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This issue the good ship White Dwarf takes to the ocean waves in pursuit of our
latest boxed game, Dreadfleet, the game of pirate battles on the Warhammer high
seas. We bring you the scoop on the game and the miniatures starting on page 10.

The latest releases from the Citadel shipyards.

94 STANDARD BEARER

Jervis talks aboul gathering your gaming buddies and

WARSHIPS OF THE GALLEON'S GRAVEYARD embarking on a group project.
We take an in-depth look at all the warships of the Grand 106 THE AUGURY

Alliance and the Dreadfleet in all their glorious detail. bt
The latest events and activities near you.

TACTICA: DRERDFLEET

Who better to offer tactical advice for playing Dreadfleet
than the game’s designer, Dread Kelly himself. You'll
know vour port (left) from starboard (right) in no time.

SCROLLS OF BINDING

We've got three new Scrolls of Binding allowing you to
bind the monsters of the Mountains of Mourn to your
army: a Stonehorn, Thundertusk and Mournfang.

DEATH ON THE OGEAN WAVES

Phil Kelly enthuses about the story behind Dreadfleet and
talks to Andy about the game. We also take a closer look
at all the great stuff that you get in the box.
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28 CGORPSE REEF
In the first of this month’s battle reports, Jervis and Phil
venture into the maze of shipwrecks known as Corpse
Reef, explaining how to play Dreadfleet in the process.

40 WARPSTONE HUNT
In this month’s second battle report, Jervis and Phil take
to the high seas once more, as the whole of the Grand
BATTLE HISSIIIHS:_SISTEIIS OF BATTLE Alliancegr:lashes with the Dreadfleet.
Codex: Sisters of Battle author Robin Cruddace presents
three new Battle Missions for the Adepta Sororitas,
offering new tactical challenges.

S1H043H 31119 19 3430

MODELLING WORKSHOP: CITADEL TOOLS
Chris Peach takes up the new Citadel Tools and shows us
how to use them to assemble Azhag the Slaughterer.

ARMY WORKSHOP: OGRE KINGDOMS
We asked Chris Peach how he went about painting his
Ogre Kingdoms army.

PRINTING WORKSHOP: DREADFLEET
The Hobby Team show you how to paint up the contents
of the Dreadfleet boxed game.
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Set sail for adventure! In this new standalone wargame, take to the high
seas as corsairs and pirates battle the Undead amidst the deadly tides of the
Warhammer world. Dreadfleet is here...
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THIS BOX CONTAINS:
98-page Rulebook
Seascape Gaming Mat
10 Warships

10 Scenic Bases

7 Cog Auxiliaries

1 Dragon Auxiliary

1 Dirigible Auxiliary

7 Islands

5 Shipwreck Pieces

3 Sea Monsters

5 Treasure Tokens

12 Dice

1 Wind Gauge

2 Ship’s Wheels

1 Navigation Rod

10 Warship Cards

55 Damage Cards

40 Fate Cards

12 Auxiliary Cards

10 Wound Cards

11 Miscellaneous Cards




TO FIND OUT HOW TO USE
THESE TOOLS, TURN TO PAGE 56

CITADEL CLEANUP KIT

The Citadel cleanup kit
comprises a flash brush and a
mouldline scraping tool. Both
have been designed for use on
Citadel miniatures. The bristles
on the flash brush have the
right rigidity for removing flash
from resin without removing
any detail, while the mouldline
scraping tool is ideal for use on
plastic, metal and resin models.

CITADEL CLEANUP KIT £8.20
Product code: 99239939058
€10,50, 0dkr, 120skr/nks, 120rmb, 4024

ON SALE OCTOBER 15T

This pack contains three emery

boards designed for use on This kit quite 5|m_p|y e =
Citadel Finecast figures, and includes every Citadel tool Product code: 99239999060

are great for smoothing resin we produce, contained in St O M
surfaces. Each pack contains a figure case and stored on p———

two fine-grade emery boards custom-cut foam layers.

and one extra fine grade board.

CITADEL EMERY BOARDS £3.75

Product code: 99239999057
€4.55, 35clkr, 455kr/nke, 55mb, 17502

ON SALE OCTOBER 15T

CITADEL LIQUID
GREEN STUFF

Liquid Green Stuff is a non-
toxic filler for all your Citadel
miniatures. It's water soluble,
so easy to clean off your
brush, and perfect for filling air
bubbles or any small gaps.

CITAD

CITADEL LIQUID GREEN STUFF £2.30 1
Product code: 99219999026 . LIQUID
€2.95, 25ckr, 30skr/nkn, 35rmib, 11.257f GREEN STUFF

ON SALE OCTOBER 15T

Pictures 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
cantact us for current availability and prices. Prices quoted are for products sold by Games Workshap through its own stores, catalogue or website, Independent retailers are responsibie for determining their own prices,
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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

Exclusive extract from Phil Kelly’s Dreadfleet novella
Reloading, Roth looked around at the raging battle. Gunners writhed in pools
of their own blood amidst shattered piles of debris. Loose groups of swordsmen
fought like daemons to repel the men o’ bones who had spilled onto the
Heldenhammer's deck from the Reaver's crags, cracking skulls and kicking
through rib cages as they pushed the invaders back.

To starboard, the Flaming Scimitar was giving the Nehekharan war galley
a wide berth. A clutch of cannonballs thundered from the pleasure barge’s
hidden guns and tore into the statue-lined galley’s stern, just as a giant of living
fire burst out from the Golden Magus’s minarets towards the enemy warship. It
bore down on the Nehekharan ship, a burning sword in either hand.

Just as the fire djinn swooped down to incinerate the war galley’s skeletal
crew, the beast-headed statuary ranged alongside the galley’s flanks jerked into
life. The foremost amongst them, a jackal-headed giant of green marble, raised
its gigantic blade, slashing at the flaming djinn as it passed overhead. The spirit
burst apart in a fireball the size of the Grand Templus, incinerating dozens of
skeletal figures on the decks below.

The Bloody Reaver continued to grind its way along the length of the
Heldenhammer, opening a series of terrible wounds along the temple-ship’s
flank. Roth saw a figure in a red bicorn staring down at him from atop the
craggy mass of the Reaver’s stone heart. He raised his thrice-pistol and loosed
off a shot, a triple puff of smoke impacting on the cliff where Noctilus had been
standing.

‘Die, fiend! Shoot the sorcerers, men. Kill anything that talks.

DREADFLEET £6.99
ISBN: 978-1-8497(-123-5
€9, 70dkr, 80skrinkr, 34.95zf

OUT THIS
MONTH:
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(AUNT'S GHOSTS

RED & BLACK E10
ISBN: 978-1-84970-063-4
€15, 115dkr, 140skrinkr, 5021

Fresh from their revamped Codex,
the Sisters of Battle star in this
new audio hook by Blood Angels
author, fames Swallow.

When Lorgar looked into the

Eye of Terror, the things he saw
changed his view of the universe
forever — follow his journey to hell.

AURELIAN £30
ISBN; 978-1-84970-106-8 €40
Available from wiww. blacklibrary.com

The Tanith First and Only infiltrate
a deadly space hulk in the
thirteenth book of this incredibly
popular and beloved series.

SALVATION'S REACH
ISBN: 978-1-84416-820-0
€25, 180dkr, 220skr/nky, 89.9521

£17.99

Grey Seer Thanquol uses his
deadliest invention to battle the
Dwarfs and finally complete a
mission for the Council!

THANQUOL'S DOOM £7.99
ISBN. 978-1-84970-084-9
€10.50, 85ckr, 100skrinkr, 39.95z¢

Pichuras for ilustrative purposes only, Product contants may vary. Products sold unpainted and unasssmbled. Cartaln Citade! products may be dangerous if used incorvctly. Prices correct af time of going [0 press, please contact us Tar currémt

availabiity and prices. Prices quoted are for products said by Games Warksfop through its own slores, catalogue or website.
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YOUR LOCAL HOBBY CENTRE IS
NOW ON FACEBOOK & TWITTER

Facebook is a fantastic way to stay in
touch with your friends and family and
keep abreast of all the things they're
doing. It's also a fantastic way to keep up
to date with what your favourite movie
stars, rock bands and various celebrities
around the world are getting up to, and
now you can use Facebook and Twitter to
keep track of all the events and activities
going on at your local Games Workshop
Hobby Centre!

We have created unique Facebook
and Twitter pages for each and every
Games Workshop store and have passed
the reins over to the store manager who
is, even now, adding all the very latest
news about their exciting events and
hobby activities.

You'll be able to read about
everything that is happening in-store,
including details about up coming events
such as tournaments and campaigns, as
well as all the dates and times for regular
events such as Sunday Beginners and
Gaming Club Nights.

Not only that, but you can also view
loads of image galleries of miniatures
painted by you guys and the staff at your
local store. In fact, if you ask your store
manager really nicely, you might even be
able to get your works of art on display
for the world to see!

So, to find out what's going on near
you at any time, simply search for your
local Games Workshop Hobby Centre on
Facebook.com

Following the

successful launch of

the Ultramarines Movie
Collectors Edition, the
film - starring John Hurt,
Terence Stamp and

Sean Pertwee - will now
be available to fans on
DVD, Blu-ray and via
direct download.

For more information
on this latest exciting
development, to see
a load of behind the
scenes features on the
making of the film and
lots more besides, then
head over to the movie
website, which can be
found at:

ultramarinesthemovie.com

Turn to page 111 to find your local Hobhy Centre’s Facehook address

NEWS



LATEST RELEASES FROM FANTASY FLIGHT | e prack

Realm of the Phoenix King

This is the second Battle

Pack in The Capital Cycle for
Warhammer: Invasion. With

half of its 60 cards devoted
to the ancient defenders of

Ulthuan, Realm of the Phoenix
King is an invaluable expansion
for players of the High Elves.

In last month’s Bloodbath at the Bubbling  this could easily be explained by the
Pits battle report we made a mistake, as scenario (the Firebelly guide hired to

Jeremy Vetock explains:

Jeremy: In the heat of the battle | forgot
Golgfag’s rule that no other character

can join his Maneaters and joined the
Firebelly into the unit — while in hindsight

Talisman: The Dragon Expansion Space Marine Battles
The new Talisman Expansion brings the Draconic Lords book has edged ahead,
and their legions to life with over 300 new cards and get yourself down to
tokens, plus six new characters! This exciting expansion one of the stores below
offers players even more strategic challenges, including or go to
a new, dual-sided Inner Region. The alternate sides www.BlackLibrary.com
allow you to travel a path that requires all new tactics,
or to venture into the Dragon Tower, leading the player Participating Stores:
ever closer to a confrontation with the Dragon King. * Aberdeen
* Antwerp
I t I- nt * Bluewater
www fantasyflightgames.com |
* Crawley
- - e * Croydon
: o ' b ; ; * Doncaster
3 4;’ by  Dublin
‘g - » Edinburgh
s » Glasgow

Exciting news from

the Black Library!
Introducing: the Black
Library Chart. If you've
always wanted to know
what the most popular
fiction from the worlds
of Warhammer and
Warhammer 40,000 is,
then look no further.
The Black Library
Chart of the top 10
bestselling novels will
be announced every
month in our biggest
stores and on the Black
Library website. So to
find out if it's the new
Horus Heresy that tops
the chart or if the latest

e |eicester

¢ Manchester

e Newcastle

= Nottingham

e Peterborough

e Plaza

¢ Plymouth

¢ Reading

» Warhammer World

PATH OF THE SEER
A ' Ry

4 e

lead the Maneaters through the Bubbling
Pits), no proper player wants to bend the
rules to take advantage of an opponent.
Apologies were offered, jibes followed
and, as tabletop honour dictates a future
rematch was planned.

www.games-workshop.com 9
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Death on e Clcean Wives

As you'll be well aware by now, this month’s White Dwarf has a deeply piratical
theme - the reason is that Dreadfleet has set sail. Phil Kelly kicks off proceedings by
introducing the brand-new game, with Andy Hall acting as his trusty First Mate.
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Dreadfleet is a narrative
wargame, and as i
you play through the
campaign you tell the
tale of Captain Roth and
his quest for revenge
against the sinister Count
Noctilus. You take up the
story from the moment
Jaego Roth and the
Grand Alliance enters the
| Galleon’s Graveyard to
| the campaign’s thrilling
| climax against the full
| force of the Dreadfleet.
| Each of the twelve :
| exciting missions has a |
| different objective — in
some you might have
| to rescue a stranded
| captain, in others the
objective is to capture I
as much treasure (or
rum) as possible or to
sink an enemy warship.
As you play through the
campaign, you can keep
a track of how you got on
| in each mission, and then
| when you've finished you
| can swap sides with your
opponent to see whether
they can fare any better!
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~vaptain Roth is desperate for
( vengeance. The insidious Count
Noctilus has raided Sartosa, slaying

all in his way, including the family of
Jaego Roth. So begins a tale of bloodthirsty
revenge, and the legend of the Dreadfleet.

‘At the heart of Dreadfleet — our latest
boxed game — you have a revenge story,
something powerful and dramatic,” says
one of the game’s designers, Phil Kelly.

just simple pitched battles but exciting
adventures in their own right, portraying the
struggle by the plucky Grand Alliance to
hunt down Count Noctilus and his fleet.
This quest takes him across the high
seas until he finally comes into conflict
with the Dreadfleet in a shadowy reflection
of the Warhammer world. The domain that
the warships fight in is more than just a bit
of the ocean on the map of the Warhammer

£4At the heart of Dreadfleet — our latest
boxed game - you have a revenge story,
something powerful and dramatic. /7

‘At its bare bones I'd describe Dreadfleet
as a “Vampire hunt in the Warhammer
equivalent of the Bermuda Triangle.” As
concepts go, | think that's a cool one,’
And it's this story that runs through
every aspect of the game, from the stories
that sit at the heart of each of the scenarios
to the fantastical tales of the captains
of each of the game’s warships. "When
we describe Dreadfleet as a “narrative
wargame”, that's exactly what we mean
— as you play through the campaign, you
play through the story of Captain Roth’s
quest for vengeance.’ Each scenario is
firmly grounded in this tale, so they're not

DEATH ON THE OCEAN WAVES

1 Lol o e T L L) - G

world, as Phil explains. ‘The game is set

in a shadow realm, known in legend as
the Galleon’s Graveyard. Count Noctilus,
the game’s notorious villain, has made the
Galleon’s Graveyard his lair. From there he
is able to pierce the magical barrier that
separates the realm from the oceans to sail
out of the mists and attack any coast.

It is at this point that John Blanche
weighs in. ‘It is this strong sense of place
that really sets the game apart. If you can
get a strong location locked down, then
the inhabitants tend to naturally spring
from it. That was certainly the case for
Mordheim, and we wanted Sartosa to have

Jaego Roth’s Grand Alliance spies
their quarry, Count Noctilus of the
Bloody Reaver.
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CARDS ON THE TABLE

Fekdentammer .

Crew  Browdide  Hamdlmg A

Command: 1+

b Swishbuchling: 1

B Will of Steels Comin Rath re.eclls all ke Cominand checks
Wi Fighting u diel, he'sc-rells all dice that do ot nesult in victories,

When you take command of a warship
you’ll be given the relevant warship card.
This holds the statline and abilities of the
warship and its captain. It also works as
an at-a-glance guide on how your vessel
is faring during the game. Damage cards

are placed along the side of the main card

and tucked under their relevant sections.
Special and irreparable cards are placed
below for easy reference, while the
captain’s wound card is placed above.

a Mordheim-by-the-sea feel, a suitably
Warhammer take on the traditional British
seaside town.’ The setting for the game
drifted away from Sartosa and towards the
shadowy realm. John continues. ‘When
depicting the Galleon’s Graveyard in the
artwork, the game and on the seascape
itself, it had to be dramatic. You had to
get the feeling this was far more than just
tumultuous seas, but a realm of magic,
sentient islands and Undead sea monsters.’

It's interesting to note that while the
villains are steeped in evil, even the good
guys are far from exemplars of valour. ‘They
are all pirates and outcasts,’ agrees Phil.
‘The protagonists in this story are motivated
by revenge and greed; saving the world is
very much a secondary concern.’

This then is where the game is set — a
watery Undead realm steeped in sorcery! It
is a malevolent place, faithfully portrayed
by the contents of the new boxed game.
‘With Dreadfleet the designers shied
away from what would have been seen
as a traditional tack. ‘It’s not a traditional
naval warfare game, with fleet lists and
so on,” explains Phil. ‘We've set it around
a specific self-contained narrative as this
allowed us to craft very distinctive and
idiosyncratic warships, and create a cast of
colourful characters to sail them.” And what
a cast it is! As you'll see a bit later on, each
of the warships is a character in its own
right, very much reflecting the personality
of its captain. All of the protagonists and

antagonists of the story have their own
warship, not to mention their own reasons
for joining the hunt.

‘You get everything you need to play it
in one go,’ continues Phil. “Warships, cogs,
islands, shipwrecks, gaming paraphernalia,
multiple decks of illustrated cards, a full-
colour rulebook, even the lavishly detailed
seascape — it’s all included in the box!’

At the mention of the warships, my
attention is inextricably drawn to the
miniatures on the table before us. They're

Below: Alex Boyd's rendition of
the Bloody Reaver.

www.games-workshop.com 13
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; of the show, the Dreadfleet box holds
so much more. ‘Open sea has its place in
naval wargames, but we wanted to add
an element of jeopardy by making players
navigate around islands and shipwrecks,
so | was keen to get some terrain in.
Originally, we discussed cardboard islands,

WHITE DWARF DEATH AN THE OCEAN WAVES




but, to be frank, it left the playing area

feeling flat — quite literally. We all thought
three-dimensional plastic islands were
better so that's what we made!
Dave Andrews did a fine job creating
esoteric islands with skulls, keeps and
Arcane Fulcrums on. It really brings the
game to life, and a fully painted seascape
of Dreadfleet in the midst of battle is a
beautiful thing to behold. To me it looks
like a set-designer’s scene from a movie.
That's what came to mind when I designed
the scenarios,’ says Phil.

We've already touched on the narrative
nature of the scenarios, so we asked Phil
to go into a bit more detail. ‘The narrative
is integral to the game, and the scenarios
build on the action, as well as teaching you
the game mechanics whilst showing off the
breadth of the system. There's everything
from treasure hunts, jail breaks, ambushes,
manoeuvring through maze-like reefs and,
of course, all-out war using every warship
and auxiliary piece in the box! It goes
without saying that there’s plenty of scope
to design your own battle set-ups as well.

The scenarios are found in the rulebook
along with all the rules for operating your
fleet. /| wanted a simple system that offered
endless tactical variables, with great replay
value. Jervis helped me here setting down
a lot of the groundwork,” explains Phil.
“You can pick up how to play Dreadfleet
in just five minutes but it will take you a
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Iong time to master, lhe momentum of the
warships forcing you to think two-to-three
turns ahead. The real innovation here,
in my mind, is the Damage card system,
which adds an element of unpredictably to
the proceedings. If you get enough Hull or
Crew Damage cards you could potentially
sink a warship in a turn. However, I've
seen ships lurch on with 15 Damage cards
— they're listing, the rudder’s broken, the
mascot has been killed, the rigging is on
fire and they’re moving two inches in the
Movement phase, but they're still going!’

Much of the warships” movement
and establishing arcs of fire is done with
tools you'll find in the box, and Phil is as
enthusiastic about these as he is with the
warships themselves. ‘They offer as much
character as the warship models,’ he says.
‘They're clearly of the Warhammer world,
Take the ship’s wheel, for instance. We
could have easily just supplied an angled
piece of card but Aly Morrison created this
intricate ship’s wheel with skeletal pilot at
the helm and motto on the rim, inspired by
a Dave Gallagher concept sketch.’

So it is that after years of secret
development with Phil and the sculptors
hidden away in a secret room, its walls
adorned with all manner of worrisome
John Blanche concept pictures of real-
life deep sea lurkers — their labour is now
complete and they present Dreadfleet —
grab your cutlass and get stuck in!

ol L)l (s a1

, DREADFLEET

GAUGING THE WIND
The wind gauge is an
‘ important part of the
game. The wind gauge is
placed around the frame
of the seascape to show
whence the winds blow.
Expect it to move around
during a battle. What's
more, flipping over the
wind gauge reveals the
vortex marker, the dark |
heart of the Maelstrom.

Below: The waters burn like fire

as the Black Kraken attacks the
Flaming Scimitar amidst the roiling
sea. Paul Dainton’s dramatic
picture richly envisions a Dreadfleet
sea battle in action.
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SARTOSA

The city-port of Sartosa
is the undisputed pirate
capital of the world. A
city that sits as much on
water as it does land, a
visit to Sartosa is neither
for the faint-hearted nor
the honest. It is a lair of
iniquity, built from the
detritus of the oceans and
an economy that runs on
plunder. Its dwellings are
made from the upturned
bows of ageing ships

and forecastles placed
on stilts. The cramped
alleyways that connect
the city’s many harbours
are made from rickety
jetties. There have been
many attempts to quell
the larcenous activities
of its inhabitants but
entering Sartosa is no
easy matter for the city
is ringed by a wall of
chained galleons, all
with their broadsides
facing outwards...
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(7 €80 Roth is the captain of the
/ Heldenhammer, the flagship of
P the Grand Alliance that ventures
into the monster-haunted depths of the
Galleon’s Graveyard to hunt down Count
Noctilus. But this was not always the case,
nor how our tale truly begins.

For Captain Roth was once an infamous
privateer from the pirate-isle of Sartosa, the
son of the fabled Mapwright Indigio Roth.
Roth’s skill at the helm and knowledge of
the sea spread his reputation far and wide
throughout the ports of the Old World and
beyond. He captained the Nightwatch, a
sleek and deadly vessel hired out to do the
waork of any who could afford Roth’s price,
and at its command hundreds of vessels
were sent to the bottom of the sea.

But Roth began to long not for the sea
but for home, for his wife and child back
in distant Sartosa. When he returned to his
home city, however, he found it aflame and
his family slain. Count Noctilus had struck,
the nigh-impregnable pirate isle pillaged by
the Dreadfleet, thought by Roth until now
to be only a legend.

When Roth returned to his home he not
only found his family lying dead, but also
his father, whose body lay curled around
several strange artefacts. Roth grabbed

DEATH ON THE OCEAN WAVES
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the artefacts — an eldritch moondial, a
great shell with a sea-chart pinned to its
inside and an enchanted Arabyan spyglass
— buried his family and swore an oath of
revenge upon Noctilus and the Dreadfleet.
Then he set sail for the Empire to find aid.

But there he was to find that no aid
was forthcoming except that which he
could provide himself. The courts of
nobles had no time for tales of the Undead
and the cult of Sigmar was engaged in
waging war against the enemies of the
Empire elsewhere. Roth was enraged and
exasperated, and in his desperation stole
the Grand Theogonist’s own warship, the
mighty Heldenhammer.

From there he set sail for the south,
raiding the tomb city of Zandri for ancient
coins to pay for aid, for the Heldenhammer,
mighty as she was, was but one ship. The
Golden Magus, captain of the pleasure
warship Flaming Scimitar was first to be
bought, followed by Aranessa Saltspite, the
Pirate Queen of the Swordfysh.

Grimnir’s Thunder was last to join the
Grand Alliance, if only because its captain
had a similar taste for revenge, before they
set sail for the Galleon’s Graveyard, and it
was there that they found the last of they
alliance, Prince Yrellian of the Seadrake.
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( irates have long been superstitious
])tolk, believing in tales that the
more rational folk would find
incredulous. Amongst their superstitions
is the tale of the Galleon’s Graveyard, a
mythical realm infested with the unliving
and the source of a curse upon the seas of
the world, a curse that when a ship sank its
wreck would vanish completely overnight.
Some dismissed such occurrences as
being the work of sea monsters or savage
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Nyklaus sought the maelstrom festering
in the distant heart of the ocean, a skull-
strewn vortex that was a tempest of magic
that drew the dead to it like a lodestone.
Mastering the art of Shadow Magic, one
particularly baleful Geheimnisnacht he
enacted a mighty ritual that translocated
not only Nyklaus himself, but also his castle
and all his Undead minions. Feasting upon
the dark magic of the Maelstrom, Nylaus
raised up the shattered remains of dead

£fFor it was in this fell realm that Count
Noctilus made his lair, and from its cursed
denizens that he raise the Dreadfleet. 77

currents, but the rumours persisted that it
was the work of more malevolent forces.
And so it was, for it was in this fell
realm that Count Noctilus made his lair,
and from its cursed denizens that he raised
the Dreadfleet. This was not always so,
however, as Noctilus was once known
by another name — Nyklaus von Carstein,
whaose own home was in the distant land
of Sylvania.

warships to form the hull of the Bloody
Reaver, and just as his realm was reborn
within the Galleon’s Graveyard, so too was
Nyklaus reborn as Count Noctilus.

Count Noctilus has since founded
his own darkling empire, binding the
Shadewraith to his bidding, reanimating the
rotting carcass of Skabrus and striking foul
deals with the captains of the Black Kraken
and the Curse of Zandri.

e (1 AL (LN L L (|

THE MAELSTROM
At the heart of the
| Galleon’s Graveyard
lies the Maelstrom, a
| sentient whirlpool that
pulls shipwrecks, the
plunder and the dead
of the seas beyond the
| weil. It is here that Count
| Noctilus bides his time,
| making his lair amidst
the corpses of long-dead
sea monsters and islands
scoured by unnatural
winds. To breach the
| ethereal boundary of the
Galleon’s Graveyard is
all but impossible — Roth
only managed to do
so by using the arcane
moondial left to him by
his father.

www.games-workshop.com
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Sigmar’s Wrath
acts as both the
Heldenhammer’s
figurehead and

as Captain Roth’s
deadliest weapon.,
When unleashed
upon an enemy
warship, it impacts
with the force of a
twin-tailed comet.

“vaptain Jaego Roth is the mastermind
and driving force behind the

/ Grand Alliance that opposes Count
Noctilus’ Dreadfleet. Blaming the Vampire
for the death of his family, Roth will stop at
nothing to get revenge on his nemesis.

The Heldenhammer was once the
personal flagship of the Grand Theogonist.
That Jaego Roth had both the courage and
temerity to steal such an illustrious warship
is testament to his grim determination to rid
the Galleon’s Graveyard of Count Noctilus
once and for all.

THE WARSHIPS OF THE GALLEONS' GRAVEYARD

As the flagship of the Grand Alliance,
the Heldenhammer stands out from the rest
of the fleet. It resembles a three-masted
galleon, but on an unprecedented scale
— the warship features hundreds of great
cannons, entire batteries of siege mortars
and murder holes for snipers. The warship is
unmistakably of the Empire, fish-tailed mer-
gryphons on the sails adding a naval touch.
At its aft stands a grand temple, and it has a
titanic figurehead of Sigmar mounted on its
prow, whose gigantic hammer is designed
to smash enemy ships apart.
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undisputed master of the Dreadfleet,

( “vaptain of the Bloody Reaver and

_/ Count Noctilus is behind the events
that have led to Jaego Roth’s crusade
of vengeance at the head of the Grand
Alliance fleet.

From his mystical realm, Noctilus used
powerful sorcery to bind the wreckage of
the ships he found there to forge a warship
of staggering proportions with which to
dominate the seas and drown the mortal
world in blood. The Bloody Reaver began
as the Sylvanian castle of Count Noctilus

but the Vampire has since built up around it
the shattered hulls of ships he has destroyed
and it is manned by thousands of dead
crewmen raised once more to serve him.
The rocky crag on which it was mounted
has also been torn from its original resting
place, as has the pathway and bridge that
led to Noctilus' desolate lair, lending the
model a real sense of its enormous scale, It
is a sea-faring hulk, replete with the myriad
hulls of broken ships and galleons that are
both Gothic and suitably grand enough for
the dread Vampire captain found within.

www.games-workshop.com 19
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er origins are shrouded in The Swordfysh is manned by a motley

{ mystery, but Aranessa Saltspite crew of cutthroats and brigands in their
¢ # is nonetheless one of the most hundreds. Her warship displays a strong
feared pirate captains of Sartosa, a self- fishy theme, as befitting that belonging to
styled Pirate Queen. To some, she is the the daughter of Manann, with crown shells
daughter of the sea god Manann himself, and the teeth of sea monsters decorating
with brine for blood. To others, she is a the hull, seaweed pennants and the
mutant who cut off her own fishtail after addition of a large fin in place of a rudder.
being cast out of her Norscan tribe as a Other defining details include Unicorn
child. What cannot be denied, whatever Whale horns on the masts, a ram made
her origins may be, is that her skill at the from a massive sea beast and a Sea Giant
helm or with cutlass in hand is such that skull figurehead with colossal jewels set in
none can dispute her lethality in battle. its eve sockets.

20 WHITE DWARF THE WARSHIPS OF THE GALLEONS' GRAVEYARD




coastal raid, looting countless

treasures from the city of Zandri
to finance his campaign, he could not have
predicted the consequences of his actions.
Roused by the desecration of his realm,
King Amanhotep vowed eternal vengeance
on those that had stolen from him.

Summoning forth his skeletal legions,

Amanhotep commanded his tireless
servants to labour night and day until
they had built a warship worthy of his
quest for revenge. After many long weeks

(’/l) hen Roth undertook a daring

of relentless construction, the Curse of
Zandri was finally ready for the hunt. King
Amanhotep’s royal warship is crewed by
hundreds of skeletal oarsmen, and no less
than a Necrosphinx and four Necrolith
Colossi stand ready to protect their master
should the need arise.

The great gem at the tail’s tip acts as
a prism for the Light of Ptra, focusing the
incandescent energy into a devastating
beam of light. This warship also boasts
Screaming Skull Catapults and dozens of
ballistae firing from its portholes.

www.games-workshop.com 21
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the wildest dreams of a merchant  or filling his sails with the roaring breath of

;""f n eccentric wizard rich beyond setting his enemies aflame with Fire Efreets,

prince, the Golden Magus is a Tempest Djinns.

man of exotic tastes and fine manner. But As the warship of a sorcerer from the
beneath this sophisticated exterior lies an lands far to the south of the Empire, Flaming
elementalist of incredible power. Scimitar displays a unique and individual

Flaming Scimitar, warship of the self- design. The exotic nature of the minarets
styled Sultan of the Seas, appears as a really help to set it apart from the other
pleasure-barge, complete with libraries and warships of the fleet, each housing one of
an extensive harem, but this belies its true the great elementals — the Tempest Djinn
nature as a warship of terrible potency. The and the Fire Efreet — for which the Golden
Golden Magus has bound many elemental Magus is famed. The designs of the sails
spirits that he can command in battle, echo these elementals.

22 WHITE DWARF THE WARSHIPS OF THE GALLEONS" GRAVEYARD : 2



> very mariner that sails the Great
é Ocean has heard the tale of
Vangheist and his turncoat crew,
for it is a tale of bitter treachery and greed.
Lured by promises of 1mm0rhl|ty, Vangheist
slew his wizard master in cold blood, not
wishing to share that which he sought.
And immortality he received on reaching
journey’s end, though it was not in the
manner that Vangheist expected. When
the warship returned to the mortal plane,
both crew and vessel had long since rotted
- away, leaving nothing but a ghost ship. It

had become the Shadewraith, doomed to
spread the misery of its eternal curse to all
who look upon it.

The ghostly pirate ship projects an
eerie Undead feel, with its tattered sails
and exposed hull suggesting the image of a
rotting animal carcass. Its hull features rows
of antique cannons throughout its rotten
hull, but what identifies the Shadewraith
as an unnatural entity more than any other
aspect is that it floats above the waves, held
aloft by the tortured souls of the crew, the
sea beneath it recoiling from its touch,

www.games-workshop.com 23
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?cion of the Gunnarsson Clan, Red
/4 Brokk is well known as a nasty old
battlehammer of a Dwarf with little

love for anything other than the wondrous
seagoing engines for which he is famed. His
ingenuity and ability in the field of naval
warfare has been proven time and again.

But a recent run-in with his former
colleague and arch-rival, Tordrek
Hackheart, saw his Ironclad destroyed
by the Black Kraken. Now at the helm
of his Grudgebreaker-class battleship,
Gunnarsson has returned to the ocean

THE WARSHIPS OF THE GALLEONS" GRAVEYARD

with Jaego Roth, the manling captain that
rescued him, to hunt down the Chaos
Dwarf and settle his grudge.

The only thing that a Dwarf trusts less
than a flimsy wooden boat is an Elf, so it
is that the silversteel battleship is both an
impregnable floating fortress and aircraft
carrier all in one. The heavy plating and
advanced engineering that has gone into its
forging is prevalent in its every aspect, from
the steam-driven paddles in their armoured
shells to self-loading, swivel-mounted flame
cannons and industrial-sized engines.
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('-_ efore his descent into bitterness The most recent myths to surround the

g and jealousy, Tordrek Hackhart Kraken-ship speak of its allegiance to the
« was once one of the most gifted Dreadfleet, though what unholy bargain
Dwarf Engineers in Barak Varr and the was struck remains unknown.
undisputed master of building submersible Tordrek Hackhart's ingenious creation
ironcraft. Ultimately his intense rivalry really captures the spirit of a terrifying
with Red Brokk Gunnarsson was to be his sea creature — if anyone could build

| downfall, and he was banished in ignominy such a metallic behemoth, then it would
for his failed attempt on Gunnarsson’s life. be a crazed Chaos Dwarf Engineer. The
Hackhart managed to escape in his latest articulated tentacles lend a sense of the
creation, a strange tentacled warship, the sinister to what is already an esoteric
Black Kraken, that he had built after a series submersible. Its twin paddles are visible,
of troubled fever-dreams. safely ensconced within the ‘abdomen’.
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(' rince Yrellian of Ulthuan, the
])first born son of Phoenix King
: Finubar the Seafarer, fell in love
with the open ocean in the first years of

his infancy. Behind their back, many of

the court whispered that his love of the

sea was about the only thing that he had

in common with his father. It is perhaps

for this reason that after losing his younger
brother to a Leech Wyrm’s gaping maw that
Prince Yrellian has refused to return home
to deliver the news without his body. So it
was that he went into self-imposed exile,

THE WARSHIPS OF THE GALLEONS” GRAVEYARD

scouring the Galleon’s Graveyard in a bid
to bring his brother home, accompanied
as always by his faithful Dragons. Swift
and graceful, the Seadrake’s elegance is
beautifully represented by its sleek sails and
long, narrow hull set low in the water. The
mast towers further reinforce the warship’s
scale and magnificence. The rearmost
tower is where Yrellian can stand to
communicate with his Dragon allies. These
mighty creatures are almost as powerful

as warships, taking to the skies and
immolating their enemies with dragonfire.
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(“*he Skaven rat-lord known mighty Necromantic ritual to raise the Orb

/ as Skretch, Warlord of Clan Leviathan, but also inadvertently brought
C Skurvy, was once a prosperous Skretch and his crew back to life too!
piratical mastermind. But his luck ran Unlike any other warship in the fleet,
out when his flagship was swallowed up the Skabrus is very much the Zombie of the
by an Orb Leviathan, having mistaken Dreadfleet. Its exposed organs have been
its bioluminescent lure for a haul of crudely built upon by the Skaven, who use
warpstone. With verminous desperation warp generators and the corpse gases of the
to survive, the trapped Skaven ate the decaying creature itself as both a propellant
giant beast from the inside out, but were and means of powering their deadly
asphyxiated before they could escape arsenal. The Skaven have replaced the Orb
the sea monster’s husk. Discovering its Leviathan’s bioluminescent barbel lure with
drifting cadaver, Count Noctilus cast a their former ship’s Screaming Bell.
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To introduce you to the new game, Jervis Johnson (in the guise of Captain Jaego
Roth) and Phil Kelly (playing the role of Count Noctilus) guide you through a
scenario from ear y@p the tale of Dreadfleet. Welcome to Corpse Reef...

T S

SETTING THE WIND GAUGE

The wind gauge represents the source of the wind as it blows into
the seascape. To determine the wind’s direction, the wind gauge

is placed on the numbered frame that surrounds the seascape. Its
initial position is resolved by rolling two dice and placing it on the
corresponding numbers. In the first turn, the Heldenhammer found
itself sailing dlretlly into the wind. Conversely, the Bloody Reaper
had the wind in the stern and so could move faster.

WHITE DWARF CORPSE REEF

- later in this iss
for the first of our D
we thought a more intimate adventure
into the rules and
Phil and |
veloping the rules
they were natural
ser battle report.
Dreadfleet i rati iven game
that contains t
scenarios each uppi anle of the
previous one as the [liance travels
deeper into tl s Graveyard. For
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atthe beginning wi iol, \\hlrh
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| rhp Heldenhamm
wvarships in the
then set up the
the scenario rules, plac
k models in the middle
eate Corpse Reef, a perilous
water that both warships would
Ve tu navigate through. With the wind
determined and the cannons loaded we
were ready to set sail.




(“he players had set up Corpse Reef
/ so it had a few tricky reaches to
C navigate. Each had a set of Order
cards to hand, and the Damage and Fate
decks had been shuffled and placed next to
the seascape — it was time for battle!

Dreadfleet is played in game turns,
with each player taking it in turns to act
with their warships. The first phase of the
game turn is to determine initiative, which
Phil won in a D6 roll-off. This was then
followed by a Status phase but, as this was
early in the game, there was nothing to
track and so we quickly moved onto to the
Fate phase. As Phil had the initiative he was
the first to draw a card, gaining an Assassin
Cog, something he could use later in the
game. Jervis then picked a Fate card that
allowed a damaged ship to repair a Hull
Damage card, but was not applicable as
the game had just begun. The wind gauge
moved along the border of the seascape in
accordance with the icons on Jervis and
Phil’s Fate card.

Phil went first. In a larger game he
would nominate one of his warships to
move and fire, then Jervis would active one
of his, then Phil would choose a second
model and so on. As there was only one
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Gurns 1-2

warship per side, the players just had a
single vessel to activate each turn. Phil
began by giving an order to his ship, ‘Fire
As She Bears’, ensuring that should Jervis
launch the Heldenhammer’s broadsides at
his warship, then the Bloody Reaver would
get to shoot first. The warship then closed
with the reef. Jervis wanted to use ‘Full
Speed Ahead’ for his order but as he started
the turn with the wind in his bow — known
as being caught in irons — he couldn't issue
it, so he also elected to order ‘Fire As She
Bears’. He then took a Command check to
see if he was still caught in irons; a failure
would mean that Heldenhammer would be
slowed by the current wind speed (which

FATE

The Fate phase is an
important part of the
game, when the Galleon’s
Graveyard itself gets

to act and all manner

of events occur, from
Undead sea monsters
surfacing to fiery winds
Each player in initiative
order draws a Fate card
and applies the resuits if
able. Unless stored for
future use, the card is
then placed face up on
the discard pile.

