards his Wizard before they were
surrounded by his various pets.

In the centre of the board the Nurgle
Chaos Warriors advanced towards the
Corsairs and the Marauders tried to march,
but failed their Leadership test. Speaking
of failed Leadership tests, the Chimera

STORM OF MAGIC

WARRIORS OF
CHAOSTURN 2

failed to rally. Luckily it only fled 4" and
because it was fleeing parallel to the table
edge had a few more turns in which to
come to its senses. There's nothing to

be scared of, he's only an Elf. Riding a
Dragon. Actually | think I'd be fleeing
about now too.

This turn Shadow was ascendant, but
I tried to manipulate it to towards Fire to
give my Chaos Warriors Flaming Attacks
but ended up with the Lore of Beasts.

Not the most useful lore to me, although
it did make the Windcatcher Prism’s unit
subject to both Frenzy and Hatred. Sadly
my Magic phase was lacklustre as | rolled
an 11 for the power dice and Matt had 9
dispel dice. | could see this wasn't going
to be a turn for casting big spells already.

| tried to cast the Seven Secret Sigils of
Summoning to replace my Nurgle Sorcerer
but failed miserably, and then followed up
with Transagar’s Teleportation to get my
Tzeentch Sorcerer out of the way of those
monsters but this was dispelled.

The Close Combat phase was
altogether more brutal, although it only
went partly to plan. First up the Chaos
Champion challenged the Tower Master to
a duel to the death, but not to the death |



had in mind as the Dark Elf casually hacked
his opponent in two. It picked up when the
Black Guard only managed to kill a single
Chaos Warrior (Chaos armour, a shield, a
parry save and the Mark of Tzeentch makes
for a sturdy unit, it has to be said). In return
the Chaos Warriors killed four Black Guard.
Not knowing when they're beaten, the
Black Guard stubbornly stayed put.

Continuing my disappointing
performance with characters, my Chaos
Lord underwhelmed. | think | jinxed him
when | named him Faros ‘the Blind" as
he only wounded the War Hydra once,
which was promptly regenerated. The
Manticore then proceeded to miss with
all its attacks and it was at this point that
| started to wonder if I'd made a huge
mistake by charging. I got away with it as
Matt wounded the Chaos Lord once and
the Manticore twice, and | passed my Break
test. That was close.

Finally | ended the turn on a high as
my Exalted Hero wounded the Hydra
once and the Chaos Knights butchered the
monster, wounding it seven times against
which there could be no saves. Frothing at
the mouth and eager for blood, the Chaos
Knights overran a little too far, putting them
out of charge arc of the other War Hydra.

At the end of my Turn 2, it was fair to
say that Matt was firmly in charge.

BATTLE TRACKER
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of Matt’s War Hydras,

et

| Lord Faros and his Manticore
charge in against the second
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{{ Shadow and Dust
The Lore of Shadows
is tricksy, as Okkam’s
Mindrazor proved last
turn. But it's with the
Cataclysm spells that the
really powerful illusions
appear, including the
ability to move units or
even rearrange scenery.

60 WHITE DWARF

CLAW AND SHADOW

DARK ELF TURN 2

Matt: Well, by this point in the practice
game I'd lost two of my Wizards and a
Black Dragon. In this battle, Andrew was
down three Giants, a Hellcannon and a
Wizard, his Chimera was heading for home
and my War Hydra was about to eat his
general, so things were looking up already.

My Chimera charged that wretched
Tzeentch Sorcerer, the Corsairs charged
the Nurgle Chaos Warriors whilst the Black
Dragon swung round, aligning himself to
charge into the flanks next turn. Both the
Harpies and the Sabretusks moved around
the rear of the Blessed of Tzeentch.

The magical flux was Heavens, but
I manipulated it to Shadows, perfect for
what | had in mind. I rolled 11 power dice.
I started off with Penumbral Pendulum,
hoping to enfilade the Chaos Knights and
was confident I'd get away with it too with
a roll of 29, but Andrew managed to roll a
triple 6 when dispelling it.

STORM OF MAGIC
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I then cast my new favourite spell,
Ribauld’s Retroactive Illusion, which lets
me move any piece of terrain within 24"
somewhere else. | targeted Dreadstone
Blight, moving it right in front of the
Chaos Knights and hampering any charges
they might be considering next turn. In
what other game could you move the
scenery about like that? To further secure
my Sorceress’ safety, | cast Transagar’s
Teleportation and zipped over to the
recently vacated Arcane Fulcrum, putting
her out of any charge arcs and right in the
midst of the Chaos line.

The Bolt Throwers shot at the Marauder
horde, hoping to panic them. | needed to
kill 8 to provoke a test, which I duly did
and they failed, but the re-roll from Will of
Chaos saw them stay infuriatingly put.

| was confident in my War Hydra’s
abilities to deal with, well, anything,
although it started off a bit hairy. The



END OF DARKELF
MAGIC PHASETURN 2

Chaos Lord inflicted two wounds on the
War Hydra, reducing it to its last wound,
and when the Beastmasters failed to hit or
wound | thought it was all over, but the
Manticore failed to cause any wounds as
well. The War Hydra stepped up, killing the
Manticore before adding insult to injury

by breathing fire and thunderstomping on
the dismounted Lord Faros. Unfortunately
Andrew’s 3+ ward save saw him survive but
| was fairly sure I'd have him next turn.

Elsewhere the Black Ark Reaver and
the Chaos Champion killed each other
in a challenge. The Corsairs were less
destructive, only killing one Chaos Warrior
whilst their foes killed five. Luckily | was
steadfast and passed my Break test.

The Black Guard failed to kill any Chaos
Warriors. The Chaos Warriors were far more
brutal, butchering seven Black Guard and
leaving the Tower Master standing fast,
which | suppose was something.

The Chimera came off worse for wear
against the Chaos Sorcerer, The Sorcerer
wounded the Chimera once, but with nine
attacks back (I rolled a 3 for the Chimera’s
tail upgrade) odds were the wizard was for
it. Never underestimate the potency of a 2+
ward save, however, as Andrew passed all
his saves and sent the Chimera fleeing! That
Chaos Sorcerer was harder than I'd thought.

WARRIORS
OF CHAOS
FULCRUMS
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The Chimera charges
into the Chaos
Sorcerer, hoping to
budge him from an
arcane fulcrum.

The Harpies and the
Sabretusks move
into position behind
the Chaos Warriors
in combat with the
Black Guard.

J,sg The Black Dragon
o swings around,
ready to charge

into the flank of the
Chaos Warriors.

Despite dishing out a horrendous
number of wounds, the Chimera
could not slay the Chaos Sarcerer.

BATTLE TRACKER

ASCENDANT LORE:
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.
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FULCRUMS
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Annotations

The last of the

Black Guard is
slain, leaving Matt's
Sorceress exposed
to a charge from the
Chaos Warriors.

Using Bridge of
Shadows, Matt
moves the unit of
Dark Riders to block
the Arcane Fulcrum.

The Sorceress

o casts Ribauld’s
Retroactive lllusion
to move the fulcrum

across the board and
her along with it.

The second
Sorceress casts
Magical Duel on
the Tzeentch Chaos
Sorcerer, expelling
him from his lofty
perch minus a
wound. i

Finally, the nearby
Black Dragon
breathes noxious
fumes over the
Chaos Sorcerer —
now without his 2+
ward save — slaying
him instantly.

i

LY

Andrew: Things were not looking good

at the start of this turn so it was time to
show Matt what it means to be a master of
Chaos as once again Tzeentch was rising

in the Magic phase. | kicked off by casting
Flickering Fire at the Sabretusks threatening
my fulcrum, knocking a mere three wounds
off them. | then blasted them utterly apart
with Invisible Fire of Tzeentch, which
inflicted fourteen more wounds. That’s one
threat down. | then turned to the menacing
form of the Cockatrice who was perfectly
capable of sniping me off my lofty perch, so
| opened an Infernal Gateway and blasted
him through it, resulting in eight Strength 8
hits and one less monster. Once the Chaos
Warriors had chopped down the last of the
Black Guard what was once a lost flank
was suddenly cleared of pretty much all of
Matt’s forces. Don't underestimate me Matt!

Matt: Ouch! That was quite a display of
firepower from the Sorcerer of Tzeentch,
but | had a far subtler plan to get rid of
him than simply blasting him apart as his
2+ save would foil any blatant attempts to
kill him. First up | moved my Dreadlord

END OF DARK ELF MAGIC
PHASETURN 3

closer, ready to breathe poison on him or
charge next turn. | also charged the Arcane
Fulcrum with my Harpies, which was
probably a rash move but by this time | was
getting annoyed with Andrew’s Wizard.

After the demise of the Black Guard my
Sorceress suddenly found herself in charge
range of the Chaos Warriors and | didn’t
fancy her chances, so | kicked off by casting
Bridge of Shadows, moving the Dark Riders
across the board to block any charge. | then
cast Retroactive lllusion again, this time
moving the Arcane Fulcrum itself over to
the eastern flank. | did this for two reasons:
first, it got both fulcrum and Sorceress away
from Andrew’s units, and secondly it put
her in range of the Chaos Sorcerer.

Which brings me to the really (,unmng
part, whereby | used a Magical
Duel to knock the Sorcerer off
his fulerum, wounding him and
wiping the smug look off his face.
The Sorcerer, now minus his 2+
ward save, was right in front of
the Black Dragon, who promptly
toasted him alive. I've got your
flickering fires for you right here.




: ' ' WE W) WEIRD AND
WONDERFUL

The Cockatrice is a monster
as deadly as it is bizarre,
dishing out six attacks in
combat and able to turn
anything, no matter how
large, to stone with the
Heroic Killing Blow of its
shooting attack — one to avoid
charging if you're a lumbering
monster, that’s for sure.
Unfortunately, even such
a strangely warped beast
(1 as this could not withstand
the infernal firepower of
Tza'h’k’leil the Changed,
whose Infernal Gateway
spell caused eight Strength
L 8 hits and the Cockatrice to
explode in a psychedelic puff
of multicoloured feathers.
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The Gaunt One is charged by

the War Hydra, but the wizard
is not as frail as he looks.

e Seven Sigils

This spell summons a unit
or character from almost
any army book, the

size of which depends

on whether you have
Presence, Equilibrium or
Dominance. Summoning
a unit of Flagellants

to block a stampeding
monster or a Shaman to
capture a fulcrum

can prove a
sneaky ploy.

64 WHITE DWARF

Andrew: Matt sure has been taking Storm
of Magic lessons since our practice game,
when all he seemed to do was roll lots of
dice and blow up his own Wizards. | want
to play that Matt please! No matter, | may
be down to one fulcrum but I'm still in the
fight — as last turn proved, a.game of Storm
of Magic can change in an instant.

I started the turn with a hat trick of
charges: the Chaos Knights went in against
the Warriors (risky, | know, but they're no
longer a horde so | might just get away with
it); the Chaos Warriors charged the Dark
Riders; and the Marauders managed to
charge both Bolt Throwers at once, thanks
to Matt's not-so-cunning plan of deploying
them next to one another. In other exciting
news, my Chimera rallied, putting him in a
great place for charging Wizards next turn.

With one Wizard, | didn’t hold out
much hope for a powerful Magic phase,
but | did have a plan. | cast Seven Secret
Sigils of Summoning with everything | had,
miscasting in the process but summoning a
Beastman Bray-Shaman. You may wonder
why, but Shadow was currently ascendant
and he was the cheapest Wizard with
access to Shadow magic that there was. My
hope was that he'd get Steed of Shadows

STORM OF MAGIC

and be able to magically move himself onto
that empty fulcrum. He didn't get it, so he'd
have to set off on foot next turn instead.

| got away with the miscast too; | rolled
a 12, Power Drain, which could easily
have turned my Chaos Sorcerer into an
ex-Wizard — the worst result next to death,
but luckily it just reduced him to Level 1. |
then braced for the Arcane Fulcrum miscast
but rolled another double-6, adding 2D6
power and dispel dice to the pool. If only
| had more Wizards to take advantage of
this surfeit of power, but the miscast had
robbed the Chaos Sorcerer of his chance to
cast any more spells this turn and the Bray
Shaman’s Enfeebling Foe was dispelled.

In combat the Chaos Warriors killed
four Dark Riders but couldn’t kill the
fitth, and infuriatingly he remained put!
The Marauders easily overran both Bolt
Throwers, but it was unlikely they'd be able
to affect the remains of the battle. Finally
the Assassin revealed himself in the unit
of Warriors, promptly cutting down the
Knight Champion in a one-sided challenge.
The Knights speared six Warriors and their
steeds two more, whilst the Dark Elves
could not penetrate my sturdy Chaos
armour. Sadly the steadfast Warriors held.



Any Wizard that miscasts
whilst standing on an Arcane
Fulcrum, whether casting a
regular spell or a Cataclysm
spell, must roll on both the
Miscast table and then (if
they survive) on the Arcane
Fulcrum Miscast table. As
Matt’s Sorceress proved

this turn with the explosive
backlash from her miscast
spell, the Arcane Fulcrum
Miscast table can be just as
destructive and disruptive

as the Cataclysm spells
themselves. The results of this
table range from the deadly,
such as ‘Earth-shattering
Kaboom!’, where the Wizard
and the fulcrum are removed
from play or ‘Power Siphon’,
where an enemy Wizard can
immediately cast one of their
spells; to the wacky, such as
‘I Think I'm Feeling a Little
Odd’, where all Wizards on
the battlefield are turned
into frogs, or ‘Did the World
Move, or Was it Just Me/,
where all Wizards swap
places on fulcrums.

KABOOM!. | )‘?
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Matt: Keen to get rid of the last of the
Chaos Sorcerers, if not the last of Andrew’s
Wizards, | charged the fulcrum with the
War Hydra that had seen off the Chaos
Lord. Elsewhere both the Chimera and the
Dreadlord tag-teamed the Chaos Warriors
stuck in combat with the Dark Rider.

In the Magic phase | tried to repeat last
turn’s performance by teleporting across
the board, shoving the Chaos Sorcerer from
his perch and claiming the empty fulcrum.
Unfortunately | miscasted Transagar’s
Teleportation, wounding the Wizard. Worse
was still to come on the Arcane Fulcrum
table, as the Sorceress and two Warriors
were killed as the fulcrum itself exploded!
Still, it denied Andrew the fulcrum...

In combat the Dragon rampaged
through the Chaos Warriors, but not
before the last Dark Rider was cut down.
Elsewhere the Assassin killed another
two Chaos Knights but not only was the
Assassin killed in return, so too were
five Warriors. The Warriors fled but were
caught. In the shock result of the game, the
Chaos Sorcerer killed the War Hydra!

Andrew: Quite a turn up, eh? Killing a
Large Target bagged me a roll on the Eye

of the Gods table too, but | rolled a 7! The
Eye was Closed. But my Wizard just killed a
huge Hydra! What more do | have to do?

BATTLE TRACKER: DARK ELF TURN 4
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Monstrous Mutations
To further increase its
potency, the Chimera

can be upgraded with

a variety of options.
Andrew’s Chimera had
been upgraded to have a
Whip-tongue, giving it a
Chomp Attack. As well as
granting an extra attack,
when used against other
monsters a Chomp Attack
is made at +1 to hit -
great for slaying your
opponent’s gribblies.
Matt had also upgraded
his Chimeras, both with
Iron Hard Skin, giving
them Scaly Skin (4+), and
a Fiend Tail. The Fiend
Tail makes the Chimera
great at fighting infantry,
for it gives an extra D3
attacks, which combines
with the 6 Attacks from
the Chimera itself and

a further D6 from its
Thunderstomp to dish out
a world of hurt,
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Andrew: Well, with the demise of both the
Sorceress and the fulcrum my Bray-Shaman
was heading for, | suddenly found myself
stuck at the wrong end of the board to seize
victory. My only real chance was to either
repeat Matt’s trick of teleporting to another
arcane perch, or else eat his Sorceress with
one of my monsters. Enter the Chimera,
who had rallied last turn. Unfortunately
Matt had his own Chimera in the way so |
declared a charge against that instead.

Over on the opposite side of the
table the Bray-Shaman moved towards
my fulcrum, ready for when | pulled my
cunning feat of spellcasting off.

The magical flux this turn was the Lore
of Light, but I tried to manipulate it and
ended up with Fire. | started off by casting
the Seven Secret Sigils of Summoning
with a mighty 32, and a Chaos Sorcerer
of Tzeentch promptly appeared, although
once again he was a bit far to be able to
influence things. Unfortunately both of
my other spells — Pandaemonium, in a
vain attempt to make Matt miscast, and
Transagar’s Teleportation, to get to the
empty fulcrum — were dispelled.

In the title fight between the two
Chimeras, | wasn't holding out a huge

STORM OF MAGIC

Andrew’s bound Chimera,
reduced to a single Wound,
pounces upon Matt’s Chimera.

amount of hope for my monster — it was
down to a single wound after its earlier

run in with the Black Dragon. However,
the Chomp Attack gifted by my Chimera’s
Whip-tongue upgrade was made at +1 to
hit against other monsters, and it managed
to hit and wound six times! Sadly all Matt
needed to do to was inflict a single wound,
which he did, and both behemoths crashed
to the ground.

Matt: The ball was firmly in my court this
turn, with every opportunity for me to

turn a draw into a victory. Even though

we technically claimed just the one

Arcane Fulcrum each, my cunning (and
explosive) use of Shadow magic had left no
unoccupied fulerums up Andrew’s end of
the battlefield.

| started off by moving the Black Dragon
closer to the empty fulcrum, ready to
threaten it if Andrew tried anything.

The Winds of Magic blew strong this
turn, as | nearly rolled the maximum at 23
power dice. | was loathe to actually cast
any spells, as another miscast could lose
me the game, but it'd be rather boring if |
didn’t. Plus those power dice were looking
awfully tempting...



In the last couple of turns I'd been
carefully watching Andrew rather
ineffectually summon himself new Wizards
~ they were too far away to do anything.
This rather put the idea in my head to
summon myself a second Sorceress, and
unlike Andrew, | was in a position to make
use of another Wizard and snatch the win.
| threw caution to the wind and rolled
eight dice to cast Seven Secret Sigils of
Summoning and succeeded with a 27...
and no miscast! Andrew, knowing that this
spell could very much result in my victory,
rolled all 12 of his dispel dice and still
failed to stop it!

Andrew: Oh no! Of all the moments to
roll badly I pick that dispel attempt. With a
second Wizard, the battle was practically
in Matt's grasp. This turn | had to oust that
Sorceress somehow, although my chances
were fading fast. | could no longer grab

a second Arcane Fulcrum — this was the
last turn of the game and | needed at least
another Movement phase to get one of my
spare Wizards onto a fulcrum.

Most of my army marched up the board
in an attempt to dissuade any attempt by
Matt's Black Dragon to make a play for my
own fulcrum.

The Bray-Shaman moved towards the
Arcane Ruins to increase his chances of
channelling. In a Storm of Magic game,

Arcane Ruins are mysterious as well as their

normal effect, so | rolled on the table. They
were revealed to be a Thaumic Lodestone,
which meant | could re-roll one of the
Wind of Magic dice — doubly useful at

making sure | squeezed as much power out

of my last Magic phase as possible.

Lore of Death proved to be ascendant
— great for my Chaos Sorcerer, although he
was hardly well placed to cast many of his
spells — and I rolled 21 when determining
power dice, channelling another two from
the Arcane Ruins.

| kicked off proceedings with
Transagar’s Teleportation, hoping to get the
Gaunt One over into Matt’s corner where
he could engage in a spot of mayhem-
making. Unfortunately, Matt knew that
without this spell there was little else |
could cast, so he threw all 13 of his dice
at it in an attempt to dispel it. Naturally he
pulled this off with ease, and brought my
nascent Magic phase screeching to a halt.

Matt: Victory was in my grasp as my

summoned Sorceress occupied the fulcrum,

but there was still time for a little fun so my
Dreadlord charged the Chaos Warriors.

In the Magic phase | planned to
summon a third Sorceress to win 3-1, but
Andrew dispelled it out of hand.

In combat the Dreadlord and Black
Dragon mowed through the Chaos
Warriors, sending them fleeing. A suitably
glorious way to win the battle report!

" BATTLE TRACKER: DARK ELF TURN 5

WARRIORS  ASCENDANT LORE:
OF CHAOS METAL DARK ELF
FULCRUMS : FULCRUMS
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As Matt’s newly summoned
Sorceress claims the fulcrum, the
Dreadlord swoops forwards.

www.games-workshop.com 67



KAROND KAR RISES

| DARK ELF
e NICTORY!

FULCRUMS

DARK ELF
FULCRUMS

4N

LA &, 2 v

WIZARD OF THE MATCH

The star of the show on the Dark Elves’ side was the Sorceress with
the Lore of Shadows for one main reason: Ribauld’s Retroactive
Hlusion. Matt made great use of this Cataclysm spell - only a
Presence-level spell as well - to gain control of the battlefield

by manipulating the terrain itself to his favour. There were two
key moments when this spell was employed. Firstly, in moving
Dreadstone Blight to block the Khorne Knights, he effectively

put this unit out of the game for a turn as they were forced to
manoeuvre around the scenery in their path. Secondly, in moving
the Arcane Fulcrum, Wizard and all, across the battlefield, Matt
denied Andrew access to a key objective at a vital stage.
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STORM OF MAGIC

Matt: Well that proved quite eventful! With
exploding Sorceresses, exploding Arcane
Fulcrums and a clash of mighty monsters,
I'd say that game made for a great inaugural
battle report for Storm of Magic.

I think what won it for me was that |
successfully outschemed Andrew. | started
off by going for a brutal, destructive
approach, before starting to experiment
with some of the sneakier spells in my
repertoire to great effect. Foremost amongst
these were the various Cantrips, which
proved to be game winners.

The Cantrips were instrumental in
the demise of two of Andrew’s Wizards
(and two of mine, it must be admitted), so
let’s take a moment to recap. The death
of the Nurgle Sorcerer was nothing if not
amusing - if you're going to lose one of
your Wizards, you might as well take one
of your opponent’s with you too.

The death of the Chaos Sorcerer of
Tzeentch was nothing if not genius. While
he occupied his fulcrum | tried everything
to kill him, throwing spells, Chimeras and
everything short of the kitchen sink at him.
But so long as he occupied his Arcane
Fulcrum he had a pesky 2+ ward save, so
eventually | came to the realisation that to
kill him, | needed to knock him off first. It
still makes me smile when | think of the
one-two sucker punch that did for him of a
Magical Duel to push him off, followed up
by a dose of noxious gases from the Black
Dragon to finish him off. Hal

It was about the same time as the
Tzeentch Wizard gasped his last that
Operation: Fulcrum Denial went into
action, as | decided the best way to stop
Andrew from winning was to take away his
Arcane Fulcrums. This is where Ribauld’s
Retroactive [llusion came into its own,
moving one of the fulcrums away from
Andrew’s army, and was also the reason
why | teleported across the board in the
closing stages of the game. Unfortunately
I nearly mucked this up, losing both
a Wizard and a fulcrum as Andrew
desperately tried to summon more Wizards.
Of course, this then gave me the idea to do
the same, which won me the game back.

My monsters proved to be great fun,
leading to the great Giant-felling of the first
turn, as well as the War Hydra claiming the
scalp of both the Manticore and the Chaos
Lord riding it. My own Lord proved to be
every bit the monster | hoped he would,
pretty much single-handedly tearing up
everything in the middle of the board, not
to mention finishing off the Chaos Sorcerer
of Tzeentch.

My only real regret was that | didn't
manage to win the game 3-1!



BACKTO THE NORTH

Andrew: I'd like to say that Matt snatched
victory away from me, but from quite early
on Matt was firmly in control, his Wizards
running rings around me with deft use

of spells and cunning combinations of
Cantrips. Whilst | saw Cataclysm spells

as an opportunity to unleash destruction
on my foes, killing handfuls of models at

a time, Matt took a subtler tack and saw
them as an opportunity to rearrange the
board to his liking and tactically move units
to where they were most needed. But it
was in his use of Cantrips that | was most
impressed, his Sorceresses zipping about
the board, ousting me from fulcrums and
exploding all over the place.

OK, so the last part wasn't actually
part of Matt’s plan or my doing in any way
beyond a spot of minor puppetry, but it was
highly entertaining and nearly cost him the
game on a couple of occasions. It's just a
shame that when his first Wizard blew, she
took my Nurgle Sorcerer with her.

In hindsight, I'm not sure my Chaos
Lord was the best choice — 1 sent him
monster hunting, but he wasn't tooled up
to fulfil that role particularly well, lacking
anything resembling a magic weapon. |
think he'd have fared better pitched against
Matt’s Dreadlord or being used as a missile
aimed at his fulcrums instead, leaving
my Chaos Warriors and Chaos Knights to
bring down the War Hydras and Chimeras
instead. | think a Chaos Sorcerer Lord might
have been a better choice, as he could have
left his underlings to guard the fulcrums
whilst he flapped about blowing stuff up.

