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Do excuse me, I've just So we've got interviews with Mat Ward and
got into the White Dwarf Dave Thomas about the Necrons, as well as
bunker and haven’t a glorious showcase by the "Eavy Metal Team
properly woken up. Give and a battle report pitching Captain Sicarius
me a moment whilst | fetch against the ancient foe.

a cup of tea and I'll be Right, I'd best be off — this galaxy won't
right with you. congquer itself.

| don't know about you,
but after a long sleep I'm in no fit state to do
anything strenuous... | certainly wouldn't
want to launch into a galaxy-wide war to
reclaim my lost empire, that's for sure.

But that's exactly what the Necrons have
done — after hibernating for 64 million years,
the ancient race is stirring once more. All
across the Imperium, hitherto hidden tomb
worlds whir into life as the revivification
process begins to bring untold thousands of
Necrons back to operational status and the
great work of reconquest can begin.

Yes, the Necrons are here and the
bioforges of the Design Studio have been
industrious as a tomb world. With a brand-
new Codex penned by Mat Ward, and a great
range of plastic kits ranging from devastating
close-combat Lychguard to crack-sniper
Deathmarks, and one of the biggest guns
you'll ever see on the Doomsday Ark.

| remember the day the Necrons first
appeared as clear as though it was only
38,000 years in the future (or 13 years in
the past, depending on your perspective).
Originally hinted at in Digganob (ask your
parents what a Digganob is), the first Necron
arrived unheralded through my letterbox
on the cover of White Dwarf 217. The
excitement | felt when this new race was
revealed for the first time was comparable,
perhaps, only to the terror felt by the
denizens of a tomb world as the Necrons
emerged from hibernation beneath your feet.

And this issue we've been whipped into
action by our own Overlords, constructing
a veritable swarm of juicy articles for you.

Andrew Kenrick, Editor
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RISE OF THE NECRONS

The revivication process has been started, the reanimation protocols triggered and |
'the torrq:Hvorld reawakened. This issue the Necrons are here with a vengeance *-W&
start our extenswe look-at all the new releases from page 24 onwards. e 3 j

THE GREAT AWAKENING 02 NEW RELEASES
Newly vified, author Mat Ward talks about the rise of The latest releases from the Citadel forge.
the Necrons and his their plans for galactic domination.

= 22 NEWS

BUILDING THE MACHINES All the goings on in the hobby world.
Designers Dave Thomas, Dale Stringer and Tom Walton STANDARD BEARER
| the secrets of the bioforges. o T g o AL
= Jervis talks about struggling on against the odds.

'EAVY METAL SHOWCASE 84 HALLOF FAME

Joe Tomaszewski and the 'Eavy Metal team showcase the it . i AL bl Ny

Necron miniatures they’ve been busy painting Colin Grayson inducts a miniature into the Hall of Fame.
104 THE AUGURY

'l'll! RULERS OF WAR e
The latest events and activities near you.
ak peak at the rules for the Necro 2 D activides Bedry

nmand Barge and the Doomsday /

SKULLVANE MANSE, LAIR OF THE ASTROMANCER

“'umun Grant ta[\es a |n:1k at the |ateqt \\ arhammer
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sart of his The Lord of the Rings tacticas,
Simon explains how to get the most out of your men,

TACTICA: OGRE KINGDOMS
The big- bP”IEd brute returns! No, not Jeremy Vetock, but
ms in this month's tactica.

We take a look at Mark Bedford’s Ork army.

46 RTTACK ON TRAITOR'S GATE
ARMY WORNSHOP: SISTERS OF BATTLE Tr]?\ n thP Imlmte and Imo
Duncan Rhodes shows us how he painted his Sisters of ; 5
Battle army, whilst Robin talks about the various Orders. dnd Fars¢
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NEW RELEASES

After lying dormant for many thousands of years, the Necron

Tomb Worlds have slowly begun to reawaken. This month N
sees the : /ade the war-torn battlefields of the 41st all these products 7 days
| : erore elr re B,
Umb&i‘s than evel' befﬂre. - f If you order by

Sunda\ before launch,

you can guarantee that

they will be delivered to
re on the day




GHOST ARK/DOOMSDAY ARK

The Necron legions are often accompanied by the eerily silent repair barges known
as Ghost Arks, and supported by the terrifying firepower of Doomsday Arks. The
Ghost Ark/Doomsday Ark kit makes either of these two new vehicles.