Fate cards can also
alter the wind gauge. The
icon on the bottom right
of the card denotes the
direction and number of
positions the wind gauge

moves around the frame
of the seascape. The
number on the bottom
left denotes the wind

was only 1 at this point). Thanks to Captain
Roth's superior leadership skills, this was
easily passed, and so the Heldenhammer
could move as normal.

The following turn saw the players enter strength o
and slowly navigate through Corpse Reef, gsi“
Jervis taking a northern tack, while the (( r#‘[ﬁy [[tdﬂad Mars Y
Bloody Reaver headed south-west. At one yarship “’“‘“’“‘,ﬁ ln\’:::mr:;l:t
point Jervis could have fired his broadsides Rando;‘i‘ e i from the sk KEL by
but decided to hold off until he was nearer & %% v?j}c‘ ). The apeil @ g

with his firing arc unimpeded as the first
broadside of the battle always gives you a
+1 bonus to hit.

CHANGE HEADINC

The titanic warships of
Dreadfleet are difficult vessels to
manoeuvre — navigating through
the straits of the Galleon’s
Graveyard is certainly not for
the faint-hearted! A warship’s
manoeuvrability is determined
by its Handling characteristic.
The lower the Handling value
the easier your warship will

be to turn. The Handling
characteristic of a warship 1s the
number of inches in a straight
line the vessel must move
before it can change heading.
For example, the Bloody Reaver
must travel 5" in a straight line
before making a 45° turn — not
much good if a rocky island is 3"
straight ahead!

To turn your warship, simply
place the ship’s wheel device so
the inside edge is flush with the
side of the warship’s base. Now
pivot the model around so that
the front corner of the warship’s
base never leaves the centre of
the ship’s wheel.

www.games-workshop.com




ORDERS

In the Action phase,
when you activate a
warship the first thing
you do is issue an order.
There are five orders to
choose from and each
will give your warship

a certain advantage for
that turn. These range
from a free change of
heading or extra burst

of speed, to firing in the
opponent’s phase and
repairing damage. A good
captain will know which
order is best to use at any
given time. To issue an
order you need to make
a successful Command
check by rolling equal

to or higher than your
captain’s command value.
For example, Captain
Roth’s Command is 3+.

When iy card
mnwmd?: o remnbved, the warship ik g
et ehiange 0f beading In-D::hr

Fatr that thiy e * et the Hundlbyg rug
his 883 tarm s 4 ey Tandling
il rudyg,
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FIRE!
The warships of Dreadfleet
are bristling with hundreds

e e

entirely unscathed.

a target model in your side

B cannons. Any other ship would
® be blown out of the water by
a single broadside, but each
warship is a hulking construct
in its own right and so stands
a chance of surviving — if not

To fire a broadside, select
(which extends 45° from the

corners of the base), then roll
dice equal to your warship’s

1 | e el

initiative. His Fate card summoned
~»_ adread Bone Hydra from the inky
depths, which had to be placed within
an inch of the warship closest to the
wind gauge. This just happened to be the
Heldenhammer! Phil gleefully placed the
sea monster in the starboard arc, where the
Bloody Reaver was as well —a cunning ploy
to force Jervis to deal with the Bone Hydra
or ignore it for a shot at the Bloody Reaver
at his peril. The next Fate card prompted
the second of the three sea monsters
included in the game to emerge — the Leech
Wyrm rose from the foaming sea! Two sea
monsters rising in the same Fate phase is
highly unusual, in fact, Phil was certain
it had never happened before. This didn’t
allay Jervis’ fears as the second monster
was positioned just 1" from his warship.
This time Phil placed the sea monster right
in front of the vessel to slow down the
Heldenhammer. From a story perspective,
the game was hitting all the right notes
and we could easily imagine this was a
cunning trap set by Count Noctilus, luring
Captain Roth into the Corpse Reef to then
have his warship attacked by three Undead
monstrosities of the deep in thrall to the
Vampire Lord!

7_’n the third turn Phil gained the
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The Bloody Reaver continued its stately
southern move, turning west and heading
into the reef to avoid the formidable
cannons of the Heldenhammer. Jervis
had other things on his mind rather than
chasing the Vampire — he had sea monsters
to deal with. Luckily he was equipped with
the right tools for the job — a giant warship
bristling with cannons and large hammer.
The Heldenhammer sailed directly forward
and came into contact with the Leech
Wyrm. In the Broadside phase, Jervis let rip
at the Bone Hydra with a full six dice (the
largest broadside of any warship) and only
needed 3+ to hit as the creature was both at
short range and its gun powder was dry — it
was the Heldenhammer’s first shot of the
battle so Jervis got a +1 to hit. As expected,
the Sea Monster collapsed back into the sea
whence it came. But Captain Roth was not
finished yet. Before the Leech Wyrm could
attack Sigmar’s Wrath, the Heldenhammer’s
steam-powered figurehead, brought its great
hammer down onto the creature. Anything
hit by Sigmar's Wrath takes D6-1 Damage
cards, and Jervis rolled high, consigning
another of the evil denizens back to the
murky depths. With the sea monsters dealt
with, Captain Roth could turn his attention
back to sinking the Bloody Reaver.

JEETEE T R T

broadside value. You'll need a
4+ to hit if the target is in short
range (0-6"), 5+ if the target is
in medium range (6-12") and
6+ if the target is in long range
S (12-18"). The target’s aspect
J s important, as if you hit it in
. the front or rear arc you geta
raking shot and so a +1 bonus
to hit. The captain of the target
vessel gets to make a saving
throw for each successful hit. A
# damage card is then drawn for
. each unsaved hit.
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The Heldenhammer is attacked
by two Undead denizens of the
Galleon’s Graveyard.

The next turn saw Jervis take the
initiative, and a chance to catch up
with his quarry to bring them into range
of the proud gunnery crews under the
Heldenhammer’s decks. The Fate phase
brought more woe to both ships. Jervis
drew Lector Lazlo’s Fire and both vessels
found their masts and rigging on fire. Phil’s
Fate card was a spell for a warship not in
play, which allowed him a Brief Respite —
basically, if a Fate card is not applicable
you get a chance to repair your vessel.

the nearest corners of target and shooting
vessel, you create a firing corridor. Anything
intervening, whether that's an island, a
shipwreck or another warship, means it’s a
partial shot and so the broadside is halved.
This was the case with Jervis’ first strike on
the Bloody Reaver and so he only rolled

3 dice, which is still very good when you
consider that a few of the other warships
only have a Broadside value of 2 in total!
All rolls hit and damaged as Phil failed all
three of his 5+ armour saves. The Bloody

£#The Bloody Reaver was rocked as
cannonballs and mortar shells impacted
upon the warship. 77

With damage taken, Jervis gave a
repair order, but he failed to successfully
issue, despite Captain Roth's ability to
re-roll Command checks. So, slowed by
the fire in its rigging, the Heldenhammer
made a sluggish sweep around the rocks
but still managed to bring the Bloody
Reaver into range. This time Captain Roth
didn’t hesitate; ‘Fire!’ he barked, and
the Heldenhammer’s cannons roared in
response. However, as much as Jervis
would have liked to roll all 6 dice for the
Heldenhammer s broadside, Dreadfleet
has very simple rules regarding partial
shots. By drawing imaginary lines from

Reaver was rocked as cannonballs and
mortar shells impacted upon the warship.
Phil drew three Damage cards — two Hull
Damage and one special Rigging Damage
card, which increased its Handling value
by 2. This would make the Bloody Reaver
far more difficult to manoeuvre, a tricky
proposition, considering it was about to
enter the southern straits of Corpse Reef.
Unsurprisingly, Phil started his Action
phase by successfully issuing a Repair
order and removing the Rigging Damage
card. The Bloody Reaver returned fire
but its cannons could not pierce the
Heldenhammer’s hull.

DAMAGE!

When a warship is
damaged - be it from a
devastating broadside,

a desperate boarding
action, being set ablaze
or any of a myriad other
ways — the vessel’s owner
draws a Damage card.
It's quite possible that a
warship will take many
Damage cards per turn or
even in a single broadside
and go from being
healthy to crippled in a
very short space of time!
Hull Damage cards and
Crew cards are the most
dangerous, but there are
many other types in the
deck, everything from
‘Rudder Destroyed’ to
losing your first mate.
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Staying clear of the rocks isn't
easy. A warship must move at
least its Handling value before
it can change heading, and
even then the maximum turn of
45° may not be enough to avoid
hitting something sharp and
jagged. When a warship runs
aground it must immediately
take a Hull Damage card.
However, its problems do not
end there. In the following
Action phase the vessel must
Escape Jeopardy by making

a Command check. If it does
then it moves D3+1" directly
away from the obstacle. It

may then make one change

of heading but no other
movement is allowed. In its
next Action phase the warship
may finally get underway once
again. Being stationary for long
is not a good idea in Dreadfleet
as a warship will surely be

at the mercy of faster and

more manoeuvrable predators
seeking to take advantage.

HERE BE MONSTERS
The seas of the
Warhammer world have
ever been home to things
that lurk beneath the
waves and the Galleon's
Graveyard even more

so. In the Graveyard,

the bones of these
creatures rise again as
Undead monstrosities.
Dreadfleet includes three
such creatures that can
emerge from the depths
to attack. While the sea
monsters will surface to
strike indiscriminately,
as a Vampire, Noctilus
can control the Undead
creatures and so order
them to attack and hinder
the Grand Alliance.
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(f, espite the heavy damage, the
: Bloody Reaver was far from
sunk. In fact, the warship was

notoriously difficult to sink due to its
special ability to regenerate.

In the fifth turn of the battle, Phil won
the initiative and in the Status phase used
his Regenerating Hulk ability to remove a
Hull Damage card with a successful roll
of 4+. He then drew a Fate card and the
third sea monster — a Sea Giant - surfaced
to cause chaos. The Heldenhammer was
still closest to the wind gauge, so Phil
placed the monster in the warship’s port
flank. Jervis gained a Brief Respite for his
Fate card as the normal effects were not
applicable, so he tried to discard a Damage
card, but failed to make the required roll.

Phil issued a ‘Hard-a-Starboard’ order,
allowing him to make an immediate
change of heading (to starboard, obviously)
although he could use the order at any
point in his Movement phase if he so
wished. As it was, the Bloody Reaver turned
early so as to avoid the shipwreck it was
rapidly approaching. It also allowed Phil
to bring the pursuing Heldenhammer into
the Bloody Reavers firing arc. It was time
for the Heldenhammer to get a taste of its
own iron-shod medicine, and so the Bloody

CORPSE REEF
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Reaver fired its broadsides. The Vampire's
warship has a Broadside of 4, which was
reduced to 2 due to the intervening islands.
Even with the +1 bonus for a raking shot,
Count Noctilus couldn’t land a blow.

Jervis also successfully issued a ‘Hard-
a-Starboard’ order to allow him to move
away from the Sea Giant and gain on the
Bloody Reaver. He fired his broadsides, and
hit once but this time Phil made his armour
save, so didn't sustain any further damage.
It was then the Sea Giant's turn. Control of
sea monsters always falls to the opponent of
the player who has a warship closest to the
monster itself. At the beginning of this turn,
Phil would have had control, but with Jervis
moving the Heldenhammer, the Bloody
Reaver was now nearest the Sea Giant,
leaving the monster in thrall to the Grand
Alliance. Jervis wisely sent the creature off
towards the Bloody Reaver but it was a few
inches short of its target.

For the sixth turn, Phil kept the
initiative, and deftly moved through the
rocks, bringing his vessel to bear on the
Heldenhammer. He fired another partial
broadside and damaged Jervis’ ship.
However, another failed order for Jervis left
the Heldenhammer careening towards a
rocky outcrop, which it crashed into!
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his chance. He issued a ‘Full

Speed Ahead’ order, allowing him to swoop
round the intervening island and then
close on Captain Roth's flagship with a
late burst of speed — an extra 2D6 inches
to be precise. Phil rolled a bonus 8"; not
quite enough to contact his prey but the
crew were now within spitting distance of
each other. All Jervis could do was make a
successful Escape Jeopardy roll and move
off the reef. His free change of heading
allowed him to unleash a devastating
broadside into the Bloody Reaver, which
resulted in another two Damage cards.

Winning initiative in the eighth turn was
key. If Jervis won it he could sail away and
keep pounding the Bloody Reaver from afar.
If Phil won it, he would surely close with
the Heldenhammer and start boarding, and
as Noctilus’ warship has the highest crew
compliment in the game, this is where he
could do the most damage. As it was, Phil
got the Initiative (again!) and sailed straight
into the side to initiate a boarding action.

7Eth the Heldenhammer grounded
11/ on the reef, Count Noctilus saw
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Phil rammed his prey at a cheeky angle
to allow him to broadside, inflicting another
Damage card, but it was in boarding that
he knew he could gain the upper hand.
Captain Roth sought out Count Noctilus
and the arch-enemies engaged in a duel,
both wounding each other. The boarding
action saw Phil rolling 7 dice to Jervis’ 4
(the Heldenhammer’s crew is 6 but he had
two Crew Damage cards, reducing this by
2). Jervis scored one victory (a roll of a 5 or
more) to Phil’s four. The Bloody Reaver had
won the boarding action by three, leaving
the Heldenhammer listing badly.

Jervis tried to disengage his warship
from the Bloody Reaver but failed his
Command check and so was forced into
another boarding action. He couldn't
even fire his broadside, due to the way the
Vampire's vessel had contacted his own
(less than 50% of its hull was visible). So it
was that Captain Roth and his crew fought
the Vampire yet again. The Men o’ Bones
overran Roth’s pirates, Phil inflicted another
three Damage cards, and won the day. The
Heldenhammer retreated into the mists.

BOARDING ACTIONSl

fo )
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SWASHBUCKLING

In boarding actions
captains will seek

each other out to

fight in a duel. Their
prowess in duelling

is represented by the
captain’s Swashbuckling
characteristic, the higher

the better. Players roll
an amount of dice

equal to their captain’s
Swashbuckling, looking
for 5 and 6s. The captain
with the most victories
wins the duel and his
opponent takes a wound
with the associated
penalties described on
the wound table below.

When warships clash they fight a boarding action as
crews draw their cutlasses and swing onto the enemy
vessel. Boarding actions are fought by rolling dice
equal to your current Crew value and counting how
many 5s and 6s you have rolled. The opposing side
does the same, and the player with the most ‘victories’
wins. The losing warship must draw Damage cards
equal to the difference he lost by.
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Set sail for the Galleon’s Graveyard and prepare for battle upon the high *
seas of the Warhammer World. Join Captain Jaego Roth at the head of the Grand
Alliance as he seeks his revenge upon Count Noctilus and the sinister Dreadfleet.

Assemble the fleet Into the Galleon’s Graveyard

With ten unique warships, loads of shipwrecked scenery With your fleets amassed a
and a whole menagerie of sea monste 1 auxiliary combat, take to the
adfleet has it all. To and play through the e
help you get star the b cre ir local Hobby Together with your fellow s '
Centre will have you buildi d W side either with Captain Roth and 1he hrand Allia
i 5 Count Noctilus and his Dreadfleet.

As we take to the high seas this month, your local Hobby
Naval combat is not for the faint of heart, and N “entre \'\i” be mr I\erI tn thc gunwale vith even more
sailing upon the waters of the Galleon’s Grav d, the =X Citi e these.
very ocean comes alive, threatening to tear yc «h[ps Dr&'ldﬂect will on!}. hl_ a\ai[able in strictly limited
apart. Happily the able seamen at your store are all q the best way to guar.
seasoned navigators and buccaneers, and can offer plenty OrC d have it delive
f : ollect on the day f release.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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Dreadfleet provides a
great tactical challenge
to would-be captains if
they are to emerge from
the Galleon’s Graveyard
alive. Each warship has
its own strengths and
weaknesses that must be
learned to get the best
out of them, but so too
can the other aspects of
the seascape be turned
to a canny captain’s
advantage, from the wind
gauge to the shipwrecks,
In fact, there’s far more
to learn than we can
cover in this tactica, even
more tricks to master.
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It's time to raise the black flag and slit some throats! Captain
Phileas ‘Sidebeard’ Kelly gives us landlubbers a five-step lesson

in nautical skullduggery.

(L readfleet is a game of epic scale.

‘/) Everything about it tends towards

the large, the majestic and the
fantastical. No normal ships of the line
these, but ocean-going leviathans bristling
with cannons and clad in statuary, steel
and stone. Frankly, rowing boats and water
pistols just aren’t going to cut it in the
Galleon’s Graveyard.

These warships are forces of destruction
in their own right, but you'll need to have
a plan in order to get the most out of them.
We'll start with overall strategy and then
look at some specific tactics later in the
article. If you want to claim the title of
Ultimate Piratical Badass you'll need to
keep some principles in mind.

HAVE A BATTLE PLAN

A captain without a battle plan is easily
flummoxed, and will often find his own
warships getting in each other’s way.
Nobody likes being flummoxed, least
of all pirate lords. Because of this, rule

TACTICA: DREADFLEET

number one is simple: take a good look

at the scenario, devise a battle plan, and
stick to it like a barnacle to a sea giant’s
butt. This may seem obvious enough, but
you'll be surprised how often a captain will
abandon his overall battle plan in order

to seize upon an opportunity, only to see
his unsupported warships picked apart
piecemeal by the enemy fleet.

Imagine what you want to be doing
with your warships in two or three turns’
time, and aim towards it, slowly but surely.
Though the Seadrake, Shadewraith and
Black Kraken can redeploy faster than a
Grey Seer in a shieldwall, hulking warships
such as the Heldenhammer and the Bloody
Reaver are not made for rapid response. Put
simply, you'll need to plan ahead to win.

‘That's all very well and good’, you
say, arms crossed and eye patch raised
expectantly, ‘but what in Manann’s fishy
codpiece constitutes a good battle plan?’

Well, I can tell you one thing right now:
it starts with knowing your foe.
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( ifferent warships are good at
?) different things, so you should
employ them accordingly. You
need to understand each warship’s strengths
and weaknesses to make intelligent choices
as the game unfolds.

I've summarised these in the table
below. Note that a warship with an entry in
bold is arguably the best/worst in the game
in that particular field — the Heldenhammer
has over 180 guns and a huge hammer, but
its mass makes it difficult to manoeuvre,

At a glance, the Grand Alliance has
the advantage — it has the most all-
round ability, the warships are faster,
have powerful abilities and two of their
auxiliaries are small warships in their own
right. However, the Dreadfleet can take
more punishment, are better at boarding
actions and they have the home advantage
— twice as many Fate cards that benefit the
Dreadfleet than the Grand Alliance.

Loosely speaking, the Dreadfleet should
launch boarding actions on vulnerable
warships whilst the Grand Alliance is
looking to maximise its opportunities to
manoeuvre into position to broadside. Let's
look at the warships in more detail.

ANVILS

Bloody Reaver, Grimnir’s Thunder,
Shadewraith

‘Anvils’ are extremely durable warships.
You can stick an anvil in the path of danger
and — provided you've not offered any easy
raking shots to the enemy warships — it will
ride out incoming broadsides with only a
few Damage cards to show for it. You can
then use your other warships to pick on
enemies committed to taking out the anvil.
Deploy anvils up front and get them stuck
in — hopefully the foe will take the bait and
expose weak points in his own formation.

Koow Your Winrs
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HAMMERS

Heldenhammer, Skabrus, Curse of Zandri,
Bloody Reaver

‘Hammers’ are warships that can hit

really, really hard. They have lots of guns
(or in the case of the Skabrus and Curse

of Zandri, great offensive abilities) and
hence can make devastating broadsides on
warships you've pulled out of position with
your Anvils. Hammers with a high Crew
characteristic should pounce on wounded
enemy warships — one well-timed boarding
action can change the course of the game.

RAPIERS

Seadrake, Shadewraith, Black Kraken,

the Dragon auxiliary

‘Rapiers’ are precision weapons, where
skill becomes far more important than brute
force. They can nip around the back of an
enemy formation to deliver a punishing
rake, launch a perfectly placed boarding
action, snatch an objective from the foe or
lure a warship out of position before they
slink out of harm’s way. You'll often need to
use your captain’s special ability to pull off
really sneaky manoeuvres, so don't attempt
them unless he’s in good shape to issue
orders — anything less than a 3+ and you're
asking for your plans to backfire.

CUTLASSES

Swordfysh, Flaming Scimitar,

Curse of Zandri

‘Cutlass’ warships are great all-rounders
and capable in pretty much any theatre of
war. They can shoot, they can fight, they
have some great abilities, but they don't
excel at any one aspect of war. The best
way to use your Cutlasses is in support of
your other warships’ tactical plays — | like
to keep one warship back a little in order to
respond as the game unfolds.

A

RAKE 'EM LADS

Even though an enemy
showing its bow or stern
presents a smaller target,
a broadside that ploughs
into the front or rear can
tear through the entire
length. This is called
raking. If a warship has
most of its base within
the fore or aft arc of

its target, it has +1 to
hit. This is cumulative
with the +1 modifier

a warship gets for its
first shot of the game. A
warship raking a target at
short range using its first
broadside will need a
mere 2+ to hit!

G T TR o TN ST TR
THIS WARSHIP.. IS GREAT AT...
Heldenhammer Broadsides, ram attacks, boarding actions
Swordfysh All-round ability, ram attacks
Flaming Scimitar All-round ability, raw speed, flaming attacks

Grimnir’s Thunder Armour, auxiliaries, flaming attacks, repair

Seadrake Raw speed, manoeuvring, auxiliaries, command
Bloody Reaver Boarding actions, durability, swashbuckling
Curse of Zandri Boarding actions, durability, flaming attacks
Skabrus Broadsides, escaping/generally running away
Shadewraith Durability, manoeuvring

Black Kraken Boarding actions, manoeuvring, surprise attacks

BUT NOT GREAT AT...
Manoeuvring, raw speed
N/A — she’s an all-rounder
Swashbuckling

Raw speed

Broadsides

Manoeuvring, raw speed
Raw speed

Command

Broadsides, Auxiliaries
Broadsides

www.games-workshop.com 37




38

’\Q

lthough your warships are so
ﬂ large they can shrug off an

enemy cannonade (That’s a
volley of cannonballs, not a pirate-themed
soft drink — Ed) and batter a seafort to
rubble in the process, the really big ones
handle like pregnant whales in treacle.
Staying away from the treacherous rocks
and shipwrecks of the Galleon’s Graveyard
is not as easy as it looks. The rules for
wind speed and handling are deliberately
unpredictable; even the most careful
captain might find he’s obliged to move
his warship forward into that sea monster/
cliff face/daemonically possessed mecha-
kraken. Because of this it's generally good
practice to stay at least 3" away from
obstacles and other warships.

That said, the scenario is king when it
comes to deployment — many scenarios will
require you to invent a specific battle plan
for a specific goal. Instead of giving away
the best tactics to ‘solve’ the story-driven
scenarios, we're going to concentrate on a
straight up fight. In the box out on the right
we'll look at deploying for one of the large-
scale battles in Scenario 8.

eploy Lz/%

o D] LT N R el ol ]

A AT

THE DREADFLEET

THE GRAND ALLIANCE

The Grand Alliance’s plan is to attack one or two warships to the exclusion
of all else to secure numerical superiority. Grimnir’s Thunder is up front

as the anvil. The Heldenhammer waits alongside as the hammer, ready to
blast or board anything that comes close. The rapier, the Seadrake, is placed
behind the fleet, ready to dash around the flank of any damaged warships.
His cutlasses, the Swordfysh and Flaming Scimitar, are in support, ready to
concentrate on the most damaged foe, or to reinforce any boarding actions.
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he best way to kill an enemy
/ warship is to gang up on it,
C and though this is true for
broadsides, it goes double for boarding
actions. A two-against-one boarding action
will almost always see the outnumbered
warship scuppered. To achieve this you'll
need your warships to support each other
and stick together in twos and threes if
possible. Some players like to keep all their
warships in the same area of the seascape;
undeniably a strong tactic in a game where
battering the other guy is the only goal.
Those of you familiar with naval history
might recognise the following tactics, albeit
with less in the way of dragons, ghost ships
and giant undead electro-whales.

ZONE OF DEATH

WHITE DWARF
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LINE ABREAST

Line abreast is a powerful
offensive formation that
enables your warships to
easily launch boarding
actions and to react to
the enemy. You can head
to one flank or the other,
gang up on any warship
foolish enough to charge,
or use one of your anvils
to shield a wounded
warship. However, sailing
line abreast into a fleet
that is line astern will see
you dead in the water.

LINE ASTERN

This is a very shooty formation. Each
warship presents its flank to the enemy,
denying the enemy any shots on their prow
or stern and giving them a great chance

of raking anything that approaches. The
warships have overlapping fields of fire,
meaning they can gang up on things.
Unfortunately if your enemy somehow gets
around you, your own warships will end up
getting in each other’s way.

Il b




crush the troublesome insect in front of it.

off to a good start. To recap: have a battle
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( es, this means dirty tricks. Pirates
aren't known for their honour, after
all. Let’s look at three such tactics.

THE DOUBLE WHAMMY

When launching a boarding action, don’t
plough prow-first into the foe. There are
two warships designed to do this - the
Heldenhammer and the Swordfysh — but
the rest will regret such hastiness. This is
because once you are locked in a boarding
action it usually means a fight to the death,
and your enemy can fire upon you every
time he activates his warship. Trust me, you
don't want that to have a +1 modifier for
raking if you can help it (the T-Bone, right).
Instead, go in at an angle so you can fire at
close range before launching the boarding
action (the Double Whammy, right). With
a bit of luck you'll damage his crew, giving
you a better chance of winning.

vz .72/)’

THE DEADLY BLOCKADE

A great tactic for the faster warships in the
game, this approach not only stops your
opponent’s warship in its tracks but also
forces your opponent to launch a boarding
action prow-first after weathering a storm
of fire. To pull off a deadly blockade, move
your warship so that it is only a fraction of
an inch in front of an enemy vessel — when
your opponent activates it, he will not
even be able to turn without inadvertently
launching a boarding action. To compound
the issue, first use the ‘Fire as She Bears’
order — this means you can move, rake the
enemy at close range, rake again when the
enemy contacts you, escape his retaliatory
broadside and then fight the enemy in

his own Boarding Actions sub-phase. Not
even the Bloody Reaver can laugh that off,
though don't try this on the Heldenhammer,
as a Sigmar to the face often offends.

THE AUXILIARY STALL

A variant of the deadly blockade, this uses
an auxiliary to block a warship. In most
fights, auxiliaries are pretty disposable -
rubbish in a fight but great at getting in
the way and generally being a nuisance.
You'll like as not want to move your other
warships before moving your Cogs, but
when you do, it's easy to stick them right
in front of the enemy’s biggest warship so
it can only move a fraction before trying to

That crash course in piracy should get you

plan, know your warships, deploy like you i g
n it, go in mob-handed, and fight like a R e E ik
. Just remember, nothing goes to plan i e e

e Galleon’s Graveyard...
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His fleet scattered and
his enemies dangerously
close to the source
of his power, Count
Noctilus sought a more
pernicious method with
which to deal with the
trespassers. Taking the
most blasphemous of
tomes from his library,
Noctilus began to harness
his reserves of warpstone,
the forbidden substance
that scholars say is Dark
Magic given solid form.
With enough of this
malefic crystal, Noctilus
could work a great ritual
that would slay all living
things within his realm
and raise them up again
as unthinking zombies.
Sending a psychic
signal to Skretch Half-
dead, Noctilus demanded
that the last of the
warpstone he needed
be reclaimed from the
wrecked Skaven vessels
that were once part of
Sketch’s own clanfleet...
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=xWarpsione .

Dreadfleet battle reports, we've

2 decided to up the stakes and give
both players their full fleets to unleash upon
each other. Taking charge of the Dreadfleet
once more, Phil is out to gather some
abandoned warpstone from the flotsam,
whilst Jervis looks to deny him at all costs.

Starting with Phil, both players took
it in turns to place the treasure tokens at
least 6" apart from each other or an island,
and further than 12" from the seascape
edge. Phil then deployed all of his warships
within 12" of the seascape’s north-west
corner before Jervis positioned his fleet
within 12" of the south-west corner.

The game would last for five turns,
the winner being the player with the most
treasure tokens in his possession at the
end of the game. If both players ended
the game with an equal number of tokens
then the game would be declared a draw.
This scenario also features a number of
additional special rules:

/" n the second of this month’s

Raging Currents: The warpstone is being
swept away by a strong eastward current. At
the end of each turn, the treasure tokens are
all swept towards the eastern edge of the
seascape. If they touch it they are removed,

WARPSTONE HUNT

giving both players a real incentive to grab
the objectives as quickly as possible.

Contrary Winds: For the entirety of the first
turn, the wind gauge remains steadfastly in
the same place.

Low Waves: The strong current means little
in the way of waves. Normally a Cog that

is launched when its parent warship is
moving has a 50% chance of capsizing, but
in this scenario it is much less likely.

Electrical Storm: Arcs of electricity crackle
through the skies above the battle. Each
turn, the player who wins the initiative
can pick an enemy warship — on a 4+ the
warship is struck by a bolt of lightning!

Recovering Warpstone: This scenario is
all about the treasure tokens — the way
Jervis or Phil will win is by recovering
more warpstone than their rival. The only
way to recover the treasure tokens is with
auxiliaries, however, which will have to
be quick and cunning to avoid being sunk
by the larger vessels. Although the Grand
Alliance has the advantage, with better
auxiliaries, Skabrus gives nearby Cogs a
bonus to find warpstone.
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In the second of this month’s battle reports, Jervis and Phil prepare to do battle in

the Galleon’s Graveyard once more, playing Dreadfleet’s tenth scenario and pitting

o

the full might of both fleets against one another. Simon Grant recounts the tale.

Captain Johnson has had many careers in life.
He began as an undertaker before spending a
number of years as a games developer. Now
he wanders the halls of the Studio, seeking
out his rival, Count Kelly, to do battle.

Jervis: Dreadfleet is different to many of our games in that
you don't pick an army; instead the forces under your
command are determined by the scenario you are going
to play. This makes coming up with a good plan very
important, as your skills at army selection can’t come into
play. In this scenario | had the whole of the Grand Alliance
fleet under my command. With such a large force it’s vital
to come up with a clear plan before you deploy, as this
makes it much easier to set up your ships where they will
be most effective. | decided to concentrate on capturing
the three objectives that were on my half of the table —
everything else was secondary.
| knew that the Seadrake and Grimnir’s Thunder would

be my best bet at snatching objectives before Phil’s ships
could get to them, thanks to the flying auxiliaries that they
carried. Because of this | set them up first, as close as |
dared to the objectives | wanted them to capture. | decided
to send the Seadrake off to capture the first objective as
| was pretty sure it could reach it within a turn, while
Grimnir’s Thunder headed off to capture the other two. The
rest of my fleet was tasked with escorting and protecting

, these ships. | was determined to focus on the objectives,
and not to get drawn into simply trying to sink Phil’s fleet!
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The dread Count Kelly has terrorised the
denizens of Games Workshop for years,
emerging from the shadowy corners of the
Studio, he cackles maniacally at passers-by
before vanishing once more.

Phil: So how best to shiver Captain Johnson’s timbers? Well,
the Grand Alliance has one big advantage in this scenario
— mobility. With that in mind | will be prioritising the super-
fast Seadrake’s demise, but also taking out any auxiliaries
that are left in the open, as they are key to winning. | just
have to remember not to get distracted by blowing stuff up
— sinking warships is not a victory condition of the scenario.
Auxiliaries are the only models that can pick up the
warpstone treasure tokens, and Jerv’s Dirigibles and
Dragons can fly pretty much where they please. The
Dreadfleet has only four auxiliaries, so I'll need my wits
about me if I'm to win. My tactic to counter the Grand
Alliance’s inevitable grab-and-snatch techniques is to send
my fastest warships east as fast as possible, submerging
the Black Kraken and re-emerging close enough to snag a
far-flung treasure token whilst the Skabrus blasts apart any
auxiliaries or rapier-fast warships that try to do the same.
Meanwhile, in the central area of the table, the Bloody
Reaver and the Curse of Zandri will take the fight right into
the enemy, picking mercilessly on any vessel that looks like
it could snag a trophy. The Shadewraith is my back-up plan;
if any enemy auxiliaries get to safety with the warpstone, Ill
send the ghost ship a-hunting...
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FLYING SOLO

Jervis’ decision to launch
the Seadrake’s Dragon
auxiliary proved wise, as
it could now lay claim
to the treasure nearby.
Unlike with Cogs, the
demise of its parent ship
meant the Dragon could
no longer dock with any
other Grand Alliance
warships, but as a highly
manoeuvrable flying
auxiliary, the Dragon
would nonetheless prove
very difficult to hunt
down and engage.
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(" hil won initiative and went first.
] Drawing the Spear of the Sea God
C as his Fate card, Phil was lucky to
escape Manann's wrath as the Dreadfleet
was just out of range. Jervis was unable to
benefit from his Fate card other than to take
advantage of a Brief Respite to repair the
Seadrake of the Speed damage caused by
the roiling electrical storm.

Phil churned forwards with the Black
Kraken, but failed his ‘Full Speed Ahead’
order. Jervis activated the Seadrake,
deploying a Dragon auxiliary and surging
between the two nearest treasures to shield
them from the Dreadfleet. Despite the
ethereal target, the bolt throwers of the
sleek High EIf warship inflicted one Crew
damage to the Shadewraith. The spectral

WARPSTONE HUNT

take flight and escape.

warship returned fire, blasting a gaping
hole in the elegant hull of the Seadrake.

The Heldenhammer swung round to
shield the Seadrake and unleashed a raking
fusillade at the Curse of Zandri. Despite his
warship’s fearsome Broadside value, Jervis
rolled poorly and Phil made it worse by
passing all of his armour saves! The Skabrus
drifted eastwards, lining up a raking shot at
the Seadrake. The High Elf warship suffered
further Hull damage and snapped rigging.

The vast engines of Grimnir’s Thunder
made a mockery of the headwind, surging
forwards an additional 11" with a ‘Full
Speed Ahead’ order, before a speculative
long-range blast from its flame cannon
slew the mascot of the Shadewraith and
set it aflame. In response, Phil unleashed
his mighty flagship, but it was in irons and
unable to make a ‘Full Speed Ahead’ order.
This left the Bloody Reaver with only a
partial view of the Seadrake, but Phil opted
to save his first broadside.

The Flaming Scimitar was also in irons,
but the Golden Magus summoned forth a
Tempest Djinn for an extra 3" move. Phil
unleashed a partial shot with the Curse of
Zandri in a last-ditch attempt to sink the
Seadrake. The warship took a third point
of Hull damage and was sunk! A dejected
Jervis finished the Action phase by moving
the Swordfysh to act as reserve for his right
flank. The End phase saw the treasure swept
7" towards the eastern edge of the seascape.

Turn Onc
The L'_..rdn(f'
Alliance

‘Dreadfleet

The Seadrake is blasted apart, but not
before one of its Dragons manages to



™ ||ghtnmg blast smashed the
crow's nest from the Shadewraith
as Jervis claimed the Initiative,

but the ghost ship was unaffected by the fire
still raging on its hull. Jervis was granted a
Powder Ship by his Fate card, and assigned
it to the Heldenhammer. Phil’s Fate card
saw the crew of Grimnir’s Thunder beset by
hallucinations, but the Dwarfs resisted well.

The Heldenhammer moved first, passing
a ‘Fire as She Bears’ order and turning to
fire at the Shadewraith. Protected somewhat
by its ethereal nature, the ghost ship began
to list badly (and would be unable to open
fire this turn), but was otherwise unaffected.
Phil’s first move saw the Black Kraken
submerge — it would re-emerge in the End
phase anywhere within 2D6+10" of its
original location. Jervis moved his Dragon
to hide behind the volcanic island.

Turning ‘Hard-a-Starboard” with the
Bloody Reaver, Phil launched a fusillade
at the Heldenhammer. Jervis utilised his
‘Fire as She Bears’ order to pre-empt the
attack, causing one Speed damage, and the
Heldenhammer emerged unscathed.

The Swordfysh was in irons once again,
so held back. Jervis successfully deployed
the Flaming Scimitar’s Cog and turned
‘Hard-a-Port’. A Fire Efreet bolstered his
warship’s Broadside value and hammered
the Shadewraith, which suffered one point
of Hull damage. The Skabrus closed on the
Golden Magus’ warship and blasted its sails
with warp lightning. Unperturbed by the
arrival of the Skaven warship, Jervis kept the
objective in mind and swept up his second
treasure with the Flaming Scimitar's Cog.

Phil fired a raking broadside at the
Heldenhammer with the Curse of Zandri.

The auxifiaries from the Flaming [EEISEC RN

Scimitar and Grimnir's Thunder
secure two warpstone treasures.
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Jervis only made a single save, and the
Light of Ptra set the mighty warship
ablaze. Grimnir’s Thunder then launched
a Dirigible before the Dwarf warship cut
across the path of the Skabrus with a Full
Speed Ahead order. The gun batteries
inflicted a point of Hull damage, before the
gigantic flame cannon incinerated a mass
of the crew and set the hulk ablaze.

The treasures were swept 11" by the
tide before the Black Kraken gave chase,
emerging just behind one of the objectives.

RQKDFI}

The Grand
Alliance

Turn Two .
{er("fu.rr |

STASH AND CARRY
With two more
auxiliaries successfully
deployed this turn in the
form of a Cog and Dwarf
Dirigible, Jervis wasted
no time in snatching

the warpstone treasures
nearby before they could
drift out of reach.
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"“THAR SHE BLOWS!"
Jervis kept the initiative
this turn and looked

to further weaken the
vulnerable Skabrus with
a lightning bolt from the
tumultuous storm. His
successful 4+ roll was
rewarded, and a Triple
Speed damage card
applied to the Undead
Skaven warship.