I could have done with a couple of
more mobile units or deployed my Chaos
Knights more centrally, so that when my
Tzeentch Sorcerer found himself isolated
on the flank and the Chaos Warriors were
bogged down in combat with the Black
Guard, | had something to reinforce
the flank with. That was my plan for the
Chimera, but after spending much of the
game running away (or should that be
flapping?) his involvement came too late.

I think my biggest mistake was not
dispelling some of Matt’s more incongruous
spells. Some of this was down to dice
rolls — as is the way, | struggled at times
to roll high - but some of it was down to
my fixation with the destructive potential
of Matt's Cataclysm spells and a reticence
to leave him free reign to cast them. Many
of my troubles could have been stopped
by a timely dispel of a simple Magical
Duel, Seven Secret Sigils of Summoning or
Transagar’s Transportation.

What it comes down to is Matt played
more deviously than me, whilst | played far
too bluntly. Very fitting for a Chaos Lord.

“What it comes down to is Matt played

more deviously, whilst | played far too
bluntly. Very fitting for a Chaos Lord. 9
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RUNNER UP: WIZARD OF THE MATCH
Although it was Andrew’s Chaos Sorcerer with the Lore of Death
that held the Arcane Fulcrum right to the end of the game, the
Chaos Sorcerer with the Lore of Tzeentch was by far the most
potent. Not only did he use his sorcerous ways to blaze his flank
clear of a good chunk of Matt’s army - Cockatrices, Sabretusks,
Harpies and Black Guard all fell to his infernal flames — but he
stubbornly refused to die, chasing off a Chimera in close combat!
Wizards aren’t meant to beat monsters, especially not in melee,
but this heroic feat didn’t phase him. He'd still be there as well,
clinging on to the edge of Magewrath Throne, if it wasn’t for Matt
outmanoeuvring him with his Shadow Wizard.

LHOdAY T1LIVE
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This month Jervis
has come over all
dreamy eyed as he
talks about the past
and the future of
Citadel miniatures.
Cue wibbly wobbly
special effects.

This brand-new Chaos Sorcerer is
the latest plastic innovation,
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hear that, not too long ago, a subject

of earnest debate amongst hobbyists
was “Which is better, metal or plastic
miniatures?”. | was discussing the matter
just recently with some friends of mine,
and thought | would devote this month’s
Standard Bearer to the subject. ‘Hey, wait
just a minute!’ I hear you cry, ‘Has Jervis
lost the plot — hasn't he heard that metal
is being replaced with Citadel Finecast
miniatures?!?” Well, as it happens, | have
heard about these new-fangled Citadel
Finecast miniatures. In fact, in my usual
roundabout way, this months Standard
Bearer is really about them. It's just that to
get to the new Citadel Finecast miniatures,
| really need to talk about the evolution of
Citadel miniatures, the metal and plastic
miniatures that preceded them first of all.

So, as | was saying, amongst hobbyists

of a certain age, the debate about the merits
of metal and plastic miniatures continues,
as | was reminded recently when | got
back together with some friends of just that
certain age. The reason that old codgers
like me and my wargaming buddies discuss
such things is because when we started
out you couldn’t get plastic miniatures (or
resin, for that matter) — the entire Citadel
range was made of metal. All of my early
armies were made up of metal miniatures,
which meant that they tended to be quite
small (as it's harder to build up large armies
made exclusively of metal miniatures) and
fairly uniform (as metal miniatures come in
a limited variety of poses, and are harder to
convert than plastic ones). That said, there
is something about the weight and heft of
a metal miniature that gives them a special
quality all of their own, and if you talk to
any old school gamers, they will often say
that they think plastic miniatures don't ‘feel
right when they pick them up, however
strange as that might sound to those of you
that didn’t start out in the hobby in the
eighties. Anyway, the bottom line is that we

I t may surprise some younger readers to

v

grew up wargaming with metal miniatures,
and were not all that sure about these
Johnny-come-lately plastic miniatures when
they started showing up in game stores and
on battlefields.

In many ways we were right to be
dubious back in those early days, mainly
because learning how to make plastic
miniatures well takes years of experience.
The reason for this is simply that the steel
mould used to make a plastic miniature is
much less-forgiving than the silicon moulds
used for metal miniatures — the little bit of
extra ‘give’ in a silicon mould allows you to
get away more dynamic poses that simply
wouldn’t be possible in steel. As most early
plastic miniatures were made in one piece,
rather than as kits, they had to have rather
flat poses to allow the steel mould to come
apart. It was this as much as anything that
sparked the debate about which material
was better. On the one hand plastic
miniatures allowed players to at last build
larger regiments of troops, because you
got five or more miniatures in a set, but on
the other hand they just didn’t quite have
the dynamic poses of the metal miniatures
available at that time.

Over the years this has all changed,
mainly because our miniature designers
madle it a matter of pride to develop plastic
miniatures that were indistinguishable from
the metal miniatures that we made — well,
indistinguishable until you picked them up
anyway. The trick, they found, was to make
the miniatures into small plastic kits, with
separate heads and arms and so on. Each
of the parts could be produced in exquisite
detail, and then assembled to make a
miniature that had just as much detail as a
metal miniature, while still allowing them
to be cast in a steel mould. It also meant
that the miniatures could be assembled in a
number of different poses, which gives units
a suitably varied appearance, rather than
having all of the models standing in exactly
the same pose.

A classic metal miniature from the
Empire range.

STANDARD BEARER

A multi-part plastic Chaos Space
Marine, individually posed.

A Citadel Finecast Boromir, showing
the crisp detail.




One unexpected side effect of this
approach is a whole sub-hobby based
around constructing and converting plastic
models. | know many hobbyists who find
the process of making plastic miniatures
hugely enjoyable, and who love swapping
pieces round from one plastic set to
another, or converting models by deft use of
Hobby Knife and Green Stuff. [ think a lot
of the appeal lies in the fact that it allows
you to make models that are really unique
and ‘your own’ - nobody else will have
anything quite like them.

Anyway, for quite a few years we
focused pretty much exclusively on making
plastic models in this kit form. Recently,
however, games like the Assault on Black
Reach, Space Hulk, and Island of Blood
have seen the return of plastic miniatures
that are rather more like the first one-piece
models we created. These miniatures are
made of two or three pieces and designed
to snap together to create a specific
‘bespoke’ model, rather than being little kits
that can be put together in variety of ways.
It is testament to the skills of our miniatures
designers that they are able to make plastic
miniatures in a handful of pieces, that can
snap together, and which look every bit as
good as any other Citadel miniature.

Of course, as you may have already
noticed, this month also marks the launch
of the next generation of plastic miniatures
with the release of four new plastic
characters that each come on a single
frame. These miniatures are the next step for
plastic miniatures, super-detailed ‘bespoke’
heroes that make for great, characterful
additions to your army, and are every bit
worthy as centrepiece models.

This said, there are a number of things
that can be done with a metal miniature
that simply can't be achieved with a
plastic model. For a start, as I've already
mentioned, the moulds are more forgiving,
and allow the designer to use techniques
that can’t be used for plastic models. They
are also much quicker to sculpt — what
takes a month or two to achieve in metal
may take a year or two to achieve in plastic.
More than this, though, they allow Citadel
designers the freedom to really go to town
and create a miniature that represents their
own unique vision of something from one
of our game settings. These things made
metal miniatures ideal for models such as
special characters, collectors models, and
‘bitz packs’.

All of which takes me back to the
start of this article and my previous
conversation with my old gaming buddies.
Our discussion about the virtues of metal
and plastic models went on for quite a
while, as these things are want to do.
However, in the end we all agreed that

it wasn't really possible to say that metal
miniatures were better than plastic ones

or vice-versa. No, the truth of the matter
was that over the years a sort of synergy
has developed between the different ways
we make Citadel miniatures, so that they
complement each other really well. In other
words, it became no longer a question of
‘metal or plastic’ but of ‘metal and plastic’.
All of which seemed like quite a revelation
to us at the time, though it has to be said
that it was by then very late, and we were
all rather the worse for wear following the
consumption of several beverages intended
to help our critical faculties (well, that's my
excuse and I'm sticking to it!)

And it's here where my story finally
turns to our new range of Citadel Finecast
miniatures (We got there in the end, Jerv,

I had faith that we would! — Ed). Because,
you see, all of the benefits that I've
described for metal miniatures also apply
equally — if not more - to resin miniatures,
What's more, the detail on Citadel Finecast
miniatures is even crisper than that found
on a metal miniature, and they are much
easier to put together, much easier to
work with when making conversions or
when using Bitz Packs to modify a plastic
miniature, and so on. With all these
advances in technology, it really became a
no-brainer choice as to make the change
to Citadel Finecast. After all, the synergy |
mentioned earlier on between metal and
plastic miniatures becomes even more
pronounced when it's a case of Citadel
Finecast and plastic.

And that's quite enough from me for
another month. As ever, please feel free to
write to me c/o White Dwarf if you have
any comments on this month’s Standard
Bearer, or the Games Workshop hobby in
general. | can't always reply to the letters
| receive, but | do read every one, and |
really value your feedback.

race Marines from

n Black Reach.

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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To Duncan Rhodes, painting a Dark Eldar army could mean
only one thing - the macabre Haemonculi covens. In this
article, Simon Grant discovers how he painted them.

hen we asked Duncan to paint
a Dark Eldar army for White
Dwarf, he jumped at the chance.

He hurriedly snatched up as many

Haemonculi, Wrack and Grotesque models
as he could before scurrying off into his
painting corner, laughing maniacally.

He emerged a few days later, unshaven
and with a slightly deranged and deeply

unnerving smile.

Duncan: As soon as Phil Kelly expanded
the background for the Haemonculi covens
in Codex: Dark Eldar, | knew that | wanted
to paint an army of them, so | was delighted
to finally get the opportunity to do so.

The Haemonculi are weird, wonderful,
downright creepy and horrible, but I love
them. | was very much inspired by a piece
of artwork in the book that depicts the Tau

—=—>===DARK ELDAR

Empire’s first encounter with the Dark Eldar,
the Haemonculi covens front and centre.
The Haemonculi covens were definitely the
aspect of the Dark Eldar that interested me
the most, as they have such a cool theme.
When flicking through the book for
inspiration, | was immediately drawn to
the disturbing seal of the Prophets of Flesh

Haemonculi coven - a stylised design with Painting paragon

five fingers and a thumb — it is a subtle Duncan Rhodes may
difference, but looks utterly wrong. Urien seem like a happy,
Rakarth hails from this coven, so | had to cheery sort of fellow,
include him as a centrepiece to the army. yet when he isn’t

It helps that he is also my favourite model painting armies, it

in the range, so | didn’t need any further is rumoured thathe |
encouragement, The rest of the army is busy building his
consists of a selection of Haemonculi coven own fully operational
models, including a Talos and a Cronos, as Talos in his spare
well as some members from a Wych Cult time. Creepy.

that caught my imagination as well.'

| PREPARING CITADEL FINECAST

| We asked him to show us how to go about preparing and assembling Citadel Finecast miniatures. Although
Duncan uses one of his Wracks for this guide, the technique is applicable to any Citadel Finecast model.

Use a pair of Plastic Cutters, first Using a Hobby Knife, cut away Once all the large areas have been Finally scrape the blade of the
clip all of the components from any large areas of flash. Take care removed, use the Hobby Knife to Hobby Knife gently across the
the frame, with the sharp blade. trim away smaller areas of flash. surface to remove mould lines.

ASSEMBLING CITADEL FINECAST

Citadel Finecast is best glued together with Superglue. Because of the porous nature of
resin, Superglue bonds very quickly, so it’s best to perform a dry fit first to make sure that
the components fit together snugly.

First test fit the components, Apply a small dab of Super Glue Once the model is assembled, glue The assembled Citadel Finecast

making sure that they fit snugly to one component before it to its base. You may need to snip Wrack, ready for undercoating
the tab off first. with Chaos Black Spray.

together before applying glue. pushing together.
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URIEN RAKARTH AND
HAEMONCULUS

When painting the two leaders of his force,
Duncan used the same techniques as he

did with the Wracks (as described overleaf),

but spent a lot more time and care on the
highlighting. He began by painting the skin, as
this would likely be the messiest stage, so any
stray paint would be covered up when applying
the basecoat stages to other areas later on.

The only exception was that when painting
Urien Rakarth and the Haemonculus, he didn't
paint the ‘bruised skin” effect as used on the
Wracks — as the rulers of the Haemonculi
covens, Duncan reasoned that they would
be the ones inflicting pain and suffering on
their underlings, not receiving it! To further
differentiate the two characters, Duncan painted
Urien Rakarth with a black cloak, whilst his |
colleague in pain wears a patchwork of flayed
skin stitched into a lab coat.

Duncan wanted Urien Rakarth to have
a suitably large bodyguard of Wracks, as his
Father of Pain special rule helped ensure that
they began a game with three pain tokens.
This squad was also going to be mounted on a
Raider to enable them to assault the enemy as
soon as possible,

GROTESQUES

The Grotesques provide Duncan’s army with As with much of the army, Duncan
some real muscle (pun intended), and he painted the Grotesques using the same
always takes advantage of Urien Rakarth’s method as the Wracks, but took extra care
Master Haemonculus special rule, paying with the skin. The large areas of flesh would
the 5 extra points per model to grant them stand out much more, so Duncan made sure
an additional point of Strength. that the skin was painted in more detail.
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WRACKS Painting Citadel

As the mainstay of his army, Duncan painted the Wracks first so that he could decide on a Finecast
colour palette before using them as a template to paint the remaining models in the force. Duncan explained

that he paints Citadel
Finecast in much the
same way as the plastic
miniatures in his army.
‘The crisp finish that

a Citadel Finecast
miniature has is a real
treat for us as painters,
as it makes it incredibly
straightforward to pick
out the detail.” Duncan
does point out that at
this stage you should
keep an eye out for flash

Basecoat the flesh and bone with a Apply a heavy wash of Ogryn Layer a 1:1 mix of Dheneb Stone thflt you r.mghl have ]
basecoat of Dheneb Stone and the Flash to the skin. Edge highlight the and Skull White onto the skin. Edge missed — just scrape it
weapons with Chainmail. Highlight leather Snakebite Leather, Wash the Highlight the leather Kemmando off and touch it up with
the leather with Scorched Brown. metal Badab Black. Khaki and the metal Mithril Silver. Foundation paint.

Apply a fine highlight of Skull White Duncan then added areas of Once the Leviathan Purple was dry,

to the flesh and bone, and wash the bruising to the skin by washing on he added patches of thinned-down
leather with Devian Mud. patches Leviathan Furple. Thraka Green as well.
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RAIDER

The inclusion of the Raider provides
Duncan’s army with some serious speed,
not to mention a powerful anti-tank
weapon in the form of the dark lance
mounted on its prow. With a third of his
points invested in Urien Rakarth and his
large squad of Wracks, Duncan wanted to
ensure that he could get the most from this
expensive unit. A Raider would certainly
help him do that, quickly delivering its
cargo to where they could inflict the most
hurt - right in the heart of an enemy army.
Duncan thought long and hard about
how he could modify the Raider's gunner
and pilot to fit in with the theme of the rest
of his army, eventually finding the solution

he was looking for when he began building

his squad of Wyches. A faceless mask
covers one of the Wych heads in the kit,
and Duncan used two of these, after

madifying them to suit his purposes, on the
crew of his Raider. He smoothed the helmet

Duncan took the blank mask from
the Wyches frame and drilled holes
into it with a Hobby Drifl, to fit in
with the look of the Wracks.

spare mask.

The Raider’s gunner has been
similarly converted, using another

with Green Stuff before using a Hobby
Vice to make holes to match the impassive
masks worn by the Wracks and Grotesques.
Simple but effective touches such as these
can really help to reinforce the overall look
of your army and carry a single unifying
theme across the whole force.

To further identify the Raider as
belonging to and carrying agents of the
Prophets of Flesh, Duncan made sure that
the vehicle’s aethersail proudly displayed
the coven’s seal. The symbol of the Prophets
of Flesh features on the Raider’s transfer
sheet, so it was a simple matter to apply
them after the aethersail had been painted.
Duncan painted the fabric of the aethersail
in the same way as the aprons on Urien
Rakarth and the Wracks, almost implying
that it is made of a similar material, no
doubt stretched skin. This is yet another way
to tie the look of the Raider to the unit that
it transports into battle.

Duncan attached as many chains
and hooks to his Raider as possible
for capturing slaves to take back to
the oubliettes of Commorragh.

The sail has been painted in a
similar manner to the aprons of the
Wrack, Duncan reasoning that it
might be macde of stretched skin.
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VENOM

Duncan included a
Venom to transport

his small squad of
Wyches. He intended

to provide this elite
combat squad with the
means to rapidly close
on the enemy, capturing
objectives or picking off
vulnerable enemy units.
He included as many
chain-snares as possible
on the models, not only
to fully represent the
vehicle upgrade, but also
to further fit the theme
of the Cult of the Dying
Breath trying to capture
victims. Duncan painted
the Wych crew and
passengers at the same
time as the squad to
ensure consistency.

— === DARK ELDAR

WYCHES

For the Wyches in his army, Duncan took
inspiration from a piece of unpublished
background that Phil had written (see right).
They are from the Dying Breath, a Wych
cult with strong ties to the Haemonculi
covens as a result of their augmented
physiques and passion for secret weaponry
concealed within their flesh. Duncan even
considered modelling the Wyches with
extra limbs to represent their augmentation,
but decided that this would interfere

with the Wyches’ dynamic feel. With the
Wych cult’s obligation to the Haemonculi
in mind, Duncan assembled them with
equipment suited to capturing slaves, such
as a shardnet for the squad and chain-flails
on their Venom. To represent the Wyches’
ability to perform the dying breath from
which the cult takes its name, Duncan
painted vials of chemicals on their backs.

THE DYING BREATH

The Wyches of the Dying Breath are almost
all biologically modified in some manner.
Maintaining close ties to the covens of the
Haemonculi, it is not unusual for these
Wyches to boast more than two arms,
gyroscopic stabilisers within their torsos,
hydraknives that burst out from under the
flesh, back-jointed legs that allow great
leaps or steel tendons that flex like cables
under laser-reflective skin. Instead of using
combat drug injectors like most Wych Cults,
the Dying Breath’s warriors have glands
within themselves that can excrete whatever
combat drug its user desires. The Wyches

of the Dying Breath are quite literally living
weapons - even when they are laid low,
they can metabolise their drug-glands into a
cocktail of hypertoxins that they breath out
in a cloud of poisonous gas, choking their
killers to death with one last spiteful curse.

This Wych carries shardnets to
capture sfaves for their masters.

The tubes have been painted to
look like drug dispensers.
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TALOS PAIN ENGINE

‘I was always going to feature a Talos in
my army, as it's amongst my favourite
miniatures to date.” He proclaimed that
‘They are creepy and disgusting, but in

the best possible way,” which in itself is a
disturbing thought. During one of his more
lucid moments, Duncan strongly advised
that anyone thinking of collecting an army
from the Haemonculi covens, or at least a
Dark Eldar army that features them heavily,
should consider including at least one or
two of the Talos kits in their army.

Not only are both the Cronos and Talos
highly effective on the battlefield and
perfectly fit the Haemonculi theme, but
the kit includes a huge selection of spare
components that you can liberally spread
throughout the army to help identify this
weird and wonderful side to the Dark Eldar.
The spare weapons, for example, fit the
Grotesque models so you can add them to
your units to add more variety.

The Talos is very much the army’s
hard-hitter, strengthening the line wherever
it is required, able to crush both infantry
and vehicles alike. Duncan equipped his
Talos with chain-flails for additional close-
combat punch, as it allows him to re-roll
the random number of Attacks the Talos
receives each turn, further increasing its
reliability for dishing out pain.

One final point of note is that Duncan
assembled the ‘scorpion tail’ of the Talos
so that it flows behind the Talos rather than
rearing over its back. He wanted it to have
the same look as the horrible, extended
spines of the Haemonculi, and decided that
this would be a clever way to achieve it. As
he explains, ‘By assembling it in this pose,
it makes it look as though the tail flows out
of the back of the creature, so by painting it
to look bony it makes it look like its spine.’

Duncan painted the carapace of the
Talos black to match with the colour

scherne .h(-! emp[oyed for the vehicles, Duncan chose to use an ichor injector as it was a Duncan painted the tendrils of the
helplng it match the army. particularly creepy looking device. Cronos to look like fleshy appendages.

PAINTING VIALS

To help unify the army as a whole, Duncan painted any vials, liquids or toxins featured on any of his models using
the techniques described below.

First block out the glass vial Apply a basecoat of Orkhide Shade Highlight the upper area of the vial Apply a highlight of Scorpion
with Chaos Black. to the whole area. Snot Green. Green. Finally highlight with
k Skull White and wash with Thraka
Green.
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CRONOS PARASITE ENGINE

The inclusion of a Cronos Parasite Engine
gives the army the ability to acquire
pain tokens with remarkable speed. Not
only do many of the units in the army
chg game w ith one such token on
t jue special
'_, but the inclusion of a Haemonculi
Jrien Rakarth's Father of Pain ability
furlhpr increases this starting quota W:th
an abundance of pam tokens alr
the bank, the Cronos’ ability to proc
enemies, either at range or i
dlstnl)ute the stolen li

of the army to ac qmre three or more paln
uncan’s first target for this boon
nce is the Ta]os earning it the
Feel No Pain special rule and increasing its
survivability in battle.

To maximise the ability of the Cronos
to generate pain tokens, Duncan made
sure that h =d his model with a
spirit probe enahhm, it to strip the souls
of its victims in combat as well at range. It
helped that this gave it a horrible, insectile
appearance. ThP finishing touch was to
apply a transfer displaying the seal of the
Prophets same way as on the Talos.
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Cities of Death is an
80-page Expansion

for Warhammer

40,000. Containing
rules, stratagems and
scenarios for playing
cityfighting games in
urban environments, it's
a great way to expand
your Warhammer 40,000
experience. The book is
also packed with hobby
ideas for you to try out
on your miniatures and
scenery and plenty of
stories and background
to whet your appetite.

WARHAMMER

40 000>

Warhammer 40,000 that enables

players to unleash their armies into the
bloody and brutal streets of a city engulfed
by war. It enables players to experience the
thrill of battling in the tight confines of a city
in the 41st millennium, presenting a wealth
of tactical opportunities.

This month the Studio is publishing
an FAQ and Errata document for Cities of
Death that brings the veteran expansion for
Warhammer 40,000 bang up to date. For
the guys over in our games development
team however, it wasn't enough just to
polish up the rules and make sure they
were consistent for the current edition of
Warhammer 40,000 - they also felt the
need to delve into the rules and cook up
some new scenarios for your games and

c ities of Death is an Expansion for

CITIES OF DEATH

some race-specific stratagems to unleash
onto the battlefield. To lead the charge, we
hand over to games developer Adam Troke
to explain more,

Adam: Since Cities of Death was first
released it has provided a wealth of great
opportunities to play games of Warhammer
40,000 within a tense urban-warfare
environment. That'’s something that sings

to the soul of anyone with a love of the
background — many of the greatest and
most exciting battles throughout the history
of Warhammer 40,000 have been fought
through the blood-soaked streets of the
Cities of Death, from the engagements in the
bloody streets of Armageddon’s hives during
Ghazghkull’s various invasions to the dense
urban warfare during the final stages of the



Badab War. Whenever | get the chance to
play a game within that context, it feels as
though it has the potential to be something
quite extraordinary. Epic in scope and
thrilling in execution.

The joy of it comes from the interaction,
not only with your opponent, but also
with the terrain. As you move your models
down cramped streets, through rubble-
strewn ruins and across narrow gantries,
your imagination is drawn into the story of
your game. Tactics are different too — an
army that dominates through long-range
firepower might well find itself taxed amidst
the burgeoning cover. Likewise, an assault
force may struggle to navigate the densely
covered battlefield. It makes us play our
games differently, think about our forces in
a different way and gives our games a new
lease of life.

So, what we've done here is revisit the
rules for Cities of Death — a simple thing
really that basically addresses the few rules
issues that the Expansion runs into with the
current iteration of the rulebook. The FAQ
is available for download from our website
and with that (and a copy of the Cities of
Death Expansion) there is a whole world
of urban carnage waiting to be unleashed.
Over the next few pages, we'll delve into
some of the things that arise. I'll talk over
a few of the more significant clarifications
(complete with lovely pictorial examples)
and we’'ll present four new scenarios for
you to try alongside a raft load of new
army-specific stratagems. Finally, and
perhaps most excitingly, we’ll showcase the
awesome fun that's to be had with a battle
report fought between Space Wolves and
Chaos Space Marines.