GHOST ARK

This multi-part plastic kit can be assembled as a Ghost Ark, an open-
topped skimmer that doubles as both a dedicated transport vehicle and

a repair barge for units of Necron Warriors. Guided by a pilot who sits

atop a command throne, the Ghost Ark carries a full complement of ten
battle-damaged Necron Warriors into battle, components for which are all
included in the kit. The Necron Warriors all sport various battle damage,
some of which is in the process of being repaired by constructor scarabs. An
array of five linked gauss flayers lines each flank, able to target enemy units
either side of the Ghost Ark simultaneously.

The Ghost Ark protects those
it transports to battle with its
advanced quantum shielding.

4 WHITE DWARF NEW RELEASES
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DOOMSDAY ARK

The Ghost Ark/Doomsday Ark kit can

also be assembled as a Heavy Support
skimmer, the Doomsday Ark. The primary
feature of this multi-part plastic vehicle is
the doomsday cannon around which the
protective ‘ribcage’ chassis is formed. The
doomsday cannon is the deadliest weapon
in the powerful Necron arsenal. The gun’s
enormous barrel is fed by huge power
cables and spherical energy cells. Gauss
flayer arrays defend the vehicle’s flanks,
and the Doomsday Ark’s pilot sits with a
commanding view of the battlefield at the
cannon’s rear. The spare components from
the Ghost Ark also provide a number of
battle-damaged Necron Warrior parts to use
elsewhere in your army.

The pilot is plugged directly into a control The Necrons utilise highly advanced systems
interface on his command throne. as implied by this control console.
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ent retailers are -
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NECRON GHOST ARK /
DOOMSDAY ARK £31
Product code: 991207 10014
Sculpted by Dave Thomas and

Tom Walton,
£39, 300k, 380skr/nkr, 450rmb, 1502f

ON SALE NOVEMBER 5TH

The doomsday cannon is so large
that the barrel almast runs along
the entire length of the vehicle.
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CATACOMB COMMAND BARGE AND
ANNIHILATION BARGE

The Necrons utilise crescent-shaped skimmers to act as mobile command or weapon
platforms. The Catacomb Command Barge/Anmhllatlon Barge kit can be assembled
as either option. /

ANNIHILATION BARGE

This new multi-part plastic kit allows you
to make one of two different vehicles. The
Annihilation Barge is a Heavy Support
vehicle, and the fully assembled model is
dominated by the enormous twin-linked
tesla destructor it bears. The kit also
includes both of the underslung weapon
options — the tesla cannon and gauss
cannon — and two Necron pilots that guide
the vehicle and fire its weapon systems. The
spare components from the kit even allow
you to build a Necron Overlord on foot.

Both the Catacomb Cammand Barge and the
Annihilation Barge have underslung tesla cannons.

An Overlord directs the firepower
of the Annihilation Barge from his
Catacomb Command Barge.

ld unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please

Pictures for llustrative purposes only. Product contents
contact us for current availability and prices. Frices quoted are for products sold by Games Workshop through its awn stores, catalogue or website, independent retailers are respansible for determining their own prices.

vary. Products

8 WHITE DWARF NEW RELEASES



CATACOMB
COMMAND BARGE

The kit's second vehicle option, the
Catacomb Command Barge, is a
dedicated transport vehicle for a single
independent character, The multi-part
plastic kit includes a Necron Overlord,
complete with warscythe and optional
resurrection orb arm. This model can
be assembled on the infantry base
supplied in the kit, or mounted on

the vehicle itself, standing regally
behind an ornate rail. The Catacomb
Command Barge also includes both
tesla and gauss cannon options.

The kit includes an infantry base,
allowing the Necron Overlord to be
assembled on foot.

The Necron Overlord looks regal Both vehicles can be assembled
and commanding atop his barge. with an underslung gauss cannon.

The two Necron pilots control the vehicle’s movement and weaponry.

Pictures for ilfustrative purposes anfy. Product

v. Praducts sold unpainted and unassembled, Certai
cantact us for current availability and prices, Prices quated are for products sold by Games Workshop through its own stores, catalogue or website.

NECRON CATACOMB

COMMAND BARGE /
ANNIHILATION BARGE £20.50
Product code: 991207110013
Sculpted by Dale Stringer and

Dave Thomas.

€26, 200cky; 250skr/nke, 300rmb, 1002

ONSALE NOVEMBER 5TH

www.games-workshop.com 9



IMMORTALS/DEATHMARKS

Elite soldiers of terrifying repute, the Immortals are the backbone of the Necron
armies, and the Deathmarks their deadly assassins. The Immortals/Deathmarks kit
allows you to assemble five of these powerful warriors.