As if this wasn't
enough already, the effect
of the fire still raging
aboard the Skabrus
resulted in damage to
a highly vulnerable
location... the magazine.
Forced to immediately
draw an additional D3+1
damage cards, Phil
was unsurprised when,
amongst other damage,
the warship’s remaining
crew were engulfed
in a fatal explosion,
effectively wrecking it.

(""-V he Heldenhammer lost a point
/ of Speed to the hungry flames
C onboard, but the Shadewraith
was unaffected. This turn’s Fate cards saw
the seas becalmed, reducing the Speed of
any sail-class warships to half their normal
value, and the forming of a Ghastly Fog that
would limit any broadsides to short range.

Eager to claim the treasure onboard,
Phil smashed into Grimnir’s Thunder with
the Bloody Reaver. A stalwart Red Brokk
held Count Noctilus to a draw in personal
combat, both retreating with Flesh Wounds
that would hamper their Command rolls.
The Dwarf crew took a battering in the
boarding action and their warship suffered
a chain explosion that would cause Jervis a
lot of problems unless he could halt it.

Phil passed a Ghostly Flight order with
the Shadewraith to swoop over towards the
Dragon as it hovered amid the thermals
of the volcanic island. Unable to target
the Dragon directly for the moment, Phil
fired a raking broadside into the rear of the
Heldenhammer, damaging its rudder and
hampering Jervis’ ability to manoeuvre.

Seeing the threat to the easternmost
treasure posed by the Black Kraken, Jervis
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gave chase with the Flaming Scimitar using
a Tempest Djinn and a Full Speed Ahead
order, but his broadside completely missed.
Jervis successfully escaped jeopardy
with Grimnir’s Thunder despite the -2
Command penalty for his captain’s Flesh
Wound and being entangled with an enemy
warship. His luck ended there, however, as
he failed his Repair order, and completely
missed the Bloody Reaver with a broadside.
Phil deployed the Black Kraken's Cog
and unleashed a raking broadside at the
Flaming Scimitar, but only managed to
damage the enemy warship’s rigging.
Knowing that his Dragon couldn’t
escape the Shadewraith forever, Jervis
took a more direct approach to solving
the problem. His flying auxiliary swooped
behind the Phil’s warship and blasted it
with dragonfire, causing one point of Speed
damage. The Black Kraken’s Cog snapped
up the treasure floating nearby, and Phil
was relieved to find his first catch of the day
was indeed warpstone and not simply junk.
The End phase saw the last treasure
token drift off the seascape. With the four
remaining treasures all aboard warships, it
was time for the real fighting to begin.

pregTen

BLOWN AWAY!

S

The Heldenhammer’s damaged rudder caused
it to run aground, though not before deploying
its Powder Ship. The Curse of Zandri lost a Hull
point and its Head Gunner to the flagship’s
broadside. Moments later, the Heldenhammer’s
Powder Ship detonated as it reached the
Shadewraith, its spectral form scattered to the
winds by the explosive blast wave.

Warship
movement

Auxiliary
movement
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DISARMING THE SWORDFYSH with the Light of Ptra and further reducing its Speed by |
King Amanhotep passed his special My Will Be Done two. Aranessa Saltspite held King Amanhotep to a draw, |
order, increasing the Curse of Zandri's Speed, Crew and both receiving Flesh Wounds, before ranks of magically |
Broadside value by three for this turn, and hurtled into augmented Ushabti and four great Necrolith Colossi

the Swordfysh. The Khemrian warship launched a brutal slaughtered the pirate crew of the Swordfysh to a man
broadside at the Heldenhammer, starting another fire and scuttled the warship.
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X MARKS THE SPOT

A A fire onboard
spreads to the
warship’s magazine,
and the crew of
the Skabrus are
immolated by the
ensuing detonation.

The Dwarf Dirigible
secures its warpstone
treasure by returning
to dock with
Grimnir’s Thunder.

Confident that his
warships could hold
out for a little while
longer, Jervis returns
his treasure-laden
Cog auxiliary to the
Flaming Scimitar.

The Curse of Zandri
rams the Swordfysh
and annihilates its
crew in a brutal
boarding action.

The powder ship
deployed by the
Heldenhammer is
sent drifting into the
Shadewraith and
blows it to pieces.
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IMPLACABLE VS.
INDOMITABLE
The Curse of Zandri
powered forwards an
extra 12" with a ‘Full
Speed Ahead’ order and
crashed into Grimnir’s
Thunder. Phil only
managed to hit the
Heldenhammer once
with his broadside, but
it was with the blazing
energy from the Light
of Ptra. Jervis failed his
armour save and the
battered warship buckled
from a Double Hull
damage card before yet
another fire took hold.
Red Brokk received
a Serious Wound
swashbuckling King
Amanhotep, but his elite
corps of Ironbreaker
crew crushed the
attacking statuary in the
boarding action. The
Dwarf warriors hurled
their enemies back and
slew enough of the
skeletal oarsman on the
Curse of Zandri to in
Triple Speed damage.

spared the wrath
and the unearthly fog
pe cleared up at

tra :r_pa[r. The
s damage were

-, setting its hull
e. Ignoring
oship, Phil

and killing ti‘ze Fi
the damage to his Count’s f
sent the Bloody R urging forwards to

board the Flami imitar. Thlngﬂ be an
well for |

armour g :

then held the deadly Vv 'ampire to a d raw
wmth tht:' Lmlrien |\1a0u» hurlino him hacP

himsell’
Phil’s boarding a.:.tion, howe\rer
more effective, and the Flaming Scimitar
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was almost overrun, suffering one Hull and
two points of Spee ge.
The Heldenhammer put out the fire on
ully ped jeopa
rom the roc

to protect its tre B
agus commanded his
Sea-nymphs to fre

holes in his w:
Hull dam alling a Fire as She

rdy in a

In ac unmn&, manoeuvre, Jervis
i to bloc
en Tmm attacking the embattled
- directly. With a ct
n managed to hole the
1ster below the waterline
s single broadside attack — Phil’s
hip would now continue to take Hull
age until it was repaired. Riding the
his good fortune, Jervis made good
pe with his two treasure- laden
xiliaries, moving both Cog and Dragon
north-west as fast as possible.
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Turn Four y { MARKS THE SPOT
3 - 1 D ee Flames continue
A to rip through the
Heldenhammer,
starting a fire on

deck and reducing its
Crew by one point.

Leaving Grimnir’s
Thunder to the
triumphant King
Amanhotep, the
Bloody Reaver and
Biack Kraken team
up on the embattled
Flaming Scimitar,
determined to claim
the warpstone safely
ensconced within its
cargo hold.

In an incredibly
risky move, the
Flaming Scimitar’s
plucky Cog makes a
daring escape away
from the encircling
Dreadfleet with the
warpstone treasure,
lest its parent ship
be overrun and its
valuable cargo lost to
the enemy.

gl L i8]

KRAKEN ATTACK!
Forced to make a detour
around the Dirigible, the
Black Kraken only just
managed to reach the
Flaming Scimitar after
some deft manoeuvring,
but was unable to fully
bring its deadly tentacles
to bear, and therefore
was denied a potential
D3+1 Crew bonus to his
boarding action.

To make matters
worse, as it declared
a broadside on Jervis’
warship, a fusillade from
a ‘Fire as She Bears’
order caused a point
of Crew damage to the
Black Kraken just in time
for the boarding action!
Phil’s return fire only saw
its target Set Adrift.

The Golden Magus
lost the duel, receiving a
Serious Wound from the
Chaos Dwarf, but after
more dreadful rolling
from Phil, Jervis won the
boarding action and the
Black Kraken took a point
of Hull damage.
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ABANDON SHIP!
Winning the Initiative at
last, Phil blasted Jervis’
flagship with lightning,
causing it to suffer
another point of Hull
damage. Beset on all
sides by fire and flame,
the Heldenhammer broke
apart beneath the impact
of the titanic energy bolt
and slowly began to sink
beneath the waves.

FATE AND FORTUNE
Phil drew his Fate

card, revealing that an
Undead Leech Wyrm had
emerged from below,
though circumstances
dictated that Jervis
would have the choice
of placing it. So it was
that the great serpentine
beast burst from the
water directly in front
of the Bloody Reaver,
preventing it from
turning to hunt down the
fleeing Grand Alliance
auxiliaries. Jervis’ Fate
card, Lector Lazlo's Fire,
targeted all sail-class
warships with unnatural
energy, inflicting a point
of Speed damage to the
Bloody Reaver and the
Flaming Scimitar.
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The Heldenhammer finally
succumbs to the hungry flames
raging across its surface.

( = etermined to deny Jervis one
? of his treasures, Phil escaped
jeopardy with the Black Kraken,

but his long-range broadside at the Flaming
Scimitar's fleeing Cog let him down. Taking
advantage of his reprieve, Jervis' Cog
retreated north-west, though it had yet to
make it beyond the range of Phil’s guns.
Unable to steer clear of the Leech
Wyrm, the Bloody Reaver ploughed straight
into the giant sea beast, firing a broadside
at the Flaming Scimitar as she went. It was
no surprise when Jervis passed another
6+ armour save, though he couldn’t have

it
. b
Warship
movement

Auxiliary
movement

WARPSTONE HUNT
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predicted the outcome of the ensuing
clash with the Leech Wyrm. Phil lost the
boarding action badly, suffering two points
of Crew damage to the sea beast’s fury.
Grimnir’s Thunder continued its
struggle to defend its treasure from the
Curse of Zandri. Red Brokk suffered a
Horrific Wound duelling the mighty King
Amanhotep, though he inflicted a Serious
Wound in return. The valiant Dwarf crew
were pushed back in the boarding action,
though the damage was limited to a point
of Speed and a shattered crow’s nest.
Deciding that the treasure aboard Grimnir’s
Thunder was too well defended, Phil
escaped jeopardy with the Curse of Zandri
in order to launch one more fusillade at
Jervis’ warpstone-laden Cog, but missed.
Despite the Golden Magus unleashing
a Fire Efreet to augment his broadside, the
Flaming Scimitar failed to hit the Bloody
Reaver, though the Leech Wyrm continued
to pummel Phil’s warship, causing a
chain explosion. Hoping to finish it, Jervis
unleashed a single, raking shot with his
Dirigible. The attack punched though the
warship’s armour and ignited its magazine,
resulting in one point of Hull and four
Speed damage as well as a smashed keel.
With three treasures to Phil’s one, Jervis
won the game for the Grand Alliance.

& Turn Five X
The Grand 3 1 Dreadfleet
Alliance -




Jervis: Well, in the end my plan on focusing
on the objectives worked, but | have to say
it was something of a Phyrric victory — I lost
so many ships that, while | won the battle,
my losses would have meant | may well
have lost the war!

It was touch and go though, especially
when | lost the Seadrake so early on,
Thank goodness | had managed to launch
one of its Dragons before the ship went
down — without it | would have been hard
pressed to stop Phil from getting the closest
objective, and would really have been on
the back foot. Luckily for me I've had a few
games where | forgot to launch auxiliaries
until it was too late, so | was determined to
avoid making the same mistake this time.

| was helped to victory by some lucky
draws from the Damage deck, which sank
two of Phil’s ships (the Shadewraith and
the Skabrus) just as they were about to
throw a gigantic spanner in the works of my
plan. If either of these ships had survived
for one more turn | could well have lost. |
was aware of this at the time, which is why
| poured as much fire into them as | could,
but nonetheless | was lucky to sink them as
quickly as | did. If there is a lesson here, it's
that in order to win Dreadfleet you need
to have a good plan, know who your most
dangerous enemies are and get lucky!

Phil: Thwarted by a flying lizard and a
bearded balloon! The ignominy of it all.
OK, Jerv played like a pro, which might
have had something to do with it. Every
time | play Dreadfleet | mull over ways |
could have played better; ways to ‘crack’
the mission, if you will. One thing | can’t
recommend enough is concentrating on the
objectives. Sadly two of the three Cogs |
launched rolled a 1 for their capsize check,
which left me behind in auxiliaries. | still
think I could have overcome that had |
been disciplined enough to hunt treasure
not warships, but | got distracted by the
fightin’. It's easily done, with explosions,
monsters and ghosts at every turn.

Still it was extremely fun with plenty of
highlights. The best part of the game for me
was when the vengeful King Amanhotep
bravely/foolishly took on two warships at
ance, setting fire to the Heldenhammer,
smashing the Swordfysh in half with a
boarding action and somehow managing
to survive the retaliatory fire. Still, he was
a ways off from the action, and with the
exception of the Seadrake the rest of Jerv's
fleet were able to dictate the course of the
game. You got me fair and square this time,
Captain Johnson, but the thing about us

Undead is that we'll be back to getcha...
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HERO OF THE HOUR - THE FLAMING SCIMITAR
As much as | was impressed at the tenacity of Grimnir’s Thunder,
the Flaming Scimitar performed admirably throughout the game, and
even held up the Bloody Reaver and Black Kraken for the last few
turns without falling victim to their combined wrath.

LS A ] el [ e i - L

VILLAIN OF THE PIECE - THE BLACK KRAKEN

Though it's awfully tempting to nominate the Curse of Zandri after
the unholy drubbing it gave the Swordfysh, my warship of the match
was the Black Kraken. That second-turn submerge move and double
six roll for its re-emergence meant that ol’ tentacle head could turn
up right by a far-flung objective and snaffle it whilst the good guys
were still scrambling to react. | made a mistake sending the Kraken

in against the Flaming Scimitar at a wonky angle, though - if I'd
managed to bring its tentacle attack into play, | reckon I could have
robbed Jerv of at least one more treasure token in dramatic style!
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Whether on the sea or across the lands, there is one constant in the Warhammer

world = war! From mountain chains to the endless deserts, nations battle each other
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for sug&macy in a conflict where victory is ﬂ&@t_gﬂg_ aﬁnd w?r is eternal.
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he Warhammer world has known

no e for ten millennia, but

this era, two and a half thousand
years after the founding of the Empire,
is the most tempestuous L is a dark
age, a bloody age, an age of war.

The nations of the Old World are
mustering their armies, across the seas
and in mountain holds the remnants
of ancient civilisations gird for battle.
The armies of destruction run rampant,

: z,hter:m, l1[I in their wake. The
ending, their
dread realm expanrhm, inextricably
south every year, w hile undprgrnunri
the burgeonm Skaven rise from their

subterranean lairs to swarm the Iand»

And even in death, there is no -

Vampires stalk the realm, raising

dead and forcing them to fight anew.
Yet, even worse is still to come. The

world stands upon the brink of Chaos,

its fate in your bloody hands...
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The Island of Blood is bursting at the seams with finely detailed Citadel miniatures.
It contains two complete armies made up of plastic High Elf and Skaven models and
everything else you need to play games of Warhammer.
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Box Contents:

| o Skaven
1 Warlord
1 Warlock Engineer
20 Clanrats with hand weapons and
shields
20 Clanrats with spears and shields
1 Warpfire Thrower Weapon Team
1 Poisoned Wind Mortar Weapaon Team
2 Rat Ogres
1 Master Moulder

*
;.T!mmm@ B
3

» High Elves

1 Prince on Griffon

1 Mage

10 Sword Masters of Hoeth
10 Lothern Sea Guard

5 Ellyrian Reavers

¢ Full-colour rulebook

¢ Full-colour Starter booklet
* 2 range rulers

* Dice

 Templates
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" TSLAND o: BLOOD

Now available in Dutch

Warhammer

The Warhammer
rulebook is a massive
532-page full-colour
hardback tome. The
book is divided into five
comprehensive sections,
including the complete
rules, background and
battles section and a
showcase of miniatures.

Army Books

Army books contain

all the information you
need to play with your
collection of miniatures.
Each book gives you a
background on the race,
as well as a bestiary
detailing every troop type
and the army list needed
to field an army.

Storm of Magic
Storm of Magic is the
latest Expansion for
Warhammer, bringing
titanic monsters and
cataclysmic magic to the
battlefield. This hardback
book contains all the
rules needed to play
Storm of Magic.

To see the complete range of
Warhammer miniatures, go to:

games-workshop.com
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This month Jervis
urges us all to
gather round,

grab our tools and
paintbrushes and
embark on a group
project with like-
minded hobbyists
— the big-hearted
liberal that he is!

s I've said many times before,
A ours is a social hobby, and

perhaps because of this most of
the hobbyists | meet are part of a gaming
group. These groups range in size from a
handful of friends that meet at each other’s
houses, to larger groups that meet up at
their local Hobby Centre or games club,
right up to large networks with thousands
of people such as the UK’s School League
and Gaming Club Network (the GCNJ), or
the international NAF organisation that
supports Blood Bowl events. However
varied in size, these groups are united
in that they are made up of people who
share the same interests, enjoy each other’s
company, and want to meet up on a regular
basis to participate in their favourite hobby.

But gaming groups have another
important strength, and that is the breadth
of skills and experience each group
contains. Let's face it, there are few of us
who excel in all areas of the hobby. One
of the things I've come to appreciate is
that people who are really good at things
often have fantastic, simple advice that
less skilled people (like me!) can easily
use and take advantage of. So, if you know
someone like this, don't be afraid to ask
them how they achieve the things they
do, as they are bound to be able to give
you some really helpful hints and tips. My
strengths are in writing rules and coming
up with scenarios, rather than in painting
and modelling. Because of this | really
value being able to speak to people like
Dave Andrews or Michael and Alan Perry,
so | can get their help and advice on my
painting and modelling projects.

All of which leads to the point of this
month'’s Standard Bearer. You see, precisely
because gaming groups include such a
breadth of different talents, they can take

on ‘group projects’ that one person on their
own could not hope to be able to pull off.
More importantly, group projects like this
are fantastic fun, and extremely satisfying to
be a part of. | was reminded of this recently
when talking to somebody about why [ like
working at the Studio. You see, for me, the
most satisfying aspect of my work is when
I'm part of a team working on a project;

I'll be inspired by the artists and miniatures
designers, and they will likewise draw
inspiration from the things I'm writing, and
so on, and before you know it, the group is
firing on all cylinders and making amazing
stuff — that’s exactly how, the latest Studio
project, Dreadfleet came about. There’s
really nothing quite like a project coming
together like this, because it allows you to
achieve far more than you would be able
to do on your own. The good news is that
what we do at the Studio is no different

to the kind of projects any gaming group
can undertake, and with just a little bit of
preparation and effort, you can have as
much fun and satisfaction as we do.

So, how best to go about a group
project? Well, like most things it's best to
start small and build from there. A very
good place to start is on a simple group
painting or modelling session. For example,
you might decide that every member of the
group is going to finally get round to having
a fully painted army, and that to make this
happen you will gather once every week
or two for group painting sessions. Or you
might have a terrain-making session. Group
projects like this act as a spur that will
help everyone get things done, as well as
allowing all of the participants to pick up
useful hints and tips.

The next step up is to organise a big
multi-player battle, where every member of
the group contributes miniatures or terrain.

The School League is a great
opportunity for school clubs
to get involved in a series of
hobby events and activities in
their local Games Workshop
Hobby Centre, culminating in
the School League Tournament.
School clubs compete
in Regional Heats and Finals
across the country, and
the top three teams from
each are then invited to the
International Final held each
year at Warhammer World.
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At its simplest, a big battle like this simply
involves getting everyone together at the
same time and place. It's more fun, though,
if you combine the big battle with some
painting and modelling sessions where new
units and terrain are prepared for the big
battle. The battle then acts as a deadline
and a reward for all the work put in.

The acme of the big battle game is what
I call a ‘refight’. This is really just a big
battle with a strong theme, based on part
of the background for one of our games,
or perhaps being something described in a
Black Library novel. So, for example, you
might decide to refight the Battle of Hell
Fen, the Battle for Helm's Deep or part
of the Horus Heresy. Alternatively your
group might come up with its own ‘famous
battle’, writing the background story for the
game yourselves. The advantage of this is
you can make sure the game fits the models
the players have in their collections.

Another form of group project is a
campaign. Most of our rulebooks explain
how to run campaigns, and the Mighty
Empires and Planetary Empires Expansions
will get you playing in no time. However,
while there is nothing wrong with running a
campaign that simply serves to link players
games together, a group can take it to the
next level by using it as inspiration for other
projects. For example, you might decide to
have a large multi-player battle as part of
the campaign, with the scenario and terrain
used being drawn from your campaign
background. Or you might include areas
that use terrain made as a group project.

Finally, but most challenging of all,
your group might decide to make a display
game. These are games that are taken

along to shows like our own Games Day.
Taking on the challenge of putting on a
display game should not be taken lightly,
as they inevitably call for a huge amount
of work by the group, but when they work
well, they can be immensely satisfying. In

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio

my experience they work best when they Games Workshop
evolve from something that the group has Willow Road
already done. So, for example, you might Nottingham

NG7 2WS

come up with a great refight, and decide
that it would be just the thing to take along
to a local games show. Large groups can
take this idea one step further, and instead
of taking a game along to show, can put
on a whole show themselves. Some of the
largest gaming events in the world started
out as group ‘open days’ like this.

United Kingdom

14 Coming together is a beginning.
Keeping together is progress.
Working together is success. 99

— Henry Ford

Hopefully you'll be inspired to
undertake a group project, and you'll find it
every bit as satisfying and inspiring as'| do.
It's best to start small and work from there,
rather than getting carried away and taking
on too much. There’s nothing quite like
a group project to get the creative juices
flowing! The possibilities are endless, and
can serve as fantastic inspiration for your
gaming group.

Feel free to write to me about this
month’s Standard Bearer — I'd love to hear
about your own gaming group projects.

(b ol
The Slaughter at Volganof was a
display game that was only possible
with the combined efforts of the
Studia’s hobbyists.
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Citadel Vice

Cleanup Kit

Citadel Tools

. uauD
GREEN STUFF

Modelling Files Sculpting Tool

Plastic Cutters

WORKING WITH
CITADEL FINECAST

The unique resin

that Citadel Finecast
miniatures are made
from is a great material
to work with. It's
flexible, light and
resilient, making it easy
to assemble and great
for conversions. Due to
the porous nature of the
resin, parts will bond in
seconds with just a small
dab of super glue.

WHITE DWARF HOBBY [

Hobby Knife

additions this month. Now, together

with the existing tools, you’ll be able
to tackle any project; whether it's made
from resin, metal or plastic, you'll have the
right tool for the right job.

In this article, we'll be looking at

the tools in more detail and taking them
through a ‘test run’ on a project, starting
from taking it out of the box for the first
time, all the way to the final assembly.
We'll be using a Citadel Finecast model —
Azhag the Slaughterer to be precise — so
the majority of the work will be on resin.
However, we'll be providing interludes
where we offer advice on how to use the
tools on metal and plastic as well.

T he Citadel Tool range sees a few new

ITADEL TOOLS

Razor Saw Emery Boards Hobby Drill

Once again we look to the capable
Chris Peach, whose ‘stunt hands’ you can
see in the pictures and who will be sharing
his words of wisdom and wit; although
we're hoping for less wit and more wisdom,
but you never can tell with Chris! He'll
guide us through making Azhag and offer
some tips that can be applied on many
other projects as well.

All Citadel Tools can be bought
separately but it's worth noting t
updated version of the Citadel
be with us very soon. The toolkis
you with every Citadel Tool (ap
Liquid Green Stuff), all placed in 2
Figure Case and presented in severa
custom cut foam layers.




o SSEMBLING THE WYVERN LEGS AND BO

After taking a good look at
the frames, Chris planned
how he would build his
mighty Orc Warlord. He
decided the best thing to
do would be to assemble
from the ‘ground upwards’
clipping out and cleaning
up the parts as and when
he needed them.

Chris carefully removed the parts
from the frame, using the flat end of
the cutler against the component.

Using the brush of the Citadel
Super Glue container, he applied a
small dab on the joint of the leg.

After he had finished smoathing the

legs, he then glued the belly plate
into position.

Using the Mouldline Scraping Tool,
Chris removed the fine mould lines
on the clipped out parts.

body, holding the parts for about
10 seconds, until the bond formed,

Chris joined the leg to the Wyvern's

He then used the Flash Brush to
remove excess flash and dust off
loose bits from the scraping.

Using the ‘extra fine’ emery board,
Chris sanded over the glued area to
disguise the join.

He placed the sub-assembly on

the base, ensuring a good centre of

gravity by placing it in the middle.

Liquid Green Stuff was applied
around the join, to cover a slim gap
where the parts met.

Hobby Vice

Used for: Securely
holding your models
while you saw, cut or
work on them. The
cushioned grip ensures
no loss of detail while
squeezed in the vice.

Hobby Knife

Used for: Cutting
models and removing
imperfections.

Sculpting Tool
Used for: Shaping
and manipulating
Green Stuff and other
modelling putties.

Razor saw

Used For: Cutting
though large parts such
as terrain pieces and
monster or vehicle kits.

www.games-workshop.com



@) ASSEMBLING THE WYVERN HEAD AND TAIL

With the lower portion of the Wyvern stuck on its base, the next stage was to complete the
mount in anticipation of its rider. But before Chris could get to the wings he tackled the
neck, head and tail of the monster.

Once the head piece was removed from the frame, Chris
used the Plastic Cutters to remove any large bits of flash
or superfluous bits still hanging on the head. Although
they're Plastic Cutters, they work equally well on resin!

Chris continued to clean up the parts, this time using

the concave edge of the Mouldline Scraping Tool. The
curved surface works especially well on organic parts
such as Wyvern tails.

The medium grade emery board was then rubbed

in and around the crevices, on the flesh areas, and
between the scales of both the head and tail to smooth
over any rough surfaces.

When Chris had cleaned up the parts and was happy
with the finish, he attached them to the lower body. No
pinning was needed as the parts are light and the super
glue bond is extremely strong.

Mouldline Scraping Tool

This tool works by simply dragging it
over the surface of the model. As it
scrapes along the surface it removes
and smooths away the offending
mould line. The tip has been designed
with a straight and curved edge and

a narrow point to get in all the nooks
and crannies.

Adhesives

There are three different
types of glue in the
Citadel Range.

SUPER GLUE
THIN

Citadel Super Glue is a great
universal adhesive that forms
a particularly strong bond on
Citadel Finecast models.

Plastic Glue is a polystyrene
cement that ‘welds’ plastic
together. Not for use on resin.

| ALLS A ge { 12imll
5
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PVA Glue is ideal for all
manner of scenery making
and miniature basing projects.

ENTIALS: CITADEL TOOLS
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TTACHING THE WINGS

With the body of the Wyvern complete, Chris wanted to attach the wings. In its metal form,
you'd have to insert support struts into the wing joints to hold the heavy metal parts in place;

not so with the Citadel Finecast version.

Chris went over the wings with the Mouldline Scraping
Tool, making good use of the curved sides to take off
unwanted lines and other tiny flecks of resin that are an
inevitable result of the production process.

Even though large parts, like wings, no longer need to be
pinned, it is always best to hold them into position for a
few seconds (round about ten), to ensure a strong bond
as the super glue cures.

Super glue was applied directly onto the wing joint.
With large parts, the temptation is to use lots of glue
but that’s not needed. In fact, using too much glue will
aclually create a barrier between the two parts.

The second wing was then glued into place in much the
same manner. With tricky joins, you should do a dry fit
first, as there is little room for error once the glue has
been applied.

Flash Brush

The ergonomic handle and stiff bristles of
the Flash Brush are perfect for removing
thin sheets of flash off of Citadel Finecast
models. But it's also good for brushing
detritus off all types of model, especially
after you've used other tools, such as files,
emery boards and the mouldline scraper.

Liquid
Gﬁeen Stuff
Liquid Green Stuff is a
wet viscous filler that
can be applied using

a paintbrush into any
part of the model.

Once dry, the area can
then be sanded and
painted over as normal.
Wash your paintbrush
afterwards as you would
normally do, to keep it
in tip-top condition.

Using the drybrush, due to its
stronger bristles, the filler can
be used straight from the pot.

The Liquid Green Stuff is

applied directly onto the
metal barrel, sealing the join.

.
Adding a bit of water to the

filler will thin it down for a
maore fluid, smoother coating.

Watered-down Liquid Green
Stuff is used here to cover
over a hairline gap.
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@) ASSEMBLING THE RIDER AND

With the monster sub-assembly put to the side for now, it was then time to focus on the
rider, cleaning him up and getting the Orc Warlord stuck down on his saddle. Once built,
you can paint the two sub-assemblies separately before joining them together if you wish.

The few mould lines along Azhag’s body were easily The brush in the lid of the super glue pot is an excellent

removed with the Mouldline Scraping Tool. The narrow little tool for ensuring accurate application of the
tip also proved useful for scraping into the folds of the adhesive. It’s especially useful for gluing hands and
Orc Warlord's standard. heads onto bodies.

Azhag’s infamous choppa is carefully glued into place. Chris has spotted a tiny air bubble in the miniature and
When gluing resin-to-resin, you only need to exert very so uses a small amount of Liquid Green Stuff to seal it.
little pressure. As shown here, just holding the part in the He uses a drybrush to apply the filler. When finished, he
correct position is enough for the glue to form the bond. washes the brush to keep it as good as new.

Attach Azhag onto the back of the Wyvern. As with the Chris spotted an air bubble in the banner pole, so filled
wings, do a dry-fit first to make sure you understand this in with a blob of Liquid Green 5tuff. When dry he
the join between the saddle and monster to minimise used an emery board to file down the excess filler and
repositioning one you have applied the glue. create a seamless finish.

Modelling Files:

These are great for removing
blemishes and smoothing the surfaces
of metal and plastic miniatures.
However, we don’t recommend their
use on Citadel Finecast models, as the
files bite through the resin too easily.

The Chain

If you wish to keep
the rider separate for
painting, then don't
stick the chain on the
model until all sub-
assemblies are painted.
Resin is easy to
manipulate and bend,
you just need to heat
it up a little or else it
will spring back to its
original position. With
the chain, Chris stuck
one end to the model
then moved it into
the desired position.
A quick blast of a hair
dryer will warm the
resin and ‘fix’ it in place.

Glue the end of the chain to
Azhag’s fist. Once tethered,
you can manipulate the links.

The other end of the chain
can then be easily bent into
position and glued in place.

WHITE DWARF HOBBY ESSENTIALS: CITADEL TOOLS
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With rider and mount now fully assembled,
you can think about painting. A model

like Azhag may seem quite an intimidating
piece to paint, but if you break the task
down into manageable areas you'll have
him ready for the battlefield in no time at
all. The first step is to undercoat the model,
and then you can plan out the colour
scheme, extra base details and so on.
Once painted, you'll have a legendary Orc
Warlord ready to take over the world!

Painting

When assembled,

it’s time to paint your
miniature. You should
always start with an
undercoat, which gives
further layers of paint
something to adhere fo.
Skull White and Chaos
Black Undercoat sprays
are available from your
local Hobby Centre.

Citadel
Paint Station

This portable workspace
is a great way of
organising a project,
allowing you to keep

all the tools, paints and
components you need
in one place.

Citadel paints
Before you begin, plan
out your colour scheme
and gather your chosen
paints together so you
don’t have to keep
interrupting your flow.

Citadel Brushes

For a big project such as
this, you'll need a Large
Drybrush for texturing
the body and wings, as
well as smaller brushes
for painting the details.

www.games shop.com
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INVALUABLE ACCESSORES

~ TOOLS OF THE TRADE

Our range of hobby tools and accessories has been specifically designed to provide
you with everything you need to assemble and model your Citadel miniatures.

gEAN
MODELLING FILES = LA ek
£7.20, €11.50, 85dkr, 100skr/nkr, 110rmb, 352§ © PROPELLANT

sty s

HOBBY DRILL
£8.20, €12.50, 100dkr, 115skr/nks, 120rmb, 4024

e PROPELLANT CITADEL SPRAY GUN
. P Used to power the Citadel Spray Gun. Designed to quickly apply basecoats and washes
£4.10, €6.25, 45dkr, £18.50, €25, 200dkr, 250skr/nkr, 270rmb, 90zf

S0skr/nkr, 85rmb, 2021

HOBBY KNIFE
£8.20, €12.50, 100dkr, 115skr/nkr, 120rmb, 4021

| R
.
- PLASTIC GLUE SUPER GLUE PVA GLUE
PLASTIC CUTTERS £4.10, €6.25, 45dkr, £4.10, €6.25, 45dkr, £5.10, €7.50, 60dkr,
£8.20, €12.50, 100ckr, 115skrinkr, 120rmb, 402! S50skr/nkr, 60rmb, 20:f kr, 60rmb, 20zf FOskr/nkr, 75rmb, 2521
7 LAY, 1

P

RAZOR SAW
£12.30, €20, 140dkr, 170skr/nki, 180rmb, 60z

CLEANUP KIT SCULPTING TOOL
5 £8.20, €10.50, 80ckr, 120ske/nkr, 120rmb, 402! £4,10, €6.25, 45dke, 50skr/nkr, 60rmb, 202!
5 Pictures for IIILs‘ira‘Nm.pu'rpdsé’i anly: Preduct contents may vary. Products sold unpaintad and unassembled. Certain Citadel prod may be dang if uzed |r iy, Prices correct at time of going o press, please

contact us for gurrent availabiity and prices. Prices quoted are far products sold by Games Waorkshop through its own stores, cafalogue of wabsite. Independent retailers are responsible for determining their own prices.




TAIOEL

SKULL WHITE

Liguip
GREEN STUFF

WATER EFFECTS
E:l.l ARTIFICIELLE |
ASSEREFFEKTE LIQUID GREEN STUFF
b e £2.30, €2.95, 25dkr, 30skr/nks, 35rmb, 11.2524

Tesy— xFzob

237 mi 2

g i Ty [T
~ . ~
CHAOS BLACK SPRAY SKULL WHITE SPRAY PURITY SEAL WATER EFFECTS
£9.50, €12.50, 100dkr, £9.50, €12.50, 100dkr, £9.50, €12.50, 100dkr, £15.50, €22.50, 175dkr,

120skrinks, 140rmb, 47.50zf  120skefnk, 140rmb, 47.5028  120ske/nkr, 140rmb, 47,502 200skr/nkr, 230rmb, 3524

GREEN STUFF
£6,15, €9, 70dkr, 80skr/nkr, 30rmb, 30zf

HOBBY VICE CITADEL EMERY BOARDS
£8.20, €12.50, 100dkr, 115ske/nkr, 120rmb, 40zf £3.75, €4.55, 35dkr, 43skr/nkr, 55rmb, 17.50z1

The Cutting Mat fits neatly into the Paint
Station buf can be removed when not
needed. The Paint Station can also be
placed across the kneas thanks to the
useful shape of its base.

TOOL SET

Contains Hobby Knife, Modelling Files, Hobby Drill, Plastic Cutters,
Hobby Vice, Razar Saw, Cleaning Kit, Emary Boards and a Sculpting
Tool in a durable Citadel case.

£70, €100, 760dkr. 910skr/nkr, 1000rmb, 340z!

CITADEL PAINT STATION
Models, accassorias and paint not included. CUTTING MAT
£20.50, €30, 225dkr, 270skr/nkr, 300rmb, 10024 £6.15, €7.80, 60dkr, 75skr/nkr, 90rmb, 30z}

Pictures for ilusirative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangercus if used incomrectly. Prices correct at time of going o press, plaase
contact us for currant availability and prices. Pricas quolad are for products sold by Gamas Workshop through its own stores, catalogus or website, Independent retailers are respansible for defermining their own prices,






Over the past few weeks, exemplary army-painter Chris Peach has been hard at work
painting an army of Ogres the likes of which has rarely graced the gaming table. We
asked him to tell us what all the fuss is about.

hen | started working on my Ogre
\' g } Kingdoms army, | knew that |

wanted to paint an army of Ogres
comprising great hordes of the big-bellied
beasts. | was determined to paint two large
Ogre hordes at the army’s core, not only
because they’ll hit like a ton of bricks on
the tabletop, but there’s no mistaking such
big units look great on the tabletop.

When assembling the Ogre infantry, |
positioned many of the models at slightly
different angles on their base to help break
their uniformity — Ogres are a bunch of
savage brutes, not professional soldiers that
march in disciplined ranks. These subtle
tweaks were especially important when it
came to the two large Ogre units, as with
their increased size came a greater risk of
looking too ordered in their multiple ranks.

To add some further variety to his
Ogres, | liberally kit-bashed between the
different units. In fact, one of my large Ogre
hordes carries a hanging cow from the
Giant kit, acting as both a modified banner
and a source of culinary-based inspiration.

The army has this unit of Ogres at
the centre, sure to hit the enemy
with an unstoppable wall of flesh.

The unit of lIronguts in particular feature
a lot of clever conversion work. To avoid
all of the models in the unit from wielding
their enormous blades in a two-handed
grip, | used some standard bearer arms and
mounted the lronguts’ great weapons in
place of the banner poles.

Taking inspiration from the Studio’s
Ogre Kingdoms collection, | decided to
match this army to their colour scheme. The
large areas of flesh are broken up by the
red of the tattoos and war paint, as well as
verdigris-covered bronze.

The red hasn’t been applied in a
uniform manner — | wanted each of the
Ogres to be an individual, so some have
tattoos around the crown of their head,
others on their face or around their arms.

The verdigris is a very simple technique
that looks really effective — it's just a wash
of watered-down Hawk Turquoise and Dark
Angels Green applied into the recesses.

You can find a stage-by-stage painting
guide later on in the article to show you
how | painted the Ogres.

In order to prepare
himself for this month’s
Ogre Kingdoms Army
Workshop, Chris Peach
stuck to a diet of raw
meat for a solid month to
better channel the spirit
of the Great Maw into
his painting. His methods
may be strange, but his
finished army certainly
looks impressive!

www.games-workshop.com




I decided to apply verdigris shading sparingly to the powder burns that the Leadblechers inevitably receive
Leadbelchers’ cannons, helping to reinforce the image each time they fire their enormous guns, | stippled the
of some of their weapons being truly ancient, and others  skin nearest to their improvised matchlocks with Chaos
only recently repurposed by the Ogres. To represent the Black before applying a final highlight to the area.