So... how's that work?

The funny thing about the rules notes in
Cities of Death is that they prepare the way
for 5th Edition Warhammer 40,000 — many
of the principles that are covered within the
book have found their way directly into the
rulebook or have been superseded by the
more recent ruleset. Just by having a copy
of the Warhammer 40,000 rulebook, you
have access to most of the information that
you need and the Cities of Death Expansion
simply rounds out the experience,
providing you with the nitty-gritty detail of
how to organise and fight a cityfight, with
plenty of scenarios and stratagems to use
during your games.

Unexpected Situations

The complex urban environments of the
Cities of Death will sometimes throw up
interesting situations that you think it'd
be cool to have a rule for — just discuss it
with your opponent and make a rule up!
This happened in the battle report, where
both me and Phil thought it'd be cool for
models to be able to jump across gaps in
the gantries.

CITIES OF DEATH

WARHAMMER
: ;40,000

LINE OF SIGHT
Perhaps the single biggest rules adjustment to bear in mind with
Cities of Death nowadays is the fact that Warhammer 40,000 uses
“true line of sight’. This is a really rewarding element of the game that
encourages you to get down to eye-level with your miniatures and
work out what they can see (watch out for the spiky terrain when
you're doing so — you don’t want to poke yourself in the eye). This

is never more fun than in Cities of Death with all that super-detailed
Citadel terrain to battle through. To check if you can make a shot

get down and look to see what your models can see. It's fun, it gets
you interacting with your miniatures and it looks fantastic when you
realise that your lascannon can draw a bead on the enemy warrior
lurking through all that cover.
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GORE-SORKED RUINS
Close combat in
city ruins poses
some interesting
conundrums such

as whether models
can fight opponents
that are on different
floors and so on.
Although addressed
in Cities of Death,
the rules presented in
Warhammer 40,000
offer a clear and
concise system with
the vagaries of close
combat in a densely
packed situation
(especially page
85). These rules are
pretty easy to follow
and make assaults in
cityfighting games
especially bloody.

e e T A N T T T

WALKING THROUGH WALLS &
One of the topics that
needs addressing is how
models move around
within city ruins. Firstly,
models can move through
walls. Bearing in mind

the weaponry, wargear
and physical power of

the warriors of the 41st
Millennium, this is entirely
reasonable — providing
they take a difficult terrain
test as usual. Of course, if
you want to you can count
walls as solid, using doors
and similar, but in the
main adopting the ‘walking
through walls’ philosophy
from the rulebook is very
effective. Secondly, there
is the question of climbing
between levels. If you have
enough ladders in your
ruins then there’s no harm
in ruling that models can
move up and down only
where there is a ladder or
staircase. However, this can
be restrictive so generally
we assume that models
can ascend and descend
wherever they choose.

o B
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TAKE AND HOLD

Many of the Cities of Death scenarios revolve around

having a Scoring Unit occupy a building or particular

location. There’s a handy table on page 46 of Cities of

Death that qualifies what counts as a Scoring Unit in
| Cities of Death and what doesn’t. When playing, just

use this table to see whether your unit counts or not.
This makes many units that would not normally be able
to claim objectives more flexible than usual in Cities of
Death games, which enables you to field armies with a
very different tactical flexibility.
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Eldar: Holo-Emitters

Dirty Trick Stratagem
Eldar vanguard units are deployed
with advanced holo-emitters, causing

them to fade into the shadows of
auspexes and sensoriums.
After both sides have deployed and

One of the enjoyable aspects of Cities of Death is the use of Sm"t_“;““:s have be?" made, roll a
stratagems to give you a tactical edge over your opponent. gi'hp:j‘;i : ?:kr;"zonr:'fr witx: bor
On this page we present a swathe of new cityfighting P s

: : : h of * Remove them from the table and
stratagems for you to use in your games — one for each o place them back in reserve.

OFFICIAL O ir o i

the major forces in Warhammer 40,000 (you'll notice that o Swap them for a unit that is held
the Space Marines share one... that's perfectly fine). Feel in reserve.

free to use these in your games, just make sure you have * Swap them for another unit

this White Dwarf with you to show your opponent what the elsewhere on the table.

stratagem does when you unleash it!

O Tau Empire: Tactical Urhian Navigation Apparatus ) Tyranids: Gargoyle Eyrie

Deployment Stratagem Key Building Stratagem

In the hard-to-navigate confines of ruined cities, the Air Gargoyles will occasionally choose a high place within a city
Caste is known to employ technology to reveal the battle from which to launch their attacks. Unsuspecting enemies
zone before a fight. Any Fire Caste unit equipped with a will venture into these chosen ruins, only to find themselves
reception device will be guided through the treacherous beset by dozens, if not hundreds, of screeching, flapping
twists and turns of the ruined landscape by the Air Caste Tyranid creatures, who erupt from quiet corners and hidden
crews high above. spaces to soar up and out across the battlefield.

* Before deployment roll a D6 - this is the
number of units equipped with Tactical
Urban Navigation Apparatus. These
models are not deployed before the
game, but instead will enter play
from reserve.

During the game, when a
unit equipped with this
stratagem becomes
available, it may enter
play from any board
edge, moving on as described as
under the rules for reserves (Cities
of Death page 45 and Warhammer
40,000 rulebook, page 94).

¢ The Gargoyle Eyrie stratagem is always the tallest building
on the battlefield and is declared after the terrain has been
set up, but prior to deployment.
If your army includes any
Gargoyle Broods, they must
start in reserve and Deep
Strike onto the battlefield
anywhere within 12" of the
marked building. Additionally,
when a unit of Gargoyles
enters play through Deep
Strike, any non-Tyranid units
inside the building suffers 3D6
Strength 2, AP- hits and must
immediately fall back. (' a

© Dark Hdar: Insidious Portal - | © Chaos Space Marines: Tainted Ground
Dirty Trick Stratagem Dirty Tricks Stratagem

Unbeknownst to its owner and the city at Through vile ritual and blasphemous
large, a priceless artefact in the Planetary incantation, a section of the city has been

reconsecrated to the Dark Gods of Chaos.
Here, the very air crackles with barely
contained unholy energies and the yowling
forms of soul-hungry Daemons
claw at the very barriers between
the worlds.
= Before deployment, secretly
note a city ruin to be the
Tainted Ground. For the
duration of the game, all
enemy psykers in that city
ruin suffer a Perils of the
Warp attack at the start of
each phase (yes, phase!).
Furthermore, if a Chaos Space
Marine psyker targets a unit
in the city ruin with a psychic
power, the Psychic test is
automatically passed.

Governor’s private museum is actually a portal
to the Dark City of Commorragh. As the
urban war intensifies, the Dark Eldar
activate the portal’s opposite number
from within their labyrinthine city,
turning the artefact into a darkly
shimmering gateway from which
a new strike force can emerge to
wreak havoc.
= The Insidious Portal is used
at the beginning of the owning
player’s third turn.
= Nominate a building anywhere on the
board that does not include any enemy
models. A Dark Eldar unit arriving
from reserve may enter play as if the
borders of this building were part
of its table edge, as per the usual
rules for reserves.
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© Necrons: Flayed One Haunt

Key Building Stratagem

By some stroke of ill-fortune, one of the ruined buildings

houses an ancient and terrible hyperspace portal, which links

the battlefield with the charnel palaces of the Flayed Ones.

As the battle rages, the scent of blood is sure to attract ever
more of these gangrel creatures into the fray...
* Each turn, keep a tally of the number of models removed
as casualties within 6" of the building. At the end of the
turn, roll a D6 for each such casualty. On a score of 5+, a
Flayed One emerges from the hyperspace portal and joins
the battle.
If there is a unit of Flayed Ones
within 6" of the building, add this
model to, and place it in coherency
with, the unit (you can choose if
there is more than one Flayed One
unit within 6").
If there is no unit of Flayed Ones
within 6", place the first Flayed
One anywhere within 6" of the
building that is not within 1" of an
enemy model or within impassable
terrain. Add any other newly arrived
Flayed Ones to, and place them in
coherency with, this new unit.

&3 Chaos Daemons: Warp Rift
Dirty Trick Stratagem
When a Warp Storm scours real space, the power of Chaos
invades the material world, dragging chunks of realspace into
the Warp.
* The Warp Rift stratagem is played upon a single non-
objective building at the start of your opponent’s first turn.
« At the end of your opponent’s turn, and each of his turns
thereafter roll a D6. On the roll of a 6 the building (and
its occupants) are sucked into the warp. Replace the
city ruin with a crater and remove the building and any
models within it from play. Note that this could cause
weird situations, where the building is really large or built
into the battlefield — bear this in mind before you play the
stratagem and try and cook up a decent work-around.

T

© Imperial Guard:
Vox Relay

Key Building Stratagem

A communications relay

deployed within the

building allows officers
to link directly into

the Imperial Guard’s

vox net without fear of

interference from enemy

scramblers or static-
emitter arrays.

* Any Imperial Guard
Officer within a Vox
Relay building adds .
6" to their command
radius. In addition,
when issuing an order,
roll an extra dice for
the ensuing Leadership
test and discard the
highest result.

@ Grey Knights:
Hexagrammatic Wards
Key Building Stratagems
The Grey Knights have
prepared the battlefield,
inscribing sacred sigils
| with the blood of the
| pious. Such sigils act
as powerful wards,
creating a sanctuary from
Daemons and psykers.
* Enemy units treat this
city ruin as difficult
and dangerous terrain.
Daemons and psykers
fail their dangerous
terrain tests on a
Tora2.

|

) Orks: Blood Axe Kommando Hustle

CITIES OF DEATH

WARHAMMER
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© Space Marines: € Sisters of Battle:
The Nobie Hero Consecrated Shrine
Key Building Stratagem Key Building Stratagem

The shrine houses a relic
of great importance. The
Sisters of Battle will stop
at nothing to protect this
revered artefact, finding
fresh reservoirs of faith
to call upon and defeat
their foes.
 Any Sisters of Battle
units within a
Consecrated Shrine
| building count as
I having a Simulacrum
Imperialis. In addition,
if a Sisters of Battle
unit within the
building successfully
makes an Act of Faith,
roll a D6: on the roll
of a 5 or 6 your army
immediately gains a
Faith point (see next
issue for more details).

Beneath the steely gaze

of an honoured hero,

immortalised in stone or

metal, the Space Marines

will fight hard for victory. [

= Any friendly Space
Marine within 6" of the
building must re-roll
failed rolls to hit in the
Assault phase.

Dirty Trick Stratagem

In unusually disciplined boot kamps, Blood Axe Kommandos

have been skooling da Boyz in the art of cityfighting.

* In this battle, all Ork infantry units gain the Move Through
Cover special rule.
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OFFICIALNEW GITIES OF DEATH SGENARIOS

Played plenty of Cities of Death games already? Hankering for more scenarios to
test your mettle? Here you will find four new Cities of Death scenarios to try out.

MAELSTROM

The maelstrom of battle leaves forces fragmented and in disarray - lines of communication are fractured and warriors
find themselves cut off from their allies and surrounded by foes.

MISSION OBJECTIVE: KILL POINTS

This game uses kill points to determine the winner.

SCENARIO SET-UP

1) Divide the table width ways into four equal
strips. The winner of a roll-off picks two strips
to be their deployment areas, but neither player
may have two adjacent deployment areas.

2) Declare the use of stratagems as normal.

3) Starting with the player who chose deployment
areas first, players must take it in turns to
deploy their force one unit at a time, alternating
between deployment areas — thus their force will
be split evenly between the two areas. Note that
Daemons of Chaos should deploy in the same
way as other armies in this scenario, representing
the fact that the battle is already underway.

4) The winner of a roll-off may go first or second.

SCENARIO SPECIAL RULES
Alpha:  Cityfighting Stratagems.
Gamma: As Alpha plus Dusk & Dawn.
Omega: As Gamma plus Random Game Length.

THE SWIRLING MAELSTROM
At the heart of a raging cityfight keeping track of
friendly units can be incredibly difficult. Roll a D6
for every unit that enters play from reserve. On a

1-3 your enemy chooses the point of entry instead. Gamie Length: The game lasts for 4 turms. An Omega

game may last longer.

m

INFERNO

The battle has raged on too long and now high command insists on a swift end to the fighting. Artillery units, loaded
with devastating incendiary shells will soon reduce the city to a blazing inferno - there is no time to escape, only kill.

MISSION OBJECTIVE: DEATH AND GLORY
This scenario uses kill points. Additionally, subtract
one from your score for each of your units that has
fled or is broken at the end of the game.

SCENARIO SPECIAL RULES
Alpha:  Cityfighting Stratagems, Raging Inferno.
Gamma: As Alpha plus Dusk & Dawn.
Omega: As Gamma plus Random Game Length.

SCENARIO SET-UP

1) Players roll off and the winner picks a table edge
to be his deployment zone.

2) Declare the use of stratagems, as normal.

3) Starting with the player who chose table edge
first, players take it in turns to deploy their
armies within 12" of their table edge, one unit at
a time until both units are fully deployed. Units
are deployed in the following order: Troops,
Heavy Support, Elites, HQ, Fast Attack.

4) The winner of a roll-off may choose whether to
go first or second.

Game Length: The game lasts for 6 turns or until one
side has been completely wiped out.

High command are hammering the battlezone with
increasing intensity, unleashing a deadly firestorm.
At the start of each player’s Shooting phase the
controlling player places an inferno marker (40mm
round markers that look suitably fiery will do).
Once placed, roll for scatter exactly as if the shot
was a blast weapon with a Ballistic Skill of 0. Any
model within 6" of the marker suffers a Strength 5,
AP- hit. The marker remains in play and will have
the same effect in each subsequent Shooting phase.
Additionally, if the marker ends up on orin a
city ruin, the entire ruin is considered ablaze. Any
model within the building at the beginning of any
Shooting phase immediately suffers a hit as above.
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CATACLYSM

The enemy have a command centre that simply cannot be captured. Destroy it. Utterly.

MISSION OBJECTIVE: SCORCHED EARTH

The winner of the scenario is the first player to
successfully detonate their cataclysm device. If
neither player achieves this before the end of the
game, both players lose.

SCENARIO SPECIAL RULES

Alpha:  Cityfighting Stratagems, Cataclysm Device.
Gamma: As Alpha plus Dusk & Dawn.
Omega: As Gamma plus Random Game Length.

SCENARIO SET-UP

1) Players roll off and the winner picks a table edge
to be his deployment zone.
2) Declare the use of stratagems, as normal.
3) Starting with the player who chose their table
edge first, players take it in turns to deploy their
armies within 12" of their table edge one unit at
a time. Units are deployed in the following order:
Troops, Heavy Support, Elites, HQ, Fast Attack.
Note, HQ units may not deploy in reserve during
this scenario, unless they are Chaos Daemons,
in which case they must enter play as soon as
possible. Finally, each player must nominate a
city ruin within 12" of their table edge as their
command centre (this may have stratagems
played upon it, but not any that might destroy it).
Roll a D6. The player with the highest score may
choose whether to go first or second.

B

CATACLYSM DEVICE

When crushing your enemy nothing is excessive.
Once both players have deployed their armies,
each must place a counter in base contact with an
infantry model (or within a transport that is carrying
infantry models, it can be assigned to a model that
disembarks later). This counter is your cataclysm
device and will move along with the model it is
placed beside. Should that model be slain, another
friendly model within 2" takes it up. Should all
nearby models be slain, it is left in place until
recovered (enemies may not move it).

You may attempt to detonate the cataclysm
device at the end of your Shooting phase, if it is
wholly within the enemy command centre and you
have a friendly model in base contact. Roll a D6, on
a 4+ the device goes off and you win the game. If
there are no friendly models in base contact with
the device, you may not attempt to detonate it.
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DECAPITATION

A cunning general can make all the difference in a city fight. A dead general can make no difference at all.

MISSION OBJECTIVE: ASSASSINATE THE GENERAL

This scenario uses kill points to determine the victor.
Additionally, should you slay the enemy leader (see
below) you may score additional Kill Points.

SCENARIO SPECIAL RULES
Alpha:  Cityfighting Stratagems, Cut Off The Head
Gamma: As Alpha plus Dusk & Dawn.
Omega: As Gamma plus Random Game Length.

SCENARIO SET-UP

1) Divide the table into quarters. Both players roll-
off to pick which quarter to deploy in. The other
player’s deployment zone is the opposite quarter.

2) Declare the use of stratagems, as normal.

3) Starting with the player who chose a quarter first,
players take it in turns to deploy their armies one
unit at a time until both units are fully deployed.
Units are deployed in the following order: Troops,
Heavy Support, Elites, HQ, Fast Attack. HQ units
may not deploy in reserve during this scenario,
unless they are Chaos Daemons, in which case
they must enter play as soon as possible.

4) The winner of a roll-off may go first or second.

Game Length: The game lasts for 4 turns. An Omega
game may last longer.

GUT OFF THE HEAD

The commander of the enemy force has plagued you
long enough, his ruses thwarting your efforts, Each
player must nominate one of their HQ choices as
their battle leader. If your opponent’s battle leader
is slain, consult the following table to see how many
kill points you receive.
* The battle leader was slain by a ranged attack
from more than 24" away: 1 kill point.
¢ The battle leader was slain by a ranged attack
from more from between 6"-24" away: 2
« The battle leader was slain by a ranged attack
from within 6": 3
o The battle leader was slain in close combat: 3
» The battle leader was slain by your own
battle leader: 4
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Gities of Death
You can find the full
range of Warhammer
40,000 scenery on
the website, as well as
articles about building
your own terrain and
even more Cities of
Death stratagems.
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is the eponymous urban battlefield, the

ruined cityscape that is soon to be the
focus of so much death and destruction.
City ruins create an atmospheric battlefield
over which a cityfight is fought, creating the
towering edifices and creaking walkways
from which your troops can rain fire on
the enemy down below. The city ruins also
form the streets and plazas that will form
the bottlenecks and killing grounds for your
troops. They also create the open areas that
your vehicles can rumble through, hunting
down the foe.

These city ruins interact with the rules
of Cities of Death at every turn, whether
forming the objectives in a mission that must
be captured and controlled, the location
of a key building stratagem or simply the
chosen point for a cunning ambush or brutal
showdown between your armies.

The trick to getting the most out of your
city ruins is to indulge in a spot of kit-
bashing when you assemble them. If you

At the heart of every Cities of Death game

MODELLING WORKSHOP: CITIES OF DEATH

buy the Imperial Sector box set, you can use
it as the core of your scenery collection. The
box contains a plethora of plastic frames,
enough parts to make four buildings — three
small buildings and one large building - in
a variety of combinations. Because the
various city ruin frames are compatible, you
can let your imagination run wild as you
assemble the contents of the box.

There's no single way to put your city
ruins together, or to paint them, but we've
provided a simple stage-by-stage guide to
painting them on the right.

One thing to note is that, since the
advent of Warhammer 40,000 5th edition,
the battlefields of the 41st Millennium are
bedecked with even more scenery than
Cities of Death suggests you use. With that
in mind, we recommend upping the amount
of scenery for each level of mission, adding
a ruin or two alongside some extra terrain.
The Honoured Imperium, Urban Barricades
and Walls, and the Moonscape craters are
all great at making an even better cityscape.
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PAINTING RUINS

Stage 1 - Start by using a 3:1
mix of Graveyard Earth and
Shadow Grey. This was applied
all over the building with the
Spray Gun.

Stage 2 - The building was then
drybrushed with a 4:3:1 mix of
Rotting Flesh, Craveyard Earth
and Shadow Grey. Using the
large drybrush, apply the paint
in circular motions to make sure
all the detail is picked out and
no brush strokes are visible.

Stage 3 - The next step was
another drybrush, again using
the large drybrush but this time
applying pure Rotting Flesh.

Stage 4 - The final stage used

a 1:1 mix of Skull White and
Rotting Flesh, drybrushed on to
the building. Chaos Black was
lightly stippled on using the
stippling bush around the bullet
holes and the damaged edges of
the walls.
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ALPHA-LEVEL
MISSION

An Alpha-level cityfight is the simplest
set-up to achieve. Although the Cities of
Death rulebook advises only using two or
three city ruins, in an Alpha-level, the latest
edition of Warhammer 40,000 advocates
using even more scenery in your battles.
With this in mind, a fourth city ruin has
been added to the board alongside some
additional pieces of terrain scattered across
the gameboards.

This set-up uses four board sections
from a Citadel Realm of Battle, the contents
of the Imperial Sector box set and a set of
craters to create some more area terrain.
This allows you to create several city
ruins to fight over, as well as areas of
open ground. The craters provide a subtly
different dynamic, as they still provide
cover but are not focal points.

When setting scenery up for a game of
C f Death, try to remember that you
are creating a city setting, complete with
streets between the buildings. Arrange your
scenery in clusters, creating areas of dense
terrain as well as open areas. The more
scenery that you add, the easier this will be.

The verticality of a Cities of Death battlefield is one of the key
features, allowing you to set up sniper’s nests and killing fields.
However, a wily opponent can use this against you, denying your
troops line of sight by keeping close to the base of ruins. When
assembling city ruins make sure that you create plenty of areas for
models to stand, as well as narrow streets when you set the board up.




GAMMA-LEVEL
MISSII]N

h the .-»\Ipha—[-;.\-c.!
st adding even more

been ad hattlefield too. Artlng as
a centrepiece to the table is the Shrine of
the Aquila, a tc fice with multiple
els. The g great thm g about the Shrine
of the Aquila is that iI can be combin
> nd matched with the other
ruins, allowing for even more combinations
on the battlefield.

As well as craters, far more street
scenery has been added in the form of the
Honoured Imperium set and a C
Urban Barricade m(l Walls, and Battlefield

rarricades help to
break up the areas of open ground, whilst
oured Imperium adds a really
gothic look to the tabletop.

Although the focus of a Cities of Death battlefield is on the city ruins
themselves, they should not be the only objects on the board. You

will want to leave open areas for your vehicles to traverse, as well as
create built up areas of rubble. This ‘street dressing’ allows for smaller
areas of cover and restricted lines of fire, as well as creating a suitably
41st Millennium flavour.

dOHSHHOM SNITHAOW




OMEGA-LEVEL MISSION

Studio terrain maker, Chad Mierzwa, built
us this Omega-level cityscape that we use
in the second of this month’s battle reports,
(over the page). Chad built the board using
a Realm of Battle Gameboard and a huge
pile of plastic Cities of Death scenery. He

board and give them impr
paving and slabs of concrete.

As the board use alm of Battle
Gameboard as its foundation, the entire
set-up is modular and can be assembled in
a variety of ways. Chad has glued the city
ruins to the board to allow him to create
focal points, bottlenecks and open spaces.

Perhaps the coolest part of the board,
apart from its scale, are the number of
levels created by the towering buildings

and aerial walkways.
Although the board may look like a
°t, armed with a selection
he inclination to kit-bash
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In the second of this month’s thrilling battle reports we move to the corpse-
strewn streets of the Dark Millennium, where two legendary heroes and their
attendant retinues face each other within the Cities of Death.

BATTLE STATS
Type:
Cities of Death Battle

Mission:
Decapitation (See
page 89 for more
information).

Size:
1500 points

Forces/Players:

Space Wolves (Phil
Kelly) vs. Chaos Space
Marines (Adam Troke)

ith Cities of Death updated in this
very issue and accompanied by

a wealth of new scenarios and
stratagems, it seemed wholly appropriate
to take the Expansion for a spin in a battle
report. Adam Troke is responsible for the
new missions and stratagems this issue, so
we nominated him, and "his comrade
Phil Kelly to be the willing opponent.

Phil chose to field the Space Wolves
and selected none other than Ragnar
Blackmane to lead the ct Adam

: _ of Chaos

designed a Chaos C-pace Marine

force with the infamous Tyrant of Badab,
Huron Blackheart, at its head. With two
such worthy protagonists an exciting tale
was starting to form even before any dice
were rolled. This also made the choice of
scenario an easy one, the Decapitation

THE TYRANT AND THE WOLF

Mission would ramp up the narrative as it
awarded kill points for slaying the enemy
battle leader, the more » you get the
more kill points you receive. This would
encourag Adam and Phil to pit the Tyrant
and the Wolf against each other in the heat
of urban combat. The prospect of two of
the moql powerful Space Marine characters
1 claws was an exciting
one, especially as they would be controlled
by two rapahle generals, one who had
authored the Codex he was using and one
who was the architect of the mission they
were about to play.
So it was we e to the, frankly
awesome, ruined cityscape designed and
built by the Studic . We had
the feeling that this was going to be quite
the 40K battle, and how right we were...
Read on to find out for yourself.




Phil: There’s a story in
Codex: Chaos Space
Marines where Huron
Blackheart captures a
Space Wolves Strike
Cruiser. | saw this battle
report as a chance for
our hairy heroes to get
their Fenrisian revenge
on the traitors.