DEATHMARKS

The Necron Immortals/Deathmarks multi-
part plastic kit en you to build a squad
of five Deathmarks. Each of these snipers
carries a rapid-firing synaptic disintegrator
and there are enough of these weapons
included on the frame to equip all five
Deathmarks accordingly. The Deathmark
models all feature their signature,
cyclopean heads. There are five different
front and rear torso options to choose from
during assembly. The Deathmarks are an
Elites choice in the army and the box makes
a whole squad.

Deathmarks

p«ou wels Ay be dangero i Ux ed incorrevtly, Prices corect-al e of going 10 fress, please
Baloe e o wehsite: indepencden! retgilers aretesponsible o disterniinimg el own pricos




I M MORTALS NECRON IMMORTALS/

DEATHMARKS £20.50

o s Y Product code: 99720110011
. J
The kit can also be assembled as five Sculpted by Oller Norman,

Necron Immortals, powerful Necron e Stringer and Dave Thomas.
infantry that are larger, more heavily- gl 0N AR
armoured (as each model’s solid frame
sugg and better equipped than Necron
Warriors. Immortals serve as a Troops
choices for the Necron army.
Immortals can be equipped with
double-barrelled gauss blasters for
punching through enemy armour, or tesl
Cdl’bll‘l(_“. for ;L\th|
enemy |nfar1tl\- Th
Wi Papon on the frame to allov

i /ou to make a complete
squad of five Immortals, and though all
mu~.t be armed with the same weapon

 provides all the components
wu need to do so.
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LYCHGUARD/TRIARCH PRAETORIANS

Royal bodyguards and custodians of the ancient dynasties, the Lychguard and Triarch
Praetorians are the finest warriors that Necron martial prowess has to offer. The
Lychguard/Triarch Praetorian kit allows you to build five Necrons from either squad.

LYCHGUARD

The multi-part plastic Lychguard are
armoured in reinforced exoskeletons, and
are even larger than Immortals. They bear
stylised headpieces to set them apart from
the other Necron infantry squads. The
Lychguard are an Elites choice and come
equipped with a two-handed warscythe
as standard. Alternatively, they can opt to
exchange these weapons for hyperphase
swords and dispersion shields, which can
deflect any shooting attacks towards an
enemy unit within 6". The kit enables you
to build five Lychguard and equip them all
with either choice of weapon option.

Lychguard with warscythes

The Lychguard prepare to cut
down anyone foolish enough to
oppose their master’s will.

Pietures for iflustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citade! praducts may be dangerous if used incarrectly. Prices correct at time of going to press, please
contact us for current avalability and prices. Frices quated are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsibie for detarmining their own prices,

12 WHITE DWARF NEW RELEASES



The Triarch Praetorians arrive
to smite those who would dare
challenge the Necron empire.

TRIARCH PRAETORIANS

The Triarch Praetorians are the second
infantry option that can be assembled from
the multi-part plastic Lychguard/Triarch
Praetorian kit.

Triarch Praetorians are an Elites choice,
and their gravity displacement packs
allow them to operate as Jump Infantry.
The kit contains enough parts to build five
of these venerable Necrons. Each Triarch
Praetorian can be equipped with either of
the two weapon options available to them
in the army list: the rightly feared rods of
covenant (power weapons that double
as AP 2 assault weapons), or the paired
weapon combination of particle caster and
void blade.

As with the Lychguard, up to ten Triarch
Praetorians may form a single squad.

NECRON LYCHGUARD/
TRIARCH PRAETORIANS
FProduct cade: 99120110012
Sculpted by Dave Thomas,
€26, 200dkr, 250ske/nks, 300rmb, 100z

ON SALE NOVEMBER STH

£20.50

Triarch Praetorians with particle casters and void blades

Pictures for ilustrative purposes only. Product contents may vary, Products s

contact us for current availability and prices. Prices quoted are for products s

Triarch Praetorians with rods of covenant

{ unpainted and unassembled, Certain Citadel products may be dangerous i used incorrectly, Prices correct at time of going to press, please

iy Cam

es Workshap through its own stores, calalogue or website. Independent retailers are responsible for determining their own prices.
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Citadel Finecast is our range of highly detailed resin miniatures. The Citadel Finecast
range continues to grow each month with a steady flow of new releases, so make
sure to regularly visit your Hobby Centre and check the website to find out more.