IRONBLASTER

Given a choice between the Ironblaster and the the Ironblaster’s weapon to denote its antiquity. |
Scraplauncher, it was easy to pick — the one with the painted the rest of the model in darker, muted colours
huge cannon of course! As it was a weapon of incredible  to exaggerate the main features of the model, namely of
age, | applied heavy verdigris shading to the barrel of the Leadbelcher gunner and the enormous cannon itself.
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THE MONSTROUS HOST

he Ogre Kingdoms have access

to a number of giant beasts in the

form of the Stonehorn, Thundertusk
and Mournfangs. The Stonehorn can be
included in the army as either a character
mount for a Hunter, or as a unit in its own
right with an Ogre Beast Rider atop it. |
decided to assemble it as the latter.

Having finished building my Stonehorn,
I made a point of breaking up the model’s
large base with details such as additional
bones and rocks before | began painting
it. | used the skeletal remains of a
Sabretusk found on the Stonehorn frame
and complemented this with some extra
rocks and skulls that | took from a Citadel
Warhammer Basing Kit.
| painted the fur of the Stonehorn

in a darker shade of brown to further
differentiate the mighty behemoth from the
army’s other beasts, namely the Mournfangs
and the Rhinox pulling the Ironblaster. This
deeper tone had the added benefit of nicely

offsetting the lighter colour of the monster’s
stone endoskeleton, which was painted
Codex Grey and washed Badab Black.

In a similar way to the two huge Ogre
regiments, | wanted to include a large,
intimidating unit of Mournfang Cavalry,
complete with full command group to
lead them (see overleaf). As Monstrous
Cavalry, the Ogre riders get their full quota
of supporting attacks, making an already
powerful unit hit even harder in combat! |
wanted to equip each rider with an ironfist
and heavy armour, so assembled the
models with as much armour plating as |
could get my hands on to represent this.

| painted the fur of the Mournfangs in
three different colour schemes. This would
provide some variation to the unit but
without sacrificing their overall coherence
— they're still part of the same unit after all.
I carefully selected a neutral colour palette
to paint them in, texturing their fur with
different stripes and patterns.

Citadel Warhammer
Basing Kit

| used a variety of

rocks, skulls and bones
found within Citadel
Warhammer Basing Kit
to add some extra details
to the army’s bases. With
such a large average base
size, the Ogre Kingdoms
benefit enormously from
anything that helps to
break up the flat surface
area on their bases.

www.games-workshop.com
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MOURNFANG CAVALRY

Here is the stage-by-stage guide I used to paint the Mournfang Cavalry. The Ogre
infantry were painted using the same method as the rider shown opposite.

MOURNFANG CAVALRY

Step 1. Paint a basecoat of Step 2. Apply a heavy drybrush of
Scorched Brown over an undercoat Khemri Brown to the fur.
of Chaos Black.

Step 3. Use a lighter drybrush of Step 4. Use thinned Chaos Black to
Bleached Bone to highlight the fur. apply patterns to the fur, then apply
a Gryphonne Sepia wash.

' l| —
Step 1. Paint the head and tusks Step 2. Heavily drybrush both areas Step 3. Highlight the head with a Step 4. Wash the head with
with a Scorched Brown basecoat with Khemri Brown when dry. light drybrush of Bleached Bone. thinned-down Chaos Black.

over a Chaos Black undercoal,

Step 5. Highlight the face and ears Step 6. Basecoat the teeth and Step 7. Wash both areas with Step 8. Finally, highlight the teeth
with Kommando Khaki when dry. tusks with Khemri Brown. Gryphonne Sepia. and tusks with Bleached Bone.
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Step 2. Keeping to the recesses,
apply a careful wash of
Devlan Mud.

Step 1. Basecoat the skin areas with
Tallarn Flesh over an undercoat of
Chaos Black.

METAL

Step 1. Over a Chaos Black undercoat,  Step 2. When dry, apply a wash of
basecoat the metal with Tin Bitz. Badah Black.

BLOOD AND TATTOOS

Step 2. When dry, wash this area
with Badab Black.

Step 1. Apply a basecoat of
Scab Red over the skin.

The finished unit of Mournfang
Cavalry, ready to unleash an
unstoppable charge.

Step 4. Highlight the edges of the

Step 3. Layer the skin with a coat of
muscle with EIf Flesh when dry.

Dwarf Flesh.

Step 4. Highlight the rivets and
edges of the metal with Chainmail.

Step 3. Apply a wash of Baal Red to
the recesses of the metal.

Step 3. Highlight with Blood Red. Step 4. Apply any tattoo designs

over the flesh with Scab Red.
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WARHAMMER QGREKINGDOMS

he Ogre Kingdoms lie far to the

east of the Old World, yet armies

of Ogres can be found the world
over, vast tides of monstrous humanoids
and huge shaggy beasts. Headstrong Ogres
launch unstoppable charges, whilst even
bolder comrades ride savage Mournfangs
into the heart of the enemy lines. Larger
monsters stride beside the Ogres,
Thundertusks and Stonehorns whose earth-
shaking tread fills the enemy with terror.

These pages show just a selection of Ogre

Kingdoms miniatures. The full range can be
found online:

games-workshop.com
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SCROLLS OF BINDING

Scrolls of Binding allow players to include huge hulking monsters, terrifying beasts
and even stranger creatures in their Storm of Magic armies. This month we’ve got
three new Scrolls of Binding for you to bind the creatures of the Ogre Kingdoms.

Storm of Magic
Storm of Magic is the
latest Expansion for
Warhammer, allowing
players to fight battles
with cataclysmic spells
and titanic bound
monsters. You can find
over 40 more Scrolls of
Binding within its pages,
and much more besides.
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erhaps the beastmancer Kadon'’s
P greatest achievement was the creation

of the Scrolls of Binding, ancient
magical scriptures that — when the Winds of
Magic blow strong — allow a mage to bind
another creature to his will. Each scroll
allows a wizard to bind a specific type of
creature and there are scrolls written for
beasts as varied as Dragons, Manticores
and Giants. How many of these scrolls exist
is unknown, but there are many dozens
at least — and this month three more are
added to this magical library in the form of
Scrolls of Binding for the creatures of the
Mountains of Mourn — the Thundertusk,
Stonehorn and Mournfang.

In games of Storm of Magic each player
has a Monsters and Magic allowance to
spend — an extra 25% of their army points
total again — on Scrolls of Binding, Mythic
Artefacts or Sorcerous Pacts. Scrolls of
Binding allow a player to include a unit of
bound monsters in their army chosen from
the dozens of those found in either the
Storm of Magic book or the pages of White
Dwarf. These bound creatures then become
part of your army to fight for your cause.

SCROLLS OF BINDING

The most direct use for them is for
charging enemy-held fulcrums and eating
the Wizards on top. Both the Thundertusk
and the Mournfang are great at this when
upgraded appropriately — the Thundertusk’s
Icy Breath can turn a Wizard into a block
of ice, whilst the Mournfang has a profile
to make it the envy of most monsters, with
loads of Attacks and a high Strength for
snapping Wizards in half.

Another great use for bound monsters
is to hunt the enemy’s monsters. With
loads of Attacks and a high Strength, the
Stonehorn is great at this, especially if it
gets to charge and inflict 3D3 Impact Hits.
A pack of Mournfangs is savage at bringing
down larger monsters too, as they also
have Impact Hits as well as a bucketload of
attacks coupled with Strength 5.

And the third use for Scrolls of Binding
is to add a monster to compensate for a
weakness in your army. So a Thundertusk’s
Numbing Chill can help a low-Initiative
army, for example, whilst a Truthsayer offers
Dwarfs a powerful Wizard.

But that's the tip of the iceberg — there
are over 40 Scrolls of Binding, after all!



THONDERTUSK

[

strides the glacier-ridden lands of the far north. It is a
primordial creature that has survived since a bygone
era, a time when the entire world was sheathed in ice.
Houwever, it has not done so unchanged. Over many
BB generations, the warping effects of raw Chaos has
' gradually turned the Thundertusk into a walking
patch of winter. The Thundertusk emanates frost,
sending out chilling waves of freezing air that lap
\ around jts mammoth hide, slowing all who dare
{  approach the great beast.

L %‘ A Thundertusk is a hulking four-legged beast that
/|

‘ 1A

. Named after its most prominent feature, the
- Thundertusk bears a deadly set of long and
,ﬁf curving tusks that jut out from its gaping matw,
) brutal projections that it uses to smash down
. obstacles or shewer prey. By projecting its
- cold aura with a massive rhunderdap, the
Thundertusk can even hurl blasts of arctic air
that will freeze distant victims, slowing them
down and keeping them in place to allow the
gargantuan creature to close. The resulting
. tusk charge, not to mention the massioe
- stomping feet, will shatter just about any foe
. into fragments. The strength and stamina
- of Thundertusks are legendary and the
- Ogres that hunt those northern lands value
the creatures as feast-worthy prey, able
' to feed a whole tribe. On rare occasions
- a Thundertusk can even be captured, and
" the Ogres then use them to serve as nigh-
. unbeatable mounts.

Uit Size.
1

A Ld TroopType
e L5 Monster

Thundertﬁsk R Y

SPECIAL RULES Natural Armour (5+ ): The Thundertusk is OPTIONS:

protected by its thick, furry hide, granting it an

Large Target, Terror. bl o G May .take any of the following: ‘
i Sl R s Spike Tail ol e 15 points
A Thundertusk was once Numbing Chill: Any enemy model within 6" of a Cratdoe Thundotue | s ik
housed in the Imperial Zoo as Thundertusk has the Always Strikes Last rule. ;
e T ot fimots * Joy Breath ..ovevevereersesrnsesnsnseenes 30 points
P ; P 5 e e Grants the Thundertusk a Strength 4 Breath
menagerie. During the first few Sphere of Frost-wreathed Ice: The Thundertusk = / i B
Pl : 2 Weapon. Note, Tcy Breath cannot be used in the
months of captivity in summer, can make a stone thrower shooting attack with the At i which e Thindbvide woe e
. the Thundertusk was docile and following profile. This attack may be made even if R g y
sickly. not moving at all. When the Thundertusk moves, but not if it marches. 38 N8 :
. the howling winds of winter came,
* however, the beast roared to life, Range  Strength Special
freezing its enclosure with thick 6-24" 3(6) Multiple Wounds (D3)
ice, before shattering the walls
~ with its mighty tusks. Enraged. Do not use the Stone Thrower Misfire chart if
f - the Thundertusk rampaged the sphere of frost-wreathed ice suffers a misfire,
. through the city. It was last seen Instead, a misfire means that the sphere does not
Fl::admg northwards. fire this turn, though it may still fire as normal in

—

its next turn.




. While the howling winds that swirl around the peaks

"\ of the Mountains of Mourn are well known for the e,

~ the eldest and wisest of their kind might even seek a

gloomy plaintive feeling they instil in all who hear
them, there are other sounds carried on those harsh
winds that are altogether far more ominous. None
who have heard the deep-throated roars emitted by
a hunting pack of Mournfangs and sursived to tell
the tale will ever forget it. Even the largest of apez
predators that haunt those dangerous lands, such
as Chimera, Stonehorns or Ice Wyrms, will do their
utmost to avoid being downwind from the pack, and

dark cave to hide in.

" Mightily built beasts almost hunched with coiled

. muscles, Mournfangs are straightforward hunters.
Upon spying their prey they prefer to charge their
quarry, hurtling themselves forward and pouncing at
mazimum velocity. The impact of such strikes alone
can snap a full-grown Ogre in two. Once engaged,
a Mournfang will use its ripping claws and powerful
jaws to savage its victim. Working together, a pack of
Mournfangs can hunt and kill anything that lives in
that harsh domain, and even whole Ogre tribes have
retreated before the hungry packs. Their toughened
hides and thick, matted fur make them incredibly
resilient, but it is their relentless nature that has
inspired countless tales. Itis said that a Mournfang,
even when slain, will not relaz its bite — but will
continue to hold on in a death grip. Woe to anything
that crosses paths with a hungry hunting pack.

a5

e 4 ; i i e S e Bt
e MWSBS S T W I A ILd Troop Type : Unit Size 50 Dl:i‘l'll‘s each &
| ._;Moumfang RS M 0 e R Monstrous Beast R %
SPECIAL RULES
Fear, Impact Hits (D3). Ogre Hunters say that Mournfang cubs arc born with their eyes open and their teeth already fully developed _
| —a necessity for such hostile creatures as their own litter mates will devour any not tough enough to i
OPTIONS: ' vigorously defend themselves. There can be no denying that all Mournfangs are vicious killers, yet even
: ' amongst such constant aggression, there are some particular packs of Mournfangs that have carned a
May ta'ke i of gie | reputation for being especially bloodthirsty.
following (all Mournfangs g _;
: ;:’ntl;e umtar;;‘s)t. e fhe | The Mournfang pack that claims the territory of Deathgorge has nearly filled that massive defile with the ;
I e ! ( cracked and picked over bones of their prey — including numerous Giants, Manticores and even the gem-

* Vanguard
vrerasensens 3 points per model
Grants the entire unit of

filled carcass of a Stonchorn or two. Although riches galore might be found there, none have yet made it
past the hungry beasts to explore. It is said the Mournfangs who live oo high up in the Ancient Sky-titan |
mountains have glowing green eyes and can disappear at will in the misty clouds that crown those majestic

ok

?;‘:;lnzrff\ ke peaks. Ogre tribes covet the tiger-striped hunters that range across Mount Bloodhorn. because despite L
_ "[l')hjckhi de' their many attempts, not a single beast has even been captured and ridden. Even more impressive, no Ogre | l

3 B s ot odel who aﬂ:_mpt:d to capture 2 Mournfang from Mount Bloodhorn has ever returned. 'I:o be the first to break :

Grantsrhe BBt the such a violent creature and be scen riding it triumphantly would give any Ogre bragging rights across the | .fg

Scaly Skin (5 +) special rule. Ogre Kingdoms.



'l h 4 Stonehorns are shaggy-haired beasts that make the
} ‘ . foothills of the Mountains of Mourn their stomping
5 grounds. They seek out precious metals to eat, using
V. their great iron-hard horns to smash into the rock face
in search of such mineral deposits. The charge of a
i Stonehorn can pulverise stone, collapse a cliff face or
= shatter a glacier. And that's just what the beast does,
smash into the frozen mountainsides, tearing up the
ferrain in its quest for silver or gold, literally crunchin g
- up the rocks and rubble in order to find and follow a
4 rich vein of precious metal.

- Fully grown Stonehorns have little or no flesh left

.~ on their bony heads, having long ago scraped it of f

;}" in their constant quest to headbutt the mountains

" themselves. Irascible to an extreme, they have no

. patience with other living creatures and charge

R headlong at them to drive them off or crush them

b beneath their mighty hooves. Few things can survive

| sucna hefty charge, for Stonehorns are unnaturally

_' heavy, their considerable bulk rising from a peculiar

k : affliction. Stonehorns suffer from a slow form of

. petrifaction —an act that gradually turns the beast

\ into a living fossil. Even a substance as hard as

" Duarf forged steel will be utterly flattened beneath

the crushing tread of the Stonehorn. Yet eventually the

. creatures turn completely to immobile stone and it is

said that the upper slopes of the Mountains of Mourn

. are dotted with such strange snow-covered statues !
~ beasts that have at last succumbed to old age and | '\ 3 5

?“ turned entirely to rock. - W

! M WS BS § T W I A Ld Truop Type Umt Swe . © 210 points
Stonehorn TN S < S e Monster 1
Wﬂr‘*ﬂ% .QMW‘@’ R e e R Ll M P el Al e
SPECIAL RULES Earth-shattering Charge: If a Stonehorn makes OPTIONS:

a successful charge, it inflicts 3D3 Impact Hits
instead of making its normal close combat attacks.
In addition, if when calculating the charge range,
the two highest dice score a total or 10 or more,
then 1 is added to each dice roll, for a total of

May take any of the following:

o Jaws of Iron ccciciiiiiiiinnncns 30 points
Grants the Stonehorn 1 Chomp Attack with the
Multiple Wounds (D3) special rule,

Frenzy, Large Target,
Terror.

33544 Tripact ite s e atoe nriuces. the Mace Tail oovverroerene PR L 15 points
2R : Grants the Stonehorn 1 Tail Attack at
Stonehorn from using its Thunderstomp later in
+1 Strength.

the same turn,

Natural Armour (4+): The Stonehorn has a 4+
armour save.

Stone Skeleton: If an Attack with the Multiple
Wounds special rule successfully wounds a
Stonehorn, halve the number of Wounds inflicted
(rounding fractions up).
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- Sisters of Hattl

Wherever there are foes of the Emperor, the Sisters of Battle'w,ill be found
¢, fighting with faith and steel. In this article, games developer Robm Cruddace
rf“\\p ';EEnts three new Battle Missions for Slsters of Battle playmﬁs 0 use.

2 : . ortible power
| The official Codex: Sisters clesiarchy sters of of the Ecc c varriors who

of Battle can be found in he -\d[—lp[ ! -
& White Dwarf issues 380 sed from htrtl; to hPhP\P in

and 381, and contain all

the rules and background

you need to field the

army of the Adepta

Sororitas in battle.

wor | ds
with w

oritas are divided
ders Militant, the
With the
and unshakeable faith in the Emper or, 1he
f
Mankind in countless wars across every
part of rho Im pvnurn warriors
j 'I Bdttle are the army of the unit, but ins
nisation — throughout the galax
storum — is shrine wo
Faith and other battle
Sisters of Battle are an Lllt
thc masses | heretics, 1at rank 0 the Impe
mutants ¢ Nitc fanatical de s, for their unshakeable
stern, power-armour m!te: v\f|e|d|r‘|g faith in the C
Sisters of Battle that are most strongly the most terrible of fo
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Selecting pour
Battle MHlission
When choosing a
scenario to play from the
Battle Missions book,
Sisters of Battle players

can play the three special
hlaﬂhe‘m(;u« rotestations of innocence il ;
F profest: “ ons of innocence missions published here.

that assail their e Just pick one of the
. Sisters of Barrle fight in small units tisualselection-methods
ElmF-nI of th : avouring hu!ters (Themed, Random,
G-ral humirpd flamers a o eradic : Ultimate Challenge or
! enemie . For mtliennia the Sisters Selected), replacing the
ngle Batt qlst(_’l mamtamlm, ac t ave practicec umque mrthor{ ot war, results of 14, 15 and 16

igil over the bones of a fallen saint on ﬂ]e Random _Battle
ritas alm Mission table with the

following:

s ' Sigters of Battle
plish gi‘leat ¥ } | 14 Battle Mission One:
that appear mn'acu[n:ru e unschooled. Defend the Shrine
Their devotion and unwavering purity acts 15 Battle Mission Two:
: Recover the Relics
16 Battle Mission Three:
Purge the
at nnfhmo untll their enemies are utttrl\ Arch-Heretic
shed and their taint cleansed.
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Defend the Shrine

¢ ‘ The Emperor is with us. We shall prevail. Death to the defilers! 99

- Sister Superior Verita, the Order of Our Martyred Lady

The responsibility for conducting
such an important defence will fall
to the most senior of Sisters.

Fanatical Ecclesiarchy Freachers
waould rather die than let a
Ministorum Shrine be defiled.

he shrine of a revered Ecclesiarchy
@saint is in danger of being overrun

and defiled by an enemy force. Such
desecration cannot be allowed and the
Sisters of Battle form a defensive circle to
defend the holy site, no matter the cost.
The Sisters of Battle are surrounded on
all sides and it will not be long before the
enemy hauls their heavy weapons into
position. The shrine’s protectors must
stand their ground and defend the shrine
long enough for reinforcements to arrive,
or one of the Imperium’s most sacred
monuments will be destroyed.

The Battle Sisters fight before a

shrine to one of the Emperor’s most loyal
servants, a shining beacon of faith that
inspires the Adepta Sororitas to great acts
of heroism. So long as the shrine remains
intact the Sisters of Battle will fight with an
indomitable strength of spirit. However,
should the enemy desecrate the shrine it
will surely be seen as a sign that their faith
has been found lacking. To fail in this task
is to fail not only the Ecclesiarchy, but the
Emperor himself, and for a Battle Sister
there is surely no worse a fate. So it is that
as the enemy advances upon the isolated
shrine the Battle Sisters offer up their
prayers as they level their ritually blessed
weapons. A moment later and they are
raining bolter shells upon their approaching
foes, the light from the shrine framing the
defenders in a glowing halo of brilliance.

Ohbjectives

Set up one objective at the centre of the
table - this represents the Ministorum
Shrine. The objective for both players is to
control the shrine at the end of the game.

Deplopment

The players take it in turns to deploy units,
starting with the Sisters of Battle. Each
player picks a unit, and either deploys it
on the table or places it in reserve (note
that some units must be placed in reserve
— see below). Sisters of Battle units that

are deployed on the table must be set up
within 12" of the centre of the table. Enemy
units that are deployed on the table may
be set up anywhere that is more than 18"
away from the centre of the table. If for any
reason it's impossible to deploy a unit, it
must deploy in reserve,

Regerbes

The Sisters of Battle player must place
half of their Troops units (rounding up,
the Sisters of Battle player’s choice) and

BATTLE MISSIONS: SISTERS OF BATTLE

all of their Fast Attack units in reserve. All
other Sisters of Battle units must attempt

to deploy within 12" of the centre point of
the table if possible. If for any reason it's
impossible to deploy a unit, it must degiuy
as reserves. The enemy player must place
their Heavy Support units in reserve, and
may place any other units in reserve if they
wish. Reserves enter from any table edge.

Ffirgt Turn

Roll-off to see who gets the first turn. The
winner may choose to go first or second.

Game Lenath

The Sisters of Battle player rolls a dice at
the end of game turn 5. On a 1-2, the game
ends immediately, and on a 3 or more, the
game continues. If the game continues, the
Sisters of Battle player rolls a D6 at the end
of game turn 6; this time the game ends on
the roll of a 1-3, and continues for another
turn on the roll of a 4+. The game ends
automatically at the end of game turn 7.

Pictory Conditions

At the end of the game the player that
controls the objective marker wins the
battle. You control the objective if there

is at least one of your scoring units, and

no enemy unit (any unit, scoring or not),
within 3" of it. As different objectives vary
in shape and size, it is important to agree
at the beginning of the game exactly where
this distance will be measured from.

Special Rules

Beacon of Faith: Provided the Ministorum
Shrine has not been desecrated (see the
Desecration special rule), all Sisters of
Battle units within 12" of the Ministorum
Shrine gain +1 to both their Acts of Faith
rolls and any Shield of Faith rolls they are
required to take.

Desecration: The enemy player can attempt
to desecrate the Ministorum Shrine during
the game. Any unengaged, non-vehicle
unit can desecrate the shrine if it begins
its Shooting phase in base contact with
the objective. If a unit desecrates the
Ministorum Shrine, it can do nothing else
for the remainder of that turn. If the shrine
is desecrated, all Sisters of Battle units on
the table lose their Shield of Faith special
rule and suffer a -1 penalty to their Acts of
Faith rolls for the remainder of the game.

Line of Retreat: All units will fall back
towards the nearest table edge.



A Canoness leads her Battle Sisters
in the defence of a Ministorum
Shrine against hordes of Orks.

Reserves may enter from
any table edge.

--------------------------------------- Ministorum Shrine.

Sisters of Battle deploy no more
than 12" from centre of table,

Enemy deploy in remainder
of table more than 18" from
centre of table.

Set-up Summary

= Place one objective at the centre of the table. e Any Sisters of Battle units that cannot be deployed

* Take it turns, starting with the Sisters of Battle, to deploy within 12" of the centre of the table are placed in
units or place them in reserve. reserve,

* The Sisters of Battle player must place at least half their e Enemy units must deploy more than 18" from the centre
Troops units and all their Fast Attack units in reserve. of the table,

* The Sisters of Battle must deploy within 12" of the centre * The enemy must place their Heavy Support units in
of the table. reserve, and may place any other units in reserve.
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Recober the Welics

CCThe enemy seeks to cfegpai[ the Emperor’s most holy treasures. Such an gﬁ‘mm cannot be allowed

10 go uryunisﬁeaﬂ 99

Sister Celestine leads the Adepta @he history of the Ecclesiarchy
Sororitas into a rL{r’ﬂ&d reliquary to stretches back to the dawn of the
R b Imperium, ten thousand years ago.
During this time it has seen many saintly
heroes who have vanquished the foes of
the Emperor. Artefacts left by these great
individuals are holy symbols, objects with
great power and mystery. There are many
thousands of these relics, some of which
are connected with the greatest saints
the Imperium has known. Such items can
be small, unassuming things — a polished
finger bone, a shard of a broken sword, a
bloody death shroud - but to the Sisters
they are revered, irreplaceable objects all,
and they would fight to the death rather
than allow a single one to be destroyed.
Should one of the Ecclesiarchy’s
reliquaries fall, the Sisters of Battle will
be tasked with storming the ruins and
recovering as many relics as possible.
Such missions are desperate indeed; the
Sisters need to sift through the rubble
before approaching foes arrive to destroy
the very artefacts the Adepta Sororitas
are recovering, If the Battle Sisters are
quick, they may find potent icons of faith
to inspire them, or perhaps even a sacred
weapon to turn upon the defilers. Should
they tarry, the Ecclesiarchy’s most valued
artefacts may be lost forever.

To the Sisters of Battle relics are
objects of reverence, and they will
fight all the harder to recover them.

BATTLE MISSIONS: SISTERS OF BATTLE

- Canoness Amelda, the Order of the Ebon Chalice

Ohbjectives

Set-up D3+2 objective markers before
either side deploys or rolls for deployment
area. The Sisters of Battle player sets up
their objective first, then the enemy player
sets up an objective, and so on until the
requisite number of markers have been
placed. Objective markers must be placed
anywhere on the table more than 12" from
a table edge or another objective.

Deplopment

Split the table into four quarters and roll-off
to see which player picks the quarter they
will deploy in. The opposing player deploys
in the opposite table quarter.

The Sisters of Battle player deploys first
anywhere in their quarter that is more than
9" away from the centre of the table. The
enemy player then does likewise.

Reserbes
Both sides may place any number of units
in reserve.

Ffirst Turn

The enemy player rolls a D6. On a 6 the
enemy player seizes the initiative and goes
first, otherwise the Sisters of Battle player
takes the first turn.



Game Lenath

The Sisters of Battle player rolls a dice at
the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more, the
game continues. If the game continues then
the Sisters of Battle player rolls a D6 again
at the end of game turn 6; this time the
game ends immediately on the roll of a 1-3
and continues for another turn on the roll
of a 4+. The game ends automatically at the
end of game turn 7.

Pictory Conditions

At the end of the game, each player scores
a number of victory points for each relic
they have recovered or destroyed (see the
Special Rules below). The player with the
highest total victory points wins,

Special Rules

Holy Relics: The objective markers
represent places where holy relics may
be found. The Sisters of Battle player is
attempting to find and recover these relics
whilst the enemy player is attempting to
find and destroy them.

Any unengaged, non-vehicle unit
can search for a holy relic if it begins its
Shooting phase in base contact with an
objective marker. Searching for a relic does
not prevent a unit from shooting that phase,
but if a unit searches for a holy relic it
cannot run or launch an assault that turn. If
a unit searches for a holy relic, remove the
objective marker from play, roll a D6 and
consult the table on the right to find out
what is discovered.

WARHAMMER
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Result of Search !

Nothing: Despite a thorough search, no relics can be found.
Neither player receives any victory points.

Saintly Bones: A small stasis-field is discovered within which are
the assorted skeletal remains of a martyred saint.

If a Sisters of Battle unit discovered the Saintly Bones, make a
note of which model in the unit will carry the holy relic — this
model counts as having a Simulacrum Imperialis. If the model
carrying the Saintly Bones is alive at the end of the game, the
Sisters of Battle player gains 1 victory point. If this model is slain,
or if the enemy player discovers the Saintly Bones first, the enemy
player receives 1 victory point instead.

Blessed Weapon: Beneath a pile of rubble is found a gilded altar
upon which lies a shining golden blade.

If a Sisters of Battle unit discovered the Blessed Weapon, make

a note of which maodel in the unit will carry the holy relic — this
model counts as having a power weapon that always wounds

on a 4+ (unless a lower roll would be required). If the model
carrying the Blessed Weapon is alive at the end of the game, the
Sisters of Battle player gains D3 victory points. If she is slain, or if
the enemy player discovers the Blessed Weapon first, the enemy
player gains D3 victory points instead.

Ecclesiarchy Cardinal: /nstead of a holy artefact, the warriors find
an aged Cardinal kneeling in silent prayer to the Emperor.

If a Sisters of Battle unit discavered the Ecclesiarchy Cardinal,
replace the objective with a model to represent him (a spare
Ecclesiarchy Priest model is ideal) — this model has the same rules
and wargear as an Ecclesiarchy Confessor and is controlled by
the Sisters of Battle player from that point on. If the Ecclesiarchy
Cardinal is alive at the end of the game, the Sisters of Battle
player gains D6 victory points. If this model is slain, of if the
enemy player discovers the Ecclesiarchy Cardinal first, the enemy
player receives D6 victory points instead.

Recover the Relics Deployment Map

@zt-up Summary

Take it in turns, starting with the Sisters of Battle, to
set-up D3+2 objective markers at least 12" from a table

edge or another objective.
Roll-off for deployment areas.

------- Enemy deployment area & table edge.

.................... Centre of table.

Sisters of Battle deployment area
& table edge.

¢ The enemy deploy second more than 9” from the centre
of the table.
* Both-players may place any number of units in reserve.

The Sisters of Battle deploy first more than 9" from the

centre of the table.
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Purge the Arch-Heretic

€ € Heretics crave the cleansing fire gf absolution. They need not fear, for we shall defiver. 99

- Retributor Superior Josmane, the Order of the Sacred Rose.

The Chaos Space Marine
Arch-Heretic has preached his
corruption for the last time.

With bolt shell do the Sisters of
Battle slay the heretics, with flame
do they purge the tainted.

. eretics take many forms. Most
%are lost humans, whose weak
minds have been corrupted by the

manifold temptations of a dark and sinister
galaxy. None are immune - planetary
governors, Imperial Guard commanders
and even whole Space Marine Chapters
have been declared heretic and been
exterminated as such by the Sisters of
Battle. Yet there is no stricture within the
Ecclesiarchy that heresy is a purely human
crime. Aliens can also be sanctioned as
heretics — that the creed against which
they transgress is not their own is of no
account. Nevermore so is this true than
of the alien who chances his army against
the Emperor’s Will by inciting rebellion,
subverting the will of Imperial subjects or
invading by force. Genesis matters naught
- all heretics are damned, and all must be
purged with fire, lest their apostasy gather
a following.

Heresy has begat uprising, and uprising
has begat war. What began as a spark
of unbelief and apostasy has become a
guttering flame, one that will reduce a
sector to tainted ash if it is not stopped, and
stopped soon. Thus do the Sisters of Battle
go to war, holy fervour lending them the
strength to overcome the corrupt might of
the insurrectionists. For lasting victory to be
achieved, the Arch-Heretic at the uprising’s

BATTLE MISSIONS: SISTERS OF BATTLE

core must be slain and his body submitted
to flames lest his taint continue to spread.
The Sisters of Battle are tasked not merely
with defeating this foe, but with utterly
scouring him from existence. They must
cleanse every pocket of resistance, leaving
only the scorched bones of their enemies in
their wake. Only in this way can the threat
of heresy be truly eradicated.

Ohbjectives

The Sisters of Battle player is the attacker

in this scenario and his opponent is the
defender. The Sisters of Battle player’s
objective is to cause as much damage

to the enemy as possible (see victory
conditions, below) by slaying the Arch-
Heretic in the defender’s army and as many
of his minions as possible. The objective for
the defender is to protect the Arch-Heretic
and destroy the Sisters of Battle.

Deployment

The defender must deploy his entire army
within 12" of the centre point of the table,
starting with his HQ unit(s). If for any
reason it’s impossible to deploy a unit, it
must deploy as reserves.

Unless they Deep Strike onto the
battlefield, the Sisters of Battle enter play on
their first turn, moving on from either of the
long table edges.



Reserbes

The enemy player cannot place any of his
units in reserve voluntarily, but may be
forced to do so during deployment (see
above). Those units that do enter from
reserve enter play from either of the short
table edges.

Sisters of Battle units that have the
Deep Strike special rule must be placed
in reserve. The Sisters of Battle player
may place any or all of his other units in
reserve. Unless they Deep Strike onto the
battlefield, Sisters of Battle units that are
placed in reserve enter play from either of
the long table edges.

Fivst Turn

The Sisters of Battle player automatically
takes the first turn.

Game Lenath

The Sisters of Battle player rolls a dice at
the end of game turn 5. On a 1-2 the game
ends immediately, and on a 3 or more,

the game continues. If the game continues
then the Sisters of Battle player rolls a D6
again at the end of game turn 6; this time
the game ends immediately on the roll of a
1-3 and continues for another turn on the
roll of a 4+. The game ends automatically
at the end of game turn 7. As soon as the
game ends, before working out victory
conditions, remove all units that are falling
back — these count as destroyed.

"WARHAMMER

40000

Sisters of Wattle

Pictory Conditions

At the end of the game, each player scores
1 victory point for each enemy unit they
completely destroy, regardless of type. In
addition, if the Arch-Heretic (see below)

is slain, the Sisters of Battle player gain an
additional D3 victory points. If the Arch-
Heretic is slain and he suffered at least one
unsaved wound during the battle from a
flamer, hand flamer, combi-flamer or heavy
flamer, the Sisters of Battle player instead
gains an additional D6 victory points. If
the Arch-Heretic has not been slain by

the end of the game, the Sisters of Battle
automatically lose, regardless of the victory
points score. Otherwise, the player with the
highest total victory points wins.

Special Rules

Arch-Heretic: At the beginning of the game,
after the defender has deployed, but before
the first turn begins, the defender nominates
one of his non-vehicle HQ models to be
the Arch-Heretic (make sure both players
know who the Arch-Heretic is).

The Arch-Heretic, and any friendly unit
within 12", has the Fearless rule in this
mission. In addition, on a player turn in
which the Arch-Heretic assaults, he and all
members of the unit he has joined re-roll
failed rolls to hit in close combat.

Arch-Confessor Kyrinov'’s sermons
holster the faith of the faithful, and
instil fear in the hearts of heretics.

Abhor the Heretic: All Sisters of Battle units
have the Preferred Enemy (Arch-Heretic)
rule in this mission.

Purae the Avch-BHeretic Deployment Map

Sisters of Battle move on from
either of the long table edges.

Set-up Summary

Centre of table.

Defenders deploy no more than
12" from centre of table.

The defender deploys first, starting with HQ units, * The Sisters of Battle player must place all units that can

within 12" of the centre of the table.

¢ The defender cannot voluntarily place any units in
reserve, but may be forced to do so (see above).

* The defender nominates one of his non-vehicle HQ
units to be the Arch-Heretic.

Deep Strike in reserve. Any other unit can be placed in
reserve.

The Sisters of Battle enter play on their first turn from
either of the long table edges.
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The Desgecration of Angel Spive

® Annotations

Despite leading

the Sisters in a
courageous defence
for much of the
battle,. Canoness
Verena is sent
sprawling as the
Immolator beside
her explodes, and

is overwhelmed by
Orks before she can
recover her footing.

The Ork
Battlewagon

is completely
obliterated by a
devastating salvo
from the Exorcist.

Moments later, the
offending Exorcist
is wrecked by an
outflanking mob of
Ork Kommandos.

A squadron of Ork
DeffKoptas are
blown out of the sky
by sustained heavy
bolter fire from the
Retributer Squad.

Furious melees
break out in the
centre of the
battlefield, but with
unyielding faith in
the Emperor, the
Sisters of Battle hold
the line.

The tide begins to
turn as the Penitent
Engines make their
presence felt. Three
of the berserk
machine crash into
the speeding Ork
Warbikes and tear
through them with
holy fervour.

Seraphim Superior
Camille discovers
the Sword of Saint
Helena in a blasted
shell hole, and with
it begins to tear
through the Ork
lines. Moments later,
she cuts down the
Ork Warboss with
the blessed weapon
and routs the
greenskin horde.

aaagh! Uggrot had almost
wbrought the Hive World of
Acheron IV to its knees by the

time a battlehost of sisters from the Order
of the Argent Shroud made planetfall. But
to the surprise of the embattled Imperial
defenders, the Sisters of Battle struck their
first blow at the Shrine of Saint Helena
located at Angel Spire, an outpost long
since overrun by the greenskin invasion.
Verena Armenii, Canoness of the Argent
Shroud’s strikeforce, had deemed the
recovery of the relics lost during the
destruction of the Shrine of Saint Helena
as a top priority, and led the mission
personally to ensure its success.

But the greenskin presence in the
area had far from abated, with many Ork
warbands still looting and pillaging, and
the Sisters of Battle found themselves under
sustained attack almost immediately upon

SCENES

A SNAPSHOT OF A
BATTLE IN PROGRESS
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their arrival. Hordes of Ork Boyz charged
headlong at the Sisters, who methodically
cut them down with disciplined volleys of
bolter fire. The arrival of Uggrot's arch-rival,
Grog Chewtops, steadied the wavering Ork
lines and they renewed their furious attack,
reaping a heavy toll on the Sisters of Battle,
and butchering an Ecclesiarchy Cardinal
they found amid the ruins of the Shrine.

At the battle’s climax, a pincer assault
by a squad of Seraphim,
and three Penitent Engines
on the flanks culminated
in the death of the
Ork leader and finally
broke the greenskins’
resolve and they fled the
battlefield. The Sisters
recovered the missing
relics but the cost of
victory had been high.




TNy Sisters of Battle

Yot and Jfound

As the Ork assault gained
momentum, Seraphim
Superior Cammile spotted
a sword hilt lying half-
buried in a shell crater.
Leading her squad
forwards, she grasped th
hilt and pulled it free,
revealing the revered
Sword of Saint Helena in
B e all its glory, bathed in a
e SSRER  olowing nimbus of divine
G il light. With this majestic
blade in hand, Camille
swept into the Ork lines
and scythed them down.
In the midst of the swirling
melee, Camille struck the
head of Grog Chewtops
from his shoulders with a
single stroke and the Orks
fled before her wrath.




ASSAULT ON BLACK REACH




1‘ t is an age of darkness and strife. Mankind teeters

on the brink of oblivion, stayed only by the eternal

vigilance of the Imperium’s armies.

In Warhammer 40,000,
you and an opponent
take control of opposing

. /5 i armies of miniatures

'WARHAMMER iy

Sigge dea : - the tabletop in a variety
’4'?'000 of thrilling missions.