So how best to bring those traitorous
Chaos dogs to heel? Well, the story
mentions a ‘scarred, grizzled Wolf Priest’,
in this case leading a squad of Blood
Claws in order to grant them re-rolls. In
conjunction with my Honoured Ground
stratagem this could give me the edge.

Grey Hunters are fantastic all-rounders,
so | took two squads. One of these will go
to war in a Razorback (mmm, twin-linked
lascannons) and the other will hustle
through the ruins or guard my objective.

Assault Marines are great fun in cover-
intensive Cities of Death missions. | took
a 5-man Skyclaw pack with a few tank-
busting weapons just in case of any heavy
resistance. My Scouts would fulfil much the
same role, albeit on foot. A Vindicator was
practically a must. | love the siege shield’s
ability to plough through difficult terrain
and the siege shells stratagem can collapse
a building on the foe.

The main event of my army list was a
double-hard unit of Wolf Guard with all the
nasty weapons under the sun, led by none
other than Wolf Lord Ragnar Blackmane.
This guy is seriously expensive but worth
every point. Let me prove it to you...

Adam: I've had a

soft spot for Huron
Blackheart for a long
time, so it stands to
reason that he is the
man to lead my army.
He’s accompanied by
the Scions of Badab, a
10-man squad of Red
Corsair Chaos Space
Marines, Blackheart's Chosen, a squad of
Chaos Terminators and even a Predator
(which | dubbed Killfury). Not a bad start to
the army. Especially when | stumbled across
five Possessed Chaos Space Marines.

| love the idea that Chaos Space Marine
armies are sometimes made up of different
warbands (with varying allegiances), so |
delved further into the Studio collection for
some suitable additions. The Cleaved are
wonderful looking models, and have just a
hint of the ‘Nurgle’ about them. Ten Chaos
Space Marines, plus a Summoned Greater
Daemon with a distinctly Nurgle theme
was a nice addition, but | went one further
and added Rancid Glory, a squad of eight
Plague Marines. Khorne muscled his way .=
into the force in the form of the Bladeborn
(ten Khorne Berzerkers) and Deathmaker, a
hulking Defiler.

Finally, | had space for a Daemon
Prince — and | decided that Corflich
Loathheart was the Daemon for the task!

In terms of narrative, this army tells a
wonderful story. Huron is still rising from
strength to strength and Chaos Space
Marines continue to flock to his side. Let
the carnage begin!

140434 3101v8

Ragnar Blackmane is the youngest
to ever reach the rank of Wolf Lord
and lead a Great Company.

Huron Blackheart is the Tyrant of
Badabh, Lord of the Maelstrom and
Master of the Red Corsairs.
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Annotations

Ragnar and his Wolf
Guard alight from
their immobilised
Rhino and make it
into combat against
the Possessed. The
Space Wolves strike
with stark fury as
Ragnar and his Wolf
Guard wipe out the
Possessed, adding to
Phil’s kill point total.

The Razorback was
immobilised from
the very first turn,
but its gunner more
than made up for
the driver’s error.

In the first turn the
Chaos Predator was
wrecked and this
was swiftly followed
by the destruction
of the Defiler in the
second turn.

In the second turn
of shooting the
Vindicator targeted
the Berzerkers and
slew a further five,
leaving only the Icon
Bearer left to stand
on his own in a
smoking crater.

Keen to collect
another kill point,
Phil targeted the
lone Icon Bearer
with his Long Fangs,
Dreadnought and
even the Blood
Claws snapped their
bolt pistols at it, but
to no avail.

The Chaos Space
Marines move
forward to intercept
the Grey Hunters
and engage them

in a short-ranged

fire-fight.

The Tyrant leapt
across the walkway,
towards the
southern building
where the Chaos
forces were
mustering as Ragnar
approached. The
Plague Marines shot
the Wolf Guard but
Phil made his saves.

entitled to go first, but with no ranged

weapons of note, Adam decided to go
second and let the Space Wolves approach
them. His ambush was cunningly set, ready
to pounce as they approached next turn.
The battle started with the Space Wolves
making the first forays southwards, deep
into the tight confines of the city ruins and
the open areas of the rubble-strewn plazas.

The Grey Hunters stationed in the tower
advanced from the cover of the building,
which now had the stink of tainted ground
about it, after Adam revealed that it was the
target of his Chaos Space Marine stratagem.
The Blood Claws headed south-east, and
behind them was Ragnar’s Rhino that
immediately threw a track as it crossed
the ridge of a crater, Phil rolling a 1 for his
dangerous terrain test.

Not one to hang around, Ragnar
Blackmane disembarked the Rhino and
slogged it across the terrain, his Wolf Guard
retinue following close behind on his
heels. The Razorback also struggled with
the environment and was immobilised as
it pulled forward, but it could still draw

T he Chaos Space Marines were

TURNS 1-2

a bead on the Red Corsairs Predator,
destroying it with a well-aimed lascannon
shot that penetrated its armoured hull and
ignited its fuel tank.

The Khorne Berzerkers were then
targeted in a fusillade of concentrated
Space Wolves fire, including siege shells
from the Vindicator, heavy bolter shots from
the Long Fangs and assault cannon fire
Dreadnought, and even the mystic powers
of the Rune Priest. Adam'’s cover saves kept
them in the game and after the Shooting
phase had ended, only four had been slain
in total.

Adam marked the start of his first turn
by flying the Daemon Prince across the
city and then ultimately into the unit of
Skyclaws, which clearly took Phil (and
no doubt his impetuous pack of Space
Wolves) by surprise. The six remaining
Khorne Berzerkers ran forward and the
Defiler scrambled onto the walkway to
gain an elevated position. Adam'’s Shooting
phase saw the Chaos Space Marines return
fire, with the Red Corsairs dealing out a
particularly devastating volley that slew
three Grey Hunters.




DAEMONIC ASSAULT

The Daemon Prince Corflich Loatheheart flew over the
rubble and twisted terrain and into combat with the
Skyclaws. The Space Wolves were momentarily wrong-
footed but then took to the challenge with howls of
delight. The first turn of fighting ended in a draw. The

Runepriest and Scouts joined the fray in the following
turn, but Loatheheart was unimpressed and set about
slaying them all. Just a few Space Wolf Scouts stood
before the Daemon Prince as the second turn came to
an end.

140434 NLLYE
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HOWL OF THE ALLSLAYER
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Blackheart's Chosen ‘
Chaos Terminators are
the elite Chaos Space
Marines, They will often
accompany their liege
lord into battle, where
they make incredibly
deadly bodyguards. For
proof, just look at how
they dealt out death to |
the Wolf Guard with

consummate ease.

Ragnar and his retinue climbed onto

the southern building that had also
been designated as the Space Marine’s key
building stratagem. In a fit of prescience
Phil had claimed the building as home
to ‘the Noble Hero’ allowing all Space
Marines to re-roll failed rolls to hit in
Assault. As a lot of the forces were massing
there, including the appearance of both
Ragnar, Huron and their power-armoured
retinues, it was a good bet that this
stratagem was going to see some use.

Also in the south, the Blood Claws
seemed to saunter over the large crater
by the building occupied by the Plague
Marines. For two turns in a row Phil had
rolled low for their difficult terrain test, and
so they had struggled to advance over the
rubble, which seemed very uncharacteristic
of the Blood Claws, who are normally only
too keen to engage with the enemy.

Across the battlefield, the Wolf Scout
survivors who had fled from combat
previously readied themselves to face the
Daemon Prince. Whilst the other Space
Wolf vehicles had struggled with the
strewn rubble of the urban battlefield, the
Vindicator had no such trouble. With its
siege shield firmly in place, it smashed
aside the terrain and advanced towards
the Red Corsair lines determined to get

H aving dispatched the Possessed,

THE TYRANT AND THE WOLF

TURNS 3-4

the Tyrant of Badab firmly in range of the
demolisher cannon.

However, in the shooting phase the
Vindicator sighted much closer targets and
fired upon the Red Corsairs, slaying four in
the massive blast, including the Aspiring
Champion. This had Adam worried as he
was fast losing suitable candidates to bring
the Greater Daemon onto the battlefield. As
it was, he only had one Aspiring Champion
left on the board, and his only other option
for possession was Huron himself!

The Razorback, which had scored a
kill point every turn so far, finally missed,
much to Adam’s relief. The Long Fangs split
their fire, with the heavy bolters firing on
the lone Icon Bearer and killing him, the
remainder aimed at the Chaos Terminators,
scoring three wounds of which two were
saved by Adam.

The Assault phase was packed as the
armies made contact in earnest. The Space
Wolves Dreadnought charged the Red
Corsairs and proceeded to wade through
their squad, slaying two. As predicted,
the Wolf Scouts assaulted the Daemon
Prince and, in a close fought battle, they
robbed it of all but its final wound. The only
disappointment was the intransigent Blood
Claws who didn’t make contact with the
Plague Marines no matter how many ways
Phil placed the tape measure on the table.

The Vindicator is the perfect
cityfighting vehicle, as its siege shield
allows it smash through terrain.
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GITIES OF DEATH

Ragnar Blackmane faces off against a
mighty Greater Daemon, it is from such
events great sagas are born.
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Ragnar and the Wolf Guard, however, Sons of Russ to vanquish the great beast R T R
did make it into assault and set about once and for all. Lean of Faith
slaughtering the Plague Marines, buoyed on In the fourth turn Phil started to it P
! : . you want to do
by the Noble Hero stratagem. Adam could consolidate his forces, as'he now something cool or
only look on as another kill point was outnumbered his Chaos enemies and so relevant to the scenery
added to Phil’s tally. advanced, to surround and cut off the head you are playing on, then
The Chaos turn started as the last of the of the Red Corsairs. The Vindicator used a make up some rules
Aspiring Champions warped and mutated siege shell on the southern building whilst for it. They don’t have
into a monstrous Greater Daemon. Much targeting Huron. The shot was accurate and to be complicated or
to Adam’s relief, the Daemon had arrived even though Blackheart and his retinue overwrought and actually
while there was still a candidate for survived the shelling, the impact shook the g’e simpler they are, the
: e : ; etter they’ll work out.
possession. The boon was it had appeared building’s foundations to their very core R S—
on the table close to Ragnar Blackmane making it unstable and dangerous terrain. many elevated walkways
and so a bitter fight was inevitable. The Wolf Lord unleashed his fabled war on this board, Phil and
With very little further movement and howl that reverberated around the cityscape Adam liked the idea of
no shooting it was straight into assault. As spurring on the Blood Claws to get involved their models leaping from
predicted, the Greater Daemon set upon in the fight as Ragnar faced off against the one platform to another.
Ragnar and the Wolf Guard. A titanic Greater Daemon. But even with their aid, So they agreed that a
fight ensued upon the raised level of the fate had scorned Ragnar and he was smote model could jump across
southern building. Ragnar wounded the by the Greater Daemon! In vengeance a . g‘.‘g"‘flff""'!‘""gt
Greater Daemon twice but Adam made one  Wolf Guard stepped forward and beheaded gh;u;s:he?;?&:ltes *
save. The Creature of the Warp struck back the Warp-spawn with his frost axe but the exceed the-distance of
and seriously hurt the Wolf Lord leaving damage had been done, and Adam had the gap in inches, then
him with just one wound left. The Wolf gained plenty of bonus kill points. the model makes the
Guard piled into the fray and wounded the Chaos Turn 4 saw Huron belated enter jump, otherwise they
Greater Daemon for a second time., the fray, he killed two Wolf Guard, but have fallen short and
Meanwhile, the Space Wolf Scouts was wounded twice himself. However his must take a Strength 4
were also locked in their own daemonic Chaos Terminator bodyguard methodically hit and are deposited on
fight, but this time the Daemon Prince wiped out the rest of the threat, turning the t:"’ ground below should
underestimated the Space Wolves and tide to Chaos, just as the battle was about they survives
missed with all its attacks, allowing the to enter its final phase.
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THE FINAL FIGHT

The Tyrant Felled
The Dreadnought
stomped across the
urban detritus and then
raised its assault cannon.
It aligned its targeting
matrices and located line
of sight on the enemy
battle leader, Huron
Blackheart, even as its
servos began to spin up
and its ammo hoppers
loading shells in place.
Using true line of sight,
Phil found that the
Dreadnought could
see the Tyrant of Badab
through the crenelations
of the blasted platform.
He didn’t hesitate and
let loose a storm of
shells. Many embedded
themselves around the
fortifications but enough
made it through and hit
their target. Huron was
already heavily wounded,
and a high velocity shell
enetrated his armour to
fell the Tyrant, awarding
Phil two extra kill points.

Annotations
As the Blood Claws
moved across the
treacherous city
terrain in pursuit of
the remaining Chaos
Space Marine forces,
two were slain by
failing dangerous
terrain tests.

The Dreadnought
took aim and shot
Huron Blackheart,
killing him via an
assault cannon
burst across the
intervening terrain.

The Vindicator

© advanced, but with
a dearth of targets,
had to make do with
shovelling terrain
aside as it continued
to prowl through the
city streets.
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he fifth turn started with the Space

Wolves Dreadnought and surviving

Wolf Scouts advancing on the
remaining Chaos forces, after have
despatched the Red Corsairs in the previous
turn. The Space Wolf Scouts had more than
made up for their earlier indiscretion, when
they had (perhaps wisely at the time) fled
from the Daemon Prince. But they had
since charged back in to slay the creature

TURNS 5-6

out of forces under his command. In fact
he could do little more than move the
Chaos Terminators so they could see the
encroaching Blood Claws. Adam chose to
fire upon them, which he duly did, killing
two of the hot-headed Space Wolves.

The sixth turn arrived and by now it was
clear that the Space Wolves had carried
the day. The Dreadnought opened fire
and slew one of the two remaining Chaos

€€ The battle was at an end. The Cities of
Death were once again filled with blood,
carnage and corpses. 99

and then moved on to finish off the Red
Corsairs, accompanied into assault with the
Space Wolves Dreadnought.

The Blood Claws turned upon the
Chaos Space Marines known as the
Cleaved and set about them with a furious
rage, brought about by witnessing the
death of their Wolf Lord. The Chaos Space
Marines didn’t stand a chance and were
wiped out in one triumphant round.

In the fifth Chaos Space Marine turn,
Adam found that he was fast running

THE TYRANT AND THE WOLF

Terminators from Blackheart’s Chosen.
The Blood Claws lost another two of their
number as they scrambled to move over the
loose rubble and hazardous material of the
dangerous building for the last time. But
then they made it screaming and howling
into the bloody throes of combat and were
able to wipe out the last Chaos Terminator
through overwhelming numbers.

The battle was at an end. The Cities of
Death were once again filled with blood,
carnage and corpses.



SPACEWOLVES VICTORY

The battle certainly had some frightening moments for the Space Wolves, most
notably Daemon related — when the Daemon Prince attacked early on, and the
devastating arrival of the Greater Daemon. However, the momentum was with

the Space Wolves from the start and as they scored kill points early on it became
increasingly hard for Adam’s Chaos Space Marines to catch up even with the bonuses
given for slaying Ragnar in combat.

 FINAL KILL POINT TALLY &5 50 i

Adam’s Thoughts

That was certainly a
fitting end to our focus
on Cities of Death - a
titanic clash between
two bitter rivals (and the
Space Wolves vs. Red
Corsairs too).

It was very exciting
to get down amongst the
terrain and peer through
shattered windows and
jagged wreckage to
make out long-range
shots. The narrative that
the impressive terrain,
and the way our armies
interacted with it,
provided was the perfect
example of how playing
a Warhammer 40,000
Expansion can give you a
taste for something new
and different.

If you haven't tried
out Cities of Death for
yourself yet, what are you
waiting for? It’s time to
take to the streets.
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' :';:‘ ‘ Spend your weekends at Warhammer World, fighting great battles, seemg
: wonderful looking armies and making new frlends.
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GAMES WORK! :

THE AUGURY

A directory of everything you need to get involved
in the Games Workshop hobby community, from
events and activities in your local gaming club

to what’s going on at Warhammer World and in
your GW Hobby Centre.

Events & Community 106-110

@ UK Games Day 2011
Last month we unveiled our first plans for Games Day 2011. Now, Rik
Turner pays a visit to Forge World and Black Library to find out what
they have in store for you at this year’s show.

@ 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  111-117

@ Games Workshop Hobby Centres ”
Get everything you need to build your forces, and then take them into S8
battle! GW Hobby Centres are the place to learn and practice the
intricacies of the hobby.

@ Store Finder
All the Games Workshop stockists in your territory listed, so wherever
you are, you can always find a Games Workshop and Citadel
Miniatures retailer. ¥ 4

". ;

Availableto Order  118-119 &

Do ;

@ Games Workshop Direct
The full range of Games Workshop products are available from f
GW Direct, our premier on-line and telephone ordering service. 20

® Available to Order
The key to victory in a game of Storm of Magic are Wizards, for they
are the only means by which you can control Arcane Fulcrums, as
well as being able to unleash powerful Cataclysm spells upon the foe.
The Games Workshop website has the complete range of Wizards,
from classic Chaos Sorcerers and Dark Elf Sorceresses to Tomb King
Liche Priests and the Supreme Patriarch himself.
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Last month we unveiled the first news about Games Day 2011.
Now, Rik Turner pays a visit to Forge World and Black Library
to find out what they have in store for you at this year’s show.

etting out from the relative safety
of my desk, | ventured down to the
resin mines of F¢ Id, where
Ead Brown greeted me j
d rumours, this time about
stuff that Forge World and
Warhamn > will be getting up to at
Games Day UK.

Ead: "Well, firstly the Forge World Studio
area will have ev staff this
year,’ Ead b an. ‘The Warhammer
=, Forg vere one of the
" most pupuldr areas at last
year’s event, and at Games Day 2011 Steve

They'll be explaining the d
Ehdt the 20 thlou'

prmk». of future mndel )
chat to the g '1huul dﬂ\ dﬂd all aqpmtb oT

GAMES DAY & GOLDEN DEMON

book on display for your perusai — sadly we

can't tell you much a

ign t@am he continued. "\' e

g our lavish :
of which are perennially ;mpu]ar
some are brand new, s s the (]PT&Ih—'d

p\p]am ;
suc ha h?hemnrh He |[ alsu ha\
5 on display
Conversion kits that we've
Aeanwhile, D
Stuart Williamson ha
on slightly darker Eldar and
they'Il have a plethora of concept sketches
and mo as work in pr 5
miniatures on display. Phil Stutcinskas anri
Simon Egan h: vent quite a lot of time
working on power armoured releases in

ly -vorkm,g
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Nick Kyme

the past few months — again they’ll have

a whole range of work in progress models
on display and both Phil and Simon will be
happy to explain their design process. You
might even be able to wheedle a few hints
about future projects out of them as well!

‘Obviously, jaw-droppingly detailed
models are only one half of the Forge World
range; we also have a dedicated Book
Design team headed by Paul Rudge. These
guys are responsible for the colour profiles,
photographic art, star maps, textures and
more — in fact, everything that makes an
Imperial Armour or Warhammer Forge book
the masterpiece it is. Graphic Artists lan
Strickland, Rhys Pugh, Kenton Mills and
Sam Lamont will be showcasing their work
and explaining exactly what goes into laying
out a book, and they may even have their
high-tech cogitators with them so you can
see this work in action.

The books don't write themselves, of
course, and Alan Bligh, Talima Fox and
Warwick Kinrade will all be at your disposal
for questions, suggestions and explanations
of everything involved in conceptualising,
writing and editing one of our books.’

Black Library

Wow! Forge World really are pulling out

all the stops for this year's Games Day!
Thoroughly excited, | continued on to the
next sacred chamber, there to catch up with
Andy Smillie and the revered scribes of the
Black Library...

Andy: ‘For Black Library, Games Day is all
about rewarding you and all those who
read and enjoy our books. This year, we
plan to use all our tricks to round up as
many authors as possible and herd them all
towards Birmingham. Over the course of
the event you'll have a chance to meet the
authors, get your books signed and have a
chat about your favourite characters. You'll
also be able to pick up some pre-release
books and a special Games Day anthology.’

Library’s Gallery of Rogues

Ef

Sarah Cawkwell

Excited, | caught up with some of the
authors to find out what they are looking
forward to at this year's Games Day.

‘I love coming to Games Day; there's always
an infectious enthusiasm from the attendees
and it gives us writers a great chance to
meet our readers and talk to them about
what they're excited about in Black Library.
Plus, it's always amazing to see the fantastic
ingenuity and craft put into the demo games
and Golden Demon entries. It's a great day
to celebrate what's cool about the world of
Warhammer and get your geek on.’

James Swallow

‘I'm VERY excited, because this will be my
first Games Day as anything other than a
visitor and it puts a whole new spin on it
all. You know, | feel part of the ‘gang’ now
and that's overwhelming. But I'm also very
scared. What if nobody comes to see me?’
Sarah Cawkwell

‘Games Day's always a blast - looking
forward to chatting about all things Fenrisian
and Old Worldian.

Chris Wraight

‘Games Day is one of those rare, raucous
occasions that is hugely satisfying in terms
of meeting the fans. | am particularly
looking forward to touring the tables and
stands and seeing what delights await me.
Seeing the other authors is great, and a rare
chance to catch up with people en masse.
Most of all, though, I'm looking forward to
Nocturne being pre-released. It's the end
of my first trilogy and something of a big
moment for me.’

Nick Kyme

Well, that's it for another month. Be sure
to check out the Games Workshop website
for all the latest Games Day news, not to
mention www.forge-world.co.uk and
www.blacklibrary.com.

James Swallow

Among other titles, visitors to this
year’s Games Day will be able to
get their hands on returning author,
William King's Blood of Aenarion,
the first thrilling installment in the
Tyrion and Teclis series.

GAMES DAY TICKET E£30
Product code: 60139999136
€39, 300k, 380skr/nkr, 1502f

GAMES DAY PARENT TICKET 6
Praduct code: 601399997103
€780, 60dke®, 75ske/nke®, 3021
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EVENTS DIARY

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

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-31st july  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
Website: www.northwestwarriors.org.uk

L A

‘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 900 4994

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

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-warkshop.com
A S

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

108 WHITE DWARF

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: one Good and one Evil,
both 700 points strong, chosen from The Lord of the Rings 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: Customer Services — 0115 91 40000

Website: www.games-workshop.com

THE AUGURY

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



August 2011

August 6th

FORGE WORLD MODEL
MASTERCLASS: WALKERS

Date: 6th August, 2011

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

Details: Receive hands on tuition in painting
techniques from Forge World's Mark Bedford and
Phil Stutcinskas. You will be given both an Ork Killa
Kan and Eldar War Walker assembled and ready to
practice your new techniques on though the day,
as well as all of the tools and materials required,
including Weathering Powders.

With their years of experience and in-depth
knowledge of the materials you will be using, this is
a fantastic chance to learn from the experts.

A full lunch, as well as tea and coffee throughout
the day, will be provided and access to all of
Warhammer World's available facilities.

Tickets: £112, available by calling 01159140000
and from www.games-workshop.com

Contact: Email Warhammer World Events Team at
whworldevents@games-workshop.co.uk

August 13th

REALM OF BATTLE WORKSHOP
Date: 13th August, 2011

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

Details: Come and spend the day with one of our
experts constructing your own Citadel Realm of
Battle Gameboard. Over the course of the day
you'll get all the materials and advice to paint and
take away your very own gaming table, to fight a
thousand thrilling battles on in the comfort of your
own home.

Tickets: £204, available by calling 01159140000
and from www.games-workshop.com

Contact: Email Warhammer World Events Team at
whworldevents@games-workshop.co.uk

August 15th

SCENERY HOBBY CAMP

Date: 15th-19th August, 2011

Venue: Warhammer World, Nottingham, England
Age Limit: The minimum age for this event is 12.
Due to the nature of the materials and tools you will
be using under 16s must have a responsible adult
on site (they do not need to purchase a ticket; they
must simply be present when required).

Details: Spend a whole five days at Warhammer
World making, painting and using scenery built with
expert tuition from the Warhammer World scenery
team. Select your game system from Warhammer
40,000, Warhammer Fantasy Battle and War of The
Ring and leave with enough scenery to fill a Realm
of Battle board!

Tickets: £204, available by calling 01159140000
and from www.games-workshop.com

Contact: Email Warhammer World Events Team at
whworldevents@games-workshop.co.uk

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,
adamturner47 1 @btinternet.com

Website: www.northwestwarriors.org.uk

August 27th

STORM

oMAGIC
EXHIBITION

July 4th-August 28th
Warhammer World

See the Design Studio
materials and more with
your own eyes. Dramatic
events captured in the
original art from the
book, and miniatures
imbued with arcane powers.

25TH SEPTEMBER 2011, BIRMINGHAM NEC LG ARENA

www.games-workshop.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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school League 2011

SCHOOL &
LIBRARY FORUM

A fantastic new tool for
teachers, librarians and
staff running gaming
clubs.

e Aimed at all levels of
experience, you don’t
have to be a hobbyist.

e Talk to other club
leaders about their
clubs and activities.