IMOTEKH THE STORMLORD TRAZYN THE INFINITE

Imotekh the Stormlord carries the Staff This beautifully rendered miniature of
of the Destroyer and a Gauntlet of Fire. the enigmatic Archeovist, Trazyn the
Imotekh has been lavished with ornate Infinite, proudly bears his trademark

details as befits his illustrious status as
the ruler of the most powerful Necron
dynasty, the Sautekh Dynasty.

stave, the Empathic Obliterator. A
segmented metal cloak adorns his
resplendent exoskeleton.

Product
Sculptee
Geh
180rmb, 5024

NECRON OVERLORD NECRON CRYPTEK

The stylised crown and ornate decorations on the Necron The Necron Cryptek wields super-advanced technology to
Overlord ensure that he looks magisterial. He bears a add a huge variety of esoteric abilities to the Necron army.
double-bladed warscythe and can also be equipped with an.  Armed with a staff in its left hand, the Cryptek’s right hand
optional resurrection orb in his left hand. can be assembled with a potent high-tech device.

. i 12 .

WARHAMMER WARHAMMER
P 40000

40,

NECRON CRYPTEK  £9.50
! Product code: 99800110008

Sculpted by Dave Thomas.  Sculpted by Dave Thomas.

€15, ' 264k, 140skn/nks I«?ﬂ'mh,iﬂﬂ 12,50, 100ck; 1 5skn/nk, 1500, S0zl

ON SALE NOVEMBER 5TH ON SALE NOVEMBER 5TH

Pictures for illustrative purpases only, Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices carrect at time of gaing [0 press, please
contact us for current availability and prices, Prices quoted are for products sald by Carmes Workshop through its awn stores, catalogue or website, Independent retailers are responsibie for determining their own prices
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These savage machines are of a n
frame, more akin to the Necron Wa
rry no weapons other than a n

interchangeable betv
Flayed Ones Pac
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NECRON FLAYED ONE PACK £25.50
Product code: 998101 10005
Sculpted by A i

€35, 250dkr, 37

ON SALE NOVEMBER 5TH
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CODEX:
NECRONS

Codex: Necrons is the ultimate guide to this
ancient race of machines, comprising 96 pages
packed with background, artwork, scenery,
miniatures and full rules for a plethora of new
units and vehicles.

Written by Mat Ward, Codex: Necrons
features a background section detailing the
history of the Necrons from the ill-fated bargain
struck with the C'tan and the War in Heaven
against the Old Ones to the Necron Empire’s
Great Sleep and subsequent reawakening. Mat
also reveals the dynastic nature of the Necron
hierarchy and presents a timeline of recent
Necron activity in the 41st Millennium.

The bestiary section features page after
page of rules and background, including
seven brand new special characters and a
veritable fleet of deadly vehicles. Ever have the
Necrons been masters of highly advanced and
esoteric technology, and the wargear section
introduces many advanced weapon types, from
transdimensional beamers to tachyon arrows.

Last but by no means least, the 'Eavy Metal
team have produced a fantastic selection of
painted miniatures for a superb showcase of the
Necron army in all its glory.

CODEX: NECRONS £20
Product code: 60030110002

Written by Mat Ward.

€26, 200dkn, 256skr/nkr, 300rmb, 100z

ON SALE NOVEMBER 5TH

Pictures for illus
contact ws for ¢
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SKULLVANE MANSE.
LAIR OF THE
ASTROMANCER

Skullvane Manse, Lair of
the Astromancer makes for
an imposing centrepiece
for Warhammer battlefields.
Skullvane Manse has the
option of being assembled
with a telescope or
crenellated battlements at
its crown, and is covered
with all manner of intricate
details such as swirling
comets sculpted into the
roof of the tower.

FIND OUT MORE
ABOUT SKULLVANE
MANSE ON PAGE 70.

SKULLVANE MANSE,
LAIR OF THE ASTROMANCER  £46
Product code; 99120299024

Scufpted by Dave Andrews.
€36.50, 450ckr. 560skn/nkr 68trmb, 22521

Wizard not included.
ON SALE NOVEMBER 19TH

ne of going to press, please

Pictures for ustrative purpases anly, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incarrectly. Prices comect at ti
contact us for current availability and prices, Prices quoted are for products sofd by Games Workshop through its own stares, catalogue or website. Independent retailers are responsible for determining their own prices,
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CITADEL MEGA PAINT SET

The Citadel Mega Paint Set includes the full range of 73
Citadel paints and washes, all in a handy case with which
to transport them. The set contains all 47 Citadel Colour
paints, 18 Citadel Foundation paints, 8 Citadel Washes and
a complete set of 10 Citadel brushes, from the Citadel Fine
Detail brush to the Citadel Large Drybrush. A bottle of PVA
Glue, a tub of Modelling Sand, and a tub each of Static,
Glade and Scorched Grass are also included to base your
painted miniatures.