The Assault on Black
Reach boxed game
has everything you
. need to start playing

. 7 Warhammer 40,000
‘WAR HAMMER includintghlw: complete
= x 4 z orces — the heroic
740,000 Space Marines and the
barbaric Orks. Can the
valiant Space Marines
halt the green tide or
will the world of Black
Reach fall into the
hands of a despotic Ork
Warlord?

Box Contents:

» *Space Marines
% 1 Space Marine Captain
v 10 Tactical Space
i Marines
RULE BOOK 5 Space Marine

Terminators
1 Space Marine
Dreadnought
® Orks
1 Ork Warboss
20 Ork Boyz
5 Ork Nobz
3 Ork Deffkoptas

» Pocket-sized
rulebook

¢ Starter booklet
* 2 range rulers
* Dice

¢ Transfer sheet

e Templates

= =ik WARHAMMER
ASSAULT ON /40,000,

N el e BOXED GAME
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There are so many different miniatures and thematic scenery pieces contained
w:thm the Dreadﬂeet box that the Hobby Team offered to paint a set and expl

4 Tr"-—-u...‘
'~\\\. 8
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Our first Able Seaman
is notorious hobby

hero Duncan Rhodes,
who behind his rather
unnerving smile is
actually a thoroughly
nice bloke. The bouts of
delirious cackling and
mad ravings are entirely
normal, so don’t be
alarmed if you ever
meet him in person.
We've yet to discover
whether these ‘quirks’
in his character are the
result of sampling Jervis’
warpstone snuff or not.

W

game — you cou
and scenery from the frames and pmh them
together — there’s no co :m}' arison to a game
pla\:‘d with be ;

With an instz

to stir even the driest and most
of Undead hearts.

Each of the warships included in
Dreadfleet is a character in its own right,
a vessel with its own personality to match
that of its piratical captain. With this in
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mention the
: y islands,
smaller cogs and treasure tokens that also
come in the box.

-«nparatplv he re the miniature was glued
together at the end. This is espeual]} true
for warships with interior detailing — such
as Skabrus and the Shadewraith — as well as
any sail-class warships, the masts and sails
for which are painted separately and then
affixed to the hull after it's (ompieie The




same f

haven't described how to paint an area on

an ship — the gold on the Flaming Scimitar

or the steel on the Swordfysh, for example
— just refer to a similar tcmhmquc from
nother warship.

few h.sndv tips .
painting the fle ts thar mi
handy w i

bainting the decking. This is often the
messiest part of the miniature, so b}- getting
that out of the way first you won't end up

~areful you can save  the
but it's probably best not to.
a to paint the

prove hard to
hull. Simply

dividually and
» once the warship

FmaJI\r dcmt eel that you have to paint all
of your warships to the same level — you
can leave it at stages 2 or 3 if you like.

Steve Bowerman is

the latest member of
the Hobby Team to

be press-ganged into
service, but he has
taken to his new role
with gusto and great
aplomb. Considering
his first job was to swab
the poop decks, he

has shown remarkable
dedication - a character
trait of which he should
be proud. We were

so impressed that we
even let him do some
painting as a reward.
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ASSEMBLY
Steve assembled the
Heldenhammer’s hull
in its entirety before he
started painting. The
sails were attached to
their respective masts
but were left off the
model at this stage, to
be painted separately.
The Heldenhammer,
like all the warships in
the game, is an intricate
model with many finely
detailed components.
Nevertheless, building
your warship is not
difficult: start by
gathering all parts with
the code letter ‘)’. Stick
the two sides of the hull
together, trapping the
temple and deck parts in-
between. Then attach the
figurehead and place on
the correct sea base. It's
now ready for painting.

1 ] | |

The temple was painted in light stone colours.

all the warships, the order in

which you paint certain areas is
important. So a bit of planning before you
start doesn’t hurt as this will save you time
at a later date, and prevent you ending
up in a constant cycle of retouching areas
you've already painted. A good example is
the deck, which Steve finished off with a
drybrush layer of Bleached Bone (this was
preceded by a basecoat of Khemri Brown,
followed by a wash of Devlan Mud). There
is little point painting the temple front if
you're going to catch it when drybrushing
the deck. To this end, Steve painted the

(L‘ lth the Heldenhammer, and
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The symbols are raised detail for ease of painting.

Heldenhammer in an optimal sequence
starting with the aforementioned deck, then
painting the hull, followed by the temple,
the figurehead and then picking out details
such as the cannons with Mithril Silver.
The sails were painted separately. To
ensure a rich, smooth red canvas for the
basecoat, Steve used a 1:1 mix of Mechrite
Red and Blood Red applying it is with
the spray gun for an even coat. For the
iconography on the sails Steve applied a
basecoat of Vomit Brown, followed by a
wash of Gryphonne Sepia. He then edge
highlighted it with Vomit Brown, followed
by Bleached Bone to finish.




Step 1: From a Chaos Black Step 2: Liberally apply a wash of Step 3: Layeron a 1:1 mix of Step 4: Fdge highlight the hull with

undercoat, basecoa the hull with Baal Red. Do not worry about the Mechrite Red and Blood Red. Blood Red, followed by a finer
Mechrite Red. detailing at this stage. Repaint the raised detailing with highlight of Vomit Brown.

Chaos Black.

Step 5: Basecoal the temple walls Step 6: Next, brush Badab Black Step 7: Edge highlight the walls Step 8: Finally, apply a fine edge

with Codex Grey, and the roof with directly into the recesses, but apply with Forlress Grey. Give the tiles a highlight of Skull White to the

Fenris Grey. it more liberally over the roof and second wash of Badab Black. temple walls and drybrush the tiles
around the tifes. with Shadow Grey.

Shinting e Jails

—,

Step 1: Paint the sails with a 1:1 Step 2: Brush Devlan Mud directly Step 3: Highlight the raised areas, Step 4: Carefully apply a further,

mix of Mechrite Red and Blood Red into the folds of the canvas. Repaint mainly around the folds, with a 1:1 final, highlight of pure Vomit Brown
using the Citadel Spray Gun. the iconography Chaos Black. mix of Blood Red and Vomit Brown. on top of the previous layer.

= = - 2 Il - =
Phinting YJwgmar s Wralh
You might want to tackle the great brass clockwork statue that adorns the bow of the warship last.

- . |

Step 1: Basecoat with Step 2: Layer the statue Step 3: Wash the gold Step 4: Apply Burnished Step 5: Pajnt a final

|
a 1:1 mix of Scorched with pure Shining Gold. with Devian Mud, coating Gold to the raised areas. highlight of Mithril Sitver |
Brown and Shining Gold. the whole surface. onto the most prominent |
|
|

areas of the statue.
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ASSEMBLY

The Bloody Reaver is

a large warship with
plenty of pieces and lots
of detail. To make sure
that you can paint all

of the detail, assemble
the warship as several
sub-assemblies. Assemble
the hull in two halves,

so that you can reach all
of the citadel - glue the
citadel in place, as well
as the outer shipwreck
piece, but do not glue
the two halves together
yet. Attach the sails to
the masts, but leave these
separate, along with the
base. Once the warship is
complete, glue the masts
into position and then
glue both halves of the
hull together.

The yearning cave entrance is cast as an evif face.

(' uncan painted the Bloody Reaver,

?) saving it till last (although we're

proudly showing it off first). “It's
the biggest and most imposing of warships
in the Dreadfleet, so | wanted to wait until
I'd finished the other ships before tackling
it he explains.

The model is a large warship festooned
with intricate detail, so it’s important that
you make sure you can reach it all with
your paintbrush. Duncan painted each
of the components before assembling the
Bloody Reaver — the two halves of the
hulking great hull, each of the four sails as
well as the base.
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Duncan has painted the ship’s legend on the sail.

The sails cleverly lock into position
as the two halves of the Bloody Reaver’s
hull clip together, so you either need to
assemble it all first or paint it all and then
assemble it. ‘I'd recommend painting it
first, as you can get at all of the detail on
Noctilus” keep that way. Some of the sails
sit quite closely together so you need to
paint those first too or else you'll struggle to
get your brush into the gaps.

Duncan drybrushed the rocky outcrop
that forms the centre of the Bloody Reaver
first, as it is quite a messy stage and he
didn’t want to get paint on the other
shipwrecks after he'd painted them.




Step 2: Apply a wash on the rock
with a 1:1 mix of Devlan Mud and
Badab Black.

Step 1: Basecoat the rocky part of
the hull Adeptus Battlegrey.

//.

Step 6: Wash the shipwrecks
Devlan Mud. Layer on Shining Gold
to all of the gold areas.

Step 5: Basecoat the shipwrecks
Mordian Blue, Knarloc Green and
Mechrite Red respectively. Basecoat
the gold with a 1:1 mix of Shining
Gold and Scorched Brown.

Dhrinting Mhe Yuils

Step 1: Basecoat the sails with
Liche Purple.

Step 2: Then paint a coat of
Warlock Purple over the basecoat.

= =N

, DREADFLEET

Step 3: Next, drybrush the rocky
texture with Codex Grey.

G

Step 7: Layer the blue wreck with
Mardian Blue, the green wreck with
Camo Green and the red wreck
with Red Gore. Wash the gold
Devian Mud.

|ji3 )

—

Step 3: Wash the sails with a liberal
coat of Leviathan Purple.

Step 4: Finish the rock by
drybrushing it lightly with a 1:1 mix
of Fortress Grey and Skull White.

®),

/

™

Step 8: Highlight the blue Space
Wolves Grey, the green a 1:1 mix of
Camo Green and Skull White, the
red with Kommando Khaki and the
gold with Mithril Silver.

Step 4: Layer the sails with Warlock
Purple. Highlight the edges with

a 1:1 mix of Warlock Purple and
Skull White,

Step 1: Basecoat the
castle Codex Grey and the
roof with Mechrite Red.

Step 2: Wash the walls
with Badab Black. Layer
the roof with Red Gore.

Step 3: Layer the castle
walls with Fortress Grey
and wash the roof with
Badab Black

roof Mithril Silver.

Step 4: Layer it with a 1:1
mix of Fortress Grey and
Skull White. Highlight the

Step 5: Finally, apply an
edge highlight of Skull
White to the castle.
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| ASSEMBLY
The hull of the Flaming

‘ Scimitar, the Tempest

| Djinn and the Fire Efreet

were glued together and

painted as one piece.

The sails were glued to

the masts and painted

separately, along with

the base.

\ ,
. y

Step 1: Basecoat the hull Liche
Purple, the deck Calthan Brown,
the Fire Efreet Macharius Solar
Orange and the Air Djinn
Astronomican Grey.

Puiiding e YJoils

Step 1: Basecoat the sail Vomit
Brown. Paint the fire and the air
motifs in the same way as the
Tempest Djinn and the Fire Efreet.

Step 2: Wash the hull leviathan
Purple and the deck with Devlan
Mud. Wash the Efreet Baal Red
and the Djinn with watered-down
Shadow Crey.

Step 2: layer on a 1:1 mix of

Vomit Brown and Bleached Bone,
leaving the basecoat showing in the
recesses of the sail.
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Step 3: layer the hull with a 1:1
mix of Liche Purple and Warlock
Purple. Drybrush the deck
Bleached Bone. Layer the Djinn
Astronomican Grey and the Efreet
with a 1:1 mix of Solar Macharius
Orange and Golden Yellow.

Step 3: Apply a Bleached Bone
edge highlight to the sail.

Step 4: Edge highlight the Djinn
with Skull White and the Fire Efreet
with Sunburst Yellow.

Step 4: Finally, apply an edge
highlight of Skull White to the sail.
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ASSEMBLY

The Shadewraith is
painted in three parts —
the two sides of the hull
and the base. Both sides
of the hull are painted
in the same way, but
keeping them separate
allows you to get at the
interior detailing.

Step 1: Undercoat both sides of the Step 2: Wash the hull with Thraka Step 3: Wash the seaweed Step 4: Apply a watered-down mix

hull with Chaos Black Spray. Use Green. Pick the seaweed out with Badab Black. Layer the hull with of 1:1 Thraka Green and Scorpion
the Citadel Spray Gun to basecoat Scorched Brown. Astronomican Grey, making sure Green in patches to random
it Astronomican Grey. the green still shows in the recesses. recesses. Finally, edge highlight

everything with Skull White.

Lainting lhe Jorch

Step 1: Basecoat the torch with a Step 2: Wash the torch with a Step 3: Highlight the edges of the Step 4: Wash a watered-down mix

coat of Astronomican Grey. generous coat of Thraka Green. torch with Astronomican Grey. of 1:1 Dark Angels Green and
Apply a watered-down mix of 1:1 Snot Green into the recesses of the
Thraka Green and Scorpion Green torch flame.

to the torch flame.
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ASSEMBLY

The Swordfysh is
straightforward to paint
and assemble. The
warship was painted
separately from the base
and the sails.

I AR EEREE
——— g o
KE

e

Step 1: Basecoat the gold with a Step 2: Edge highlight the hull with

1:1 mix of Scorched Brown and Adeptus Battlegrey. Wash the bone
Shining Gold. Basecoat the bone with Devlan Mud. Layer the gold
and shells with Dheneb Stone. with Shining Gold.

Phinting lhe YJuils

Step 1: Paint the bone Astronomican Step 2: Wash the bone with

Grey and the green a 1:1 mix of watered-down Shadow Grey. Wash
Dark Angels Green and Enchanted the green with Badab Black. Edge
Blue, and the sails a 1:1 mix of highlight the saifs with Codex Grey.

Codex Grey and Chaos Black.
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Step 3: Eclge highlight the hull with Step 4: Highlight the bone with
Codex Grey. Layer the bone with Skull White and the gold with
Bleached Bone and wash the gold Mithril Silver.

with Devlan Mud.

Step 3: Layer the bone with Step 4: Wash the sail cloth with

Astronomican Grey and the green Badab Black. Highlight the bone
with the same mix as for Stage 1. with Skull White and the green with

a 1:1:1 mix of Enchanted Blue,
Dark Angels Green and Skull White.



T . >/ / v ASSEMBLY
i & & ~N The sturdy design of
/ Il I (’ g (} L/Il, I [ ’I l the Curse of Zandri
- o allowed Steve to paint
the warship as a single
piece after it was fully
assembled.

Simply glue the three
hull sections together,
affix it to the appropriate |
base and get painting!

Step 1: Eclge highlight the marble Step 2: Carefully pick out the Step 3: Edge highlight the marble Step 4: Apply a final edge highlight
on the Ushabti and Necrosphinx trimmings on the armoured hoods areas with Hawk Turquoise. to the marble areas with Ice Blue.
with Dark Angels Green. of the statuary with Shining Gold.

Suinting he Wicker

Step 1: Basecoat the wicker on the Step 2: Wash the wicker with Step 3: Drybrush with Desert Step 4: Finally, drybrush the wicker
hull with Khemri Brown. Devlan Mud. Yellow when this stage has dried. areas with Bleached Bone.
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ASSEMBLY

The three parts of i [ l '“" =
the hull of Grimnir’s e l’,’,’l[ (@
Thunder were painted : o ,
separately, allowing “'h-
access to the interior.
Once painted, the

warship was glued to the
painted base.

@

Luinting e Full

Step 1: Basecoat the steel areas Step 2: Apply a wash of Badab Step 3: Once the wash is dry, layer Step 4: Edge highlight the steel

with Chainmail and the gold areas Black to the steel. Layer the gold the steel panels with Chainmail, panels, the gold and the brass
with a 1:1 mix of Shining Gold and with Shining Gold. Layer the Wash the gold and the engines with engines with Mithril Sifver.
Scorched Brown. Paint the engines engines a 1:1 mix of Tin Bitz and Devlan Mud.

Tin Bitz. Dwarf Bronze.

Phinling the Green Paels

Step 1: Basecoat the green panels Step 2: Wash the green panels with Step 3: Neatly paint over the green Step 4: Fdge highlight the green

with a layer of Knarloc Green, a coat of Badab Black. panels with Snot Green, leaving the with Goblin Green. Paint the base
carefully painting around the gold wash showing around the edges. and dirigible as explained later.
trim areas,
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Step 1: Undercoat the whole model
with Chaos Black spray. Paint the
steal areas Boltgun Metal and the
brass detailing with Tin Bitz.

,(])m}//ﬁ{ay e & e

Step 1: Basecoal the Black Kraken’s
eye Orkhide Shade, being careful
not to get paint on the steel cage
that surrounds it,

Step 2: Edge highlight the hull
with Adeptus Battlegrey. Layer the
brass with a 1:1 mix of Tin Bitz and
Dwarf Bronze. Wash the steel with
Badab Black.

Step 2: Layer the eye with Snot
Green, leaving the basecoat
showing around the edges.

ASSEMBLY
Unlike the other
warships, the Black
Kraken is completely
assembled and glued to
the base before being
painted. This is because
some of the Black
Kraken’s tentacles are
modelled onto the base,
s0 it's convenient to paint
them at the same time as
on the model. Although
the Black Kraken has
interior detail - the great
paddle wheels being the
most prominent — these
remain accessible with

a paintbrush even after

| the model has been

| completely assembled.

Step 3: Edge highlight the hull with
Codex Grey, Highlight the steel
with Chainmail and wash the brass
with Devlan Mud.

Step 4: Finally, apply an edge
highlight of Mithril Silver to both
the steel and the brass.

A

&,

Step 4: Finally, apply a small dot of
Skull White in the centre of each
panel. Paint the base separately, as
described later.

Step 3 Apply a highlight of
Scorpion Green, again leaving the
previous coat showing.
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ASSEMBLY

As a sail-class warship,
the Seadrake was painted
in four separate parts
before its final assembly:
the three primary

tower masts and the

hull, complete with the
Dragon auxiliary.

Step 1: Basecoat the towers with
Dheneh Stone, the hull with
Astranomican Grey and the roofs
with Fenris Grey.

Lhinting lhe }7}}1/9 "

Step 1: Basecoat the sails with
Regal Blue.

Step 2: Wash the towers with
Gryphonne Sepia, the recesses
of the hull with watered-down
Shadow Grey and the roofs with
Baclab Black.

Step 2: Layer the sails with
Enchanted Blue and pick out
the runes and trimmings with
Astronomican Grey.
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Step 3: When dry, layer the towers
with Bleached Bone, the hull

with a 1:1 mix of Skull White and
Astronomican Grey, and the roof
with Shadow Grey.

Step 3: Fdge highlight the sails
with a 1:1 mix of Enchanted Blue
and Space Wolves Grey, and the
trimmings with Astronomican Grey
and Skull White,

Step 4: Edge highlight the towers
and the hull with Skull White, and
the roofs with Space Wolves Grey.

Step 4: Edge highlight the sails
with Space Wolves Grey and the
trimmings with Skull White.




Step 1: Basecoat the mode/
Dheneb Stone. The wood is picked
out in Scorched Brown, the bell
with a coat of Dark Angels Green,

Suinting e Guls

(1

Step 1: Basecoat the guts Mechrite
Red and paint the brass with a 1:1
miix of Tinbitz and Dwarf Bronze,

Step 2: Wash the skin with a mix of
Leviathan Purple and Ogryn Flesh.
Wash the wood with Devian Mud
and highlight the bell Snot Green.

Step 2: Wash the guts with a 1:1
mix af Devian Mud and Baal Red,
Wash the brass with Devian Mud.

Step 3: Layer the skin with a watery
coat of Fortress Grey. The wood is
layered with Scorched Brown, the
bell with Scorpion Green and the
teeth with Bleached Bone.

3

Step 3: Layer the guts with a 1:1
mix of Mechrite Red and Blood
Red. Wash the brass with a 1:1
mix of Hawk Turquoise and Dark
Angels Green.

ASSEMBLY
Of all the warships in
Dreadfleet, the Skabrus
has the most visible
internal details. For this
reason it's important

to paint the three parts
separately so you can get
at the guts, which are
modelled on to the base.

Step 4: Apply a fine highlight of
Skull White to the skin, bell and the
teeth. The wood is highlighted with
Kommando Khaki.

Step 4: Highlight the guts with
Kommando Khaki, then wash them
with Baal Red. Lightly drybrush the
brass areas with Chainmail
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Once you've painted all
of the warships, there
are plenty of other
components to paint.
There are loads of islands
and shipwreck pieces,
and you can find the
guide to painting those
over the page. There is
also an auxiliary piece
for each warship (apart
from the Shadewraith)
— we painted ours in
a similar style to their
parent warships. Two of
the auxiliaries, however,
require a bit more
attention — the Dirigible
and the Dragon, and
we've presented the
guide for those below.
Finally, there are little
details such as the
treasure tokens, the wind
gauge and the navigation
rod — we recommend
using the guides for
painting gold and bone
found earlier.

Step 1: Basecoat the balloon Step 2: Wash the balloon with Step 3: Layer the balloon with a Step 4: Highlight the balloon with

Dheneb Stone. The gold, green and Devian Mud. coat of Dheneb Stone. Skull White. This painting guide
steel is painted in the same way as can be used for both the Dirigible
for Grimnir’s Thunder. auxiliary and the one found in
Grimnir's Thunder.
) ar .
Phuinting e High ESf Dragon
P T =

XY i

Step 1: Basecoal the Dragon with Step 2: Wash the Dragon with Step 3: Layer the Dragon with Step 4: Apply a final highlight of
Astronomican Grey. watered-down Shadow Crey. a 1:1 mix of Skull White and Skull White.
Astronomican Grey.
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‘With your warships and auxiliaries finished, its time to make a start on painting
the rocky terrain that litters the Galleon’s Graveyard.

Step 1: Basecoat the rocks with Step 2: Drybrush the rocks with Step 3: Drybrush the rocks with Step 4: Drybrush the rocks and
Charadon Granite, before stippling Tausept Ochre, and stipple the Fortress Grey and layer the skulls highlight the skulls with Skull White.
a second layer when dry to rock faces with patches of Gretchin with Astronomican Grey.

exaggerate the rocky texture. Green. When dry, wash the lower

recesses with Thraka Green.

Step 5: Wash the recesses of the Step 1: Basecoat the castle walls Step 2: Drybrush the castle walls
rocks with Badab Black. with Chaos Black, then drybrush with Hawk Turquoise.
with Dark Angels Green when dry.

Step 3: Apply a light drybrush
of Skull White, keeping to the
crenellations and edges of the
castle as much as possible.

Step 1: Basecoat-the bubbling lava Step 2: Layer the lava with Blazing Step 3: Layer the lava with small Step 4: Spot highlight the lava with
with Mechrite Red before stippling Orange, stippling the surrounding spots of lyanden Darksun. Skull White and line the recesses
the surrounding rocks to lend them rocks as before. between the lava bubbles with

a glowing effect. Chaos Black.
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Dreparing Your SWodels

scenery, indeed any of your miniatures, look

as spectacular as possible on the tabletop, it is
essential to take the time to fully prepare them before you
begin painting. There is little that frustrates a hobbyist more
than finishing a beautifully painted miniature only to have
the overall effect ruined by an unsightly mould line.

Thankfully, there are a number of fantastic hobby
products fresh from the Citadel forges that make this task
even easier to perform. From the Plastic Cutters that help
you clip each component from the frame to the Fine Detail
Brush with which to apply the final brush stoke, you are
spoilt for hobby equipment at every stage!

However, with many of the warships in Dreadfleet, you
will want to paint them in separate sub-assemblies before
gluing them together, as mentioned earlier. With this in
mind, remember not to get too carried away with building
your lovely new warships, or you risk not being able to
paint some of the details properly.

(L‘) hen it comes to making your warships and

Gools of The Frade

Plastic Cutters are the weapon of
choice when it comes to removing
components from their parent
sprue, using the flat edge of the
clippers against the plastic.

For the more delicate components
on your miniatures, try using a
Citadel Emery Board to clean up
any mould lines in order to reduce
the potential risk of damage.

The Citadel Cleanup Kit provides
you with two incredibly useful tools
to aid you in your task of cleaning
up any mould lines and flash before
you start building your miniatures.

B i)

LIGUID
GREEN STUFF S

= -

Citadel Liquid Green Stuff was
designed for use on all your Citadel
Miniatures, whether metal, plastic
or Citadel Finecast. Use it to tidy up
any gaps between joints.
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Spend great weekend slaymg mages and monsters as part of a team of four
~ players in this Stoerm of Magic themed Campaign Weekend.
Have you got what it takes to claim Albion for your own?

14th - 15th January 2012, '

Warhammer World, Nottingham

# What will you need to attend? What does the ticket cover?
o A 2400 point fully painted Warhammer army, as well as » Five great games of Warhammer, using the Storm of Magic
two Arcane Fulcrums and any extra bound monsters and/or Expansion, which will include some unique special rules
sorcerous pact units! (Note you will use armies of different and events!
sizes over the weekend — see the Rules Pack for details). ¢ A hot lunch with dessert on Satarday and Sunday and an -
I » You will need a copy of the Storm of Magic Expansion, as evening meal on Saturday. 3
~ well as a Warhammer Rulebook and your relevant Army s Farly registration and open gammg on Friday evening !
Book, dice, templates, and a tape measure. 18.00-22.00. -
" o Travel and accommodation for the weekend — contact us for ~ ® Organised entertainment on Saturday evening including a 3
~ details about discount rates for local hotels. Warhammer themed pub quiz!
i » You will play as a team of four — either pre-arrange with « Access 1o all of Warhammer World’s facilities including the 8
three others or simply come along on the day and we'll find Miniatures and Exhibitions Hall.
a team for you! o Tickets cost £58 per player and are available from
» For any more information, contact us on www.games-workshop.com.

whwevents@games-workshop.co.uk or 0115 9004994,

Tickets available from 5th Octobe 201 1!



THE AUGURY

GAMES WORKSHOP,

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 108-110

® 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
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.

Available to Order  118-119

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

@ Available to Order
Nowhere can a more wretched den of scum and villainy be found
than the pirate city of Sartosa. The inhabitants of this island are
pirates, cutthroats and brigands one and all, and a selection of these
characterful denizens are available to order.

Also this month, we present a selection of Sisters of Battle miniatures
that are available to order, to reinforce your army ready for the new
challenges posed by this month’s new Battle Missions.




EVENTS DIARY

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

October 2011

October 1st October 8th

PAINTING WORKSHOP: SPACE MARINES AUTUMN THRONE OF SKULLS
Date: Saturday 1st October, 2011 Date: Warhammer 8th-9th Oct
Venue: Warhammer World, Nottingham, England Warhammer 40,000 15th-16th Oct
Age Limit: 12+ (Under 165 must be accompanied by an adult) Venue: Warhammer World, Nottingham, England
Details: If you're looking to learn the techniques you need to paint Space Age Limit: 16+
Marines quickly and effectively, who better to teach you than Chris Details: Spend a weekend fighting great battles, seeing wonderful-
Peach and Duncan Rhodes from the Design Studio’s Hobby Team! looking armies, making new friends, and swapping war stories at this
Spend a fantastic day with them painting a Space Marine Assault Squad year's Autumn Throne of Skulls event.
in the Chapter colours of your choice, and learn how to paint your Here's your chance to spend two days playing your favourite game and
miniatures to a high standard in no time at all. testing your skill against a wide range of opponents. Could you walk
Tickets: £102, available online or by calling 0115 91 40000 away as the winner with one of the coveted Throne of Skulls trophies?
Contact: whworldevents@games-workshop.co.uk Tickets: £56, available online or by calling 0115 91 40000
Website: www.games-workshop.com Contact: whworldevents@games-workshop.co.uk

Website: www.games-workshop.com

\ 5, AL =
October 15th October 25th
TURKU FANATIC 2011 ORKTOBERFEST
Date: 15th-16th October, 2011 Date: 25th-26th October, 2011
Venue: T-Talo, Vanha Himeentie 29, Turku, Finland Venue: South Woodford Library, London, England
Age Limit: No limit Details: The South Woodford Library Warhammer Club welcomes you to
Details: The Gaming Club Ordo Aboensis is proud to present the Turku their annual Orktoberfest! This year's event focuses on War of the Ring
Fanatic 2011 Warhammer and Warhammer 40,000 tournaments — the and you are invited to bring along your armies to do battle across the
biggest annual Warhammer tournament in Finland! lands of Middle-earth. Across the two days there will also be plenty of
Tickets: Tickets cost €25 for the weekend, available from 1st August. hobi}ylaclivilies for you and a parent, and loads of games of Warhammer
Order by e-mail from teemaro@gmail.com. and Warhammer 40,000 using the School League rules.
Contact: teemaro@gmail.com Tickets: Tickets cost £1.50 per session
kWehsite: wwiw.ordoabaenis.net Contact: Email: Archie.Black@visionrcl.org.uk, Tel: 0208 708 9067

7 o j

GAMES WORKSHOP.

GETTING STARTED

Wherever you find yourself, Games Workshop Hobby Centres
across the land offer the same amazing service; introducing
new gamers to the hobby and helping you to develop and
improve your hobby skills,

From modelling and painting tutorials to army selection and
gaming tactics, your local Hobby Centre is the place to go
when you're in need of a little help or advice.

And it's all completely freel

Not only that, but Hobby Centres are also the only place you
can guarantee you will be able to collect your New Releases on
the day of release.

So, don't delay. Pop into your local Hobby Centre today, pick up
one of these fantastic Activity flyers, and get stuck in!

IN STORES NOW!

108 WHITE DWARF THE AUGURY Event information carrect at time of going ta press, Games Workshop is not responsible for events not run by Games Workshop.
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November, Warhammer World

Golden Demon trophies are awarded throughout the year to the
finest miniature painters and, in November, the names of all 2011
Slayer Sword winners will be inscribed on our honour boards,
accompanied by detailed pictures of their beautiful winning entries,
50 you can see how our hobby stretches around the world.

Ogre Kingdoms and Grey Knights
September 10th-November 6th, Warhammer World
Two amazing displays in one space! With detailed artwork, stunning
miniatures and the sculptors’ original work on display, fans of
Warhammer and Warhammer 40000 can look forward to being
both fascinated and inspired.

November 2011

November Sth ‘l‘ﬁ'r;ll'\lll'ld‘!ll\‘. ;
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November 12th

APOCALYPSE - TITANICUS:

THE LIBERATION OF ORESTES

Date: 5th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 165 must be accompanied by an adult)

Details: Take part in the defence of Orestes - an epic all-day battle
featuring the Forge World Studio Titans! Join the massed ranks of either
the Imperium of Mankind or the dreaded Traitor Legions, as the battle
that will decide the fate of the sector is fought!

Tickets include entry into the biggest game Warhammer World has ever
held, and a number of exclusive extras including the opportunity to meet
Dan Abnett, author of Titanicus, and Forge World's Will Hayes, sculptor
of the Eldar Reaver Titan. Tickets also include a hot dinner provided in
the restaurant and access to all the Warhammer World facilities.

Tickets: £25 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

L\

THRONE OF SKULLS: WAR OF THE RING

Date: 12th-13th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 165 must be accompanied by an adult)

Details: Spend a weekend fighting great battles, seeing wonderful-
looking armies, making new friends and swapping war stories! Here's
vour chance to spend two days playing your favourite game and testing
your skill against a wicle range of opponents — could you walk away the
winner of one of the coveted Throne of Skulls trophies?

You will need a 1500 point painted War of the Ring army, taken from
the War of the Ring Rulebook. You will play 5 games of War of the Ring
over the weekend against oppanents matched to your ability, as well

as take part in organised evening entertainment on the Saturday night
{including the infamous War of the Ring Quiz...).

Tickets: £56 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk

. =

November 19th

WARHAMMER DOUBLES WEEKEND

Date: 19th-20th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s must be accompanied by an adult)

Details: Come along with your gaming partner and spend the weekend
at Warhammer Waorld playing great games, meeting new opponents and
swapping your best war-stories,

You will need two fully painted and based 1000 point armies. The
Doubles Rules Pack and Event Guide are available to download from
wiww.games-workshop.com under the Warhammer World section,

You will take part in five games over the weekend with early registration
and open gaming on Friday evening. Lunch on Saturday and Sunday and
evening meal on Saturday are included in the ticket price. There will be
organised entertainment activities on Saturday evening including a quiz!
Tickets: £87 per two player team, available from Customer Services on
0115 91 40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team
at: whworldevents@games-workshop.co.uk
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November 26th

PLANETARY EMPIRES CAMPAIGN WEEKEND
THE FINAL CRUSADE OF VRAN HYCHAX
Date: 26th-27th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details; The renegade Vran Hychax intends to control all trade routes in
the Veiled Region and has amassed a mighty army. But word of Vran's
corruption has reached the Ordo Hereticus and Inquisitor Talmec, who
immediately despatches his own armies to bring the traitor to justice...
Fight in teams of four players using armies of varying sizes. Play five
games, either singles or team battles, in order to claim victory, fighting
for control of the Pleuric system!

Tickets include lunch on both days, an evening meal provided in the
restaurant and access to all the Warhammer World facilities.

Tickets: £56 per person, available from Customer Services on 0115 91
40000 and from www.games-workshop.com

Contact: 0115 900 4994 or email the Warhammer World Events Team

at: whworldevents@games-workshop.co.uk
\. —

BAWES WORKSHOP,

games-workshop.com

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

{ - FIND OUT WHAT’S GOING ON AT YOUR LOCAL HOBBY CENTRE WITH
= FACEBOOK, TWITTER AN0 oN WWW.GAMES-WORKSHOP.COM
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Spend your weekends at Warhammer World, fighting great battles, seemg
wpnderful looking armies and making new frlends. i
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STORE FINDER

Hobby Centres are Games Workshop'’s own retail outlets. OPENING TIMES
Each store provides gaming and painting facilities and is Games Workshop stores

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!

can be found up and
down the land, in cities

Free painting & modelling advice  and towns, on high

No matter what your level of painting or streets and in shopping
modelling skill, if you spend 30 minutes centres. Consequently,
with one of our members of staff you will the opening hours of
see those skills improved and might find individual stores may
out something you never knew. vary greatly.

Free gaming & tactics advice We therefore

All our staff are experienced gamers (after recommend you

all it's what they do for a living!). They can contact the relevant
give you sound tactical advice, help you store for individual
build battle-winning armies and clear up opening times before
most of your rules queries. visiting.

Free Beginners programme You can find your local
Our special Beginners programme teaches store’s details online
you how to play and helps you take your with our Store Finder:

first steps into the Games Workshop
hobby. All you need to do is come along.

www.games-workshop.com

STORE LISTING
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WINDSOR, W) D I
l’m" 54108 '|.-:“:‘|‘|t .s||-|.-|u
GW BRISTOL:
33 Wine S, BIRMINGHAM ARER
st 260 Tel: 0117 925 1531 GW BIRMINGHAM:

facehook.com/CWlriniol 36 Priory Quesnsway
GW BRISTOL {CRIBBS CALUSEWAY):
Uinif 124, The Mal
BS34 5UF h-l- "Iy
Tacehook com/GWCrilibs

BI! TOI. Area 51:

il Cenfre,
Tel: 1138 440 1818

BRISTOI Cut and Thrusl W

gaming: £
Tel: 01173 020 021 690 Warwick Road,
CI'CIBBS CAUSEWAY, HobhyCraft: BAT 30X Tel: 0727 700 7997
Tel: 0845 051 6524 facebook com/GWSulilwll

Binrunnsnlni * GW SUTTON COLDFIELD:
* GW BEDFORD: 4 3174
10} Greyiriars, .
MEAD THE Tek 0123 427 3663
facubook.com/GWEediord
BEDFORD, Close Encount
MEAD 1W Tok 01234 270

facebook com/CW!

DUNSTABLE, Parall * GW WOLVERHAMPTON:
L4 DNE Tek: 01362 648 Inu 1 King Stroef,

HARPENDEN, Lorna’ WV 15T Tel: 0190 231 0464
ALS ILH Tel: 01582 769 204 faceboak. com/GWWalverhas
LEIGHTON BUZZARD, 8 \"Odﬂ Shop: KIDDERMINSTER, T) MO

LUT TEA Tel: 01525 37. Y10 208 Tel: 015
BERKSHIRE II“I}IKIHEIIIMSHIHE

= GW AYLESBURY:
Streed, & Market Street,
2 HE1 1747

= GW MAIDENHEA
1 Kingsway Chambe
SLG 1EE
facehook.com/G!
= GW NEWBLIRY:
114 Bartholomew Stres
RG14 50T
facehal.com/ Gk
GW READING:

29 Onford Rl

RO 70A Tel: 0110 959 &043
facebosk.com/GWiearding

= GW WINDSOR:

S40 348

||}‘I?I|ll4

Unit 3, 6 Gearge ¥ Plage, HP5 1EF 2161
LIER T, GERRARDS CROSS, Howard Marshall:
facebo MW 5L BES Tol: 01753 3
HENlE'l ﬂ\ THAMES, Henley MndL| Mmmlures: HRZELMERE, Childs Toys:

Tok: U141 57268 HP1S 7AA Tels (1443 711 425
READII\L HobbyCraft: MILTON KEYNES, HobbyCraft:
RG1 3HS Tol: (045 051 6532 MK13 BIfL Tol: D45 051 6544

GW CAMBRIDGE:
54 Kogent Strect

CE2 1DP Tel 0
facebookcom/Games\Worksh

Cu W PETERBORODUGH:

i arf com/ GWPeterhs
CAMBRIDGE, Cambridge Toy
CE1 1PA Tel: 01223 309 (0
l\" (lty Cycle (.mlnz
Tel: 01353 663191

E\"NESRUR\‘ Wheelers:
PE1S ITA Tel: 01460 476529
HUNTING!ONJ Niche Comics:
Tel: 01400352 307

MAIICH'. The T X

PEIS 8LE Tel 01354 650 051
PETEREOROUGH, The Rift:

PE Tel: 1733 341007
\o\lsu:m, Prams & Toys:
PEI31RA Tel: 1945 584142
IEIISH' ST. HELIER, The Little ‘%hnp
JE2 Tel; 01534 s01 ]
(.UtllNSI:\" ST. I‘ETERS PORT,
GY1 10 i OT481 721721
CHESHIRE

GW CHESTER:

112 Foregate Street

CHI 1HE i
faceboolk.com/GWChesler

* GW CREWE:

# Market Street,

CW1 ] Tel: 11270 216803

facchook com/GWCrewe

& GW MACCLESFIELD:
§1 Charch Street,

SK171 4

Tel: 0162 561 9020
comy LW Mace esfickd

OCKPORT:

Tel: 0161 474 1443
comiGWStockpart
" (..\'\ WARRINGTON:

0, Bank Strest, Tim

19704
Wi facehook.com/GWWarringtan

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

a) These Hobby Centres are closed un Montdays and Tuesdays

PREMILIM §

Stocks most of

NEW STORE OPENING
Indicates new stackists

* T be scane thiey horve What yous want In stock, we recammend caling e stare first

: protuict range,*

y Shop:

an(‘.EMEI!E HobbyCrait: LISKEARD, Trago Mills:
700 Tek: OH45 D51 6537 PL14 6HY Tel: 01579 348877
LHE51ER HobbyCraft: PENZANCE, Newlyn Posf ofrce
Tek: OHAT 051 6546 TR1E 5HL

REDRUTH Barh‘s l.x
AL

. D&A Models:
CHES BIA Tel! 01513357949
NORTHWICH Level 1:

Teli 01606 45053

M ORTHWICH The Model Shop: W;\DEBRIDGE Ellckni:lls Toy & Nur;ev
€W 5EA Tel: 01606 47740 PL2T 700 Ted; OT200 613 27
STOCKPORT, Goslings Toymaster:

SKb AW Tel: ilzi‘-le 'Jg.'IJ'I'? l:l"m" l]“m'ﬁm
STOCKPORT, thhvtraﬂ * GW DURHAM:

SK1 2HH Telt 0845 057 B30 &4 Narth Hos

WARRINGTON, Habb Tel: 0191 374 1062
WAZ TP Telr 0845 151 G541 Hook. com/GWDUrh

'WIDMES, Widnes Model and Crail Centre: * GW DARLINGTO?