¢ Download exclusive
support material
including rules and
scenarios.

Register today at:

school-support,
games-workshop.com

110 WHITE DWARF DIRECTORY

BB The School League National Final in full
BUN <wing. To see pictures of the winners
d and a detailed report check out
www.games-workshop.com

The School League season has ended with the fantastic and
closely fought National Final but as Bek Hawkby explains, it is
just the beginning for school and library clubs this summer!

The 2011 School League has drawn to a
close; the winners have returned to their
schools triumphant, bearing trophies, battle
scars and plenty of exciting war stories.

In this year’s School League 88 schools
from across the country clashed in battle
with one another, 488 players competed in
over 1500 games, and at the National Final
the top 36 teams fought for the glory of
becoming this year's top team.

Well done and congratulations to all of
you who took part this year. | hope | see you
all again next year.

A Summer of War
The School League rules will not be
changing for 2011/2012 season so you have
plenty of time to perfect your armies and
plan your fiendish tactics to secure your
victories next year! :
The school year is nearly at an end and
the long days of summer freedom beckon.
Throughout the summer your local Hobby
Centre will be running exciting events and
awesome activities for you to take part in. As
you have read elsewhere in this magazine it
will be summer of Warhammer with mighty
monsters and powerful wizards battling it

out, filling the skies with magic and tearing
the ground apart in their fury! Make sure
you visit your local Hobby Centre and

join in! You will also have the fantastic
opportunity to play lots of School League
battles in-store and meet other gamers to
ensure that when September rolls around,
you can share your expertise with the rest of
your club.

A New Forum
This month also sees the launch of an
exciting new resource for all teachers,
librarians and staff running gaming clubs.
The Games Workshop School and Library
Support Forum includes resources to help
you with the everyday running of your
clubs, exclusive School League scenarios,
army lists and much more. It will also be the
place to talk to other club leaders and share
your experiences. To register go to school-
support.games-workshop.com and sign in.
This is a fantastic opportunity to tap into the
knowledge of many others and share best
practice with each other | look forward to
seeing you on there,
Bek Hawkby
Community Coordinator
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PREMIUM ACCOUNTS

ARNHEM, Spelkwartier:
Tel: 026 370 2028

DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530
ENSCHEDE, Pijplines:

Tel: 053 430 5727
HAARLEM, Spellenhuis:
Tel: 023 53 13 188
LEEUWARDEN, Spellekijn:
Tel: 058 213 1112

LEIDEN, Viiegershop:

Tel: 071 513 27383

@ MAASTRICHT, Vlieg-er-uit:
Tel: 043 325 1653

MIDDELBURG, De Burcht:

Tel: 011 8650048

NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119

TILBURG, De Dobbelsteen:

Tel: 013 544 3700

UTRECHT, Subcultures:

Tel: 030 2311122

ZWOLLE, Games-n-Us:

Tel: 038 421 6385

HASSELT, Oberonn:

Tel: 011 351 358
MECHELEN, De Spelfanaat:
Tel: 015 34 59 07

—

GW ALKMAAR:

Laat 68, 1811 EK,

Tel: 072 512 2880
facebook.com/GWAIlkmaar

GW AMSTERDAM:
Rokin 36, 1012 KT,
Tel: 020 622 3863
facebook.com/GWAmsterdam

BELGIE

GW ANTWERPEN:
Vleminckstraat 10,

Antwerpen 2000

Tel: 03485 8627
facebook.com/GWAntwerpen

GAMES WORKSHOP HOBBY CENTRES

GW BREDA:

Torenstraat 21, 4811

Tel: 0176 522 9277
facebook.com/GWBreda

GW DEN HAAG:
Schoolstraat 12B, 2511 AX
Tel: 070 392 7836
facebook.com/GWDenHaag

GW BRUSSEL:

10, Rue du Lombard,
Brussel B1000

Tel: 02 223 06 61
facebook.com/GWBruxelles

GW EINDHOVEN:

Kleine Berg 50, 5611 JV

Tel: 040 244 3448
facebook.com/GWEindhoven

GW ROTTERDAM:

Van Oldenbarneveldplaats 452, 3012 AP

Tel: 010 280 0268
facebook.com/GWRotterdam

GW GENT:

St Niklaasstraat 17a/19,
Gent B9000

Tel: 09223 9120

facebook.com/GamesWorkshopGent

=

id
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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 WORESHOP INDEPENDENT STOCKISTS

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

IN YOUR LOCAL AREA

With over 2000 locations worldwide there is never a stockist
very far away, making them perfect for that quick resupply or
hobby need.

MOST POPULAR STOCK LINES

Independent Stockists carry 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

& GAMES WORKSHOP
PREMIUM STORES

Games Workshop Premium Stores are a select group
of independent retailers located across the UK and
Europe that offer a ‘complete hobby experience’,
more akin to a GW Hobby Centre than a traditional
independent stockist.

e Premium Stores offer a wide range of Games Workshop
products.

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

* The knowledgeable staff of these stores offer painting and
modelling lessons and can help devise killer tactics for
your armies.

¢ Premium Stores also have a number of gaming tables
to hold in-store tournaments, bespoke mega battles or
general open-play gaming.

Check out the full store listings to find your local
Premium Store!

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

112 WHITE DWARF DIRECTORY




STORE LISTING

July 2011

AVON

GW BRISTOL:

33b Wine Stree,

BY Tol: 117 925 1533

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 124, The Mall,

B4 SUP Tek: 0117 959 2520
BRISTOL, Area 51:
BST 8BA Tok 01179 244655

BRISTOL, Cut and Thrust Walgammg‘

BSZ O} Tek: 01173 020 021
CRIBBS CAUSEWAY, HobbyCraft:
514 5T5 Tel 0B45 051 6524

. GW BEDFOIELI:

Tel: 0123 427 3663
EARION LE CLAY, Redcoat Soldiers:
MKAT 4RF Tel: O7A4U 375765
BIEDI'{}RD, Close Encounters:

Teli 01223 LT
DUNSTAQLE Parallel Worlds:
LLi4 NP Tel: 01582 668 2040
HARPENDEN, Lorna's:
ALS 1LH Tel: 01582 769 204

LEIGHTON B , ¥
LLI7 TEA Tel: 41525 372357

= GW MAIDENHEAD:
1 Kirngswiay Chasbers, King 5
SL6 TEE Tel
= GW NEWBURY:
114 Barthalamew &

WG4 50T Tel: |Hr-| 540 143
GW READING:

29 o Road,

RGT 704 Tek: W0 459 8693

* GW WINDSOR:
Unil 3, & George ¥V }'I.l{{'J
SL4 0P Tek 753 HGI0BT
HENLEY ON THAMES, Hendey Model Miniatures:

RGS TAG Tel: 01491 572684
READING, HobbyCraft:

RG1 3HS Tel

WINDSOR, W} Damzls

Si410P Tek: 01753 HeZ106

ow UIRMINGHAM
I Priney Queensway,

B TLA Tel: 01
GW DUDLEY:

Linit 36, Merry Hifl Cenlre,

Y5 158 Tel: 0138 440 1810
= GW SOLIHULL:

6940 Warwick Rosdl,

91 30X Tel: 0121
* GW SUTTON COLDFIELD:
36 Bemingham Rosd,

100 Tel: 0721 354 1174
. CW WALSALL:

Linit 26, O Square Shopping Centre,

WE1 10F Tel: 11152 27

= GW WOLVERHAMPTON:

9 King Sresl

w1 15T Tel: 130 231 0466

BIRMINGHAM, Console Games:
B31 I5L Tel: (M21 477 G022
DUDLEY, The Arcade Toy Shop:
DY1 PG Tal: 1364 232604
KIDDERMINSTER, T] Models:
DY¥10 20F Tel: 01562 7

* GW AYLESBURY:

B Maskat Streel,

HP2 2PN Tek D129 429 703
GW HIGH WYCOMBE:

Mo 55 Eden Walk Gallery, Eden,

HPI1 2HT Tek: 0149 453 1494
GW MILTON KEYNES:

Uit 2, 502 Silliury Haalevard,

MKS ZAD Tek: 0190 869 0477
AYLESBURY, Bear Necessities:
Hizn 2P0 Tel: 01296 421098
CHESHAM, Harvey Johns:

HP3 1EP Tel: 07494 THITE
GERRARDS CROSS, Howard
519 BES Tel: 01753 BH
HAZELMERE, Childs Toys
HP5 TAA Tel: 11494 711 425
MILTON KEYNES, HobbyCraft:
MEKT3 BPLI Tel; U843 151 6544
MILTON KEYNES, Jays Craits:

MEKB BAD Tel: 018 565578
CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Regent Street,

CHZ 1DP Tel: 1122 337 1350

GW PETERBOROUGH:

3 Wentworth Street,

el 10H Tel: 1733 890 052
CAMBRIDGE, Cambridge Toy Shop:
CA11PA Tel: 11223 309 110
H.Y Cnly Cycle Cenlr

E\‘NESBURY Gamers

PE19 2TA Tek: G14840 217 443
HUNTINGDON, Sports & Fashions:
FE29 GWE Tel: 01480 434341
PETERBOROUGH, The Rift
PE1 TEL Tek: 01733 341007
ST IVES, Apple Tree Gifts:

PE27 5BN Tel: 1480 154413
WISBECH, Prams & Toys:

PET3 1BA Tel: 01945 584742

rshall:

|ERSE\‘ ST, HELIER, helmle Shop:

€2 Tel: 61534 G195
tUERNSE\f ST. PETERS PORT, Caml
Y1 Tek 01487 7

GW CHESTER:

112 Faregale Streel,

CHI 1HE Teb @124 431 19067

= GW CREWE
# Market Siroct,

CWI ZEG Tel: 01270 216903
* GW MACCLESFIELD:

41 Chusrch Streel,

5K11 BLE Tel: 0162 361 0020

= GW STOCKPORT:
32 Mersuy Square,
KT 1RA Tel: 0961 474 1443
= GW WARRINGTON:
Uinit 20, Bank Strect, Time Square,
WAL ZAP Tel: 07192 565 1984
ALTRINCHAM, The Gaming Crypt:
WAL IDE Tel: 1161 V299919
BRIDGEMERE HobbyCraft:

Tel: 0845 051 6537
CHESTEII HobbyCrait:
CHI 2Ry Tel: 0445 051 6346
CONGLETON, Colours and Crafts:
W12 1EE Tel: 1268 277211
HEAVERLY, Marauder Games:
SK2 6P Tel: $161 4274949
NORTHWICH, Leve! 1
£Wa SAE 4
NORTHWICH, ‘I'Ile Modd Shnp

40

CWa SEA Tel: 01604 &
STOCKPORT, HobbyCrait:

SKi ZHH Tal: 845 051 K530
WARRINGTON, Hol

WAZ 8TF l\l BH45 051 K541

BNE§ Maodel and Crafl Centre:
WA b tnL- BT5T4 ALY

GW MIDDLESBROUGH:

Unit 33, 39 Dundas Strect,

51 THE Tek 0164 225 4001
GUISBOROUGH, Stokelds Toy Centre:
1574 hEP Tel: 01287 632 935
NORMANBY, PC Tech:

T510 30 Tel: 01642 46210
REDCAR, PC Tech:

156 OLT Ted: (13642 401068
STOCKTON ON Hobbies R
TEIETFL Tel: 41642 5ISTOT

CORNWALL

CW TRURO:

Uit 1, !lridgc House, New Briclge Street,

TR 248 Tel: MB7 232 DIMT

BODMIN, Bricknells:

LI 2L Tel: G2 277008

CALI.ING‘ION GMS & Simphee's:
Tel: 11579 363900

CAMHOIINE, Exit Games and Hobbies:

TR14 BAY Tel: 19 610224

FALMOUTH, Kernow Toymaster:

TR11 3| Tel: 01526 312
HAYLE, Blewetts of Hayle:

THIT 480 Tel: Iﬂr]ﬁ sIm2
HELSTON, Exit:

TR13 8PS Tel B1326 565117
LAUNCESTON, c:am 0 Is:
PL15 9DY

I.ISKEARD r:

PLT4 BHY ! aﬂl?r 01579 148077
PENZANCE, Newiyn Post Ofiice:
TR1S 5HL el 01736 164592
REDRUTH, m s Lil Shop:

TR1E 2AL Td! Q1209 F1IHIT

ST AUSTELL, Mad fDl Mln tures
PL2S SQB

ST IVES, Dragon s Hoard

TR6 205 Tel: 01736 7
WADEBRIDGE, Bricknells:
PL27 7DD Tel: 01208 &1

* GW DURHAM:

&4 Maorth Road,

DH1 450 Tel: 0791 374 1062
* GW DARLINGTON:

78 Skinaergate,

DL3 TLX Tel: (32 530 2463
BISHOP D, Wi

DL14 7PF Tel: 01308 609 Tab
CHESTER LE STREET, ﬂl_i?s:
DH3 3] Tel; (1642 227148
CONSETT, Chi

DHASUA m%l: 01642 2ZTTA48
DARLINGTON, Lamb's:

DL3 9EP Tel: 01325 466047
SEAHAM, Games of War:

SRT DAA Tek 01915 817 118
STOCKTON ON TEES, HobbyCrait:
1517 7RW Tek DB43 051 6559

GW CARLISLE:
Linit 2, Earls Lane,
CA1 1DP Tel: 0122 859 #11%

GW KENDAL:

Units 4 & 5, Blackhall Yard,

LAS 4LU Tek: 0153 22
BARROW-IN-FURNESS, Heaths:

LALA 1JE Tel: 01229 620 335
BOWNESS.CON-WINDERMERE, Emest Atkinson & Sons:
LAZI 3AP Tel: 01539 443 147
COCKERMOUTH, The Toy Shop:
CA13 3L Tel: 01901 B2585!

KENDAL, Aireys of Kendal:
LAY 3RA Tek: 61539 720 il
PENRITH, Harpers Cycles:
CATY 796 Tok: 01760 B 47
WORKINGTON, ToyTow
CAYS ING Tek: 01900 B

DERBYSHIRE

* GW CHESTERFIELD:
1 Knifesmithgate,

540 TRL Tel: 01246 271778
GW DERBY:
42 Sadler Gate,
DET INR Tek: 0133 237 TH57

ASHBOURNE, I.nmbards Toy Shop:
DE6 166 Tek: 01335 345715
BUXTON, Knowles Toys and Models
SK17 6JY Tel: 01298 24203

CHESTERFIELD, Chesterfield Department Stare:
Tl 1246 220 200

S40 TUN

SK1ZTABR

ILKESTON, Midland Co-oj

DET 558G Tol: 17159 3.

MATLOCK, Shawes:

19E4 BAT) Tel: 01629 582 482

ItIPI.E\" Chimera Leisur
38U Tel: M7

ST.kNI.PI’ COMMON, Oakfield:
Tel: 17969 5314912

SW.'\DLINCOT’E Extreme Gamez:
DE11 8L Tel: DI283 S5A330
DEVON

= GW BARNSTAPLE:

1 Queens Haouse, Queen Streel,

EX32 8H) Tel: 01271 859115
GW EXETER:

A1a Sidwell Strect,

EXA 6NN Tek: 0T34 149 (305

GW PLYMOUTH:

4 Carnwall Stroat,

PLT ILR Tek: 0175 225 4121
= GW TORQUAY:

12 Market Siree],

Q1 340 Tel: 0180 3240 1036
HRIXHAM. Mainly Miniatures:

) Tel: 0TAO3 BAZ 555
CULLOMPTDN Manna’'s Toy Chest:
EX15 118 Tel: 01184 B39 T
DARTMOUTH, WG Pillar & Co:
TG BAN Tel: 01803 B32 139
EXMOUTH, Colleti’s Model Trains:
EXi L Teli UTHES FHH57E
EXMOUTH, Gamezone Models:

X8 25H Fel: 01395 267 733
HONITON, Pu'ssr

EX14 1PG n -'Ill-l 544612
KINGSBRIDGE, Tlle Tudlr\g Post:
107 1PG 48 852923
NEWTON ABI!OT Tragn Mills:

T2 B0 Tel: 626 821111
OKEHAMPTON, Kinderbox:

EX20 1AW Tel: 11E37 659951
PAIGNTON, Pa:g,ntoﬂ Model Shop:
TO4 58Y Tel: (803 555882
PLYMOUTH, A :
L1 1DU Tel: 11752 221 851
PLYMPTON, Nnrnrlf Models:
PL7 2AL 01752 518
TAVISTOCK, Kalexdn;cn
PL19 OHE Tel: 01822 615 296
TAVISTOCK, szei and Computers:
PLIS 00D Tek: M1822 615 204
TEIGNMOUTH, }adsmans 'lnyhox
TE14 BEA Tel: B 2
TEIGNMOUTH, M Cllbt'd

V14 BPE Tel: 1626 BT0005
TIVERTON, Banbury's:

EX16 6030 Tel: 01884 252627
TORRINGTON, Tu)‘zull
EX3B BHQ 7
TOTNES, Flmsh F'lam.hts
O SRW 004 BR2244

GW BOURNEMOUTH:
&5 Commercial Road,
Tel: 01202 319

9

BH2 5RT

GW PODLE:

Unit 12 Towngate Contre,

BHI5 TER Tel: 0120 268 5634

BLANDFORD, Inspirations:

Dt 7PN 8 450959
BOURNEMOUTH thbyCraﬂ
BH22 8D} Tel: 445 051 6520

BRIDPORT, Frosts Toymaster:
DT6 107 Tel: D1308 422 296

CHRISTCHURCH, Simple Miniature Games:
Tok 1202 485721

BH23 1EB

SHERBDURNE\. '"l! Cl'lllll!l House:
DT 3LE Tek: 07935 #15 615
SHEREOURNE, The Toy Barn:

1375 4J% Tek: 07835 115 040
SWANAGE, Leonard's:

BH1% 187 Tek: 01929 42609%
WEYMOUTH, Howley's Taymasler
D74 BHGQ Tel: 01305
WIMBORNE MINSTER, Riverside Tor

ys:

BH2T 1N Tel; 01202 BH1754
GW CHELMSFORD:

Uit 4C, The Meadows Centre,
CMI GFLY Tal: 0124 544 pia8
GW COLCHESTER:

I Shart Wyre Steoet,

COT LN Tel: 0120 676 727"

STOREFINDER KEY

GAMES WORKSHOP HOBEY CENTRE
#) These Hobby Cretres se clowed om Moodays and Tuesdays

PREMIUM STORE
Stocks mast of the product oge.*

NEW STORE OPENING
Indicates new stockists

* Ta be sune thiy hove what yoo want i stock, we secommend ooifing the stane first.

GW SOUTHEND:
12 Southchurch Road,

551 INE Teh 0170 24 = GW HEMEL HEMPSTEAD:
W THURROCK: 16 Bridge Sireet,
Unit 4158, Level 3, Lakeside She HFY TH Tek 0144 224 9752
BAMZ0 27} Tak: ¢ 886 7133 * GW ST ALBANS:
HARLOW, Marquee Models: T8 Heritage Close,

Tol 0172 7861193
= GW STEVENAGE:

CMZ0 1X5  Tel: D1279 423 334 ALY &
BASILDON, Hubb’y{'mﬂ:

5574 TWP Tel: OB45 051 6536 3 Quernswiy

BILLERICAY, Tuys N l' ck: 5G1 1DA Tek: 01438 355044
Chir2 2R SERKH.-\MSI'EAD Hamlins:
BRAINTREE, Kldznne Tuys HP4 24B

CMT YA Tek 07376 554 793 CHESHL.\T Crealwe l'hml:m%
BRENTWOOD, B&M l:w:les_

CM14 ARG 41

CHELMSFORD, Huhbyl:raﬂ

CM2 GXE Tel: 0854 151 AETL Lﬂcuwgnﬁ M Tor EHI)OIIIIHI.
CLACTON ON SEA, Ciar:tnn Arl &Craﬁ Centre: 506 30N 2 6l 7

COIs 1A Tel: 11255 436 3 STEVENAGE, HubtlyCrﬂ
COLCHESTER, 4TK Gami SG1 TXN

COd 5EG Fel: 47240 STEVENAGE, KSModels.

HARLOW, 3 Darths Comi. SG1 AW Tek: (1438 746 616
CM20 1XR Fol: 01279 419777 WELWYN GARDEN CITY, Fun House Toy Store:
HARLOW, HobbyCrait: ALB BHA Tek: (1707 391 319

CM20 204 Tol: (445 051 6565 WATFORD, HobbyCrat
SOUTHEND ON SEA, Wayland Games: W7 25F Tel: 0845 05

552 55 Tel: 41702 G601

HORNCHURCH, Tole Have: m“- nr “'

RMI2 4TH Tek: 01704 475051 DOUGLAS, Toymaster:

MALDON, Colin Bliss Madels: M1 24U Tol: 01

Chit 507 Tel: 01621 851 327

RAYLEIGH, Toys N Tuck ISLE OF WIGHT

556 TEW Tek: 01268 775 501 NEWPORT, Chea,

SAFFRON WALDEN, Game On:
CHI0 1AX Tek 01799 506 022
WESTCLIFFE ON SEA, Argosy Toys:
S50 9L Tek 01702 346 306

GLOUCESTERSHIRE

GW CHELTENHAM:

ille Strvet,

] Tel; 0124 222 4419
= GW GLOUCESTER:

45 Clarence Street,

POSE 1P
NEWPORT, Toy & Models:

PO30 180 Tel: G193 528 250
RYDE, The Sports & Model Shop:
P03 207 Teb: 01983 062 454

GW BLUEWATER:

Uit 01528, Lipper Thames Walk, Bhuewater,
DAS 950, Ted: 0132 242 THSO
GW CANTEREURY:

GLY TEA Tel: 0145 250 5013 Unit 5, Iran Bas Lane,

BOURTON ON THE WATER, Bourton Model CT1 IHN Tel: M122 745 2880

GL54 ZAN Ted: 01451 820 686 GW MAIDSTONE:

CIRENCESTER, Crocodule Toys: 7a Pudding Lane,

GL7 2P ; 01285 656 050 METS 1PA Tel: 0162 267 7435

GLOUCESTER, Hnbby{r : GW TUNBRIDGE WELLS:

GL1 55F Tel: 0845 051 6522 36 Grosvenor Boad,

STROUD, Alan ‘I'yudall I.trL TN ZAP Tel: 1109 252 5781

GLE 1AN Tel: 01453 TR5920 BROADSTAIRS, Time & Space:
CTI0ILE  Tel (1043 866 006

IIIMPSIIIE ASHFORD, GZ Computers Ltd:

GW BASINGSTOKE: Thzi 14D Fol: 11233 6639%

3 Patters Walk, ASHFORD, XPRESS Games:

RGN 7G0 Tel: 1125 646 6050 T4 BIN Tel: 01253 621710

GW PORTSMOUTH: BEXLEY HEATH, Kit Krazy:

34 Arundel Sireed, DAG HDT Tol: 0Z08 2% 7

PO INL Tel: 0 287 62066 CHATHAM, Maynes:

GW SOUTHAMPTON: ME4 487 Tel: 11634 400 031

23 East Strect, CRANBROOEK, Alﬁe and Dalsy Ltd:
SO14 1THG Tel: 0236 033 1562 TN1T JHE b 015

= GW WINCHESTER:
35 Jewry Street,
SO IRY Tel: D196 284 0199
@ ALDERSHOT, The Game Shop: Tek: 01304 361404
GUAT IDZ Tebk 01252 311 443 DD\’ER. Turners Models:
ALTON, Alton Model Centr CTH7 051 Tel: 01304 201 711
GLU34 10D Tek: D420 542 2 FOLKESTONE, Penkraft:
ANDOVER Andover T CT19 40P Tok: 01303 275292
sP1a 1 Tek: 01264 351 263 GRAVESEND, Steve’s Collectables and Toys:
BASINGSTOKE HobbyCral DAT2 2EQ) Tel: 01474 G6d 465
RG22 fHN Tek: OB45 057 6371 GRAVESEND, The Stamp Centre:
E.‘STLEIGH, EaS“EIE'I w‘jrgam DALY DAY Tel: 01474 534 166

CRAYFORD, Hul:l:'pi:ra
DAL 4LD : DH45 051 6535
DEAL, John Ruper‘

5050 9A Tel: D380 644 179 HERMNE BAY, Spearln;s
FARNBOROUGH, Dark Star: CT6 SE Tel: 01227 374 044
GLI4 DEN Tel: 01252 545019 HYTHE, Apple Yk

GOSPORT, TD Books and Wargames: Cr21 51U Tel: 41303 262 602
FOTZ 1LH Tel: 07969 494055 MAIDSTONE, HobbyCraft:
HAVANT, HobbyCrait: METH USN Tel: 0845 051 6539
PO IND Tel: 0845 051 6554 MAIDSTONE, Model Waorl