The Citadel Mega Paint Set comes in a silver-grey
Citadel Figure Case with custom foam inserts designed to
neatly and safely transport all of the kit's contents.

L WHILE &
|STOCKS LAST X

CITADEL MEGA PAINT SET 2011 £155
Product code: 99179993014
€195, 1500k, 1880sk/nkr, 2250rmb, 7502+

ON SALE OCTOBER 29TH

] The Citadel Paint Station +
cITnn El PAI NT STATIn“ + not only contains a Citadel
Paint Station, but two
Citadel Water Pots and two
custom, rippled Citadel
Palettes that are designed to
fit snugly either side of the
set’s Citadel Cutting Mat.

CITADEL PAINT STATION + £32

Product code: 99239999059
400, 320clks, 390skr/nke, 470rmb, 1552f

Pietures for ilustrative purposes onll. Product contents may vary, Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quated are for products sold by Games Workshop through its own stores, catalogue ar website. independent retallers are respansible for determining their own prices.
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EAVY METAL MASTERCLASS oo
e is a compilation of the very best

'Eavy Metal Masterclass articles
showcased in White Dwarf.
Featuring Darren Latham'’s Ork
Warboss, Joe Tomaszewski's
Sicarius, and Kornel Kozak’s
Daemon Prince, this book
also includes an exclusive
Masterclass for Urien Rakarth
by Anja Wettergren, and
demonstrates expert techniques
such as non-metallic metal and
object-source lighting.
WHILE W |
STOCKS LAST & |

SPACE MARINES

‘EAVY METAL MASTERCLASS £18
Product code: 60049999104
€23.50, 180dks, 230skr/nkr, 270rmb, 90z}

‘EAVY METAL BRUSH SET

The 'Eavy Metal Brush Set includes one large and one standard
brush, both of which are handmade and of the very highest
quality, using the finest Kolinsky Sable brush hair. A brush tin,
embossed with the "Eavy Metal logo, is included to protect your
brushes, and is able to hold up to six additional brushes. The set
also features two pots of 'Eavy Metal Medium, a clear matt wash
that can be used instead of water to thin paints for glazing. An
8-page booklet completes the set, full of useful painting hints
and tips, courtesy of the world class ‘Eavy Metal team.

‘EAVY METAL BRUSH SET 81 | a0 ™ N 000
Product code: 60239999003 WH I I. E
€35, dke, IE0skr/okr, 450rmb, 15024 STOCKS I_AST 4

ON SALE NOVEMBER 19TH

EAVY METAL EAVY METAL

MEDIUM MEDIUM

www.games-workshop.com 19



WARHAMMER ‘GREEN’
CUSTOM ARMY CASE
Praduct code: 99230299004
€95, 750dks, 850skr/nky, 900rmb, 300z

WARHAMMER 40,000 ‘BROWN’
CUSTOM ARMY CASE £61.50
Product code: 99230799004

€05, 750cks, 850skr/nke, 900rmib, 30021

£61.50

CUSTOM ARMY CASES

ON SALE NOVEMBER 19TH

Available in a desert brown colour for Warhammer 40,000
and a pastel green colour for Warhammer, the new
Custom Army Cases are embossed with the appropriate
game logo and are perfect for transporting your armies

to the battlefield. One half consists of Tank Foam, which —
contains removable, rectangular foam sections designed for WHILE
transporting tanks and large monsters. The other foam half STOCKS LAST /X
can safely carry up to 120 miniatures.

SPECIAL EDITION DICE CUBE

 GRASS TUFTS

{72883
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Available only while
stocks last, the Special
Edition Dice Cube WHILE The tubs of Mordheim
MORDHEIM TURF £8

comes in a clear plastic | STOCKS LAST (&)
dice box, and carries _
27 gem dice. Each Dice
Cube features a scatter

dice, artillery dice, and
25 standard D6, and is

available in a variety of
different colours.

Turf and Middenland Tufts
contain A5 sheets with
200 tufts of pallid or green
grass for basing. The tufts
come in many different
shapes and sizes and the
grass has been specifically
designed to stand upright.