WAR 6AT Tel: 1574 220045 7

i s et
CLEVELAND hookcom WD

GW MIDDLESEROUGH: BISHOP AUCKLAND, Windmd Models:
Unit 33, 39 Dundas Streel, Tel: 388 609 766

T51 1HR Tel: 1164 225 4091 CHESTER LE STIIFFI C ps:

www facehonk. com.! L.\\'\lldll‘lsl-ruu:;h DM 31 3 344
IIILUN'GHAM, w Co Ltd: CONSETT, Chips:

13 Tel: mnu 5‘53 058 D 51A Tel: 0
[.UJSBOI!OUGH Road Flag Ltd: DARLINGTON, Lamb

1574 HBN Tek 01287 77 DL 9P Tul: o
GUISBOROUGH, Slnkelds 'lm- Centre: SEAHAM, Games of

T514 6PP Tel: 01287 632 93 SRT 0AM Tek 01915 W1
NORMANBY, PC Tech: STOCKTON ON TEES, HobhyCrail:
156 OLT Tel: 01642 451086 TS17 THW Tul: DO45 051 6559
REDCAR, PC Tech:

1510 30L eriz; 01642 461010 ﬁ““ﬂmﬂ

STOCKTON ON TEES, Hobbies R Uz: CW C ARL[SL[

TSTH 1PL Telr 01642 535147

l:llllll\“llll

Mew Reiclge Strov,
el: 0167 237 4T

w/CWikendal
BARRUW IN-FURNESS, Heaths:

LA14 1)E Tel: 01229 810 435
BOWNESS-ON-WINDERMERE, Emest Atkinson & Sons:
LAZY AP Tel: 01539 443 (47
COCKERMOUTH, The Toy Shop:

CAT3 9L Tol: 1900 825855
KENDAL, Aireys of Kendal:

1A% 484 Tel: 1539 720 701
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PEMRITH, Harpers Cycles:
CAT1 7RG Tele 1768 Bid 475

WORKINGTON, ToyTown:
CA4ING Tel: D100 573 322

DERBYSHIRE

* GW CHESTERFIELD:

21 Knifesmithyate,

S0 1RL Tel: 11246 271118
faceinok.com/ GWEhesterdield

GW DERBY

4t Sadler Gate,

1T MR Tel: 1133 237 1657

Tacebonk.com/GWDerby
ASHBOURNE, Lumbards Toy Shop:

DEG 166 Tel: 11335 345115
BUXTON, Knowles Toys and Models
SK17 blY Tel; 11296 2420
CHESTERFIELD, Midland Co-op:

S0 IUN Tel: 11246 220 200
DERBY, Tokyo Otaku:

DET 208 Tel: 11722 111355
DERBY, Toy Planet:

DEY 2P0 Tel: 017332 347734
GLOSSOP, Wain Services:

SK13 7AH Tel: 01457 B5% 540
ILKESTON, Midland Co-op:

DE7 556 Tele 1159 327 777
MATLOCK, Shawes:

DE IAG Tel: 11629 542 452
RIPLEY, Chimera Leisu

DES 4L Tel: 11773 747849
STANLEY COMMON Oakfield Farm:
1E7 6FP Tel: 070609 534812

* GW BARNSTAPLE:

1 Queens House, Cueen Streel,

EX3Z BHI Tel: 01271 8539175
facehonkcom/GWllamstaple

GW EXETER:

31a Sidwell Street,

EXeb GNN Tel: 0139 249 0305
facebook.com/CWExeter

GW PLYMOUTH:

B4 Corawall Street,

PL1ALR Tel: 1175 225 4121
facehook.com/ GWTlymouth

+ GW TORQUAY:

12 Market Strect,

T IAGQ el 0180 3201036
facabnok, comiGW Torquay
BRIXHAM, Mamlr Miniature
1035 BEJ 01803 BHE 355
CULLOMPTON, Nanna's Toy Chest:
EX15 1LE Tel: 01644 §39317
DARTMOUTH, WG Pillar & Co:
TOH 9AN Tel: 01003 #32 139
EXMOUTH, Collett’s Model Trains:
B Tel; 47005 WHESTH
HONITON, Przssrlay:
EX14 1PG 11404 545612
KINGSBRIDGE, The Trading Post:
107 1PG Tel: 01548 832 923
NEWTON ABBOT, Trago Mills:
T2 Bj0 Tel: 01626 621111
OKEHAMPTON, Kinderbox:

EXZ0 1AW Tel: 07437 BE9USD
FAIGNTON, I'augnlon Model Shop:
T4 Tel: OTHO3 555082
PI.YM.OUTH, Anllﬁ Model Shop:

PLT DU Tel: 01752 227 851
PLYMPTON, Nimrif Models:

LY 2AL Tel; 91752 511990
SIDMOUTH, Gliddons Toymaster:
EX10 BLZ Tel: 01395 516655
TAVISTOCK, Kaleidoscope:

PL1G (HE Teli 01422 615 236
TAVISTOCK, Games and Computers:
FL19 000 Tel: UTHZ2 615 208
TEIGNMOUTH, Jackmans Toybox:
Q14 HEA Tel: 01626 778 260
TEIGNMOUTH, M Cubed:

T4 BPE Tel: 01626 70995
TIVERTON, Banbury's:

EX16 GO0 Tel: (1484 252627
TORRINGTON, Toyzone:

EX30BHO Tel: 01005 624 790
TOTNES, Fums‘n:n‘g Touches:

T4 5RW a1hod perage

DORSEY

GW BOURNEMOUTH:
85 Commercial Road,
HHZ SRT Tel: 01202 319 292
www.facebook.cam/GWBmimerminith
GW POOLE:
Unit 12 Townpate Contre,
BFH15 1ER Teli 0120 2hf 5634
facebaak.com/GwPaale
BLANDFORD, Inspirations:
i 7K Teli 01258 280999
BOURNEMOUTH, HobbyCrait:
EHZ2 80) Teli DI45 051 6520
ERIDPORT, Frosts Toymaster:
D6 301 Tel: 01300 422 206
CHRISTCHURCH, Simple Miniature Games:
HHZ3 1ER Tel; 01202 489721
DORCHESTER, Dor{'hesler Toys:
DI IRY | 01305 261 152
SHERBOURMNE, 'l||! Corner House:
BT9 311 Tel: 01935 815 615
SHERBOURNE The Toy Barn:

"Tek; 01935 415 Mo
SWANAGE. Leonard's:
BH19 11T Tel: 01929 S260%5
WEYMOUTH, Howley's Toymaster:
D74 1HO Tol: 07305 7742
WIMBORNE MINSTER, Riverside Toys:
BH2T 1IN Tel: M1202 881754

ESSEX

GW CHELMSFORD:

Unit 4C, The Meadows Cenre,

CM2 RFD Tel: 124 540 4R
facehook. com/GWChelmsford

GW COLCHESTER:

2 Short Wyre Street,

COTILN Tel: 0120 676 7279
facehook.com/GWColchester

GW SOUTHEND:

12 Seulhchirch Road,

SET ZNE Tel: 1171 245 1251
Tacehook. com/GWSoathend

112 WHITE DWARF AUGURY

GW THURROCK:
Unit 4158, Level 3, Lakesile Shopping Centre,
RAM20 27) Tel: 0170 B8R 7133
lacebook com/GWThurrock
HARLOW, Marquee Models:
CM20 XS Tel: 01279 423 334
BASILDON, HobbyCra
S5 IWP Tel:” 0843 051 (536
BILLERICAY, Toys N Tuck:

CMIZ 9YR Tel: 01 H50443
BRAINTREE, Kidzone Toys:
M7 3VA Tel; 01376554 791

BRAINTREE, Gamzs Cell,
€M7 YN
BRENTWOOD, B&M de
CMI4 R0 Tel: 01277 214 342
CHELMSFORD, HobbyCral
Chi BXE Tel; B854 051 h572
CLACTON ON Sl.\, Glatlon Arl & Cnrl Cenlre:
CON51JA : 01
COLCHESTER, 411( Gamlng.

CO4 5EG Tel: 01206 75R300
HARLOW, HobbyCrait
CMZD 204 Tel 0845 051 6565

RAYI.E!GH Gamerz Nexus:

Tel: 07075 57506

SOUTHEND ON SE.\\, Wayland Games:
Tel

; 01702 BOETS0

HORNCHUP.CH Tole Haven;
RMIZ 4TN Tel: 01700 475051

MALDON, Colin Bliss Models:
€M 5BZ Tel: 01621 851327

SAFFRDN WALDEN, Game On:
CRIA TAX Tel: 01794 506 022

GLOUCESTERSHIRE

GW CHELTENHAM;

16 I"nll\ﬂlle Stresl,

GLs2 3L Tel; 0124 222 8419
faceboak.com/GWEheltenham

* GW GLOUCESTER:

45 Clarence Street,

GLT TEA Tel: 0145 250 5033
wiww facehank com/GWGlonrester

BOURTON ON THE WATER, Bourton bodel Rallway:

GLE4 2AN Tel; 01451 520 6A6
CIRENCESTER, Crocodile Toys
GLY 2PR Tel: GV285 66 D50

GLOUCESTER, HobbyCrafI:
Gl Tel: 0B45 051 6522
STROUD Alan Tyndall Ltd:
GLS 1AN Tel: 01433 765920

GW BASINGSTOKE:

3 Fdters Walk,

RG21 760 Tel: 0125 646 6050

faceboak, com/GWHasingstoke

GW PORTSMOUTH:

4 Arundel $treet,

PO TNL Teli 0235 207 6266

www, facehook.comGWihartsmonth

GW SOUTHAMPTON:

23 East Streat,

4 THG Teli 0238 033 1962

bookcom/GWSouthamplan

* GW WINCHESTER:

45 Jewry Streed,

SOZ3 BRY Teli 0196 206 0199

www. facehaok.com/GWWinchester

@ ALDERSHOT, The Game Shop:
GLAT 1DZ Teb 01252 311 443

ALTON, Alton Model Centre:

42 244

GUM DD Tel; 01420
ANDOVER, Andover Toys:
SPT0 10X Tek 01264 352 263

E.ﬂSENGSTDKE, HobbyCral
RGZT 6HN Teli OB45 051 6571
EASTLEIGH, Eastleigh Wargames:
5050 9A Tek: D230 643 179
FARNBOROUGH, Dark Star:

GLITS 0EN Tel: 01252 545019
FLEEI', Fleet Toys:
GUTS 381 Tel: 01252 (13949

GDSI’CR‘I, TD Books and Wargames:
POTZ LR Tok: 07964 493855
HA\"ANT HobbyCrait:

Teh DA45 051 6554
I.YMINC'FON HE Figgures:
5041 9A0 Tek: 01550 67 2001

MILFORD ON SEA, Mitford Models and Hobbies:

5041 0QD Tel: 01500 642 112
NEW MILTON, Toys of New Milton:
BHI5 6HY Tek 1425 617 005
NORTHEND, Fun Toys and Games:
POZOLH Tek: 02392 69674
PETERSFIELD, Folly Models:
GU31 4AD Tel: 01730 267 932
RINGWOOD, Turs of Ringwood:
BHI4 1AT Tol: 01425 479 444
ROMSEY, Roundabout:
5051 BGD Tek 01794 512 145
SOUTHAMPTON, HobbyCral
SOTH IHW Tl 0845 051 6521
SOUTHSEA, Solent Wargame
Tel: 02392 1635
SOUTHSEA Southsea Models:
Tel: 02392 733 208

* GW HEREFORD:
40 Fign Gate,

HR4 DA Fel: (11432 355 M0
facehook.com/GWHerelord

HEREFORD, Weobley Bookshop:

HR4 B5A Tel: 01544 319292
LEDBURY, Little Shop of Wonders:
HES ZAA Tul: 01531 b3Z204
LEOMINSTER, Martin's Models & Crafts:
Hie 865 Tol: (1568 613 782
ROSS ON WYE, Revolutio
HES 70V Tol: (15015 ;

HERTFORDSHIRE

*» GW HEMEL HEMPSTEAD:
16 Wridge Strect,

HP1 1EF Tel: 0144 224 9752
facehook com/CWHemntHempstead

* GW ST ALBANS:

18 Heritage Close,

ALS SER Tel: 1172 786 1193
facebookcom/GWSLAlbans.

* GW STEVENAGE:

5 Quecnsway,

SG1 1DA Tel: 01436 355044
facehoak.comGWSTevenage
BERKHAMSTEAD, Hamlins:

HP' 248 Teli 01442 B64 642
CHESHUNT, Creative Thinking:

Nl L Tel 07992 K233
HITCHIN, Mainly Models:

SG5 108 Tel: D462 422 104
LETCHWORTH GARDEN CITY, Cuthberl's Tays:
SG6 ADA Tel: 01462 406030
LETCHWORTH, Rowells Toy Emporium:
56 DN Tel: 01462 G0 717
STEVENAGE, Hobthrafl

$G1 1NN DE4% 051 G553

STEVENAGE KS Modl:‘ls

1 1AW Teh 01430 746 616
WELW'I‘N GARDEN CITY, Fun House Toy Stare;
ALD GHA Tel: 01707 391 119
WATFORD, HobbyCrait:
W7 25F Tek: OB45 051 6538

ISLE OF WIGHT

NEWPORT, Cheap Thrills:

FOI0 1P Tek: 01983 530 570
NEWFORT, Toy & Models:
POI0 1BQ Teli 01983 526 258
RYDE, The Sports & Model Shop:
P33 20T Tek: 01983 B62 454

GW BLUEWATER:

Linit U528, Upper Thames Walk, Bluowater,
DAG 950, Tek: 0132 242 7640
facehoak.com/GWBluewater

GW CANTERELRY:

Unil 5, Iron Bar Lane,

CT1 2HN Tek 0122 745 2860
Eacebook com/GWCanteebisry

GW MAIDSTONE:

7a Pusdding Lane,

MET4 TPA Tek: 0162 267 7435
www.facehook, com/GWMaidstone
GW TUNBRIDGE WELLS:

36 Grosvenor Road,

TNT 2P Tel: 0189 152 5743
facebook.com/GWTunbridgeWells
ASHFORD, Kid's Stuf:

THEI 1AB Tel: 01231 610200
ASHFORD, XPRESS Games:
TN14 HIN Teb 01233 621714
BEXLEY HEATH, Kit Krazy:

DAR BT Tek 0208 2967 177
BROADSTAIRS, Time & 5

crin e "Tek: 01833 56 D04
CHATHAM, Maynes:

ME4 2P ek 01634 400 031
CRAYFORD, HobbyCraf:

AT 4Lly Tok: BH45 051 6535

DEAL, John Roper:
CT14 bTE Tel: 01304 361404
DOVER, Turners Models:

CTi7 08T Tek: 01304 203 711
DOVER, XPRESS Games:
CTi6 10U Tel: U7AL9 201704

FOLKESTONE, Penkraft:
CT19 40P Tel: (01303 279292
GRAVESEND, Steve's Callectables and Toys:
DAT2 2EQ Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
DATT OAY Tel: D1474 534 166
HERNE BAY, Spearmgs

SEB : 1227 374 49
H\"IHE, Apple |
T s Tel: 01303 262 p02
MAII}STONE, Hubbyl’:ra
MET6 5N Tok: DB45
MAIDSTONE, Maodel Worl
MET4 5LH Tel: 01622 735055
HOCHESTER Rn:hesll.vr Games:
ME1Tf £l

SEVENOAKS, Manklows:
TN14 5AR Tel: 01732 454 852

SITTINGBOURNE, F1 Hobbies:

METD 3TB Tel: 0845 2602622

SIWINGBDURNE Nickel Books:
Tel: 01793 429 546

TH RN EI'. HobbyCraft:

CT10) 28F Tel: D845 051 6364
TUNBRIDGE WELLS, HobbyCraft:
TNZ 3UR Tel: 045 051 6568

* GW BLACKPOOL:
B Birley Street,

Al Tel: 0125 475 2058
facebook,com/GWElackpoo!

GW BOLTON:

Unlt 14 (15t fivar), Crompton Place,
BL1 1DF Tel: 4120 436 2131
facebaok com/GWRolian

GW BURY:

16 Crompinn Stroet,

BLY QAL Tel: 0161 797 6540

favebook.com/GW Bury

GW PRESTON;

15 Milker Arcade,

PR 2GY Tel: 0177 282 1855
facebouk com/GamesWorkshupPresfon
= GW WIGAN:

12 Cromgpiton Street,

WhTTYF Tol: 1142 129121
www facehoak.com/GWWigan
ASHTON UNDER LYNE, Roundabout Toys:
LG BA] Tel: ulsn 43234

T
BB2 2 Tel: IH)-J-l hl’;l-“ll
BLACKPOOL, iCollectables:

Tel: 01253 403839
BOI.TON. HobbyCrait:
BLi 250 el: 0845 051 6531
BDLTGN Partcullis Wargames Emporium:

Tel: 01204 772 522
BURNLE\" Compendiu
Bl 2 0BG el: 01282 457 06
CHORLEY, Hampsons Toys & Mursey Waorld:
PRY 2500 Tel: 01257 263045
Cl.i'lHEltOE CowFllls of Clitheroe Ltd:
BB7 20A Tel: 01200 423 587
COLNE, West End Model Centre:
B8 087 Tel: 01282 BO7711

LEIGH, Storktown Ltd:

WINT TAW Tok 07942 671 116
ORMSKIRK, Ta)'lors

L3 IAA : B1645 574516
PRESTON, Hnbby(‘rafL

PRI BAF Tel: OB45 051 6529
THORNTON, Tu'rs 2 Sav

Y5 411 Tels 01254 155 905

GW LEICESTER:

Linit 2,16/20 Sibver Street,

LET 5E1 Tel; 0116253 0510

facebook.com/GWLekcester

* GW LOUGHBOROUGH:

22 Biggin Street,

LE1T TUA Tel: 0150923 A107

fecebuok.com/GWLsughboraugh
LEICESTER, Table Top Tyrant:
LET 3R Tel: D162 533 554

ASHBY-DE-LA-ZOUCH, Steve’s Models:

LEGS THP Tel: 01530 416 827
LOUGHBOROUGH, Wargames Inc:
LE1T 1jA Tek: 01504 235505
LUTTERWORTH, Ace Connections:
LEI7 4E] Tuk 014535 558335
MELTON MOWBRAY, Cobwehs:
LE13 BXA Tel: 01664 500700

LINCOLNSHIRE AREA

* GW BOSTON:

45 Wide Bargate,

PE21 65H Tel: D1205 356595
facebaak.cam/GWBiston

= GW GRIMSBY:
4 West St Mary’s Gate,

0N L8 Tels U147 434 7757
www.ficehiook.com/ GW Grimshy

« GW LINCOLN:

Linit 5L, Saltergatn, toutside of Waterside Ceatre),

L2 TAP Tel: 0152 454 8027
facebaok.cam/ GWLincoln
GRANTHAM, A1 Hobhies Ltd:

NG31 95E Tek: 01476 565980
LOUTH, Castaline:
LN11 9ET Tel: 01507 (02 149

MABLETHORPE, Belas Toymaster:
LN12 1AD Tuk: D1507 473 328

SCUNTHORPE, Shermans Model Shop:

DN15 LD Tel: 01724 A42 43%
SKEGNESS, The Model Shop:

PE25 INY Tel: D1754 763 429
SKEGNESS, Warlords of the Coast:
PE25 1RY Tol: 01754 TRIGHG
SPALDING, Mason's Models:

PE1T 1D Tel: 11775 722 456

D, Starnford Modeks and Hobbies:

STAMFORD,
PES 2AZ Tel: M700 Y6934

* GW ANGEL:
36:37 Myddleton Street, Angel Islinyton,
ECIR LA 1207 7130835

facebaak com/GWARge!

GW BRENT CROSS:

Unit F9, Lower Mall, frent Crass Shopping Centre,

NW4 3FE, Tol: (200 202 4974
facebaok.com/ GWBrentCrass

GW BROMLEY:

Unit 24, The Mall, Brombey,

BEY TS Tel: (200 466 067E
facebook.com/ GWBroney

GW COVENT GARDEN:

Unit 33, The Marked,

WC2E BT Tel: (207 240 5106
wwwy, facehnok com/GWCoventGarden
GW CROYDON:

Linit 35, Centrale Shopping Cendre, Keeley Road,
CHA ITF Tel: (1208 616 4600
facebank.cony GW Crayrdon

* GW EPSOM:

1 High Stroet,

KT18 GAD Tel: 11372 751861
www. fagehnok.com/GWEpsom

GW KENSINGTON:

Shop 7, Lancor Square, Kensington Church Street,

WB dEH Tel: 1207 437 TN 1
facebook com!GWKensinglon

GW KINGSTON ON THAMES:
33 Fife Road,

KT1 157 Tel: 0208 549 5224
facebook. comGWEIngstun

GW OXFORD 5T:

Unil F10, The Plaea Shopping Centre,
wipr Tel: (207 436 0039
facelok, com/GWLondonFlaza

* GW MUSWELL HiLL:

117 Aluxandra Park Road,

N1 2D Tel: 0200 B3 9901
woww, fice bk com GWMuswelTHEL
GW ROMFORD:

12 Quadrant Arcaite,

M1 3ED Tel: 01708 742 140
facehaok, com/ GWRomford

* GW STAINES:

il Clarence Strect,

TW18 457 Tel: 1178 446 0675
facebook.com' GWSkives

GW SUTTON:

Linit 26, Times Sequare Shoppsng Cenlre,
M1 ILF Tel: (20 770 2434
facebook.com GamesWorkshupSutton
GW UXBRIDGE:

Unit 32, Cheguers Mall, The Pavifon Eu“:u; Cenlre,

Ligs 1EN Tel: G109

www. facebouk, com/GWUxbridge

GW WATFORD:

Uil €3, TA Quieen Steeet, Harleuin Centre,

WD1 2T Tel: 11923 245388

facehook.com/GWWatfard

GW WOOD GREEN:

Uinit 83, The Mall Woad Green, High Streed,

N2Z BBA Tel; 208 1891079

wiww.faceboak.com/GWWaod Green

BARNET, Toys Toys Toys:

ENS 550 Tel: 0204 449 0966

BECKENH;‘\M\. Beckenham Tnys:
Tel: 02086 305 15!

BLACKHE.-\TH an Impressms:

1 652 6192

Toys:
43000

0
e ! 1

CHISWICK, Turnham Arts and Crafis:
Wi ILS

Tel: 0209 9952672
CROYDON, HobbyCra
CRD 4xU Tel: 0845 051 6570

DULWICH, The Art Stationers:
SEXT 7N Tel: 0208 693
EALING, Northiields Models:
W1 $qu Tel: 0208 299 1444
EAST SHEEN, Pandemonium:
SW14 BAE Tek: 0206 678 0866
ENF!ELD Pearsons:
Tel: D208 373 4200
FINCHI.EY Lelsuﬂ' Games:
: 0208 16 2327

FU!.HAM, Patri ’sT 52

SWh 75X Tel: 0207 JH59064
GREENFORD, HobbyCraft:

Ulis IUwW Tuk: DH45 051
HAMPSTEAD, Hzrpy Returns:
NW3 INH 0207 435 2431
HARROW, Toy Galaxy:

HAT IRH Tel: D208 424 0300
HERNE HILL, ]Ilsl ms

SE24 BHU ek

HDRNCHURCH M.udu!lm Wnrld:
M1 SIY ols D17 A3GE
KINGSTON, Thi! Pri

W11 3HL Tol

MUSWELL HILL, Art For Arl's Sake:
NI Tel: (20 8442 0512

I.UND(.)N 4D Modelshop:

Tek: 20 7264 1208
ORI'INGTON Chips:
BRE OjR Tel: 0642 227340
ORPINGTON, HobbyCM
BRS IRP 045 1)
PUTNEY, Toysmp,

SW1S 1TW Tul: 0200 765 9955
ROMFORD, Hohb}'Craﬂ

RM1 1AU Tel: 0045 051 6545
RUISLIP, John Sanders:

HAd BB Tel: 01805 634 648
SOUTH WOODFORD, South Woodford Libeary:
ElD 205 Tel: 0200 708 9067

\"ICTDIII.!\ PARK, The Toybox:

Tel: D208 533 2679
WATERLDD, Dark Sphere Retail:
SEF TN] Tel: 0207 %28 7220
WEST DRAYTON, The Aviation Hobby Shop:
BT HEA 195 442123

MANCHESTER ARER

* GW ALTRINCHAM:

Lnit 1, 19 Graftan Stroet,

WAL4 101 Tel: 0161 029 9696
facebaok,com/GW. Altrincham

GW MANCHESTER:

Linit B35, Marsden Way Snath, Arndale Cenire,
Mit 3AT Tel: D161 #34 6871
facohaok com! GWManchester
MAMNCHESTER, Fanboy 3:

M1 1FZ Tel: 01422 376 531

MERSEYSIDE AREA

12 Central =hnppum, ‘enitre, Ranchiigh Streel,
L1110 ol (151 700 D63
facebook, com/GWLiverpood
* GW SOUTHPORT:
Unit 2, The Edge, 7 H
PRY OTE Tel: 1170 450 1255
wivw. facehookcom/GWsouthparl
BRIMSTAGE, Wargames Store:
CHEZ 6l Tel: 11513 4271 233
ST HELENS, Scott Rock Hobbies:
WAD 31N Tel: 07512 020742

ST HELENS, Rennies Arts and Crafis:
WATD INW Tel: 01744 739660

= GW KINGS LYNN:
23 Norfalk Street,
PESD 1AN Tel: B1553 777 920
www facehook.com/ GWKingLynn
GW NORWICH:
1214 Exchange Street,
NRZ 1AT Tel: 160 376 7h5h
facebank.comi GWNorwich
CROMER, Cromer Furniture:
NR2? 9HT Tel: 11263 515153
DEREHAM, Starlings Toymaster:
NR1S TR Tel: 11362 697 768
GREAT YARMOUTH, Kerrisons:
MR INE Tal: 01443 853 897
HOLT, Starlings Toymaster:
NHE25 BEN Tol: 0126 31m
HUNSTANTON, Pavilion Toymaster:
PEIG GAH Tol: 11405 533 108
NORWICH, HobbyCraft:
NRT 1WR (145 051 6573
NORWICH, Kerrisons:
NR3 2ZRX Tel: 01603 454 008
NORWICH, Langleys:
NR13 BLH Tel: 11603 621959
NORWICH, Starwynn Games:

NRZ 1DE Tel: 11603 631920
SHERINGHAM, Starlings Toymaster:
NRZG BDS "Tel: 01203 822 368

NORTHAMPTONSHIRE

= GW KETTERING:

4 Lower Streel,

NN16 8DH Tel: 01536 4117114

facehook.comi GWHetering

* GW NORTHAMPTON:

24-26 Ablnglon Sguare,

NNT SAA Tel: 01604 636 687

Tacehook,cony'GWNorthampton

NORTHAMPTON, HobbyCraft:

N5 SAF Tel: 1845 5T 6523

NORTHAMPTON, Wargames Workshop:

N1 4AE I4\| ATUA1 775263

PETERBOROUGH, HobbyCraft:

PET 4YZ Tel: 0845 051 6563

RUSHDEN, Osborne Sports & Toys:

NN10 OPE Tel: 01933 312 415

WEI.LINGBOI!OUGH Software Seller:
N8 1HG Tel: 01933 440 861

CORBRIDGE, The Village Square:

NEAS SAW Tel: 11434 634 056
MORPETH, TG .-I\lla :
NEGT THA Tel: 01670515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
34a Frlar Lane,

NG 6D Teli 0115 941 D651
facehook.com/GWNoitinghanm




GW WARHAMMER WORLD:
Wilkaw Rosd, Lenton,

NEGT IWS Tel: 0115 916 8410
Incebook.com/GWWarhammerWarld
@ MANSFIELD, Eyr_- of lhe Slorm
3BL rr! L0 {5

S*B
BEESTON, Chimera Lefsure:

NGH 2LH Tel: 07139 229000
MANSFIELD, T(_ Painting Studios:
NEGZY DA Tol: 01623 480841
MANSFIELD, The Games Emporium:
NGTE ING Tel; 01623 640 1122
NEWARK, Access Models:

NG24 1BE Tel: 01636 673 116
NEWTHORPE, Caliver Books:

NG16 2DP Tel: 01159 362111
NOTTINGHAM, Foundry Miniatures:
NG3 1DE Tel: U115 B413000
NOTTINGHAM, HohbyCraft:

Tel: 1843 051 6249
NDTTINGHANL Vague Connections:
NG SFP Tel: 07816 978848
RETFORD, Bookworm:

DN2Z GEA Tol: 01777 869224
WEST ERIDGFORD, Inspirations
NGZ 5GR B2 1200
WORKSOP, Mndel Base:

580 1DY Tel: 015909 501 752

OXFORDSHIRE

GW OXFORD:

1A Bush House, Now Inn Hall Street,
OX1 20H Tel: 1865 242 182
faceboak,com/GW Oord
BANBURY, Trinder Bros:

OX16 58N Tel: 01205 262 546
BICESTER, HobhyCrait:
OXZ5 INY Tek 0045 051 6557

CARTERTON, Giles Sports;

OxX18 4L Tek: 01993 842 396
DIDCOT, Toys-UK:
0x11 6R) Tek: 01235 759450

GORING ON THAMES, Goring Hardware:
RGH 9HG Tek: 01491 H72420
OXFORD, Boswells Toymaster:

ON1 3AG Teh 01865 241 244
W’ALI.INGFCIRD, Kev's Toysh

OX10 DEW Telt 01491 B251305
WITNEY, Dentons:
OXIH BHW Tel: 01993 704 979

GW SHREWSBURY:
& Market Street,
SY1LE Tel: 0174 336 2007
facebook.com/GWShrewsbury
@ WELLINGTON, Questing Knight Games:
TFIIPS  Tol 01932417 747
JACKFIELD, Robert Harrop Designs Ltd:
TF8 7L Tel: 01952 B4R
OSWESTH’ Totally Games:
SY11 257 Tel: 01691 688 954
DONNINGTON Sartda Games:
AP

GW BATH:

15 5t fames Parade,

BAT UL Tol: 122 533 4044
facelonk.con/GWBath
BRIDGWATER, Insane Games:
TAB 3BW Tel: 11270 433354
BURNHAM ON SEA, GW Hurley:
TAB 1PA Tol: 01270 789 261
CLEVEDON, Insane Games:
B521 BN Tol: D1275 871612
FROME, The Ellenbray Press:
BATT 185 Tel: 01373 462 139
FROME, Frome Model Centre:
BAT1 1DA Tek: 1373 465295
MIDSOMER NORTON, Signals:

BA1 2DB Tel: 01761 402484
SOMERTON, Somerton Hobbies:
TAT1 600 Tel: 01458 273735
STREET, Insane Games:

BATH OHP Tel: 01450 441443
TAUNTON, Kracke:

TA1 4ER Tel: 01823 335 057
TAUNTON, Hatcher & Sons

TAZ HRX Tel: OTHIY 272 277

UAS 2AW. o ErEbih]
WESTON SUPER MARE, The Gamos Bunker:
B523 1RH Tel: 01934 622141
WIRRAL PARK, Pedalers Toymaster:
BAG 3XE Tel: 17438 634 562
YEOQVIL, Witch EllBIllE

BAZD TN Tel: 01935 427077

STAFFORDSHIRE

« GW BURTON ON TRENT:

Unit 8, Union Court, Union Streed,

DE14 1AM Tel: 0F2H 351 5865
facehaok.com/GWHurlan

GW STOKE:

27 Stafford 51,

ST Tel: 0950 220 5267

www.facehook com/ GWSlake

BURTON ON TRENT, Midco Toys:
DEI4 1)E Tel: 01332 347734
FENTON, Guys That Game:

5T4 204 Tel: 02001 330044
LEEK, Old-S-Kool:

5T13 5D5 Tel: 07516 43600
LICHFIELD, Digital Dragons:

W513 6DT Tel: 07941 637793
STAFFORD, HobbyCraft:

5T17 45U Tek: BH45 051 6369
STAFFORD, Midlands Co-op Sociely;
5T16 2P Tel: B7HS 223431
STAFFORD, Stafford Games:

5T16 2HS Tek M7 2
STAFFORD, Too Fat Goblinz:

5110 2NG Tel: G1765 244 499
STOKE-ON-TRENT, Staffs Gaming:
514 2NN Tel; 0700 5340 8213
TAMWORTH, HobbyCrait:

B7H 3HE Tel: 045 051 6325

7

Tely 01471 210 031
facebook.com/GWipswich
BECCLES, Toy Box:

R34 HE Tedi 01502 712 785
BURY 5T, EDMUMDS, hypse Miniature W,
133 3A4 Tel: 01284 747363

BURY ST. EDMUNDS, Starlings Toymaster:
1P33 1HE Tel: 01284 761 646

FELIXSTOWE, Wizards Workshop:

P11 2AW Tel: 01394 277 233
LOWESTOFT, Annatar:
MNR3Z THE Tel: 11502 513477

NEWMARKET, Moons Toyland:
CBE BUC Telt 01638 663 147
STOWMARKET, D | Collectables:
P14 1AH F" 1449 771 015
STOWMARKET, Simpson & Sons:
P14 1HA Tel: 01449 612914
SUDBURY, Tinetty's Toys:

O L Tel: 01767 372234
WOODERIDGE, Toytown:

P12 1DH Tel: 011394 383 170

SURREY

GW GUILDFORD:

Unilt 1, 912 Tunsgate,

GUT 30T Tel:0148 345 1793
fatebook,com/GWGulldird

GW WOKING:

Unit 3, Cheary Court, 169 Church Slreet East,
GUZ1 H] 140 377 1675
facebonk.conm/ GWWoking
ADDLESTONE, Mdk’stone Model Centre:
KT15 28E : 01932 B45440
CAMBERLEY, Momlng Sta
GUTS 356G U1E7G b0
COBHAM, anl asi

KT11 2LR Tel: 01932 067374
DORKING, Dorking Models:
RH 181, Tol: U130G 081 747
FARNHAM, Enchanted Woor
GLY 7RX Tel: 01252 7222
GODALMING, The Toy Box:
GLIY 1NN Teli 01483 424371
HASLEMERE, Enchanted Wood:

i1

GU7 2HR Tel: 01420 E900
DKTED, IH Lorimer:

RHA !

REDHILL, Gamm Gulld

RHI 168 789123
REIGATE The ‘rny 5|le

RH2 9AE

RICHMOND, Toy Stal
W TEE Tel: 0208 qm 4895

SURBITON, Heroes and Legends Games:

KIf 7AH Tel: 0203 250 (054
WOKING, HobbyCrait:
GU21 BBD Tel: 0845 051 6556

GW BRIGHTON:

Undt 7, Nt Pavilions,

BN THW Tel: 0127 320 3333
facebovk. com/ GWBrighton

* GW CRAWLEY:

11 Broadway,

RH1D 1DX Tel: 0129 355 2071
waw.lacebook.com/GamesWorkshopCrawley
* GW EASTBOURNE

13 Cornfield Road,

BN2I 400G Tel: 0132 364 1423
Tavehook,com/ G Eastbournn

= GW WORTHING:

2 Bath Place, Worlhing,

BN11 3BA Tek 01903 213 930
facehbook.com/GWWorthing

BEXHILL ON SEA, Tiddys Tackle:
THAD 10X Tel: 01424 222024
BILLINGHURST, Aurora Gaming:
Tel: (1403 701 991

HCIGNCIR REGIS, Trains Motels and Hobhies:
POl Tek: 07243 864 727
HRIGH'[DN Erightan Tny and Model Muscur:
BN1 1AD Tek 01273 7474594
BRIGHTON, Oﬂlﬂl%!}rﬁ! st
OXIUEW - Tel 0 mng’ﬁ
BURGESS HILL, Kid's Stuff:

RH15 9NE Tek: nu-m 15; T4
i)
'l 8 055

CRAWLEY, Huhh l:ra
RHT1 75T Tel: 0845 051 6552
EAST GRINSTEAD, Martells of Sutton
HH19 18E Tel: 11342 321303

EAST WITTERING, Shell Toys and Gifts:

PO BEL Tel: 01243 672353
HASTINGS, Hastings Hobhies:
TH4 THL Tel: 11424 200021
HAYWARD'S HEATH, Clarkes:
RH1G 411 Tel: 11444 457551
HORSHAM, Battlequest Games:
RH13 5AA Tel: 11403 242003
HOVE, Kids Dreams:

N3 510 Tel: 01273 420 666
LEWES, Tashtori Arls and Crafis:

BN7 208 Tel: 11373 487671
SEAFORD, Toytown
BNZS 1PL Tel: G1323 B95 61

ST LEONARDS ON SEA, Sifverhill Models and Toys:
TN37 6PA Tel: 01424 4371 133
STEYNING, The Dollhouse Shop:

EN44 3RD Tebk: 01903 B16812
UCKFIELD, Kid's Stufi:
THEZ 51 Tol: 01825 TH 398

WISBOROUGH GREEN, Aurora Gaming:
RH14 OES Tek 0

TYNE AND WERR AREA

GW NEWCASTLE (Cenlral
Unit b, Mowgate Shopping Centre,

NE1 5PY Tel: 0191 232 2478
facebuok.com/GWNewcastie

GW METRO (Metro Centre):
Uinit 2, First Floor, The Arcade

{near the Mediterranedn Villagel,

NET1 9YL Tel: 0197 467 1450
facehnal.com/GWhMetroCentre

* GW SUNDERLAND:

2538 High Street West, Sunderland,

SR1 3DH Tel: 01915 100 434
facebook.com/GWSanderland

HOUGHTON LE SPRING, The Gamers

H4 4)W Tel: 0197 385 2040
GATESHEAD: HobbyCraft

NE11 B0 Ted: OB45 051 h347
NE\\‘C#SH.E UPON TYNE, Fantastic Toys:
INE1 Tel: 07812 511007
NORTH SHIELDS, SR Gladston & Son:
NE29 (Q) Ted: 01912 :?0 335
PELAW, Graham's k

GAMES WORKSHOP HOBBY CENTRE

(#} These Hobby Centres are closed on Mondays and Tuesdays,

PREMIUM STORE

Stocks most of the product range.*

*To be sure they have what you want in stack, we recommend calling the store first.