LYMINGTON, HE Figgures: MET4 SLH Tel: 11622 735855
S041 9A0) Tel: 41590 72002 ORPINGTON, |H Lorimer:
MILFORD O SEA, Milfard Models and Hobbies: BRE (NG Tel: (1689 823193

SO41 00D Fel: 01590 642 112
NEW MILTON, Toys of New Milton:
BHIS GHY Tel: 01423 617 005
NORTHEND, Fun Toys and Games:

SEVENOAKS, JH Lorimer:

TNI3 TR Tel: 01732 452 140
SEVENOAKS, Manklows:

TH14 AR Tel: @

454 952

P02 OLH Tel: 02392 696734 SITTINGBOURNE, Nickel Books:
PETERSFIELD, |:0||}. Models: METT 410 Tel: (1795 424 546
GUIT 4AD S 01730 267 132 THANET, HobbyCraft:

C110 28F Tol: 1845 D51 6564

I!INGWOOD,T vs of Ringwood
Tol: 01423 471 444

BH2 1AT TUNBRIDGE WELLS, HobbyCraft:
ROMSEY, Roundabout: T 3UR Tel: 045 051 6564
S051 BGD Tel: 01714 513

SOUTHAMPTON, HobbyCraft LANCASHIRE

SO18 IHW Tul: DH45 5T 6521 » GW BLACKPOOL:

SOUTHSEA, Solent Wargames: H Birloy Street,
PO4 OJF Tek 023%, 75

FY1 10U Tel: G125 375 2056
SOUTHSEA, Snlllhs!a els: GW BOLTON:
POS 25G Tek: 023%2 731 208 Uinit 14 1151 floor), Crompion Place,
WMERI.OO\:’ILLE, Paul's Hubby Shop: BL1DF Ted; 0120 436 2131
PO7 TED Tel: 01705 259 10 GW BURY:

16 Crompton Street,
HEREFORDSHIRE 513 04D e 0161 79 6540
* GW HEREFDRD: GW PRESTON:
40 Eign Gate, 15 Milles Arcade,
HR4 OAB Tel: 01432 355 040 PRT IGY Tel: @177 282 1455
HEREFORD, Weobley Bookshop: = GW WIGAN:
HRA BSA Tel: 01544 279207 12 Cromgton Street,
LEDBURT Little Shop of Wonders: WNI 1YP Tel: 11942 829121

Tel: 01531 62206 ASHTON UNDER LYNE, Roundabout Toys:

LEDMINS‘IER Martin's Models & Crafts: O A Tel: 01613 432 344
HRG BES Tel: (1568 673 782 BLACKBURN, Balcave:
ROSS ON WYE, Revolutio B2 1)L Tel: 01254 667 486
HRS 7DY rol D199 562 h39 BLACKBURN, Mercers Toys:
B2 261 Tel: (1254 631401
BLACKPOOL, iCollectables:
FYd 18w Tel: (11253 403839
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DDI.TON HaobbyCrait:
el: BA4S 051 B53T

Tel: 1282 457 060
CHORLEY, Hampsons Toys & Nursey World:
PRY 250 Tel: 11257 263045
CLITHEROE, Cowgills of Clitheroe Ltd:
BE7 2DA Tel: 11200 423 587

COL#F. West End Model
Teli 01262 BG7TY

LANCASTER, Gotham City Gami
LAL L Tel: {11524 63811
LEIGH, Storktown Lt
WNT AV Tel: €
DIIMSKIRK Taylors:
L Tel: 01695 573516
PIIESTUN, HubbyCra

: 0B45 051 6529
KAMSBDTIUM, Erldge Street News:
BLO 9AD Tek: D170h 822 336
'IHORI\I‘ON Toys 2 Save:
FY5 Tek 07253 A

I.IIEES'I'IISIIIIIE

GW LEICESTER:

Unit 2,16/20 Silver Street,

42 671 1146

w5

LET SET Tel: 0196 253 0510
= CW LOUGHBOROUGH:
22 Biggin Srect,

LETT LA Tel: 150 423 K107
@ LEICESTER, Table Top Tyrant:
LET3IR  Tel: 01162 533 454
ASHBY-DE-LA-ZOUCH, Steve’s Maeks:
LERS THP Tel: 1530 416 827
LOUGHBOROUGH, Wargames Inc:

LEIT 1A Tel: 11504 235505
LUTTERWORTH, Ace Connections:
LE17 4} Tel: 01455 5583

MELTON MOWBRAY, Cobwehs:
LET3 1XA Tel: 01664 500700

= GW BOSTOMN:

45 Wide Bargate,

PE21 £5H Tel: 01205 156596
= GW GRIMSBY:

0 Wit 5t Mary's Gate,

ST RTT Tek: D147 234 7757

= GW LINCOL

Limit SLIA, Saltergate, if Watnrside Controg,
LNZ 1AP Tel: D13 027

BOSTON, Models and Cnmpu?ers
PEIT BON Tel: 01205 365 102
GRANTHAM, Access Models:

Tel: 01476 392 001

1507 612 143
MABLETHORPE, Belas Toymaster:
LNIZ 1AD Tol: 01507 473 3200

SCUNTHORPE, Shermans Mndnl Shop:

DN1S 6LD Tel: (1724 84,
SKEGMNESS, The Model S

PEZS ANY Tel: 01

SKEGNESS, Warlnrds f the Coast:
PEZS IRY eh 01754 YEI8RG
SPALDING, Mawn s Mode

PETT 1042 &
STAMFORD, § nd Hobbies:
PES 24T Tek: D1780 767934

- oW ANGEL

W IFE, “Tel: 0208 202 -u} 4
GW BROMLEY:

Unit 24, The Mall, Dromibey,

1 175 Tel: 208 466 BETE
(}“ COVENT GARDEN:

Init 33, The Market,

WCZE ABF

el: 0267 240 5106

GW CROYDON

Unit 35, Centrale Shopping Cenbre, Keeley Road,
CRO 1TF Teli 2K BED 46001

= GW EPSOM:

& High Sireet,

KT19 BAD 2 7510481

CGW KENSINGTO!

Shop 7, Lancer Square, Kemsington Cherch Stresl,
Wi 4EH Tel: 0207 937 7011

GW KINGSTON ON THAMES:

3 Fife Road,

KT1 15F Tel: G208 539 5224

GW OXFORD 5T
Unit F10, The Plaza Sh
Wio
= GW MUSWELL HILL:
117 Alexandra Park Road,

N10 20P Teb: G200 105 9901
GW ROMFORD:

12 Quadrant Arcade,

RM1 3ED Tek: 1700 742 140
* GW STAINES:

8 Clarence Sireet,

TW1E 45P Tel: 0178 446 0675

GW SUTTON:

Uit 26, Times Seuare Shoppéng Centre,

M1 TLF Tel: 208 770 9454

GW UXBRIDGE:

Uil 32, Chequers Mall, The Favilions Shopping Crntre,

UES 1IN Tel: 0189 525 2800

GW WATFORD:

Unit €, 1A Cuecn Strect, Harleguin Contre,

WD 2TB Ted: 0192 a5

GW WOOD GREEN:

Unlt 93, The Mall Woid Green,

N2 GBA Tel: 0208

IMIIN El’ Toys Toys Tor
Ted: 0208 449 0964

BECKENHAM Beckenham Toys:

BRI TEN Tel: 02086 505 355

BLACKHEATH, 2nd Impressions:

SE3 0TA Tek: D208 852 6192

culswn:n, Turnham Arts and Crafts:
Tel: (208 495257

High Street,
B9107Y

mpﬂm, Russ:
SWT1 THW Tel: 0207 276 6319
CROYDON, HobbyCrafi:

CRO 411 Tel: (445 051 6570
DULWICH, The Art Stationes
SE21 TBN Tel: 0208 653 5938

EALING, Northfields Models:
Wi agu Teel: DZ0H 297 3444
EAST DULWICH, Just Williams:
SE22 BDR Tol: 0208 299 3444
EAST SHEEN, Pandemonium:
SWT4 HAE Tel: U20H H7H OHEG
ENFIELD, Pearsons:

ENZ 6L Tel: 204 373 4200
FINCHLEY, Leisure Games:
NI DN Tel: 208 344 2
FULHAM, Patrick”

SWi 75K Tel: 1 iy 3
GREENFORD, HobbyCrait
U6 BLUW Tel: 0B43 051 G52
HAMPSTEAD, HaPpy Returns:
NW3 1NH 15 2431

HARROW, Toy Gala
HAT 2RH Tel: G208 424 1300
HERNE HILL, Iust Wll ms:
SEZ4 SHU 95
HDRNCHUHCH Modellers World
RM12 SRX Tek 01708 630633
K.INGS‘J'ON The Print

Tet: 02
Muswm mu,mhmn‘am:
N0 E0)

8 785
RUMFURD Hl‘lhb}{l’aﬂ
RM1 1AL Tol: 0845 157 6345

RUISLIP, John Sanders:
HA4 818 Tel: (1658
SOUTH WOODFORD, South Woodiord
£18 205 Tel: 0200 700 W67
\-‘ICTOREA PARK, The Toybox:
Tel: (208 543 2879

WATERLOCI Dark Sphere Retail:

SE1 TN el T 928 7220

mﬂﬂlﬂl! ARER

* GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WATS DL Tel: 0161 929 906
GW MANCHESTER:

L

M4 TAT Tek: 0167 &34 4671

ALTRINCHAM, The Gammg (‘rypt
WAL IDE Tek: 076
MANCHESTER, anlwy 3.
M1 1FZ Tel: D422 378 532

MANCHESTER, Hub Retail Manchester;

M4 3A0 Tel: DTGT B39 TE0Z

MERSEYSIDE ARER

GW LIVERPOOL:
138 Contral Shopping Cont
L1 1QE Tel:
W SOUTHPORT:

The Erbge, 7 Hughlon St

TRI OTE Tel: 1170 350 1255
BRIMSTAGE, Wargames Sto
CHE BlA Tele 01513 421 233
5T HELENS, DMZ Gamlng.
WATI 9HB 9 333

5T HELENS, R.enmes Arts and Crafts:
WAL TNW Tel: 01744 739660
WALLASEY, Wirral Model Shop:
CH4S 41D Tel: 0151 200 8355

= GW KIN(..S LYNN:
13 Morfolk

PEID 1AN
GW NORWICH:
12-14 Exchange Sireel,

Ranefeigh Sreat,
703 0961

NHIT OHT el 01
c.m\T \‘ARMOUTH Ketrlsons:
NEH INT Tel: 414493 153 #91
HO:LT Starlmgs Toymaster:
Tel: 1M 2063 713 101
HLIN TRNTON Pavilion Toymaster:
Tel: (1445 533 108
NORWICH HobbyCrait:

NE1 TWR Tel: 1645 051 657
NORWICH, Kerrisons:

NI ZHN el 0503 424 G0
NORWICH, Starwynn Games:
NR2 TDE Tl 01603 631020
RACKHEATH, Langleys:
NRZ 1ING Tel: 01603 621 959
SHERINGHAM, Starlings Toymaster:
NE26 805 Tel: 01263 K22 368

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Street,

NNTH S0H Tek: 01536 417114
* GW NORTHAMPTON:

2426 Abing uare,

NNT 4AA Teb: 01604 636 61T
DAVENTRY, The Games Vault:
NNTE 4AA Tel 01327 310541
NORTHAMPTON, HobbyCraft:
NNG 5AF Tel: 3445 051

NDI{THAMPI‘DN Wargames mkrlmp:

NINT 4AE
PETE'RBUIIDUGH Hnb :
fel: {643 051 r--.m

RUSHDEN, Clslmrm! Sports & Toys:

MNTI GPE 1933 312 415
WELLIN’GSOKOUCH Software Seller:
NNB 180 Tel: 01933 440 861

NORTHUMBERLAND

CORHRIUCE, The Village Square:
Tel: 01434 634 056

MORPETH TG Allan:

NEAT 1BA Tek: 09670 515 136

GW NOTTINGHAM (Central):

34a Friar Lane,

NG1 6DG Tek: 0715 548 06
(W WARHAMMER WORLD:
Raad, Lentan,

N WS Tek D115 816 8410
BEESTCIN Chimera Leisure:

NGS 2LH Tek: 11159 229800
MANSFIELD, TC Painting Studios:
NGIT 80 I: 11623 480241
MANSFIELD, The Games Emporium:
NG1H TNG Tol: M1623 640 022

WHITE DWARF  DIRECTORY

13, Marsden Way South, Arndale Contre,

MANSFIELD, Maelstrom Games:
NG1B 5B Tel: 01623 200979
NEWARK, Access Models:
NG24 16E Tel: 11636 673 116
NEWTHORPE, Caliver Books:
NGB 2D Tel: 159 n
NOTTINGHAM, Gobli
NGE SGR Tel: 01159 'm nz’
NOTTINGHAM, Foundry Miniatures;
NGI1DE Tel: 0115 u4r3M0
NOTTINGHAM, HobbyCraft:
NG2 3GZ Tel: 0845 051 (249
NOTTINGHAM, Vague Connections:
NG 5FP Tel: 07016 978848
RETFORD, Bookworm:
DNZ2 bEA Ted: 017 B69224
W'E BRIDGFORD, Inspirations

G2 5GR Tel: 0115 982 120
W’OIU(SDP Model Bas
SE0 TDY Tel: 01904 500 752

GW OXFORD:
1A Bush House, New Inn Hall Stroet,

0OX12DH Tek DISES 242 102
BANBURY, Trinder Bro:

OX¥h 58BN Tet: 01295 2 6
BICESTER, HobbyCrait:
OX25 INY Tel: BRA5 051 6557

CARTERTON, Giles Sports:
1R 3L Tol: 11993 §42 396

OXFORD, anwells Tu}'masll:r'

OX1 3AG Tel: 11865 241 234
WELLINGFORD, Kev's Toyshop:

OX11) BEW Tel: (497 62513
WITNEY, Dentons:
OXZD GHW Tel: 07993 704 97

GW SHREWSBURY:

& Market Street,

5Y11LE Tel: 0774 336 2007

@ WE.I.IJNG'IOI\ Qnstmg Knight Games:
TF1 198 01952 417

JACKFIELD, Rnbcl Harrop De_'.lgns Lid:

TFE 71| Tel; 01952 fH4004

OSWESTR\" Totally Games:

Y11 2 Tek OTGST B 394

GW BATH:

15 5t James Parade,

AT UL Tel: 0122 533 M4
YEOVIL, Witch Engine
BALO INE  Tel: 01935 U707

BRIDGWATER, Insane Game

TAG AW Tel: 17278 413554

BURNHAM ON SEA, GW Hurley:

TAR IPA Tel: (N178 TrY 281

TATT 104 Tel: 01

MIDSOMER NGRTON Si;

BAG HOR Tel: 01761 .mzlu-l
SOMERTON, Somerton Hobbles
TAT1 BN Tel: 01451

STREET, Insane Gam

BATE OHP Tel: 01458 441443
TAUNTON, Krackers:

AT 4ER Tek VAT 335 057
TAUNTON, Hatcher & Son:

TAL BRX Tel: 01823 27

WESTON SUPER MARE, The Games Bunker:
B523 1RH Tel: 01934 52147
WIRRAL PARK, Pedalers Toymaster:
RAG IXE Tek 07450 034 G062

STAFFORDSHIRE

= GW EURTONI ON TﬂEI‘vT

CHELI.ASTDN, Bln? Crnve
1DET3 55F Tel: 01332 9EA303
FENTON, Guys That Game:
ST4 204 Tl 0T 338043
LEEI(, OIcE—S Kool
s 07516 643600
LI HFIEI.D Digital Dragons:
W13 60T Tel; 07947 637793
ST.QFFORD, Hobbyl:la

7 85U 51 6369

ST!\FFORD Mml Walga g UK:

ST10 90E Tek: 01212 b
STAFFORD Mldlands Co-
BI7AS 22141

ST-’\FFORD Stafford Games'

STOKE-OMN-TRENT, TO)‘T(;WH:

sTIn iUy Tek 01338 730 555

STOKE-DN -TRENT, Staffs Gaming:

Tol: 0730 530 2210

STOKE DN TRENT, The Gaming Grounds:
INN Tol: 17765 R43709

TAMWORTH, HobbyCraft:

B78 ZHA Tel: 0845 031 6525

SUFFOLK
GW IPSWICH:
63 Westgate Street,
1P) 307 :
BECCLES, Toy Box:
R4 SHE Tel: 01502 712 T
HJR'[E‘I E[NLND&, llhlahle“‘zpmg

Tel: 0128 5
BUR\‘ ST {DMUNDS Maodel Ium:llun.

i: 01284 753 456

BUR\‘ ST EDMUNUS Starlings Toymaster:
1133 TE 01284 '!:I 1)
FELIXSTOWE, lealds Wurl&shnp
Pt AW Tek 07139 7
IPSWICH, Toy Al{vc
"4 5RZ

zr
E)
W
£

Tel:
NEWMARKET, Mour\s l'oyhnd
RS HUG Tel: 01638 h63 147

STOWMARKET, D | Collectables:
P14 1AH Tol: 01449 771 015
STOWMARKET, Simpson & Sons:
P14 THA Tel: (11449 612 914
SUDBURY, Tinelty's Ti
Co10 1)L mym ﬁ?s
WOODBRIDGE, Toylow

1712 1DH Tel: 07394 383 170

SURREY

GW GUILDFORD:

Unit 1, 9712 Tumsgate,

G 30T Tel:0148 345 1793

GW WOKING:

Unit 3, Cleary Court, 169 Church Street East,

GUZ1 6H] Tel: 0348 377 1675

@ CAMBERLEY, Morning Star:
GUT3 356G Tel: 09276 605160

ADDLESTONE, Addlestone Model Centre:

K115 IBE Tel: 01932 B43440
COBHAM, Funtasia:

K111 2ER Ted: 01932 BHTITA
DORKING, Dorking Madel

RH4 18L Tel: 01306 41 747
FARNHAM, Enchanted Wood:
G TRE Tek 01252 722222
GODALMING, The Toy Box:
GUT TNN Tek 0T4B3 42

g
HASLEMERE, Enchanted Wood:

G2 THR Tek: 01428 B4EI00
OXTED, JH Lorimer:
RHA 0OA Tel: 1802 715 305

TES 123

2 9AE 245 300

RICHMOND, 'lnv Stallon

TWY 1EE Tel: D200 950 4196

SURBITON Heroes and Legends Games:
Tel: (203 238 0054

WDKING Hohhy(ra[[

GLiz2 BBD Tel; 0843 051 6556

GW BRIGHTON:

it 7, Mile Pavifions

BN THW Tel: (1127 320 1333
* GW CRAWLEY:

11 Broatdway,

BH1G 10X Tek: 01129 355 2072
» GW EASTBOURNE:

A3 Carnfield Road,

Tel: 0132 364 1423

2 Bath Place, Worlhi
EN1T SBA Tek SIP‘J(U 213 930
BILLINGHURST, Aurora Gaming:

Ted; (1403 To1 997

BOGNOR REGIS, Trains Models and HoHues
1O21 TEH Tel: 01243 16
BRIGHTON, Brighton Toy and Model Museums:
BNT 1AD Tel: 01273 749494
BRIGHTON Wargames Heaven:
5001
BURGESS HILL, |< d’s Stuff:

RH15 ONP Telr 01444
CHICHESTER, Toywizz:
PO TDS Tel: 019243 THA 055
CRAWLEY, HobbyCraft:

RHI 75T Tel: 0845 051 6552
EAST GRINSTEAD, Martells of Sutton
RH19 1BE Tel: 01342 321303

EAST GRINSTEAD, Ready To Run Models
RH19 3EN Tedt 01342 300 N7
HASTINGS, Hastings Hobh
TH34 THL Tel; 01424 200027
HAYWARD'S HEATH Clark
RH16 4LL 44
HORSHAM, Baltlequest Games:
RH13 5AA Tel: 01403 242003
HDVE, Kids Dream:

BN 01273 420 6bé
I.EW’ES Tashtori Arts and Crafts:
BN el 1273 487670
SEAFORD, Taytow

BN25 IPL Tel: 1323 095 601

ST LEONARDS ON SEA, Silverhill Models and Toys:
TNAT 6PA 1424 431 131
STEYNING, The Dollhouse Shop:
N4 aRD Tel: DI1903 BIAE1Z
UCKFIELD, Kid's Stufi:

TM22 500 Tel: 01825 768 398
WISBOROUGH GREEN, Aurora Gaming:
RHTS 065 Fel: 17403 70059

GW NEWCASTLE (Central):

L dewgate Shopping Cenfre,

NET PV Fel: 0191 232 2418
GW METRO (Metro Centre}:

2, First Hoor, The Arcade

r the Mediterranean Village),

NETT 4¥L Tel: 0197 461 0950
= GW SUNDERLAND:

2510 High Stroot West, Sunderland,
581 30H Tek 01915 100 434
GATESHEAD, The Gamers Qutpost:
NED SEL Tek 0191 491 4000

T

NETD AHW

GATESHEAD: Hnbby{raft
NET1 GBO Tol: (845 051 6547

NEWCASTLE UPON TYNE, Fantastic Toys:
NET SOE Yel: 07812 511001

NORTH SHIELDS, SR Gladston & Son:
NEZS B0 Tol: 912 570 335

SUNDERLAND, To{ and Computer Store:
SRT 34 : 1197 565 5196

WARWICKSHIRE
fW COVENTRY:
Uit 39, Uipger Leved, Cathedral Lanes Shopping Cenlrr,
vl Tel: 0247 622 7311

* GW LEAMINGTON SPA:

32 Repent Strect,

Cvaz G Tel: OV926 435771
= GW NUNEATON:

 Bridge Streel,

CV11 407 Tel: (2476 3

* GW STRATFORD:
Unit 1, 27 Windsor Street,
Teb 01769 297 262

CG\«'ENTR‘I‘ Hol
OV GTA Tol mus 051 6534

NUNEATON, Heart of England Co-op:
CVI1 BfX Tek: 02476 382 331
RUGBY, Joto Railways & Models:
V1256 Tel: 0T7HA 562 372
SOLIHULL, HobbyCraft:

B90 4L Tel: (945 051 6562
STRATFORD-UPON-AYON, Much ado about foys:
CVIT 6YW Tel: 11759 295 50
WARWICK, Castle Trains:

O34 4H5 Tal: 11926 497 905
WOLVERHAMPTON, HobbyCraft:
Wil kP Tel: 0845 U51 6543

WILTSHIRE

GW SALISBURY:
18 Winchester Street,
71 1HE Tel: 0172 253 0955
GW SWINDOMN:
16 Brurel Plaza,
N1 ILF Tel: 0379 343 6036
CHIPPENHAM, Thorntons Toymaster:
SM15 3WL Tel: 01249 463100

IZES, Devizes Ti
'&ﬁ‘im T n"ﬁ TANAA
MARLBOROUGH, Ducklings Toys:
SNl 15E Tek: 01672 512170

MELKSH thngln!!'-’
SMEZ BLE Lo Tels 01225 700754

MELKSHJ\M The Tnyshopc
SN2 GLE Tek: 01225 768 415

5WIHDFJN; C%m

SWINDON, HobbyCraft:
N3 2ES Tek DB45 B51 6551

TIIOWHRIDGE, Th! Toy Shop:
1414 845 01225 7hH 415

WEbT3UI!\‘ Th! Cas Cuplman_i

WESTBUR\', Tri ple Warga
BATI4LS Tel: uin)m\ 280534

GW WORCESTER:

23 Lychgate Mall, Cathedral Plaza,
WRT 205 Tel: 0390 561 6707
DROITWICH, HobbyCraft:

WHT DG Tel: 0843 051 6544
DROITWICH, Look-rite Ltd T/A Toyworld:
WRY HE| Tek 07995 772 403
EVESHAM, Gift Horse:
WR11 4BG Tel: 01386 7H1535
KINGSWINFORD, DMF Comics, Tays and Ganses:
D4 5H) Tel; 01334 402465
MALVERN, The Toy Comer:
WR14 LT Tel: O1HB4 4

7 527 540 830
STOURBRIDGE Ilwasiun Games:
DYa 1EF Tel: 014 173534

YORKSHIRE

= GW BRADFORD:
4 Piccadilly, Bradfard,

B W Tel: 0127 473 9430
+ GW DONCASTER: 26 High Street,
Dunaster,

DR W Tul: (13 232

* GW HARROGATE:
21 Statian Parade,
HG1 17T Tel: 1142 355 4310

el
N Tel: (1144

GW LEEDS:

284 Lands Lane,

151 66 Teli 0973 242 0034

* GW SHEFFIELD (Central):