NET0 OHW Tel: 01914 600745
SOUTH SHIELDS, Hawthorn Arts:
NEI3 41U Tel: 01914 560822
SUNDERLAND, TD‘; and Computer Store:
SH1 3H Tel: 0191 565 5196

GW COVENTRY:
Wit 39, Upper Level, Cathedral Lanes Shoppirg Cenlre,
V1L Tel: 0247 622 7311
facehonk.com/GWCoventry

= GW LEAMINGTON 5PA:

3t Regent Street,

CV32 5EG Tel: 01926 435771
facehook.com/GWLeamingtonSpa

* GW NUNEATON:

3 Rriclge Stroct,

V11 4DZ Tel: 02476 325754
facehank. com/GWNuneatan

* GW STRATFORD:

Unit 1, 27 Windsar Stroet,

CVIT7 iNL Tel: 01789 297 262
fagebook.cam!/GWSsiratford

CG\"ENTR\‘, Alan Tynda!! Lid:

CV1IFs : K2476 551155
COVENTRY, thhyCraﬁ:

CV3 6TA Tel 01845 051

Tel: 2476 382 331
I!UGBY. Joto Railways & Models:
Tek: DI764 562 372
SOI.IHUI.I. HobbyCraft:

Tek: BB45 D51 6562
STP,»\TFORD UPON-AVON, Much ado about foys:

CVIT BYW Tek 01789 295 850
WARWICK, Castle Trains:
Cyi4 aHs el 01926 497 905

Tek
WOLVERHAMPTON, HobhyCraft:
LATERIT Tel; DI45 051 6543

WILTSHIRE

GW SALISBURY:

18 Winchester Stroct,

5P1 1HB Tel: 0172 233 0935
facehnak com/GW Salisbury

GW SWINDON:

14 Brunel Plaza,

SN1ILF Tel: 0179 343 G136
facehouk com/GWSwindan
CHIPPENHAM, Thorntons Toymaster:

SN15 3w Tel: 07245 463700
DEVIZES, Devizes Toys:

SN TAG Tel: 01380 723 841
MARLBOROUGH, Ducklings Toys:
SNB 1BE Tel: 1IRT2 512770
MELKSHAM, Gamingalore:

SN1Z 6LE Tel: 1225 700754
MELKSHAM, The Toyshop:

SNIZ 6LE Tel: 07225 764 415

SWINDON, Cieﬂratra 's Palace:
SN26 TEA Tel: 01793 724526
SWINDON, HobbyCraft:

SN 4ES Tel: 0845 051 6531
TROWBRIDGE, The Toy Shop:
BAT4 Tk 01215 768 413
WESTBURV, The Gas Cupboard:
BA13 3PB Tek: 01373825 8§25
WESTBURY, Triple Helix Wargames:
BA13 415 Tek: 07974 260384

WORCESTERSHIRE

GW WORCESTER:

23 Lychgate Mall, Cathedral Mara,

WR1 205 Tel; D190 561 G707
facebook.com/GWWarcester
DROITWICH, HoblyCrait:

Wh 0DC Tel: 0045 051 6548
DROITWICH, Look-rite Ltd T/A Toyworld:

WRD HE] Tel: 01905 772 403
EVESHAM, Giit Horse:
WHIT 4BG Tel: 01386 TH153%

EVESHAM, Total Wargamer:
WRI1 TRE Tel: 01481 ROT0E0
MALVERN, The Toy Cornes
WRIA SLT Tel: 01684 5
REDDIT(H Hobby Hut:
097 4L} Tel; 01527 540 40
STOURBRIDGE, Invasion Games:
DY& IEF Tel: 01384 373536

YORKSHIRE

= GW BRADFORD:

4 Piccadilly, Braiord,

BT 3LW Tel: 0127 473 9430
www facebouk.com/GWlradiond

* GW DONCASTER:

26 High Street, Doncaster,

DN1 1w Tol: 0130 232 0535
facehook.com/GWDancaster

* GW HARROGATE:

53 Station Parade,

44

HG1ITT Tel: 0142 356 4310
facehookcom/GWHarrogate

GW HULL:

30 Paragon Stroat,

HUT 38D Tek: 0146 258 9576
faceboak com/GWHuIl

GW LEEDS:

3BA Lands Lane,

L51 6L8 Tek 0113 242 0834

facoboakcom/GWEreds

* GW SHEFFIELD (Central):

16 Fitzwlifiam Gate,

51 4H Ted: 0114 275 0114
Lacebuak.com/GWSheifkeld

GW SHEFFIELD (Meadowhall Centre):

Unit 118, High Streel, Upper Mall
(et 1o entrance near Boods),

59 16N Tel: 0114 256 1836
facebook-com/GyViMeadowhall

GW WAKEFIELD:
Wi Kirkgate, The Ridings Centre,

WF1 1TE Tel: 0192 435 94371
facebnok-com/GWiWakefield

GW YORK:

134 Lendal,

YO1 8A0 Tel: 0190 462 8014

facehook.com/ GamesWarkshopYork

@ SHEFFIELD, Wargames Emporium:
51 2F8 Tel: 07142 754 826

BARMNSLEY, Janco Toys:

570 5AA Tel: 07226 0654

sg‘lDI,Ithgl, W Bg

DEWSBURY, Cosmic Tays and Collectables

WF3 1LF Tel: 01924 650348

DONCASTER, Zone Out:

DN1 2FW Tel: 01302 §10285

DRIFFIELD, Sokells:

Y025 6P5 Tel: 07377 252100

GOOLE, Hall’s Music:

DN14 6BP Tel: 01405 Te4191

HALIFAX Halifax Modellers World:
X1 1RE Tol: 01422 349 157

HUDDERSFIELD Palriot Games:

HET 10U Tel: 1444 511019

HUDDE.RSFIELD Something Wicked:

Tol: 01404 559 226

HUI.L, Arl:’hl:mn Games:

HUT 3BA Tel: (1462 21011

HULL, HobbyCrait:

HUT 27X Tel: 04

L5290 Tal: 01

LEEDS, Leeds W’argaming Cznlle'
LS7 2JF Tel: 07381 121617
LEEDS, Hobtl'rCra

L510 TEW ]

LLE
DL 1NA ot
NORTHRLLERTON T & FM Grover Lid:
DL7 81w Tel: D1609 773 334
PICKERING, Pickering Model Centre:
YO8 7A) Tek: 01757 472 762
RIPON, The Knowledge Ma,
HOG4 TPA Tel: 01765 690110
SCARBOROUGH, Space, Myth and Magic:
Y011 1HG Tel: 08476 441 113

45 D51 A342
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SKI?TON Craven Model Centre:
BD23 1)Z Tel: @756 797414
‘lHiRSK The Amsl’i Palette:

Tel: 01045 574457
WHITBY, John Anderson Toymaster:
Y22 4BG Tel: 01947 602 211
HUTTON LE HOLE, The Crafl Workshop:
YONT BLIA Tel: 01751 417926
YORK, Travelling Mar:
YO 7LF Tol: 104 G20 7871

GW BELFAST:
20A Castle Couwrt,
(tawards the back of the centre)

BT1 DD Tel: 2RO 0233664

ook com/GWRelfast

BALLYMENA, Camerons:

ET43 6EB Tok D28 25h4T

BANBRDGE, r's Toymaster:

BT32 311 ol 018 20622225

BANGOR, Replay Games:

Y20 580 Tel: 028 91452210

nEI.FAST Arts and Hobby Belfast:
418 Tel: 028 9033 2540

BELFAST. Serenity Games:

BI7 1R Teh: 028 9024 9578

COLERAINE, Netramedia:

BY52 1IN Tek 07813 B03066

COUNTY ARMAGH, Creative Destruction:

B 1TF Tel: 02037 552411

ENNISKILLEN Maodellers Corner:

Tel: 028 66322367

SEI]TI.IIIII

GW ABERDEEN:

Unil 1, 12-14 Upger Kirkgate,
ABTOTRA Telt 0122 464 9773
facebook.con'GWAberdeen

* GW AYR:

Unit ; Lowne Arcate; 115 High Street,
KA 158 Tel: 01292 285 650
Tacebook com/GWAYe

GW DUNDEE:

110 Commercial Street,

DO 2AF Tel: 01138 220 2382
facehook, com/GW Dundee

GW EDINBURGH:

136 High Streal,

EHT 105 Tel: 0131 220 6540
facobook,com/GWEdinburgh

* GW FALKIRK:

12 Cow Wynd,

FET1PL Tol: 01122 462 4553
facebook, com/GWFalkick

GW GLASGOW:

B1 Union Street,

61 37A Tek: 0741 221 1673
facebuokcum/GWGlasgow

* GW LIVINGSTON:

26 Almondvale Centre,

EH54 6N Tel: 01506 443256
facebook.com/ GWLIvingston

* GW STIRLING:

45 Barntun Streel,

EKB THF Tel: 0171 455009
facebuak, com GWSting
ABERDEEN, HobbyCraft:

AB11 5PP Tek: DB4S 051 6367
ABERFELDY, Crossfire Hobby:
Tol: UTBAT 029 519

ANGUS, Hags:
DO 18E Tel: 01307 463263
ARBROATH, Hags:

D11 THL Te
ARGYLL, Alba:
PA4 44R Tel: 01631 5
A T:ry Town:

mz.u BY2195

Tel: 01292 20T945
DiNGWALi, Sports and Model Shop:

V15 9RY Tel; 01349 B2 340
DUMFRIES, Toytown:
D118 Tel: 01387 264044

DUNFERMLINE, Abbey Models:
KY12 TNH Tel: 01383 731 116
DUNFERMLINE, Walker's Oplicians:
KY11 9NH Tel: 07383 621 b
EDINBURGH, HobbyCrait:
EH15 IRD Tel: 01545 051 6561
EDINBURGH, Marionville Models:
EH12 BLX Tel: 01313 177 110
EDINBURGH, Toys Galore (Mid Lothian):
[H4 1DR Tel: 013133 24199
EDINBURGH, Toys Galore (West Lothian):
EH10 40P Tel: 0131 447 1006
EI.GIN ]unnersToymaster

Vi) 1] H Tel: 11343 542 492
FALKII!I( Little Monster Tays:

K1 L) Tel: 11324 670070
FORT WILLIAM, The Granite House:
PHI3 BAD Tel: 41397 703 651
GLASGOW, Static Cames:

G1 3R Tul: 0147 5529705
GLASGOW, HobbyCrait:

634 5DL Tel: (45 057 6555
GREENOCK, Arts, Crafts & Hobbies;

PA15 1DE Tel: 1475 78S 204
HAMILTON, Ink Spot:
MLI 8L Tel: 07694 201311

HELENSBURGH, Acorn Arl:
Gl BAW Tek (143 667 2132
INVERNESS, Heroes For Sale:
W1 100 Tel: 071463 711717
IN\’ERNESS Inverness Modelshop:
i Tel: 07463 712448
1N\|’ERNE’S§ Junners Toymaster:
1QA Tek: 01463 233 234
IN\"ERURIE, Models Unlimited:
ABS1 IX0 Tel: 01467 672 277
KIRKEAI.D\" The Hope Chest:
Teh 01592 260 116
KIRKCALD\!' Kingdom of Adventure:
K1 1AT Tel: 01592 328121
KIRKCUDBRIGHT, Solway Books:
DGH $HE Tel; (1557 330635
KIRKWALL, Cycle Orkney:
KW135 1AQ Tel: 01656 875777
LARGS, Bus Stop Toy Shop Ltd:
KAD RHR el 01475 6H9B92
LIVINGSTON, Worlds at War:
EH34 SE0 Tel: 01506 494013
P.MSI.[—Y, Pa'sle{ Model Shop:
ral el: 0147 889 4211
PERTH The Gamers Pad:
PH2 BEP Tol: 01738 442 836
PERTH IlﬂrEpld tions:
Tol: 0173 H56 1900
PETERHEAD, George Donald Lid:
ARAZ 1DT Tel: 01779 474 737
PETERHEAD, Peterhead Puffers:
T

A2 1TE 11779 481102
SHETLAND, Harrys D

ZE1 OLL Tel: 015
STEWARTON, Annic Ar

KAS SBY Tel: 015640 434400
STONEHAVEN, Toymaster Toyland:
AR39 205 wl: D1560 766333

STRANRAER, Discover:

DG 7RS Tek: 01776 700069
THURSO, Durrans:
W14 TAN Tek: 01847 893 169

WALES

GW CARDIFF:

31 High Street,

CFill 1PU Tel: 0292 063 3917
facehook. comy GW Cardifi

* GW CARMARTHEN:

1% Bridge Streat,

SA31 35 Tel: 01267 231205
facebook.com/GWCarmarthen

* GW CWMBRAN:

30 The Parade, Cwmibran, Gwent,
NPa4 1PT Tel: 01633 874 070
ww facebook.com/GWEwmbran

* GW NEWFORT:

11 Griffin Sireet,

NP0 1GL Tel: 0163 325 6295
facrhonk.com/GWNewport

GW SWANSEA:

53 Kingsway,

S41 SHF Tel: 1174 246 1969
facehook, com/GWSwansea.
ABERYSTWYTH, Albatross:
SYZ3 2N Tel: 01970 617 836
IIRECON | Clark Toys & Gifts:
[LVE] Tel: D1874 622 B65
ERERPHILL\', Jet Models and Hobbi
CF83 35 Tel: 02920 ABOGO0
CAERNARFRON, Auslins:

LL55 INS Tel; 01 2EGAGINI0
CARDIFF, Firestorm Games:

CFI0 50} Tel; B2 227177

www.games-workshop.com
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CARDIFF, HobbyCraft:

CF11 BAZ Tel: 043 151 6354
CARDIFF, Otakuzoku:

CF24 4AA Tel: H7E91RIHIG0
CHEPSTOW, Artists Cornel
NP6 SEW Tel: 11291
COLWYN BAY, 3
LL29 THS Fel: 01492 534 160
DOLGELLAU, Waterloo:

LL40 1AL Tel: (747 423 407
HAVERFORDWEST, Emrys Art Supplies:
S$A61 INH Tel: (1437 779 Gt

LAMPETER, Lomax
SAH THG Tel: 5670 422 539
LLANDUDNO, Acme Games:

1030 24D Tel: 01248 354708
LLANTWIT MAJOR, Rainbow Plaza:

CFaT 1XE Tel: (1446 724 118
NEATH, Fish N Things:
SATH BTE Tel: (1702 812 199

NEWPOIIT D-9 \'lod

NP20 10X Tel: 1633 222202
NEWTOWN, Crafts and Co:
Y16 2P0 Tel: 0166627800
OSWESTRY, Totally Games:
Y1106 Tel: D1691 6BI94
PEMBROKE, Dra on Alley

SATI 4DA : D646 621 456

PONTYPRIDD, Sngar d Spice:

CF37 ITH Tel: 1 221 379
PORTHMADOG, P madn& Maodels:
LL41 4DE Tel: (1170 30259

RHYL, Games Exchange:
LL1A TTR Tel: 01745 336644
WELSHPOOL, Frontline Games:
sy 7e Tol: (938 5254

INTERNATIONAL
ACCOUNTS

ARGENTINA
BAHIA BUANCA, Las Cuatro P
S 1

LA PLATA, Se
rdé:]uuﬂﬁgé_im
RS Ben ek

GW ANTWERPEN:

Vieminckstraal 10, Antwerp, AntwerpenZ000
Ted: 03405 8627
facebaok com/GWAntwerpen
GW GENT:
St Niklaasstraat 172/19, Gent B0
Tel: 09223 9720
facehook.com/GamesWorkshopGent
HASSELT, Oberonn:
Tel: 011 351 358

@ MECHELEN, De Spelfanaat:
Tel: 015 34 5807

AALST, Hermelijn:

Tel: 053 41 411 6

AALST, Highborn:

Tel: 0485 26 04 47

AARSCHOT, Ingelberts:

Tel: 432 1656 62 13

ANTWERPEN, Celtic Cross:

Tel: 03 288 41 In

BRUSSEL, Au Chaudron Magigue:

Tel: 0470 67 400 45

BRUSSEL, tnlurmys Anderlecht:

Tel: 025 23 04 7.

BRUSSEL, Inlurtm Ixelles:

Tel: 025 1417 03

DENDERMDNDE Utopia Games:
k2

DEURNE The Gamestore:
Tel: 33 26 55 15

GHENT, World's End Comics:
Tel: +32 (0% 222 05 Iﬁ

HALLE, Hs ezier:
m;mEi l&'ﬂfg:‘ b

HALLE, Mishra's Playground:
Ted: 0123 61 58 53

HALLE, Top 1 Toys:

Tel: 023 56 04 03
HEIST-OP-DEN-BERG, RC Yulture:
Tel: +32 473 B2 54 b2

KOKSIDE, Delta Toys:

Tel: 58 51 30 14

KONTICH, Janneke Maan:

Teld: 03 448 22 34

KORTRIJK, Albion:

Tel: 03632 43 07

LEUVEN, Spelfanaat Leuven:
Tel; 016 B4 i 30

NEERPELT, “t Spellenhuls

Ted 011 74 49 7

OVERIJSE, Interfuys Overijse:
Tek 026 B7 42 53

OOSTENDE, King Arthur:

Tek: 03 51 57 56

RDNSE M.ndelhnuw Dekeyser:
155 45 7

N NII(LAAS, Krokodil:
Tel: 03 2% 77 B3
TURNHOUT, ‘t Bazarke:
Tel: 114 41 19 36
VILVOORD, Boekcenler BVEA:
Ted: +32 (02) 251 2005
WESTKERKE, What Ever:
Ted: +32 (D473 77 16 41
WESTOUTER, Domina:
Tedk: 057 445166

Teki 341 746 20510

WHITE DWARF  AUGURY

CAMPINAS, Legends do Brasil:
Tel: 19 3234 4343

CAYMAN ISLANDS
GEORGE TOWN, GameShack:
Tel: 1345 943 4263

CHILE h
LAS mnntssmm_w. Fenris

Tek 56 08 4b4 62 07

LAS CONDES SANTIAGO, Mirax:

Tek: 56 = li 3460 G
PRWDENCIK : ), Guild Dreame:
Tek 5632317

vmmcn SANTIAGO, Stronghold:
Tek 5697 9054214

GW SHANGHAI:

B138 XinTianli M_\'|?, 45 \v‘.l‘}lﬂg Road,
LuWan District, Shanghai 200021

Tek 33765205

BEIJING, Beijing Book Building:

Tet: 0086 11 BA0GRGI4

BEIJING, g 'warhamrm-r Club:
Tek 486 13061
BEIING, QI—W.\\N Mlmalun's Wargame Club
Tek D086 13 GI1244512

BEIJING, Tong Yun Card Game:

Tek: 006 13001324686

BEIJING, Wangfujing XinHua Bookstore:
Tek 0006 10 65277707

BEIJING, Warhammer Elite Club:

Ted: O0HE 13 601274736

BEIING, Warhammer Elite Club:

Tek: 0006 10 62615634

BEIING, Xinshi Hobby Xinjiekou Shop:
Tel: 006 10 B2615654

BEIJING, Xinshi Hobby Zhangguancun Shop:
Tek: 0006 10 59863760

CHONGQING, XinShangYou Game:
Tek 000 13 63IAIHTII0

FUZHOU CITY, Play&Show Warhammer Clish:
Tel: 008G 3597 13339562

KUNMING, Kunming Efite Warhammer Clul:
Tek: UBBS 1365081 3689

KUNMING, Yunnan Lanyu Model:

Tel: 008A 871 4112937

QINGDAOC, Qingdao Battle of Wits Club:
Tek 00R% 13961950012

SHANGHAI, Good Knight Board Game Store:
Tak: 0086 21 35050850

SHANGHAL You Lai, You Qu:

Tel: 0084 13916719676

SHANGHAI, Zar!
Tek: U086 21 57631665

SHANTOL!, Miniature Kingdom:

Ted 0754 DEA10916

SHENYANG, Shenyang Warhammer Club:
Tel: 0004 1308357092

TIAN]IN, Tianjin Waaagh! Gaming Club:
Tek 006 13632190861

WUHAN, Stormeastle Warhammer Club:
Tek 00RG 13476097 121

WUHAN, Zhi-Li Model:

Tl 004 27 BLATHTAH]

XIAN, Xian Waaagh! Warhammer Club:
Tel; 0006 1348647106

ZHENGZHOU, Thengzhou Warhammer Front HO:

Tel: 0086 13592517573
cnulmnn =
nL n?z 3 SHAmaY :
B\'FHUS [=
NICOSIA, Isengarl‘l Fantasy Shop:

Tel: 00 35 72264070
I(.-\TO I’J\PHOS C}'prus Crusade:

CZECH-REPUBLIC B

BRNO, Cerny Rytir:

Tel: +4T054121 450

CESKE BUDEJOVICE, Chaotit:

Teli +420602489158

HARADEC KRALOVE, Knihkupectvi Vafhalla:
Teki +420405522009

KOPRIVNICE, Magic:

Tk +420495522009

KOSTELEC, Certuv Pekelny Kotlik:
Tek 4420605504448

UHEREC Bamz Games—ohdmdm Pavilion:

OSTRAVA, Malrlx (knihkupectvi):
Tel: 442 ‘.‘"4 404

PRAHA, Ogri Dcrupe

Tel; 4420224534611

PRAHA, Cerny Rytir:

Tel: 1420222312461

PRAHA, Cerny Rytir:

Tel: +420222312451

VSETIN, Atlantis:

Tek: +42057 1411697

GW KOBENHAVN:
Frederiksharggade 5KL, 1364,
Teh 0045 3312 22 17
facehook.com/GWKeberhavn
@ AALBORG, Dragons Lair:
Tol: £45 98 12 16 18
@ ARHUS C, Dragons Lair:
Tel: +45 b 18 44 013
KEBENHAVN K, Faraos Cigarer:
Tol: +45 33 67 20 09
@ LYNGBY, Faros (‘igarer
Telr #45 1" 10232
@ ODENSE C, Dragnm Lair:
45 63 101219
ROSKILDE Fanatic Roskilde:
Tel: +45 46 36 35 48
AALBORG, Aalborg Hobby Service:
Tek: 961213 15
ARHUS, Gunzone:
Tek 35 1245 45
ASNES, Bog & Ide Asnas:
Tek 59 65 00 14
BORNHOLM, Dorthes Hobbystue:
Teki 56 15 M 49
ESEJERG, Amold Busck:
Tek 75 1211 77
GREVE, ﬂr&\m Games:
Tek a3 a8 02

HEUINCE Arm:ld Busck Helsinge:

Tel: 48 79 4

HEBINGGR, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Faerges Kalder:

Tel: 3510 18 97

HIBRRING, Arnold Busck:

Tel: 98 92 #0 40

HOBRO, Gstershov Efterskole:

Tel: 61 04 53

HOB/EK, Hack ‘' Slash:

Tel: 61 66 29 12

HORSENS, Legekeden:

Tek 75 61 606 11

HERSHOLM, Bog & Ide:

Tel: 45 B6 04 08

HUNDIGE, Arnold Busck:

Tel: 43 40 6 08

KE}BENHA\"’N K, Fantask:

Tek: 43 93 05

KBBENHA\-"N 5, Pipi Legetaj:

Tel: 32 55 74 &

KE}BENHM"N N, Wicked Workshop:

Tek: 60 4 69 74

KOLDING, Good Games:

Tek: 75 50 03 04

LYNGBY, Arnold Busck:

Tek: d5 B7 4 4

M.MIIEO, Guldhnrgsuml Hobby:
738

Guns and Games:

ODDE I.zgekmdﬁn Odder:

Tok: #6 54 42 76

RANDERS, Byrge Sorensen Hobby:
Tek: b 42 58 14

RANDERS, Randers Hobby Import:
Tek: 86 43 39 23

I'GINGSTS‘D, Andros:

RE‘.‘DO\"RL A:mul:l llnstli

Tek: 36 41 04 45
ROSENGARDSCENTRET, Arnold Busck:
Tek: fib 15 59 28

SILKEBORG, Asgaard Games:

Tek: 20 55 G4 48

SILKEBORG, Bog & Ide:

Tek: 8 62 02 67

SKIVE, h'dsi: Boghandel:

Tek 97 512

SU\GEI.SE Uldtotten

Tek: 56 51 50 35

ST HEDDINGE, Hobbystalden:

Tek: 56 50 B6 10

STENLESE, HH Hobby:

Teki 23 46 39 51

S\«'ENDBDRG Farve & Hobby Hjormet:
Tal:

TAA! RUP Cenhmgsbagi!l
Tel: 4371 61 |

VEJLE, Amold Busck:

Tel; 75 B2 05 44

VIBORG, Bog & Ide:

Tel: 1 62 64 b

ESTONIA
TALLINN, Apollo Kristiine:
Tek: 63 3 100
TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tel: 7153369

FALKLANDS
STANLEY, Falkland Collectibles:
Tek 4050021174

[
LAND H=
GW HELSINKI:
Simonkatu 9, an100,
Tek: 49 75 15 45 25
facehook. comy CWHelsinki
@ ESPOO, Espoonlahden Pelikauppa:
Telt 09 B0
ESPOO, Tapiolan Pelikauppa:
Tel: 09 - 412 9941
HELSINKI, Fantasiapelit Helsinki:
Tel: (049) 650 foa
HELSINKI, Stadin Pelikauppa:
Tel: 09 G9BOI00
@ JOENSUU, Fanlasmperll Joensuu:
Tel: (1) 284 314
@ JYVASKYLA, Fantasiapelit Jyviiskyld:

Tel:{014} 216 629
KOUVOLA, Kouvoian Puolenkuun Pefit:
13} 222

ahden Puolenkuun Pelit;
7515151

@ LAFPE NRANTA, Fantasiapelit Lappeenranta:
Telt (03} 541 1375

@ OULU, Fantasiapelit Oulu:
Tel: (08} 374 905

@ PORVOO, Porvoon Pelikauppa:
Tel: 019-53 48377

@ TAMPERE, Fantasiapelit Tampere:
Tl (03} 222 52 00
TURKU, Fanlaslapellt Turku:

Tol 002) 232 84

"RI I‘Iunkamcrmn Kirjakauppa:

AIJ\ND Drlltn AB:

Ted: n‘ll‘-l‘)‘ll

EKENAS, Kungsbokhandeln AB:
Tel: 0192461024

H}iMEENI.INNA, Lelushoppi:
Tel: 0

.v\ Talousmuovl ja lelu:

HW N)GUR Iwyal Toys:
Tel: 019 439376
HYVINKAA, Virinappi:
Tek: 019 414 700

a-l.ahia Alex Ky:
JAIWI-_ PAA, Askamlnlambel'llw Taitaville;

2794 0120

KAIIIS, Bl Lidan KD:

Tol: 4119 234 94

KERAVA, Antikvariaatti Kersa:
Tek: 0354 44965 7775

KERAVA, Keravan Pelikauppa:
Tl 0-4 2090813

KLAUKKALA, Hilma ja Huugo:
Tek 09 BY9 2647

KOTKA, Eagle Card OY:

Tek: 0036 5 214238

KOUVOLA, Muoviepox KY:

Tel: 053117

V1, Onnimuxu:
Tol: 040 7409543
LAPPEENRANTA, Antikvariaatti Suma:
Tel: 05 4117761
MIKKELI, Lastentarvike Muppela:
Vel: 015 -Hnilﬂl
MIKKELI, Mlkkelm Pelikauppa:
Tel: 09428

I’OIII .ﬂskaﬂely-l'un

Tel: 02 6326671

PUDASJARVI, Aarrearkku:

Tel: 050 366 8660

RAAHE, Raahen Astartelu ja Paperi:
Tel: DBZ2IGHIS

SAVONLINNA, Savonlinnan Antikvarizatti:
Tul: 013 534412

SEINAJOKI, Fantasialinna:

Tul: 040 5616335

SEINAJOKI, Pelikeidas:

Tel: D358 6 4177880

TAMPERE, Pelimaa OY:

Tel: 050 5558313

TAMPERE, Kirja Karkkainen:

Tel: 03 2251854

URUMI, Kuopio:

Tel: (1) 17 364 06 06

VAASA, Pelimies OY:

Tek: 06

GIBRALTAR

GIBRALTAR, K&M Hobby Centre:

Tel: 350 20070037

GREECE
ATHENS, Avalon Games:
Tek: 0030 210 A016041
ATHENS, Fantasy Shop:
Tel: 000 210 6231072
ATHENS, Fantasy Shop: Ag. Paraskevi:
Tel: 0030 110 6003312
ATHENS, Fantasy Shop: Exarcheia:
Tel: G030 210 3828877
ATHENS, Fanlzsy Shup Kallithea:
Tek: 0030 210 954
ATHENS, Fanlasy Shu-p Pagrali:
Tek D030 210 7560700
ATHENS, Hobhy Planzt
Tul: D030 210 HO42ET 6
ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675
ATHENS, Kaussa Glyfadas
Tek D030 210 &
ATHENS, K:nssa Halandr]nu
Tel: 0030 210 GEYI45
ENS, Kaissa Kallidromiou:
130 ’Iﬂ InbAE0
A‘lHiNS Kaissa Monokeros:
Tek: 0030 210 #8513 990
aissa Ne1s Filadelfias:

NI

o
ATHENS, Kaissa Neas Smimis:
Tek: 00 30 210 9317944

ATHENS, Kaissa Pagratiou:
Tel: 00 30 210 7HE 318
ATHENS, Strategy Hall:

Tek 00 30210413575

CHANIA, Kaissa Chanion:

Tek 0030 2621085996

CRETE, Fantasy Shop: Herakleion:
Tek: 0030 2810 301312

HALKIDA, CD Corner:

LARISA, Kalssa Larisas:
Tek 0030 2410 530555
LOANNINA, Kaissa Loannina:
ek 0 M) 2651030890

Tek; 0030 2410
NAFPLIO,
Tok 00 30 2752

NEA SMYRNI, Games Vault:
Tek 0030 F13 0304722

PALLINIS, Hobby Planet:

Tek 24 6042 816

PATRAS, Kaissa Patras:

Tek 0030 26106256312

PERISTERIO, Kaissa Peristeriou:
Tek: 030 2105786707
THESSALONIKI, Kaissa Kalamaria:
Tel: 0030 2310 449377

Skl
THBSAI.DNII(L Unﬁerwnr[d
Tel: 0030 2310 2401 93

VOLOS, Fanla
Tek; 0030 24211 20702

HONG KONG
HONG KONG ISLAN
Tel: {852) BASTT 495
WANCHAL, l‘un Atelier:
Tel: {B52) 266487

HUNGARY
BUDAPEST, Pacimentum:
0036 30 9607730
BUDAPEST, A Hely:

0036 1 THF2853
BUDM’FS!’ Ilelml:ier:
0036 1 2573

BUDJ\PEST L’ﬂmpaya:
0036 20 4281186
BUDAPEST, Dungeon:
0036 13211313

BUDAPEST, Fonix:

036 70 BII2G2
BUDAPEST, Gamer Cafe:
0036 210 4281186
BUDAPEST, Gemklub:
U036 1 7EI1601
BUDAPEST, Holdfeny Fantasy:
036 1 3430730

BUDAPEST, Jatek Box:

LI EL TN B b S‘ll

BUDAPEST, Knslﬂk‘samok
ana6 209 251 K30

BUDAPEST, Modell Hungaria:
0036 1 76511

BUDM’EET Sarleanytnz.

AN36 70 3223093

BUDAPEST, 5as Military:

G036 1 2A64303

BUDAPEST, Szikla-Fonix:

BO36 20 5373303

BUDAPEST, Wargammers:

D36 30 G467671

DEBRECEN, Sarkanytuz:

D036 70 63014

GYOR, Sarkanytuz:

DiF36 20 4210738

KECSKEMET, Sarkanyluz:

0036 76 32HI0H

MISKOLE, Sarkanyluz:

BIE36 20 39621640

MISKOLC, Valhalla Paholy:

0136 30 $950564

NYIREGYHAZA, BitzBoal:

0136 20 4241471

PECS, Sarkanyluz:

0iF36 20 62860

SOPRON, Sarkanyluz:

K36 H) 196220

SZEGED, Sarkanyluz:

036 70 1250245
SZEKESFEHERVAR, Holdfeny Fantasy:
iK36 23 125753

SZEKESFEHERVAR, Sarkanytuz:
036 20 1962750

SZEKESFEHERVAR, Fonix Csarnok:
0036 20 5179157

SZOLMNOK, Sarkanytuz:

D036 20 3962054

SZOMBETHEI.Y, Sarkanytuz:

0036 4 743

TATABANYA Sarkanytuz:
0036 20 3160922
VESZPREM, Sarkanytuz:
0036 20 3610015
ZALAEGERSZEG, Sarkanytuz:
0036 20 2962471

REYKJAVIK, Mexus:

Tel: 00354 552 vai1
INDONESIA [—

JAK.-\I!'[A BARAI’ Comics N Games:
Tel: 021 5696-3

JAKARTA SELATAN Fantasy N Games:
Tel: 03160050343

SURABAYA, Fantasy N Games:

Tel: 03160050543

SURABAYA, Fantasy N Games:

Tel: 031-740-2475 y

GW DUBLI
Uit 3; Lowe vy Breel
Tel: 00353 1 19

lacebipok.com/GWDublin

CORK, Other Realms:

Tel: D21 4279508

DUBLIN, Gamers World:

Tel: na79z993091
BALINA, World of Wonder Balina:
Tel: 06 76676
BLACK ROCK, Arts and Hobby
Tek 00353 12832494
COBETT COURT, Arts and Hobby
Tel: 01 874 5312
CORK, Murphy 's Toymaster:
Tel: UD!»I S8413 76
COUNTY DONEGAL, Tinnys Toys:
Tek: 074 4122374
COUNTY LOUTH, Marley Model Mania:
Tek: 00353 419073741
COUNTY MEATH, Art and Hobby Navan:
Tek: 00357 14565008
COUNTY WESTMEATH, Arts and Hobhy Athlone
Tel: 01 802 4500
COUNTY WESTMEATH, Arts and Hobby Mullingar:
rnI: m;smnsw

WICKLOW, The Hobby Hut:

T!Iﬂ noamsmam
DOUGLAS, Arts and Hobby:
Tek: 021 436 3580
DROGHEDA, Arts and Hobby:
Tek: 041 927 3270
DUBLIN, Arts and Hobby Dundrum:
Tek: 00354 2
DUBLIN, Art am‘.’ Hobby Liffey Valley:
Tel: D035 14565
DUBLIN, Banba Toymaslet
Tel: 14 ?17 108
DUN LADGHAIRE, Toymaster Banba Dun Laoghaire:
Teb 012 004 011
DUN LAOGHAIRE, Arts and Hobby:
Tok 012805047

DUNGARVAN, Toymaster Murphys:

Tek: 050 413786
DROGHEDA, Arts and Hobby
Tek 00353 41 987 3270

EMNIS, a Mog Toymaster:

Tek: 00331 65 (842 388

GALWAY, Nobby's Hobby's:

Tuk: (0353 BRERTHIT7

GREYSTOMES, Arts and Hobby

Tef: 00353 12873796

KERRY, Cabal's Toymaster:

Tul; 00351 B 7121547

LIMERICK, Arts and Hobby:

Tel 061 309757

LIMERICK, The Gathering:
k061 315133

MAKKEI CROSS, Arts and Hobby

Tek: 56 777 1904

NEW RO! S Bridge Stores:

Tek 051 -12_'[:"rh

NEWEBRIDGE, Arts and Hobhy:

Tel: 045 450260

SANTRY, Arts and Hohhy:

Tek 01 B62 4500

STILLORGAN, Toymaster Nimble Fingers:

Tel: 01 2050788

THURLES, Bookworm:

Tel 0504 22257

WEXFORD, Gamers Paradise:

Tel: 00333 535121150

WEXFORD, Readers Paradise:

Tek 054 1124400

WICKLOW, Hopkins Toymaster:

Tel: 00353 46 7212 15

YOUGHAL, Murphys Toymaster:

Tek: 00353 54 413 7h




ISRAEL =

HAIFA, Kitaro:

Tel: (41572 4R503232

HERZLIA, Freak:

Tel: MIS72 99589077

RAMAT HASHARON, Tapuah:
Tel: 572 35404711

TEL AVIV, Freak:

Tel: 41572 36961826

TEL AVIV, Kitaro:

Tel: (1972 36209320

IAPAN (o]

W JINBOCHO:
acha 1-7 1F, Chiyoda-Ku Kanda, Tokyo,

Aropway By,
Tel: 113 3300 463
faceboak,com/GW, Nakano

TVIA
RIGA, Games Shop:

Tel: 1371 27700490

55245, Takyn

RIGA, Ludo:
Tel: 67294040
LITHUANIR

\"ILIN]US D5 Mecona:
Tel: 00 3 13269

MACA “
MACAL, Game Fun Table Games Shop:

Tel: +B33 GhARH42T

MADEIRA, Sétima Dimensio:
Tel: 357 2971 234 244

MALAYSIA %

BANDAR TANJONG TORONG, G

Tel: D164449194 / 048900301

KOTA KINABALL, Just Wargame:
Tel: 6013 - 865 5269
KUALA LUMPUR, Comics Mart:
Tel: 03 Lk IN|2I|

KUALA
Tel: G0
PENANAG, Game Forg
Tol: 60 164701475 / bl 40500381
PETALING JAYA, Wolf's Game Shop:
Tol: 017 2599932

MALTA, I-ulllldden Power:
Tol: D354

MALTA,

Tel: D035 ‘a 21 8054

3
MEXICO ﬁ!
AGUASCALIENTES AGS, Tmﬁa
£ !;g

IeT.

MOLDOVA
CHISINAL, Adepl:
Tal: 373 R H99G

PODGORICA, Neutron Podgorica:
Tek: 00 287 &% 060 HeY

THE NETHERLANDS [
GW ALKMAAR:

Laat 68, 1011 EK,

Tek: 072 511 2680

facehook com/GWAlkmaar

oW AMSTERDAM:

Taremtraat 21,
T
facehook,
GW DEN HAAG:
Schoolstral 128, 2511 AX,
Tel: 070 392 7136
facehook.con/GWhenHaag
GW EINDHOVEN:
Kleine Bers 56, 5611 IV,
Ted: 041 )-l-l 448
facebock con GWEindhoven
GW ROTTERDAM:
van Olenbarneveldpla
Tel: 0711 280 0265
facebaok.com/GWRatterdam
@ ARNHEM, Spelkwartier:

Tel: 02 371) 2020

DEN BOSCH De Dobbelsteen:

53310

ENSCHED
Tol: 053 430 5

@ HAARLEM, Spellenhuls
Tel: 023 51 13 108

@ LEEUWARDEN, Spellekijn:
Tel: 056 213 1112

=452, 3012 AP,

LEIDEN, \-'Ilegcrshop

Tel: 071 51

@ WSTRICHT Vieg-er-uit:
Tel: D43 325 1653

@ MIDDELBURG, De Burcht:
Tel: 011 650048

NIIMEGEN, Moenen & Mariken:

Tel: 024 323 6119
TILBURG, De Dobhelsteen:
Tel: 113 544 3700
UTRECHT, Subcultures:
Tel: 030 2411122
ZWOLLE, Games-n-Lis:
Tel: D38-421 6365
ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213

ALPHEN AAN DEN RIIN, Hoge Ogen:

Ted 0172473031

AMERSFOORT, Spellenwinckel:
Tel: 033 470 2

AMSTELVEEN, Hel Ganzenbord:
Tel: 020 641 2552

AMSTERDAM, The Game Keeper:
Tel: 020 630 1579

AMSTERDAM, Snoek Strips:

Tel: 020 468 8109

ASSEN, Plok:

Tel; (159 231 3292

BARENDRECHT, Peter's Posttrein:
Tel: 0100 (19339

BERGEN OP ZOOM, Boz Spellen:
Tel: 64 240120

BERGEYK, Wnuters Technohobby:
Tel: 049 755 024

BEVERWIJK, Bmm Games:

Tel: 025 1216560

BREDA, Spellenwinkel Breda:

Tel: 076 522 17 56

D Speldorado:

13 4516

DEV TER, Knibbel Comics:

Tel: 057 061 6875

DOETINCHEM, Top 1 Toys Speelplanet:
Tel: 0374 366358

DORDRECHT, Hobby Modelbouw Dardrecht:

Tel: 178 631 2711
EDE, Tinnen Soldaat:

Tel: 01311 63 32496

EINDHOVEN, Gameiforce Eindhoven:

Tel: 040 2447030

EMMEN, Spirithoes:

Tel: 05497 p45707

GEMERT, Top 1 Toys Van de Goor:
Tel; 0492 36 58 45

GENDT, Euromaxx Gendl:
Tol: 0487 421 737

GOES, Hl:l Hubh»huss

Tel: 050 3128472
HEEMSK|
Tel: £11 (0

HEERHUGOWAARD, Huider Modeltreinen:

Tel: 0725714157

HEERLEN, De Houten Sleutel:
Tel: 32 (045) 54 91 428
HENGELD, De Dondersteen:

Tel: 074 2595030

HILVERSUM, Hilversumse Boekhandel;

Fel: D35 62 33 131
HOODFDORP, Spellenwinkel Wahalla:
Tel; 023 5578092

HOORN, De Spﬂlmhooru

Tels+31 (0229) 20 55 65

HUISSEN ummax: Huissen:

A nrkren\-\lnkel

Tel: 071 324

LEIDEN, Warp 9:

Tel: 071 3| 21380

LELYSTAD, Games of War:

Tel: 032 024 4 003

MAASTRICHT, Hounjet:

Tel: 043 363 6778

NES AMELAND, Top 1 Toys Van den Brink:
Tel: 0514 54 21 21

NUENEN, Schellens Speelgoed:

Tel: 431 4@ TET 10 10

OLDENZAAL, Top 1 Toys:

Tol: 0547535230

RINSBURG, Toys 2 Play:

Tel: 071 4027 2

RISWIIK, Tap 1 Toys In de Bogaard:
Tal: 070 3% 32 411

sa1 2

ROERMOND, Bloemboetick Hermien:

Tel: 047 531 HH-!

ROSMALEN, Iup 1 Toys Jovi:

Tel: 431 (73) 521240

AAL, ‘Iap'l Toys Jadin:
7964

RDTTEIIDJ\M. Rogue Trader:
Tel: 010 2709231

SCHDONH(}\-'EN De Gruijier Boekhandel:

Tel; 0182 3H2400
SITTARD, Atomik:

Teb: 046 4515074
SLIEDRECHT, De Gruijter:
Tebs 0064 412 744

UDEN, Goblin:

Tek 041 327 Dbl

UTRECHT, Labyrinth:

Tok: 040 281 7157

UTRECHT, Whoops:

Teki 030 130 4124

VENLD, Mndelhouw Luthart:
Tek 077 4

up 1 Toys

Tel: 0710 517 0217

W 1K, Top 1 Toys W ij
Tel: 054 337 2027

WORMERVEER, Mini-Wonders:

Tel: 0175 G40 1617

ZEVENBERGEN, Top 1 Toys:

Tel: 016 330455

ZOETERMEER, RC-Pitstop:

Tel: 0179 316 0560

Iﬂﬂﬂl\'

2990

facehook. com/GW O

ALESUND, Brio Kremmerhuset Moa Syi:
Tek: +47 70143770

BERGEN, Outland:

Tel: +47 55314622

BERGEN, Proworks:

Tel: +47 98076653

DRAMMEN, Outland:

Tel: +47 32803400

DRAMMEN, Drammen Spillforening:
Tel: +47 93H1

FREDRIKSTAD, Norstar Leketorvet:
Tel: 447 64315630

KONGSBERG, Rolf Liane:

Tol: +47 90819500

KRISTIANSAND, Outland:

Tek 447 30099420

MO | RANA, Ringo Lekehjornet Mo:

Toli +47 75151717

MOS| Hobbysenterel:
Tek: + i
MOSS, Rep

Tek: 447 45407735

NARVIK, RIH%D Barnas Verden:
Tek +47 769465

SANDNES, Oseeland Hobhy:
Tek: +47 516615

SIBVEGAN, Outpust

Tek: +47 95703245

SKIEN, Sokratis Hobby Garden:
Tel: +47 35526714

STAVANGER, Outland:

Tek +47 51930080

STOKKE, Hobby Hagen:

Tek +47 13335202

TRONDHEIM, Tronderfrim:
Tel: +47 73520840
TENSBERG, Brio Bamse:
Tl 447 F131670
‘HE!NSB[IIG Glcdeshuset

Tel: +47 922!

Fﬂlﬂl P
HATO PINTADO, Ariham & Hobbis G

Tel: 507 395 6011

1 —
Teli 51718 ﬂME-IE%& Y z

PHILLIPINES

LAHUG CITY, Neutral Groumn
Tel: 163916) 8305040

MAKATAI CITY, Neutral Grounds:
Tel: (632) 0195600

MUNTINLUPA, Neutral Grounds:
Tel: (632) B5G2033

QUEZON CITY, Neutral Grounds:
Tel: (632) 6348902

SAN JAUN, Neutral Grounds:

Tel; (632) 7278583

TAGUIG, Hobbes and Landes:

Yeli (632) H30939

BIELSKO-BIALA, Gnom:
Tof: DIMB 13 6213432
KATOWICE, Bard:
Tel: 0048 12 2571A17
KRAKOW, Bard
Tel: D48 12 632
POZNAN, Barri
Tek: 0048 61 B5S38277
WARSZAWA, Faber i Faber:
Teh 0048 22 B491265
WROCLAW, Bard:
Tel: 0048 71 3417472

BIALYSTOK, Komnata Gier:

Tel: D048 H6EIE1663

BYDGOSZICZ, Wszystho Gra:

Tel: (48 608641900

GDANSK, Rebel Centrum Gier:

Tel: (AR 568 3470004

GDANSK, Usmiech Maszego Dziecka:

Tel: DU4R 58 3057045

GDYNIA, Fulurex:

Tol: (4B 501563060

GLIWICE, U Zyrafy:

Tel: 530041156

GLOGOW, Zielone Wagdrza Centrum Gier:

Tel: TH44987 75

GORA, Ziclone Wegdrza Centrum Gler:

Tol: 602137754

KATOWICE, Smok:

Tel: 032 (0501 53

KIELCE, Wargamer:

Tel: D4H 5071435335

KOSZALIN, Tecza Zahawki:

Tel: 94 3422075

KRAKOW, AGTOM:

Tel: D048 12 3565678

KRAKOW, Bard:

Tel: DI4B 122506140

KRAKOW, Magic Traders:

Tek 12 3801543

KRAKOW, Sklep Imperium:

Tel: 514812564

KRAKOW, Sklep Smok:

Tel: DU4E 12 4331 10

KRAKOW, Valkiria-skelp:

Tek OI4E 12 4115525

KRAKOW, Vanaheim:

Tek 0048 12 4221137

LEGNICA, Skelp Feniks:

Tek: 0048 6% 4606471

LODZ, (‘.ame[ord

Tek: 0048 42 6311161
LODZ, Stagrai Studio:
Tek: G05R50752

ia Centrum Gier:
19

NYSA, Raptor Hohhy

Tek: 690096524

OPOLE, HMS Computers Il
Teli 0044 77 4547413

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

i) These Hohby Centros are closed on Mandays and Tussdays.

PREMIUM STORE
Stacks most of the product range.*

NEW STORE OPENING
Indicates now stockists

*To be sure they have whar you wanf in stack, we recommand caling the store first.

QSTROW WIELKOPCLSK], Centrum Gier Arena:
Tek: DIMB 604577477

OSWIECIM, Skelp Modelarski Model-Hit:
Tel: D048 GO2735514

PILCHOWICE, Imperator FF:

Tol: D046 66250291

POZNAN, Cube-Q-Workshop Polanka:
Tel: 01 6712415

POZNAN, Cube-Q-Workshop M1:
Tel: D61 6712415

POZNAN, Cube-Q-Workshop King Cross:
Tek: D048 506079264

POZNAN, Cuhe-Q—Wo«kslmp Panorama:
Tel: 51481206:

POZNAN, Cube -0-Workshop Pestha:
Tel: 514812564

POZNAN, Wilczek:

Tel: 0045 503652046

PSZCZYNA, Red Scorpion:

Tel: 602656241

RADOM, Wargamer:

Tel: 0046 S035R2781

RZESZOW, WEW Skelp Modelarski Hobhy:
Tel: 017 05 28 101

SIEMIANOWICE, Jaga PHU:

Tul: D04 32 2290139

SZCZECIN, Fenix:

Tel: D048 695934995

TARNOW, Salon Gier Jaskinie:

Tek: 8732004053

TORUN, Sklep Papierniczy:

Tok D048 56 6511593

TORUN, Wezystko Gra:

Tel: 0048 36 A5T2503

WARSZAWA, Altdorf:

Tel: 0048 22 G260362

WARSZAWA, Graal KEN Centre:

Tek: 0048 22 205905

WARSZAWA, Altdorf:

Tk 0048 23 A280352

'WARSZAWA, Graal Blue City:

Tel: 0048 21 3717627

WARSZAWA, Graal CF Skorosze:

Tel: 0048 22 G027595

WARSZAWA, G
Tek: 0048 21 3413318
WARSZAWA, Graal KEN Centre:
Tek: 0048 1S5 0

WARSZAWA, Graal Sarmacka:
Tel: 0048 22 & U
WARSZAWA, Hobbyt:

Tel: 01043 22 B140206

| Galeria Mokotow:

: o
WARSZAWA, Munon Bielany:

Tel: 0048 22 424106

WARSZAWA, Parbda Zahawki:

Ted: 0048 22 Jl)h-l-"ﬂ

WARSZAWA, Paradox:

Tel: 0044 22 6280781

WARSZAWA, Sklep Superserie:

Tel: 0040 515 434 444

WARSZAWA, Wargamer Centrala:
Tel: 1048 72457513

WARSZAWA, Wargamer CH Targowek:
Tel: 040 72457513

WROCLAW, Bolter:

Tel: D048 71 3491910

WROCLAW, Games R Us:

Telt 1048 (66207232

WROCLAW, Wroclaw Model Centre:
Tel: 713419991

WROCLAW, Ogryn:
Tel: 0048 71 37718

WROCLA P|an§zuw|:rzka:
Tel: 7913017 70

ZABRZE, U Zyrafy:

Tel: '||I)A'-l|‘n':ﬁ|

PORTUGAL Ea

ALCABIDECHE, CascaisPress:
Tels +451 314 600 530
CARCAVELOS, Escala Directa
Tel: +351 241 531 257
ERICEIRA, Tabacaria Ovni:
Yel 351 261 063 661
LARANJEIRD, Discoeuropa:
Tol: 5351 212 501 463
LISBOA, Fnac:
Tel: +351 219 404 700
LISBO!\, Homem Azul:

el: +151 213 620 342

LISBOA, Puros e Cumpanhla

Tel: 4351 217 156 70

LISBOA, Rocha & Vasconcelos - Denlinho:
Tel: +351 213 833 157

LISBOA, Sete Rws Tabacarias;

Tel: 4351 247 322 202

MIRAFLORES, Brinca Riscos ¢ Rabiscos:
Tel: <351 214 1104 908

PAIVAS, Brinca Brincando;

Tul: +351 212 254 841

PALMELA, Devir i.lvrﬂrld, Lea:

Tal; 4351 212 139 444

PORTO, Lojas Aren:l

11 36

aleria BT:

Tol: +351 269 632 311
TELHEIRAS, Tahak:

Tek +351 217 105 574
TORRES VEDRAS, Papelaria Unido:

Tek +351 261 314 186

ROMANIA
BUCHAREST, Hobby Games:
Tek: 0040 72 1204910
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BARNAUL, Europa:

Tel: (903} 072 D615

BOR, Karusel:

Tol: i :m;!jNis 397

CHELYABI HobbyS‘lm'e'

Tel: (112} unsﬂ

CHEREPOVEC, Gll:lniltl.

rn.;y: Tzz;lus: 4347 rta1 "

INBLRG, M |

Tel: B (4431 310 3987 7 qu :

TEIthBUItG Mosigra:

Tl B (143) 472
ElO\TEﬂINBURG, Warld of Models:
Tel: 8 (347) 387 0076
IRKUTSK, Krasivaya |
Tel: m:‘i‘a:m mﬁ S
ININGRAD, Fangorn:
Yol B (4012) 521 534
KAZAN, Urza:
Toli #1917) 247 7938
o
Tol: 8 (9241 TG00
KRASNODAR, Hobhy Land:
Tol: & (9055 477 Q025
KRASNODAR, Astronomikon:
Tel: 1 (905} 477 0025
KRASNOYARK, nadnlk:
Tel: & (913) 573 3041
KRASNOYARK, ;
Tel: B ‘39" 103 ?HH
Stel kcu.nvn-
#{F\ENITGQDRSK, Gostinniy Dvor:
|

2404496

Tl 8§ X
MOSCOW, s
Tel: 8 (443) 628 9532;'
MOSCOW, / %:‘m:
MO!

Tol: 1 (393) 261 #"“
MOSCOW, Cardplace.ru:
Tol: & {445} “:rjm

H&S m&: n’;'&,-m
MOSCOW, Mos P’l
Telka f-wﬁ m B33

, Paladin:
Tl 84936717 1777

NIZHNI
M B (H31) 4777
VQMOSKO\I'SIG World'ofmdelr
Yol 8 1915) 759 :
NOVOSIBI Ck\'er Games:
Telid) (9231155 \lsu
NOVOSIBIRSK, Clwer Games:

Telo 01 (973) 923 1588

OREL, Hohbit Store:

Tel: 1) (960) 361 7957
e

\RATOV, Martel
Yol 9173 307 9476,
ST PEI'EII!B]JEG, Art Minfatures:

el b (120
ST PETE Ultﬁ. Hohbbit:
Telid @idr 315 7763 o

URG, Mosi
Teli i (9121 -m swé i
RG, Sargona:

ST PETERSB|
Tl i (1 «s T4

T“: {101 531 ﬂm
TYUMEN, Per'ekrestcll: Mirov:
Ted: 0 (013) 923 ¢

At 7 o
VGIIID Edinorog:
Tel: aﬁrﬁs'lasy
YAKUTSK, Artefakt:

Tel: B {914} 190 0840

YOSHIKAR OLA, Kenga:
ToliB (BRa 4RO 112

BELGRADE, ANET Hobhvswre
Yol 00 307 17
BELGRADE,
Tol: 01F 61 17 2652230
BELGRADE, EXIT Hobby store:
Tel: 00367 116274 27

BELGRADE, ite Dragon:
Tol: 00 07 638 2

Hobhvstore:




NOVI 5AD, Dragon:
Tel: U0 267 11

SIHEHPII I

FUNAN CENTRE, Battle Bunker:
Telt 65 93840450

USIONOPOLIS, Paradigm Infinitum:
Tel: 65 67343058

IONS ORCHARD, Prologue Bookstore:
Tel: 65 64651477

MIDPOINT ORCHARD, Paradigm Infinitum Pre Lid:
Tel: 65 6734
PLAZA SINGAPURA, Comics Connection PTE Lid:
Telt 63 63178300

SEREN CENTRE, Toy Station:

Tel: 65 R46ATITS

SUOMERSET, Harris Planerds:

Téls 65 146555

SLOVAKIA s

BRATISLAVA, Kristalovasala:
Tel: 421 940844704
Madmaxon:

41190551 B060
EPISSIM NOVA VES, War Gaming:
Tel: 4421903219195

SLOVENIA By
BLED, Pik Pok
H

ETT

LIUBLIJANA Crna Luknja:
20

Tol: OX3EE F90712

I.IUIJLIJ:'\N-'\. Direndaj Citypark:
B030

(0986 45

SOUTH AFRICA %

The En'ﬁ and Mens Hobb
i

DOR CKI.OOP B.mle Planet:
Tel; 00
DURBAI H:e thhv Specialists:
Tel: 0027 11 566 4006

l: 5T IONDO Slaters Toy Magic:

el
[DE\I\J\IF Plastiks:
Tel: 0027 1480
]OHAN\IEQBUR(;, The Underground:
Tel:
]OHJ\N'\IEQBURL, Esswex Refail:
Tel: 027 11 BaBI61®

JOHANNESBURC Warfair:
Tek: 0027 B2 431 2

GW GOT FﬂORr

| yuluktl Center:
il

yoteket Center:
3
ience Fiction Bokhandeln:

, Fanlasia:
160
UPPSALA, Fantasia:
Ted: 018-100150
@ UPPSALA, Prisfyndet:
010110 6 07
UREI.IRO Batalj Painthall:
Tel: 011910 46 00
AVESTA, Vega Video:
Tek: 02258007

ESKILSTUNA, Lasses Leksaker:
Tek 0161-303 35

1 031
r()TEnom.. Toys Leksaker & Hobby:

Tel: 031-45%401
GOTEBORG, Wizard Games:
Tel: 031-51 41 50

HALMSTAD, Lekcenter:
Ted: 0H35-15

HUDDINGE, Humlan Lek & Hobby:
Tel: OB-bEY9 NAES
KALMAR, Lek & Hobby:
Tel: 0400-247
KARLSKRONA Leksakshuset:
Tel: 04552400
KMRNEHO M, Game Maniacs:

K
Tel: 0980-4
KUNGSBACKA, Lek & Hobby:

Tel: 030014136

I elshnset Lekia:

KUNGALY, Friknarna Bus:

Tel: 0303139 40
LAHOLM, Lekia:
Tel: 4010069

LIDKOPING, Game Maniacs:
Te i

, Sagoland:
!

“ALMO HUH’M!I pa Limbamn:
Tek: Q411167520

NORRKOPING, Hobbyhirnan:

Tak: UT11-62120
NORRKOPING, Lekhuset:
Tel: 411287070

NOKI{I}\LIE Lekplaneten:
NYKOPING. L«ka TV-spel:

! 1N Asas Leksaker:

ra.J\I..J\ Elons I.Elﬁakzr
Tel: II'.l 41 03 14
SKE LEFTEA l.ebend

5TC M.. Arcane pa Hagagatan:
T

5TO HOLM. Brio Hogdalen:
Tel: 08749 1

ETDCKHOLM Dragons Lair:

Tel: 654 il 5

ETDCKHOLM. Hobbyisterna:
Tel: 084013 4
STOC] L

Tl D-52244100

SUNDSVALL, Orion Spel:

Tel: DGI155 447

TIIOI.I.HJ\T‘MN Hobbyhirnan:
Tel: D513

TUMBA, Ltks.nlcslsungrn:

Tel: 00530 160 00

Tel: 0522.8
UFl‘lAI\DS VAGBY Barnens Hus:
Tel: Dil-626 9% 40

VIMMERBY, Brio Vimmerby:
Tek D492-31184

\«'ISE\‘, bkuH,spEI

Tk 0496-21 10 B2

Zetterlunds:

Tek; 021-14 44 91

VASTERVIK, Lekstugan:

Tel: 0490136171

VAX)D, Helges Hila:

Tok: (147162 18 61

\‘ST AD, Ty- Spdsllurn.ln

M Leksaksmagazinet:
50

STOREFINDER KEY

MES WORKSHOP HOBBY CENTRE
hese Hoblry Centres are closed on Mo
PREMIUM STORE

Stocks most of the product range.”

NEW STORE OPENING
Inellcates nowe stockisss

*To be sure they bave wht ¥

o1 want in stack, we recommend colk

ol Tuesiays.

M, Inmms Hammarly Sjistad:

| WANT A
STORE!

Do you know of any shops that could stock our best
selling lines? Do you want to earn yourself some free
Games Workshop gift vouchers? Then read on...

QST ERSL N D Hobbyboden:

ol: BHA5

TAIWAN el

CHANGHUA, Lian Xin:
Tel: anili 4 HATO4Z0

Ga\\lGSHJ’\N 'lnvs Cat:

HSINCHU. Mim Shoppa:

Tel: +8ili 3 5211802

HSINCHU, Style Toy House:

Tok: 484 § 5612403

KAOHSIU D\varf s Goldmine:
Tek: +886 7
KADHSIUNG, Largien:

Tek +886 7 1118867

KAOHSIUNG, Toys Cal:

Tals +8H6 7 (214340

PINTUNG, Texas TV Game Shops:
Tl +8h B 7214720

TAICHUNG, Fantasy House:

Tek +B6 4 23145720

TAINAN, Star Toy Castle:

Tedi +H8i b 2471917

TAIPEI, Akmigames:

Ted: 408
TAIPEI, Cacas
Tel: +h86 2 2304
TAIPEL, MPK Hobby Shop:
Tel) 418 240161466
XINBE, Table Games:

Tely o il 2 20015698

THAILAND

BANGKOK, A Framing:
Tel: ot 14 64311

Ba\ NG KOK Banieneld Banghok:
Tels

BANGKOI(, Slloe and Dice:
Telt +66 #1438 87550
BANGKOK, Thi nx Hobby:
Tel: +56 0599
HIANG
Tel: #66 5

CHONBURE Paltaya Players:
Tel: =6 BRI 29521

UKRAINE
D\IEPROI'LI‘I:O\’SK, Golbin:
Tel: DRFRIDGT 564 8

5B
D. P KOI'[TI!O\"SK, Maodelist:
K5

A Huhu Books:

TSK, Fu}' Slon
Tol: GI3B(0HZ)3E

KARKIV, Ala\dll
Tol: BOIRIOSTH? 738

| Wanl a Store Promotion: Terms and Conditions

KIEV, Budinok Ibmshl.k:

Tel: 1) 35 5 733 479

KIE\" Budinok Igwshl.k:
5 a1 3

KI[\" Hudmul: lgwsink:
Tol: (M) 38 4 56

KIEV GﬂmL Hdli
1 il

Tel: QU3

SEVASTOPOL, Arcanum Store & Cluby:
Tok OD3BI030)594 5328
\«'INITEA, ﬁptllsu

IIIIL'IEIHMII EMIRATES =

hops Tr.nlmg

T.

Simply send an email

mes-workshop.co.uk or wri

I W.]nt a Store'

gham, England
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1, The ' want a Store’ promation is a limited offer provided by the Promoter gratuitously and on
such terms as it doems appropriate.

. Only persons aged 12 years ar over are eligible and you must be resident in one of the foliowing
tor take advantage of this promotion: Great Britain and Northern [reland, Belgium, Denmark, Eire,
Finland, Norway, the Netherlands and Sweden,

. The Prometer may give sway products to persons it deems 1o have appropriately satisfied the
requirements of this promotion in its absolute discretion.

An individual may only take advantage of this promation ance. Therefars, any individual may
only receiye one product in connection with this promation,
5. The Promoter's stafl (and their family bers) are not permitted to entar the |

6, The Promater reserves the right to amend the terms of this promotion al any tme in its absolute
discretion.

7. The Promater reserves the right 1o end the promotion at any time,
Promoter: Games Warkshop Limited, Willow Road, Lenton, Nottingham, NG 2W5
Data Protection:

Garmes Workshop Lid [s registered as a Data Contraller in the United Kingdom under the Data
Pratection Act 1998. The data given as part of this promatien will be held and processed under the
terms of the Data Protection Actand in accordance with our nmmcanun to thet Data Protection
Commissioner, We may use that data for ¢ foation lon of the

and security purposes; We will not sell, share or give any infarmation given to s a5 part of this
promotion to anyone outside the Games Workshop group of companies withaul your explicil
consent or unless the law permits or requires us to do 5o,

By subimitting your personal you consent to the processing of your personal data as set
out above and yau confirm that the information is aceirate and complete.




.

PREMIUM STORES

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

Hobby Centre than a traditional independent retailer.

* Premium Stores are independent retailers who offer a wide
range of Games Workshop products and are able to look

after all new and established hobbyists.

Workshop range.

any hobby questions.

Premium Store for details.

Should you find a specific miniature or boxed set is not
available in the store, these stockists also offer a Mail
Order service giving you access to the entire Games

Their knowledgeable staff are on hand to offer help and
advice on your army, from planning your next purchase to
plotting killer tactics for your games. Please feel free to ask

In these stores you can expect painting lessons and other hobby activities such as conversion clinics - call your local

Premium Stores also have a number of dedicated gaming tables in their stores which are used to run introductory games,

hold in-store tournaments, bespoke mega battles or general open-play gaming where anyone can bring their armies

along for a game.

Check out the list below to find your local stockist!

SAAE
@ HéMlUM

The following stores have been
designated Premium Stockists,
and we plan to open more in

the future, so keep a look out in
White Dwarf for stockists near you.

HASSELT, Oheronn;
Kempische Stremwey 27, 1500
Yel: 1135 13 56
MECHELEN, De Spelfanaat:
Veemarkt 32, 28041

Tel: (115 34 59 07

DENMARK

AALEORG, Dragons Lair:
‘Algade 6, 90040

Tol: +45 4812 1610

ARHUS €, Dragons Lair:
Ski. Knuds Tory 3, 8000

Tel: #4506 18 a4 03
K@BEN N K, Faraos Cigarer:
Shinder 1159
Tel: 00

LYNGRY, Farans Cigarer:
ferhancpladsen 64, 2808

Tol: +45 3210 23 23

ODENSE C, Dragons Lair:
Gribrudrepassagen 3, 5000

Tel: +45 03 11 1219
ROSKILDE, Fan:tlu: Roskilde:
Grimnegade 2, 3000

Tol: #45 46 3635 44

ESPOO, Esfunnlah‘lm Puolenkuun Pelit:
Laskirin 1 5, 02320
Fel: 11 (900300

ESPOO, Tapiolan I‘eilkauppa
Kanpgamiehentie 1, 0210
Tel 09 - 412 9941

HELSINKI, Fantasiapelit Helsinki:
Vilhonkatu 4 §, 00100

Tel: (09) 650 803

HELSINKI, Stadin Pelikauppa:
Vuarikatu 13 A, 00100

Tel: 9 A9B0I00

JOENSUL, Fantasiapelit Joensuu:
Suvaniokatu &, #0100

Tel: (01 114

JYVASKYLA, Fantasiapelit Jyvaskyli:
Kasippakatu 2, #0104

Tel:(u14) 216 K29

KOUVOLA, Keuvolan Puolenkuun Pelit:
Kouvalankatu 14 fent Valtakatu), 0400
Tel: (03) 222 53 00

LAHTI, Lahden Puolenkuun Pelit:

LAPPEENRANTA, Fantasiapelit Lappesnranta:

Brahenkatn 3, 53000

Tel: (0G) 541 1375

OULU, Fantasiapelit Oulu:
Rautation , HI0a

Tel: (0a) L3

PORVOO, Porvoon Peli:
Manmerheiminkata 10, 96100
Tel: 01958 48377

TAMPERE, F1ntasmpphl Tampere:

TURKU, Faulalsmped:t Turku:
Humalisfonkali &, 207100
Tel: (02) 232 B4 13

REYKAJAVIK, Mexus:
Hyverfl 103, PO BOX 5085, 125
Tel: #154 5529011

COREK, Other Realms:
Paul Streel Shupping Centre
Tel: OIA53 21 4222 224
DUBLIN, Gamers World:
1 Jervis Streel

Tel: D353 79 200 192

THE NETHERLANDS

ARNHEM, Spelkwartier:
Steenstraat 4, GIZR C)

Tel: 026 370 2028

DEN BOSCH, De Dobbelsteen:
Hinthammersiraat 80, 5211 M5

Tel: 73 614 5530

ENSCHEDE, I‘|Jplmes
Pijpemstraat
Tel: 653 430 5
HAARLEM, Spei!enhuls
Kruis Weg 66, 7011 LE

Tel: 623 531 3188
LEEUWARDEN, Spellekiin:
= 4, OJII (13
1112

I.EIDEN Vllegershop
Tur 1‘tnml.< I, 331 00

Vieg-er-uit:
G211 MP

MIDDELBURG, De Burcht:
Plein 1940 nr3, 4331 10

Tel: 011 865 1048

NIJMEGEN, Moenen en Mariken:
Van Weldercnstraat 70, 6511 MP
Tel: 024 323 6119

TILBURG, De Dobbelsteen:
Langestraal 176, 5038 SH

Tel: 1173 544 3700

UTRECHT, Subcultures:
Oude Grachl 194, 3511 NR

Tol: 030 231 1122

ZWOLLE, Games-n-Lis:
Dieserpoorlenplas, B011 XV

Tel: 038 4271 6305

BIELSKO-BIALA, Gnom:

Luscyita Srymiala, ul. Szkolna 15, 43-100 Bielsko-Biala
Tel: (048 33 821 34 32

KATOWICE, Bard Centrum Gier:
Kascinski 8, 40049 Katowice

Tel: 04 7T

KRAKOW, Bard Centrum Gier:
Batorego 20, 11-135 Krahiw

Tel: 0048 12 632 07 35

POZNAN, Bard Centrum Gier:

Sw. Marchin 41, Pozian

M40 61 853 62 77
WARSZAWA, Faber & Faber:

ul, Palawsha 11 02-515 Warszawa

Tel: (4R 22 849 12 65

WROCLAW, Bard Centrum Gier:
Szewska 31, 50-139 Wroclaw
Tel: 0043 71 341 74 72

KARLSTAD, Spel & Fantasi:
Kumgsgatan 6, 652 24 Karlstad
Tel: 05415 10 70

LUND, Playoteket Center:
Clemenstorgel 6, 222 21 Lund
Tel: 14612 76 10

MALMO, Playoteket Center:
Diknegatan 3, 211 35 Malmi

Tel: (14012 04 10

OREBRO, Batalj:

Stivrgatan 11, 7i3 61 Orebirn

Tel: 11916 46 (41

STOCKHOLM, Science Fiction Bakhandeln:
Visterlinggatan 48, 111 27 Stockholm
Teol: 08-21 50 52

UMEA, Fantasia:

Storgatan 44, 903 26 Umed

Tel: 490-77 03 (1

UPPSALA, Fantasia:

Ot Apatan 9, 753 22 Uppsala

Tel: 10 01 50

UPPSALA, Prisfyndet:
Kungsgatan 19, 753 21 Uppsala

Tel: (10-10 66 07

ALDERSHOT, The Game Shop:

s Welllmgton Street, Hampshire, GUT1 1DZ
Tel: 01252 311443

HARLOW, Marquee Models:

Uit 76, The Harvey Centre, Esser, CM20 145
Tel: 01279 423334

LEICESTER, Tabletop Tyrant:

68 Bedford Street South, Leicester, LE 1R
Tel: 01116 2533954

SHEFFIELD, Wargames Emporium:
Warkshaps 0, Orchard Seuare, Sheffield, 51 2F0
Tel: 114 2754826

WELLINGTON, Questing Knights Games:
The Paraile, TR 1P5

Tel: 01952 417747




Every product in our ever-expanding range is available to order,

and ordering them directly from Games Workshop ensures that \5;%*‘*/
you get exactly what you want, when you need it. u

ou can order ANY current Games to place an order for the latest Bitz Pack Wherever you see this

Workshop 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 avaiiable {0 guer, Thie
page has details on how to

Games range and models that are exclusively  quick and convenient. There are three main get hold of it.
‘available to order’. Whether you want ways to get your hands on the latest products.

Our online store offers a fast and convenient service that allows you to order
anything from our entire range, and have it delivered straight to your door. Games

= Workshop online ensures that your order is just a click away, 24-7!

* Register 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

) HOBBY CENTRES

All of our Hobby Centres carry a large range of products, but there simply isn’t
enough space to stock the entire GW range — which is why we now offer web
order points in all of our stores.

* The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

* Don't forget — whether you order your miniatures from the in-store order point,
or directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 111 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

* To find a Premium Store near you that carries the entire GW range, just call our
Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 111 for the Directory

g
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WARHAMMER

0,000

The Sisters of Battle are pious warriors whose belief in the Emperor is
strong enough to protect them from harm. The entire range of Sisters of
Battle miniatures is available to order to reinforce your army ready for
the new challenges posed by this month’s new Battle Missions.

Sisters of Battle Canoness Sisters of Battie Hospitaler Celestine the Living Saint
99060108056 99060107067 99060108061
£8.20, €12.50, 100dks. 113skr/nkr, 402f £7.70, €9.75, 75dkr, 95skrinkr, 37.50zf £]2.30, €17.50, 135dkr, 160sks/nkr, 6021

This set containg 3 models, supplied from the designs shown.
99060108013
E£10.75, €13.75, 105dke, 130skrfnkr, 52.50z1

Nowhere can a more
wretched den of scum
and villainy be found
than the pirate city of
Sartosa. The inhabitants
of this island are

pirates, cutthroats and
brigands one and all,
and a selection of these
characterful denizens are

available to order. Pirate Captain of Sartosa Sartosan Vampire Pirate of Sariosa
99060207181 99060207182 99060207183
£8.20, €12.50, 100dkr, 175ske/nkr, 402( £8.20, €12.50, 100k, | 1 55kr/nkr, 4024 £7.70, €11.50, 85dke, 100skr/nikr, 37.50z1

s fo flystrative pugoses anly. Prod i . ; i miod, G Aduits may.be dangerans if o

By Garties Workstio, .i;mu_fml.' gk

Srips-£0rreat at Hima af goi ress; ol | i Al (e, Frivi
TN 47 responsil)
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DIREGT DEBIT
UBSCRIPTIONS

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

[0 NEW SOEMRRIDS & ETRATAGENS FOR CATIES 6F

017718 392

Call now to suhscrihe

RAiternatively fill in the form below

* This means you effectively get a
FREE issue every three months

o It is the best way to get White Dwarf

e 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

e Most importantly, it guarantees you never
miss another issue!

(il

Goggles down, flaps up and all that!
‘Ancestor One’ is the 2011 exclusive
White Dwarf Subscribers” model.

] 1 would like to pay by Direct Debit

{1 undlerstand that £9.00 will be debited from my account every 3 maonths)

Instruction to your Bank

Originator’s i ;
Menuﬁcfnon Number SR

388464 Py . DIRECiT
To the Manager (Bank Name). ... .De :
F L T et o ety S B e oy o e
Pastendaitn i,
Name(s) of account halder(s) ...y

Branch sort code DD DD DB
Bank/Building Society DDDDDDDD

Rel Mo (Office use only)

Plese pay Games
Wairkshiap Oirect Debits
fram the accaire detailed in
this instriscticn s

- i i v remain wills
0 O Gamas Wokihop gt
. dilial: ill L | o
Sugnature[s: :ﬂu:ncl\wi:;ﬁylo’n:fm »
Da[e RankMallding Society,

Banks and Building Sacieties may not accept Direct Debit Instructions for some types of account

| would like to subscribe to White Dwarf beginning with issue: WD[_J_1]

HHE
Surname. ..
Address ..
Postcode ...

Surnam
Address ..
Postcode ...

Telephone (iN€ STD COUE) i e sssns et neses

RETURN THIS FORM TO
White Dwarf, Warners Subscriptions Dept, FREEPOST PE211, Bourn

TERMS ANID CONTIL
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