16 Fitzwilliam Gata,

51 4JH Tedr 0114 275 0194

GW SHEFFIELD (Meadowhall Centre):

Uit 918, High Street, Lpper Mall

inext to entrance near Boo

55 1EN Tek: q||| S0 9834

GW WAKEFIELD:

5 Kirkgale, The Ri

WrF1 TR

s Cunlre,
o192 436 9437

GW YORK:

154 Lendal,

YO BALY Tel: 150 462 HAT4

@ SHEFFIELD, Wargames Emporium:
] Yal: 01142 754 ki

BARNSI.EY, Janco Toys:

70 5AA Tol: 17226 204654

BRIGHOUSE, Ninja Games:

HING 1A

CASTLEFORD, Ninja Game:

W D%

DEWSBURY, Cosmic Col

WFEEALF  Telp 01929 650740

DONCJ\STEII Zone Out:
Ted: 1302 B1O205
DRIFFIELD Sokells:
YOI5 6P% Tel: 1
GOOLE, Hall's Musi
N4 BHF Ted: 01405 Th4191
HALIFAX, Halifax Modellers World:
HX1 TRE Ted: 01422 349 157
HUDDERSFIELD Palrlut Games:

: BEERE 511079

U1 271X Tol: (045 D51 6566

KEIGHLEY, Cunways Toymaster

Tel; (11535 Gil404

I.EEDS Gﬂ:k Gamts

SEUREEREELLES
I.EE[)S HobhyCraﬂ
Tel: 0443 151 6542

5 d Tel: 3
NORTHALLERTON, T & FM Grover Lt
DL BLW Tel: 0764 7
PICKERING, Pick
YOTu 74) ol
PO(_KI.INGTDN, chylds Play:

Yoz 202 Ted: 17549 306 041
RIPON, The Knowledge Magnet:
HGA TPA Tel 01765 BYOT16

SCARBOROUGH, Sfad:e, Myth and Magic:
YOI THG 0E456 441 113
SHEFFIELD HobbyCrait:

wz

Tel: DH45 051 6520



SKIPTOMN, Craven Model

D23 E Telt 01754

THIRSK Thirsk Art Stor
Tel: 01045 574457

WHITBY’ John Anderson Toymaster:

YOI 4BG Tel: 014947 G0 113

YEADON, Geek Games:

Tek 01132 183994

YORK, The Craft Worksho,

Y042 BLA Tel: 1757 477" -ve

YORK, Travelli
Y01 FLF s % OTIA2 435461
NORTHERN IRELAND

GW BELFAST:
204 Castie Court,
owards the back of fhw contrel

BANHR[}GE Ilnget‘sToymasl 2
Tel: 018 20622225

BELFAST, Serenity Games:

BT7 1JR Tel: 028 9023 5578

CARRICKFERGUS T?’l.‘BasemtnL
78 To

Tel: O7HT3 905365

Tek GINIF SIM411

Tel: 0122 464 9779

Larme Arcade, 115 High Strect,
158 Tek: 01292 283 6501
GW DUNDEE:

110 Commesclal Slreet
DO 2A) Tel: 0138 220 2382
GW EDINBURGH:

135 High Strcet,

EH1 105 Telt D37 220 540
= GW FALKIRK:
12 Cow Wynd,
FK11PL Tel:
GW GLASGOW:
a1 Unbon Strect

A Tel: 0141 227 1673
W LIVINGSTON:

205 Almondvale Centre,

4 65E Tel: 01506 443256
* GW STIRLING:

85 farnion Street,

KR THF Tel: 01786 459009
ABERDEEN, Game:
AB11T 905 Tel: 01224 H7A5H0

ABERDEEN, HobbyCrait:

AR SFP Tol: 1845 051 G567
ABERFELDY, Crossfire Hobhy:
Ted: 11587 829 519

ARGYLL, Afha:

PALE 2AR Tel: 01631 563645
AYR, Toy Town:

KA7 1L Tel: 11292 282945
BANCHORY, Toy and Gift Shop:
Al 5TD Tek: D133 825 586
BRECHIN, Gardiners:

DO GET Tel: 1336 621 265
DINGWALL, Sports and Model Shop:
V15 9RY Tel: 01349 562 346
DUMFRIES, Toytown:

DG 1w Tek: OTIET 2A4HE4

DUNFERMLINE Ahbey M.udzls
KY12 TNH

nu NFERMLINE Walkzr

KY11 9NH |l| REERE]
EASI'.»\TIISHII{E,AMI{(M
Tel: 0150 44300

EDINBURGH, Mariony IeMndeIs
EHIZ 8LX Tel: 91313 177 010

EDINBURGH, Iui{s Galore (Mid Lothian):

FH4 108 el 013113 ZA199

EDINBURGH, Toys Galore (West Lothian):

EHT0 408 Tel: 1711 447 1006
ELGIN, Junner's Toymaster:
VI Tel: 01343 542 492

FIFE, The Naj
K¥15 4BLI M| 11334 653160

FORT WILLIAM, TI!E Granite HuusE:

135R)
GLASGOW, HobbyCraft
G34 900 Tel: GH45 051 6555
GREENOCK, Arts, C
PALS 1DE Tek
HAMILTON, Ink Sp

ML3 GBL Tek: D165 201371

HELENSBURGH, Acorn Art

Gild BAW Tel: 0143 607 2732

INVERNE

I\fl 108 Tek: lu&? ?‘(I:‘lj'
Inverness Modelsho

w\ 1w i Tel 1461 12440 A

INVERMESS, Junners Toymaster:

V1 10A Tel: \I[-5EI11IZiK

INVERUR!E, Models U

ABS1 3XQ) i 01

KY CH 2
KIRKCALDY xln lom of Adventure:

KYT IXF : 01592 323121
KIRKLUDBREGHT Solway Books:
65 4HZ Tel: 01357 130635

LARGS, Bus Slup l'oy Shop Lt
KA DHE 4TSGRz
LIVINGSTON, WDrIds at War:
EH54 SED el 01506 494013
P.»\ISLEY Paisley Model Shop:

Tel: D141 489

PE!'IH The Gamers Pad: :

a56 1900
?ERTH AND KINI ROSE Crossfire Hoblyy:
PH Tel: 01887 829 319
PETERHEAD, George Donald Ltd:
AB42 1DT ek 01779474 737
PFTERHEAD Pelerhead Puffers:
Tel: 07779 481102
SHETLA'\D Harnls Dept Store:

1oL Fel: 03595 93 047
m&:m\w, Tu'rmasler Toyland:
AB3S 185 el 569 TH6133
STRANRAER, Discwe

DGs TRS Tel: 01776 T0D06%
THURSO, Durrans:
KW1E AN Tel: (1647 893 169

» GW CAMARTHEN:

19 Bridge Street,

5 A5 Tel: 011267 237209
W CARDIFF:

0 The Parade, Cwmbran, Gwent,
NPa4 1PT Tel: 01613 874 070
* GW NEWFORT:

11 Griffin Sireed,

NF20.16GL Tel (NA3 325 4293
GW SWANSEA:

53 Kingsway,

SA1 SHF Tek DITT 246 3969
ABERYSTWYTH, Albatross:
5¥23 HN Tek 01970 617 B30
BANGOR, Acme Games:

LLST INY Tek 012440 3

BRECON, | Clark Toys &
03 7AL Tel; 07874 &
CAERPHILLY, ]EI Muﬂe]
CEH3 1S ol 0
CARDIFF, Fm:s!urm

o -\!Iu Tel:

CARDIFF, HobbyCral

CF11 DAZ Ted; 0845 051 6558
CARDIFF, Otakuzoku:

CF23 A Tel: 07091436960
CARDIFF, Page 23 Ltd

CF24 4AA Tel: 070910638980

CHEPSTOW, Artists Corner:

MR SEW Tedi 01291 627 203

LL29 THS :
COLWYN BAY,
LL29 TFA Fel:

Tel: 11341 423 407

LL40 1AL

HAVERFORDWEST, Emry: ArlSuppm's
SAGT 2RW Tel: 11437 774
LAMPETER, Lomax's:

SARE THG To

LLANDRIDOD WELLS, L

LI SER Tel: 41597 BZ5805

LLANDUDNO, Acme Games:
LM 2AD Tel: N248 354790
LLANTWIT MAJOR, Rainhow Plaza:
CHGE INZ Tel: U446 794 118
NEATH Fish N Tlnnss
i 01792 812 199
NEWFORT Fnrged Iron:
NP 1FS Tek: 07387 233370
NEWFPORT, thbyCral’t
NP2 8A 5
MNEWFORT, Dv9 Mnﬂels
NP DX Tek: 01633 22282
NEWTOWN, Crafts and Co:
SY16 2P0 Tel: UTHARHLTHIN
OSWESTRY, Tofally Games:
SY1 106 Tel: 071641 GABYIS
PEMBROKE, Dra All
SAT1 404 Tel: 014
PONTYPRIDD, :mgar
CFI7 2TH Tel; (7879 X
PORTHCAWL, MIB Model
CE3h GPE Tel: (05
PORTHMADOG, Porthma gMnﬂels
1141 4DE Tel: 766 BI0Z6S
RHYL, Games Exchan,
LLia TR Tel: 11745 336644
SWANSEA, Cnmlx Shoppe:
SAT JAY 42 097
WEI.SHPOOL. Frn > Games:
7he Tel: M938 590256
WREKHAM Toy People:

LLTT ANT Tel: (1978 THH451

INTERNATIONAL
ACCOUNTS

LGIUM [
GW ANTWERPEN:

Wh nm(l., raal 10, Antwerp, Antwerpen2ian
627

Tel:
GW GENT:
51 8 nuir.ul

2719, Cenl B0

Tel:
H;\SSEI.T Oberonn

@ MECHELEN Dc Spelianaat:

Tek: 015 34
AALST, Hermelijn:
Tek: 453 41 48 66

Tel: 03 208 &1 65
BRUSSEL, Au Chaudron Magique:
Tek: 04711 67 B 49

BRUSSEI. Interlmﬁ Anderlecht:

tErInys Ixelles:

Tek 025 14 17 03

DENDERMONDE, Utopia Games:
Tek 052 5231 9%

DEURNE, The Gamestore:

Tel 053 25 55 35

GHENT, World's End Comics:
Tel: +32 (0% 222 05 76

HALLE, Mishra's Playground:
Tel: 023 61 58 53

HALLE, Top 1 Toys:

Tel: 023 56 04 03
HEIST-OP-DEN-BERG, RC Vulture:
Tel: +32 473 82 54 62

KOKSIJDE, Delta Toys:

Tel: 3851 30 14

KONTICH, Janneke Maan:
Tel: 03 44622 H

KORTRIJK, Albion:

Tok 056 32 43 07

LEUVEN, Spell'anam Leuven:

Tel: 03 4 3
ELT 'l Sperlenhuls

NE
Tek 011 74 45 7
OVERIISE Inlcrlovs Overijse:

T 45 1]

SINT NIKLAAS Krokodil:

Tek: 03 206 77

TURNHOUT ‘t Bazarke:

Tel: (14 41 19 36

VILVOORD, Boekcenler BVBA:

Tel: +32 (02 005
WESTKERKE, What Ever:
Tel: +32 (0473) 77 16 471
WESTOUTER, Domino:
Tel: 057 445166

RAZIL
BRA.‘.IL[A, Huhby.\rl:
Tel: Th 3433 0329

LAMPINAS Legends do Brasil:

1 3403 2727
PORTO ALEGRE, Jambi:
Tek 51 3226 1426
SAN |05E DO‘E CAMPOS, Hobby Depot:
Tek 12 3042 54
SEAN PJ\Ul.Cl I.ndudeﬂa Bar Café:
Tek 11 3233 845,
SAN PAULO, Mgt
Tek: 11 3266 3916
SAN PAULO, Taverna do Ogro Encantado:
Tek: 11 3067 9042
s.\N PAULO Terramédia:

SANTO A 'an., Hobby Depot:

—_

Tek: 19 3026 1540

agh: Worlds:

GEORGE TOWN, GameShack:
1 D4t 1414

Tel: 1345 943 4263
NG, Tang Yun Card Game:

Tek: 360 2 Thh bASH
CAYMENISLANDS el
CHINA
NG, No 14 Arsenal:
Lialiy
‘Warhammer Club:

BE mmer Elite Club:
Tek I 51671363
Wauhammsr Games Shop (Xidan):

811202671
jin Waaagh! Gaming Club:
S|

Tek: 0084 § b5
SHANGHAL Zhanchui Store:

Tek: 0Dl 21 S2I0900

SHANTOU, Miniature Kingdom:
Ted: 0754 BEI1AITH

WLHAN, Stormcastle Warhammer Club:
Tek: U0B4 1347609712

WUHAN, Zh
Tel: 0086

CYPRUS
NICOS1A, Isengard Fantasy Sho
Tel: 04 35 260700

KATD Cyprus Crusade:
Tel
CIECH-REPUBLIC Db
BRNG, Cerny Rytir:

Tel: #42054127446

CESKE BUDEJOVICE, Chaotit:

Tel: 420602489158

H-\RADF.( KIb\lO\":' Knihkupectvi Valhalla:

KOI‘IH\‘NI(‘E \olaglc
Tel: +4204
KIOQTELE( {'.erluv Pekelny Kotlik:

Tek +420615584445

LIBEREC, Ilallle Gamu Ohbchadni Pavilion:

OGTR.QVA Matnx (knibkupectvi):
1774 484 024

DENMARK H—
GW KS@BENHAVN:

Fredes de SKL, 1360,

GAMES WORKSHOP HOBBY CENTRE
() These: Hobby Centres are closed on Mondays and Tuesdays,

PREMIUM STORE

Stochs most of the product ranpe.*

NEW STORE OPENING
Indicates niw stockiste
T T Wt in Siock, we g the stove first,
AALBORG, Dragons Lair: KOUYOLA, Kouvolan Puolenkaun Pelit:

Tel: 45 93 12 16 18

ARHUS C, Dragons Lair:

Tel: #45 06 18 44 01

KE@BENHAVN K, Faraos Cigarer:
Tel: 45 33 67 20 09

L\’NGB\' Faros l:ugarer

10232
ODENSE Lo Dragons Lair:
Tuk: +45 63 11 1219
ROSKILDE, Fanatic Roskilde:
Tek: +45 46 30 35 48
AALBORG, Aalborg Hobby Service:
Tel: 9812 1315

Tel: 48 62 45 52

ARHUS, Gunzone:

Tel: 35 12 45 45

ASNAS, Bog & Ide Asnzes:

Tel: 59 65 0014

BORNHOLM, Dorthes Hobbystue:
Tel: 56 45 94 44

ESBJERG, Arnold Busck:
Tel: 75 12 11 77
5 . Arnold Busch:

ESPERGE
Tel: 49 13 1% dir
HELSINGf Amnl:l Busck Helsinge:

LS GGR, Hobby og Fritid:

HERNIN(.., Fa:rgzs Kalder:
Tel: 35 10 18 97

HILLERED, Hobby & Fritid:
Tl 48 35 26 16

HJBRRING, Arnold Busck:
Tel: 98 0 B0 3

HOBRO, ﬁ;mkw Efterskole:
Tel: 61 &9 95 93

HOBAEK, Hack ‘n’ Slash:

Tek: 51 66 29 11

H(JRSENS I.cgekaeden

Tel: 7

H@RSHOU\-\ Bog & Ide:

Tel: 45 6 04 U8

HUNDIGE, Arnold Buschk:

Ted: 43 90 6 0D

K@BENHAVN K, Fantask:

Teh 33 93 85 38

K@BENHAVN 5, Pipi Legetoj:
Ted: 32 55 74 47

KO@BENHAVN N, Wicked Workshop:
Tedt 60 64 67 74

KD NG, Goodgames:
l: 75 30 03 14
I.\'NC ¥, Amnold Buschk:

Tel: 45 87 04 45

MARIBO, Guldborgsund Hobby:

Tel: 54 60 17 50

NASTVED, Guns and Games:

Tel: 51 2097 13

ODDER, Legekeden Odder:

Vel 66 54 42 76

RANDERS, B)'rge Sarensen Hobby:
I: 86 42 58 14

ﬁ:’\NDERS Randers Hobby Import:

Tel: 66 43 39 23

RADOVRE, Amnld Busck:

Tek: 35 41 M 8

ROSENGARDSCENTRET, Arnold Busck:

Tek 66 15 59 28

SILKEBORG, Asgaard Games:

Tek: 26 55 94 68

SILKEBORG, Bog & Ide:

Tel: 86 82 02 87

smNDERsOItG Magic Market:

70 TH ¥

Iy l: Bu-ghandel
SI.ACELSE. I.lldtmten

Tel: 58 51 50 %
ST HE DINGE, Haobhbystalden:
Tel: 56 30 86140

STENI.QSE HH Hobby:
L

Tel: 1
SVENDDORG Farve & Hobhy Hjemet:
Tel: 62 21 1 11
TAASTRUP, Genbrugshager:
Tel: 43 71 61 13
VI nold Busch:

TALLINN, Apollo Kristiine:
Tel: 63 6 U100

TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tek 7353360

STANLEY, Falkland Collectibles:
Tel: 0050021174

[ J
FINLAND eZe=
GW HELSINKI:

\lmlml. uu a Iklh]fj

@ ESPOG Espwnlilldtn Pelikauppa:
Tel: 0% G2
ESPOQ, Tapiolan Pelikauppa:
Tel: 99 - 412 9541
HELSINKI, Fantasiapelit Helsinki:

3
!adin Pelikauppa:

}GENSUU Fanlasapelll Joensuu:
Tel: (013} 204 314

@ ASKYLA, Fantasiapelit Jyvaskyls:

Tel:i01d) 216 629

www.games-workshop.com 115

Tel: (03) 222 52 00
LAHTI, Lahden Puolenkuun Pelit:
Tel: 037515151

@ LAPPEENRANTA, Fantasizpeft Lappeenranta:

41 1375
?0 DO Fnrvnnn Pelikauppa:

@ 'l%l\?lll"‘ElE Fantasnapehl Tampere:
Tek: {03) 222 52 00
TURKU, Fantasiapelit Turku:

o Tob (02 332 B4 11

AHTARI, Honkaniemen Kirjakauppa:

Tel: 1 553 MIET

ALAND, Dillen AB:

Tel: MB15578

EKENAS, Kungsbokhandeln AB:

Fel: 0192451028

HAMEENLINNA, Lelushoppi:

Tel: 03623950

HEINOLA, Talousmuovi ja lelu:

Tel: 03 715 3905

HYVINKAA, Royal Toys:

Tel: 019 4

IMATRA,

Tel: 0543 19355

JARVENPAR, Askartelutarvkelike Taitaville

Tel: 09 2794 0120

KARIS, Bl Ladan KD:

Tel: 019 234 4

KERAVA, Antikvariaatti Kersa:

Tek D038 44 965 7775

KERAVA, Keravan Pelikauppa:

Tel: 0942090813

KOTKA, Eagle Card OY:

Tek 0038 5 214233

KOUVOLA, Muoviepox KY:

Tek: 033117955

LAPPEENRANTA, Antikvariaalti Suma:

Tek 05 4117761

MIKKELI, Lastentarvike Muppela:

Tok 015361611

MIKKEL], Mikkelin Pelikauppa:

Tek: 0942891
ORIVESI, Sitver Seed:
Tel: 1417

PORI, A artel)‘ Pori:

Tel: 12 6326671

RAAHE. Raahen Astartelu ja Paperi:

h; 082236825
wu\fc!Nl.lNNﬂuf Savonlinnan Antikvariaatti:

ja-Lahja Alex Ky:

]DKJ Fanla:ualinna

' 0 SH16330

SEINAIOKI Pelikeidas:

Tel: (U358 6 4177600
TAMPERE, Pelimaa OY:

Tel: 650 5558314

TAMPERE, K:r|a Karkkainen:
Tel: 03 22518!
URUMI, Kuo 0!

Tek (0] 17 364 86 06
VAASA, Pelimies OY:
Tel: 06 312 3111

o
GIBRALTAR *
@ GIBRALTAR, K&M Hobby Centre:

Tek 350 20070037
GREECE =

ATHENS, Avalon Games:

Tek D@30 250 BOTRO4T

ATHENS, Fantasy Shop:

Teli 4030 21 H211072

ATHENS, Fantasy Shop: Ag. Paraskevi:
Tek: 0030 210 6OBS312

ATHENS, Fanm}
Tel: 00030 270 382 7
ATHENS, Fanlasy Shop: Kallithea:
Ted: (030 210 955 2922

ATHENS, Fantasy Shop: Pagrati:
Ted: D030 270 7560780

ATHENS, Hobby Planet:

Tol: (0M 210 GAM2ZHTG

ATHENS, Kaissa Amarousiou:

Tel: (4030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: (O 210 BIRZ 057

ATHENS, Kaissa Halandriou:

Tel: D030 210 6A9B465

sATHENS, Kaissa Kallidromiou:
I3 210 Fohabid

HENS, Kaissa Monokeros:

hop: Exarcheia:

Tel: G030 210 8813 9K

ATHENS, Kaissa Neas Filadeliias:
Tel: 00 30 210

ATHENS, Kai Neas Smimis:
Tul: OO 30 270 %

ATHENS, Kaussa Pagrallnu
Tek OB 30 210 7218 318
ATHENS, Slratzgy Hall:
Tek 00 30210473 T
CHANIA, Kaissa Chanion:

Tok 0030 2E21080996

CRETE, Fantasy Shop: Herakleion:
Tek: (030 2810 301312

HALKIDA, CD Corner:

Ted: t18%) 2221 087315

KERKYRA, D{gltal Fantasy:

Ted: 1022610135
LARISA, Kaissa Larisas:

Tel: 103 2410 53055
LOANNINA, Kaissa Loannina:

Tel: (130 24
NAFPLIO,
Tel: 1) 30 2:



NEA SMYRNI, Galm:s Vault:

Tok; 0030 213 (30472

PALLINIS, Hobby N:mel

Tek: 210 6042 M&

PATRAS, Kaissa Patras:

Tok: 0030 2610625632

PERISTERIO, Kaissa Perisleriou:
Yok 0030 215706707
THESSALONIKI, Kaissa Kalamaria:
Tek: 0030 2310 4493

THESSALONIKI, Kalssa Thessalonikis:
Tel: 00 30 231 39

THESSALONI Underwrld

Tel: 0030 231 2401 93

VOLOS, Fantasy Shop:

Tel: 0030 24210 28762

HONG KON(— Fun Atelier:
BUDAPEST, Padimentum:
D36 30 56077

BUDAPEST, A Hely:

3R 1 THTZHS3

BUDAPEST, Beholder:

D36 1 2973660

BUDAPEST, Compaya:
136 20 4261106

BUDAPEST, Dungeon:

L R CIRELE

BUDAPEST, Fonix:

34 70 60B0252

BUDAPEST, Gamer Cafe:
13 20 4281186

BUDAPEST, Gembklub:

036 1 7071601

BUD.-\FEST Holdierw Fantasy:
4130 1 34307

BUDAPEST, Iall.‘k Box:

0346 1 23937140

BUDAPEST, i(ris!iltsarnnl::
03 209 151 030

BUDAPEST, Modell Hungaria:
0036 1 THITITT

BUDAPEST, Sarkanytuz:
NI3h 70 3223093

BUDAPEST, Sas Military:
UG 1 2664343

BUDAPEST, Szikla-Fonix:
U6 20 3373303

BUDAPEST, Wargammers:
(046 10 6467670

DEBRECEN, Sarkanyluz:
1636 70 1163014

G\"OR Sa rlmnyluz

0036 3¢ $950564

NYIREGYHAZA, BitzBoat:

0036 20 4241571

PECS, Sarkanytuz:

D036 20 2962060

SOPRON, Sarkanytuz:

DiF36 2 4963280

SZEGED, Sarkanytuz:

BIE36 T 3290245
SZEKESFEHERVAR, Holdfeny Fanlasy:
DiE6 22 125753
SZEKESFEHERVAR, Sarkanytuz:
D036 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
DHELG 20 $179157

SZOLMOK, Sarkanytuz:

36 21 1962050
SZOMBETHELY, Sarkanytuz:
INI36 94 TRY208

TATABANYA, Sarkanytuz:
1036 20 3180522

VESZPREM, Sarkanytuz:

4136 20 3810815
ZALAEGERSZEG, Sarkanytuz:
1936 20 2962670

ICELAND =

REYKJAVIK, Nexus:
Tek: 00354 552 9011

JAKARTA BARAT, Comics N Games:
Teh (21 5696-3055

JAKARTA SELATAN, Fantasy N Games:
Tek: 031-600-50343

SURABAYA, Fanlasy N Games:

Unit 3, Lower Lifiy Stroot
Tel: D353 187 257 91

a8
, Gamers World:
Tel: 79299392
ATHLONE, Arts and Hobby
Tel: 01 BAZ 3500
BALINA, World of Wonder Balina:
Tal: 196 76676
BLACK ROCK, Arts and Hobby
Tel: pO253 12832794
CAVAN, Apex Games:
Tol; (49 4326504
C.\\\"AN Clarlces Toymasler
: M35

CO T COURT, Rl'!i and Hobby
Tel 01 674 5312

COBH, Toytown Toymaster:

Tel: (121 4874 562

CORK, Cauliield Toymaster:

Tel; 10333 ZIHB52T1R

CORK, Murphy's Toymaster:

Tel: 00333 50 413 76

CORK, Toytown Toymaster:

Tek: 021 40713 162

COUNTY DONEGAL, Tinnys Toys:
Tek 074 1122374

DOUGLAS, Arts and Hobhby:

Ted; 021 436 3580

DROGHEDA, Arts and Hobby:

Tel: 041 887 1270

DUBLIN, Art and Hobby Jervis Centre:
Tel: 018 745 112

DUBLIN, joe Mannions Newsagenls:
Tek: 07 4391387

DUBUN Banha Toymaster:

Tel: 0
DUBLIN Thc Toy Store:
Ted: 01 6774420
DUN LADGHAIRE, Toymaster Basha Dun Lacghaire:
Tek: 012 D04 G11
DUN LAGGHAIRE, Arts and Hobby:
Tel: 012805047
DUN LAOGHAIRE, Banba
Toymaster:
Tel: B354 12 B04011
DUNGARVAN, Toymaster Murphys:
Tel: 058 41376
DROGHEDA, Arts and Hobby
Tel: DOA5S 41 987 1270
ENNIS, Tir na Nog Tnylmster
Tel: B35 b3 684
ENNIS, Wodd of wonder Ennis:
Tel: 065 (84 169!
GREYSTONES, .t\rts and Hobby
Tel: B0353 128737
KERRY, (abalsTav,maner
Tel: D333 b6 72184
l(II.I.KEM\Y, The War Forge:

el 53 87 6602992
LAOIS Craha.ms Toymaster:
Te 2 18R]
P Pa:nl and Dice Games:

3
idzone Toymaster:
2 5330318

I.OUTH he Wargamers:

«353 B6 BIE2159
MACROOM Toymaster Marys:
Tel: 026 42401
MARKET CROSS, Arts and Hobby
Tel: 036 777 1904
MAYNOOTH, Eason Book

MALAYSIA E
BANDAR TAN|ONG TOKONG, Ga

el (164445194 / (480900381

KOTA KI"{ABALU Sabah, Just Wargame:
Ted: 6l i
KUALA lUMPUII Comics Marl:

KUAI.-Q LUMP‘UR MySciFiFan Outpost:
616 - 902 1506

P‘ENANAG Comlcs Mart:

]AW\ Woli's Game Shop:
2 2594

G JA Selangnr The Games Cirgle:
10940
M, ;(LI\\‘GDR Dakka Dakka Games:

Tek & 017

MALTA, Forbidden Power:
Tek: 00336 21 227999
MALTA, K Hobbies Ltd:
Tel: 00556 21 895423

LOMAS, Quest Habbies & Games:
Tal: 55 63 83 60

MIXCOAC, Quest Hobhies & Games:
Tel: 55 % 92 74

NAUCALPAN, Quest Hobbies & Games:

Tel: 55989278

CHISINAU, Adept:
Tel: 173 6081999

MONTENEGRO
PODGORICA, Neutron Podgorica:
Tel: 041 381 69 060 669

THE NETHERLANDS
GW ALKMAAR:

Last 68, 1811 EK,

Tel: 072 572 280Y
GW AMSTERDAM:
Rokin 16, 1002 KT,

Tel: 120 622 3663
GW BREDA:

Tek: 00353 1 629 3765
MULLINGAR, Stars & Bows Hobbies and Crafts:
Tek: 044 4396874
MIJI.I.lNGAII Stars and Crafts:
7! 9

Tek: 051 422695

NEWBRIDGE, Arts and Hobby:
Tak: 045 430280

NEWRY, M rphy s Toys:

s Toymaster:

Tek: 0353 57 Y3515305

SANTRY, Arts and Hobby:

Tek: 07 BG2 4500

STILLORGAN, Toymaster Nimble Fingers:
Tek 01 ZHE07EH

THURLES, Bookworm:

Tel- 0504 12257

WEXFORD, Camphbell's:

Tuk: 051 421473

WEXFORD, Readers Paradise:

Tel: 054 9124400

WICKLOW, Hopkins Toymaster:
Tel: (K353 46 722 25

WILTON, Art and Hobby Wilton:
Wilton, Tel; (121 434 7207
YOUGHAL, Murphys Toymaster:
Tel: 0353 58413 7

ISRAEL
HAIFA, Kitaro:

Tel: 0972 48503232

HERZLIA, Freak:

Tel: (0972 99585077

.-‘\SHARDN Tapuah:

Tel:
TEL AVIV,
Tel: 00972 36
TEL AVIV, Kitaro:
Tel: 00972 36299520

GW IKEBUKL'RO:
Mishi-lkehukulkur 3-32-h TF, Toshima-Ku, Tokyo
Tek 03 3391 7646

GW [IMBOCHO:
limbocko 1-7 1F, Chiy
Tel: 012 sz‘m E

la-Ku Kanda, Tukyo,

Tek 0422 27 2511
ow MA(‘H!DI\

Tek: 03 5380 4636
CW OMIYA:
Miyacha 2-113, Sakama-5hi Omiya-Ku, Saitama

Tek i 7R8I

RIGA, Games Shop:
Tek 0371 2PT003M0
RIGA, Ludo:

Tek: 67204040

LITHUANIA sy
VILINIUS, D& Necona:
Tel: 140 3 2131265

MACAL, Game Fun Table Games !Eo

Tel: +833 GhoSH427

MADEIRA, Sétima Dimensdo:

Tel: 351 201 234 244

WHITE DWARF DIRECTORY

21, 4411,
Tel: 0176 547 9277
GW DEN HAAG:
Schialstraal 128, 2511 AX,
Tel: 070 397 7836
GW EINDHOVEN:
Kleine Berg 50, 5617 |V,
Ted: 140 244 3
GW ROTTERDAM:
Van Oldenbarneveldplaats 452, 3012 AP,
Tek: 010 280 0266
@ ARNHEM, Spelkwartier:

Tel: 26 370 2078

DEN BOSCH, De Dobbelsteen:

ENSCHEDE, Pijplines:

Tel; 153 430 5727
@ HAARLEM, Spellenhuis:

Tel: 4473 53 13 188

LEEUWARDEN, Spellekijn:

Tel: 058 213 1112

LEIDEN, Viiegershop:

Tel: 071 513 2783
@ MAASTRICHT, Vlieg-er-uit:

Tel: 43 325 1653

MIDDELBURG, De Burcht:

Ted: 1111 BOE004

NIJMEGEN, Moenen & Mariken:

Tel: 024 323 6119

TILBURG, De Dobbelsteen:

Tek 013 544 3700

UTRECHT, Subcultures:

Tek: 030 2371122

ZWOLLE, Games-n-Us;

Tek 38 421 6385
ALKMAAR, Bookers & Strippers:
Tel: 672 512 1213
ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 1172473031
AMERSFDORT, Spellenwinckel:
Tol: (543 4700 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 020 641 2552

AMSTERDAM, The Game Keeper:

Tel: 020 630 1579
] Snoek Strips:
Tl 020 458 1 10% E
ASSEN, Plok:
Telt 03% 231 3702
BARENDRECHT, Peter's Postirein:
Tel: Ill B4 & I'IJ\J
OP ZOOM, Boz Spellen:
Tel: Mbl !i?lm
BERGEYK, Wnu!ers Technn'lvubh}'

pe
DEI.FT Spcldora:iu

Tel: 015 213 4516

DEVENTER, Knibbel Comics:

Tel: 057 D1 6074

DOETINCHEM, Top 1 Toys Speelplanet:
Tek: 0314 366358

DORDRECHT, Hobdy Modelbouw Dordrecht:
Tek 078 (31 2719

EDE, Tinnen Soldaat:

Tel: G118 65 3295
EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030

GEMERT, Top 1 Toys Van de Goor:
Tol: B452 16 58 45

GENDT, Euromaxx Gendt:

Fel: 481 421 737

GOES, Het Hobbyhuis:

Vol: (1113 227 6

GRONINGEN, Wirwar:

Fel: 050 114 u424

GRONINGEN, Purperen Draak:
Tol: 064 166 1572

GRONINGEN, Zinnebeeld:

Tel: 050 3128472

HEEMSKERK, Bob Hes:

Tel: +31 (U251) 24 19 99
HE[RHUGCM-\ARD Huider Modedtreinen:
Tel: 1725714
HEERLEN, DI. Houten Sleutel:

Tel: +32 (0450 54 91 428

HENGELO, De Dondersteen:

Tel: 1173 2595030

HILVERSUM, Hllvl:rsumsc Boekhandel:
Tel: 035 62 331

HOODFDORP Spelll:nwlnlml Wahalla:

HDO De Spellenhoom
2% 19 55 65
» Euromaxx Huissen:

LELYSTMI, Gues of War:

Teki 032024 4 003

MAASTRICHT, Hounjet:

Tek: 043 363 6778

NES AMELAND, Top 1 Toys Van den Brink:
Tel: 0519 34 21 21

NUENEN, Schellens Speelgoed:

Tek: +31 40 787 10 00

OLDENZAAL, Top 1 Toys:

Tels 0541535230

RIJNSBURG, Toys 2 Play:

Tol: 071 40 27 234

RIISWIJK, Top 1 Toys In de Bogaard:
Tel: 07039 32 411

ROEI!MO D Bloemboetlek Hermien:

Tel: 018 473 4755

, De Gruijter Boekhandel:
Tel: 0132 32490
SITTARD, Atomik:
Tel: & 4515074
SLIEDRECHT, De Gruijter:
Tel: 1134 412 744
UDEN, Goblin:
Tel: 141 327 0662
UTRECHT, I.al:lvrml.h
Tel: 030 267 7157
UTIIECHT Wlwups

Tel: 075 G40 1617
ZEVENBERGEN, Top 1 Toys:
Ted: 0168 3455
ZOETERMEER, RC-Pitstop:
Tel: 079 316 D560

o o=
NORWAY il
CGW O5L0:
Mirluegat ,
Teb: +47 12 33 20 a0
ALESUND, Brio Kremmerhuset Moa Syd:
Tek +47 70143770
BERGEN Ollﬂa,nd

Tek 447 GUO5665E

DRAMMEN, Outland:

Tek 447 12893300

DRAMMEN, Dmmmm Spillforening:
Tek 447 938197

FIIEDI!IKSTAD MNorstar Lekelorvet:

Tol: 447 69315630

KONGS! EI!G RDIFI.lanl:
Tel: 447 SRETY
I(IIISTIANSAND Outland:
Tel: +47 30099420

MO] RJ\NA Ilmgo Lekehjarnet Mo:

MOSIEEN Hobhysn!terel
Tel: =47 75170170

MOSS, Replay:

Tal: +47 45407735

NARVIK, ngu Barnas Verden:
Tel: <47 76946505

SANDNES, Oszia.nd Hobby:
Tol: +47 5166150%

§|GV AN, Oulposl:

Tel: +47 STU2B080
STOKKE, Hobby Hagen:

Tel: +47 33335292

rnomsra Tmmse Brukthokhandel:

TRDN DH EIM, Tmnderinm

TGNSBEI'IG Srlcl Bamse:
Ted: +47 33316790
TEOMNSBERG, Gledeshuset:
Tek: +47 92251707

PHILLIPINES >
LAHUG CITY, Neutral Grounds:
Tek: (63916) A305040

TAl CITY, Neutral Grounds:
1) W195800

TINLUPA, Neutral Grounds:
Tel: 632 502013

‘ON CITY, Neutral Grounds:
Tel: (632) 6341982

SAN JAUN, Neutral Grounds:

Tel: 1632) 7270583

TAGUIG, Hobbes and Landes:

Tel: (631) B50039

BIELSKO-BIALA, Gnom:
Teh 0048 33 8213432
KATOWICE, Bard:
Tek 0048 32 2571617

KRAKOW, Bard:
Tek: 0048 12 6320715
POZNAN, Bar
Tek: OUME &1 BSIB2T7
WARSZAWA, Faber i Faber:
Tek: 048 12 BA91265
WROCLAW, Bard:
Tek D48 71 3417472
BIALYSTOK, Komnata Gier:
Tel: D048 6663166
BYDGOSZCZ, Wszystko Gra:
Tel: 0448 608641909
GDANSK, Rebel Centrum Gier:
Tel: 1044 58 3470204
GDANSK, Usmiech Nasrego Dziecka:
Tel: 0048 58 J057047
GDYNIA, Futurex:
Ted: 0043 501363066
GLIWICE, U Zyrafy:
Tek: 53
KATOWILI: Smok:
2605 03 51

KIEI.CI': Wargamer:

Tek: Q048 301439333
KOSZALIN, Tecza Zabawki:
Tol: 94 3422075

KRAKOW, AGTOM:

Tek; 0048 12 3565670

KRAKOW, Bard:

KRAKOW, Magic Traders:
Tek: 11 3801543
KRAKOW, Sklep Imperi
Tel: 514812564
KRAKOW, Sklep Smok:
Tel: D048 12 43301 10
KRAKOW, Valkiria-skelp:
Tel: DB 12 4115525
KRAKOW, Vanaheim:
Tel: 0B 12 4221137
LEGNICA, Skelp Feniks:
Tel: 048 69 606510
LODZ, Da-ta

Tel: DI4B 42 H337263
LODZ, Gamelord:

Tel: DB 42 HITT161
LODZ, Stagraf Studio:

Tel: BISHFN752

LODZ, Strategia Centrum Gier:

Tol: t048 796595539

LODZ, Twoja Ksiazka:

Tel: (040 42 6821326

MNYSA, Raplor Hobby:

Tel: G9BUSES2

OPOLE, HMS Compulers Ik

Tel: il 77 4547413

OSTROW WIELKOP{JI.SKI Centrum Gier Arena:
Tel: 1048 69447
OSWIECIM, § eip Modelarski Model-Hit:
Tel: 14148 6027455149

PILCHOWICE, Imperator FF:

Tel: 0048 6622502

POZNAN, Cube-0Q-Workshop Polanka:
Tel; D61 6712415

POZNAN, (_I.II‘IE -0-Workshop M1:

Ted; 061 &
PDIMN (‘ube—Q Warkshop King Cross:
Ted: 0044 506079264

POZNAN, Cube-0Q-Workshop Panorama:
Ted: 5148125064

POZNAN, Cube-Q-Workshop Pestka:
Tek: 514812564

POZNAN, Wilczek:

Tek: 0048 503652608

PSZCZYNA, Red Scorpion:

Tek: 6026562HT

RADOM, Wargamer:

Tol: &8 503502701

REESZOW, WEW Skelp Modelarski Hobby:
Tek 017 85 28 11

SIEMIANOWICE, Jaga PHU:

Tok: 0048 32 22901349

SZCZECIN, Fenix:

Tel: 0048 695934995

TORUN, Skl
Tel: D41 B
TORUN, Wsz: Iluo Gra:

Tel: 0048 56 6522593

WARSZAWA, Altdorf:

Tel: BE 12 G2H1TH2

WARSZAWA, Graal KEN Centre:
Tel: BE 22 J0EI0H

WARSZAWA, Altdorf:

Tel: D4R 12 62E0302

WARSZAWA, Graal Blue City:
Tul: DIME 22 3117617

WARSZAWA, Graal CF Skorosze:

WARSZAWA, G aaf Galeria Mokotow:
Vel: D048 27 5413718

WARSZAWA, Graal KEN Centre:
Tol: (HI4H 22 2009090

WARSZAWA, Graal Sarmacka:
Tel: MI4R 27 8427040

WARSZAWA, Hobbyt:

Tel: (K141 22 §340206

WARSZAWA, Morion Bemowo:
Tel: (048 2 4279120

WARSZAWA, Morion Bielany:
Tel: 0044 22 4241062

WARSZAWA, Panda Zabawki:

Ted: 0048 12 3264461

WARSZAWA, Paradox:

Tel: 1048 22 6G2H078T

WARSZAWA, Sklep Superserie:
Ted: 0048 515 434 444

WARSZAWA, Wal-gamer Centrala:

Tek (048 7 910
WRO(‘I.AW Games R Us:
Tel: 0046 sh6X97 232
WROCLAW, Wroclaw Model Centre:
Tek: 713419991

WROCLAW, Ogryn:

Tel: G048 71 3771872
WROCLAW, Planszoweczka:
Tel: 79231796

ZABRZE, U Zyraiy:

Tel: 510240581




PORTUGAL

A L(.-\B I DECHE Casra:s?ress

C'\h Directa

KRASNOI’}J\R Alﬂ;m Jug (S-nul!]

Tol: +744
MOb(‘O Delskiv Mir:

MOQ(OW Detskiy Mir:

ol ]
MOQ(O\’U’ Detskiy Mir:
Tul
MOS(DW DCLEI‘I)‘ Mir:

M()SCUW I-Iubb}' and Tabletop Games:

SA RA'IO Det&kn Mir:

ﬁ'l F;FI'ERSBURC Art-Miniatures:

NO\«iSAD \-‘alh;{l;{
Tel: i
ZREMM\ N, 1akerta-_

SINGAPORE, Cnmm Mart FTE llg:

Te 4
SINGAPORE, Comics Mart PTE Ltd:
36 9069

JRE, Comics Mart PTE Ltd:
Forgeworks Hobbies:

aradigm Infinitum Pie Lid:

G4OEETT]

SllWll(Il
ristalovasala:

BRATISLAVA,

KUMAH\IU ]una!ﬂu SRO:
Velt +3670455
KUSIL’E. Draco:

SLOVENIA ey

BI.EIJ Pik I'uk

LI'UE LIJAN. 4, (_ma Luknja:

LJ'UB LIJAN. 4, U irendaj Citypark:

[EET

SOUTH AFRICA ﬁ
BELVILLE, The Boys and Mens Hobby Shop:
T 2T 1 914

he Games Dungeon:

imes Retail:
ards Books and Games:
FRM(‘H'\LL DIhechr[ﬂ Games:

DDRI l’kLOOF Battle Planet:

DURBA Thc thb\-’ Specialists:
EAST LU\IDU\L b|€|li.l: Toy Magic:
EUI.\\"AI.I., f‘iasllks

Warfair:

IOHANNESHUR(.. EOUTH Dragons Den:

ME N LYN Tup (_ D

2]
i' TERMAR ZBUIIG Games Direct:

uusl NBURG Warery:

UMHLA\IG-\. The Hobby Specialists:

Tel: a1 b 4006

SOUTH HOREA
SEOUL, Orctown:

Tel: 02 6402 5946
SWEDEN

GW GOTEBORG:

2, 4107,

E=

L. I"PS ALA, PI’ISf} neet:

Tel: 011

ARVIKA, solu
Tel: D570-1341

AVESTA, Vi eg.1 Video:

W7
UNA, Lasses Leksaker:

(..OTEB()R(.., Tays Leksaker & Hobby:

Tel: 031-459407
(.OTI.IJOI!(.. \‘\"lulll Games:

H 3\ L MST-\D I.ekoenter
Tek: 035-15

HUDDING “Humlan Lek & Haohbby:

Tel
KAI MAR, lok & Hobhy:
048
K!\lt] SKROI\!\ Leksakshuset:

/, Frilknarna Bus:
Tek 0303-13% 40
LAH OLM, Lekia:

\ORR mHNr Hobbyhiirnan:

\ORR K\O PING, Lekhuset:

NOR RTJ\IJF. Lekplaneten:

NYKOPING, Laka TV-spel:

NYNASH 1AMN, Asas Leksaker:
Tel

To
PITEA, Bdmuus Hus:
Tel: 091

3AL»‘\. I.ILms LL ksaker:

GAMES WOR
ey Hulbls

andd Tursdays

PREWILM STORE

Stock

st uf the produck range,*

NEW STDIIE OPENING
Iindicates new stockisis

*Tio b e they Movie what you want in stock, ve recammend catling the stare first.

tINGB\.‘ lnsplm Me:
g 5
TEIL-\S letetluntls

fel: OB35-13310

TAIWAN

(..AN(. HAN Iuys Cal:

'I’IIIII.MIII
BAN

"HAK, Battlefield Bangtm.

==
Golhin:

ﬁungnﬂms EHIIMES=

DUBA opﬂTra ing:

GAMES WORKSHOP

INDEPENDENT
STI]GI(ISTS

The Most Convenient Place to Shop!

With over 1,000 locations in the UK and
across Europe, there is always a local
stockist close to hand, making them perfect
for that quick resupply or hobby need.

They concentrate on stocking our most
popular products, meaning you're more
likely to find exactly what you're looking for!

All our stockists are official sellers of Games
Workshop games and hobby products.
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Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that
you get exactly what you want, when you need it.

ou can order ANY current Games to place an order for the latest Bitz Pack Wherever you see this
YWorkshop product, including our or simply pre-order the latest miniatures, symbol, that product is only

Collectors Range, Bitz Packs, Specialist  ordering directly from Games Workshop is “323:;: ;:;:ﬂe;h?;: o
Games range and models that are exclusively  quick and convenient. There are three main g:{ghold of it.

‘available to order’. Whether you want ways to get your hands on the latest products.

¢ onune

Our online store offers a fast and convenient service that allows you to order
anything from our entire range, and have it delivered straight to your door. Games
Workshop online ensures that your order is just a click away, 24-7!

(40ES WORESHOP,

i i i e i

SRR | .
NEW: SUPER-HEAVY
i pemeamtn it
ey ey e 2

* 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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The key to victory in a game of Storm of Magic are Wizards,
for they are the only means by which you can control
Arcane Fulcrums, as well as being able to unleash powerful
Cataclysm spells upon the foe. The Games Workshop
website has the complete range of Wizards, from classic
Chaos Sorcerers and Dark Elf Sorceresses to Tomb King
Liche Priests and the Supreme Patriarch himself.

Skink Priest
e 120 SRS i 3
99060205138 AR 0P S Morathi, the Hag Sorceress on Sulephet

99060212058
E15.50, €22.50, 175clkr, 200ske/nkr, 7524

£8.20, €12.50, 100clks, 115ske/nks, 40zf

99060209049
£8.20, €11.50, B5dkr, 100skr/nkr, 402!

99060203089
£10.25, €15, 115k, 140skr/nky, 502!

Butcher/Siaughtermaster Balthasar Gelt Mage on Elemental Base

99110213010 99060202112 99060210131
£20.50, €30, 225dkr, 270ske/nks, 100z £18.50, €25, 200dkr, 250skr/nks, 304 £8.20, €11.50, 85dkr, 100skr/nkr, 402/
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DIREGT DEBIT
SUBSCRIPTIONS

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

mnm—mn———‘ %, i THSEE N ENCSISIVE GEY KNIGHT RAITIS SSSHNS 5

01778 392

Call now to suhscribhe

Alternatively fill in the form below

e This means you effectively get a
FREE issue every three months

It is 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!

Goggles down, flaps up and all that!
‘Ancestor One’ is the 2011 exclusive
White Dwarf Subscribers’ model.

D | would like to pay by Direct Debit

{1 understand that £9.00 will be debited from my account every 3 months)

Instruction to your Bank
or Building Society to
pay by Direct Debit.

Originator's
Identification Number
3884

To the Manager (Bank Name) ...
Address ...

Name[s] of account holder(s)

Branch sort code DD DD DB
Bank/Building Society DDDDDDDD

Ref No (Office use only)
0 o o
Signature(s)

Date ..
Banks and Bunlﬁm Sm.mhcs may not acc Pp[ szu Debn Ins.ru{ll(ms fm some types of account

Flease pay Carmes
v\-u-k_l\,. henct Oehits
ol

I would like to subscribe to White Dwarf beginning with issue: WD[ ][ ][]
THE cveivereesreseseenerene e FOTEMAME s

Surnam

Address ..

Postcode ... ..Country.

Telephone (inc STD code) ....oovinrinnnes

gift for the person detailed |

...... Forename ........

The subscription is :

Surname..
Address ..
Postcode ...

Telephone (inc STD Lodel

RETURN THIS FORM TO
White Dwarf, Warners Subscription Dept, FREEPOST PE211, Bourr

, PE10 9BR




CODEX: SISTERS OF BATTLE

Exclusively in the next issue of White Dwarf,

we present the first part of Codex: Sisters
of Battle. You will find the background and
the bestiary for the devoted warriors of the
Ecclesiarchy.

’AMPIRE COUNTS

Drawn to the battlefields of the Warhammer
world by the storm of magic, the Vampire
Counts are here next month. August’s issue
will contain new and exclusive rules for a
new vampiric monster to add to your army.