Product code: 99229999720
€10.50, 80cks, 100skrinke 1 20mib, 40z

SPECIAL EDITION

DICE CUBE £4.10
Product code; 99229999118

6,25, 45dkr, 50skrimkr, B0mib, 20zf

MIDDENLAND TUFTS £8
Product code: 99229999127
€10.50, 80dkr, T00ske/nkr, 120rmb, 40zt

ON SALE NOVEMBER 19TH

Pictures for i
coniact i
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BURIED TREASURE!

‘Avast there me heartees’ and other such pirate clichés. Why so nautical? Because
Grombrindal is back, and this time he’s donned a pirate costume in his latest
appearance for the White Dwarf Sub-in-a-Box.

Over the last year, the White Dwarf has
been masquerading as famed fighter
pilot ‘Ancestor One’ — but no more! After
twelve months he’s hanging up his goggles
and changing costumes once again. And
if you haven't got round to getting the
model, then tough, you're too late! That
version of the miniature and the moulds to
make him have already walked the plank.
We're now ready to reveal the latest
incarnation of everyone’s favourite Dwarf
Ancestor — Grombrindal as a pirate! Yes,
no doubt influenced by Dreadfleet, the
White Dwarf has gone all piratical.
Designed by Giorgio Bassani and
available for the first time in Citadel
Finecast, the brilliant White Dwarf Sub-in-
a-box model will only be on shelves for
the next year, but the best bit is, he comes
with twelve issues of this very magazine. If
you're an existing subscriber and want the
White Dwarf miniature, fear not, contact
customer services who'll be able to help.

| The White Dwarf in detail

Grombrindal stands triumphantly
over his chest of buried booty.

The White Dwarf squints
down his telescope.

The parrot wears a medal as
well as a matching hat.

You can buy the boxed subscription
from our website or any Games Workshop
Hobby Centre. All you need do is take
the box to the counter and our helpful
staff will do the rest, leaving you with
this exclusive miniature and to await the
delivery of the next issue of White Dwarf.

But what inspired Giorgio to sculpt
Grombrindal in pirates’ garb? ‘Recently
we had him in space, and as a pilot, so a
pirate seemed obvious,” says the sculptor.
‘What's key is he’s not really a pirate, but
Grombrindal in fancy dress. When you're
designing the model from that angle
there’s plenty of opportunity to put in
lots of gags, such as the cork gun and the
parrot with matching tricorn.’

If you like this model then you'd
best present your rum rations in prompt
fashion, as he'll only be about for the next
twelve months. But don't forget he’s only
available with a White Dwarf subscription
or to those who are already subscribers.

=i e gl
The treasure is, of course, his collection of
White Dwarfs, all intricately painted by Joe
Tomaszewski (yes, we know — wow!).

He won't be kifling too

‘Be they scurvy Sea-grobbi |
many Gobbos with this!

spys through me telescope?”
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AN AUDIENCE WITH SARAH CAWKWELL

This month, the turbulent tides of the Maelstrom spew forth
an army of darkness lead by Huron Blackheart. The Gildar
Rift is the latest in the Space Marine Battles novel range, by
Black Library’s newest author, Sarah Cawkwell. We caught
up with Sarah, to ask her about her debut novel:

Can you tell us a little of what the novel is about?

The Gildar Rift is a Space Marines Battles novel featuring
the Silver Skulls getting a bit annoyed at the Red Corsairs
trying to take over the Gildar system. There are ship battles,
ground battles and politics; there’s Huron Blackheart, and
he’s a bit unpredictable... Chaos (literally) ensues.

aren’t crazy enough to let that happen, are they? Are they?
Well you'll have to read it to find out.

Now that you've finished Gildar Rift, what can we look
forward to from you in the future?

Accursed Eternity, a novella and eBook that forms part of
the Architect of Fate arc, is out next year. It features another
couple of largely unexplored Space Marine Chapters, the
Blood Swords and the Star Dragons, and tells the tale of
what they find when they are called in to investigate a
sighting of an alleged Daemon ship. You just know that's
not a good start to your day.

£ £The Silver Skulls are incredibly superstitious and
put great stock in their Prognosticators.yy

Space Marines are icons of Warhammer 40,000 and many
authors have tackled them. How have you made the Silver
Skulls different from the other Chapters?
The Silver Skulls are different in the way they put great stock
in their Prognosticators, their prized Chaplain-Librarians.
They're incredibly superstitious and have been known to
refuse to take the field of battle if a Prognosticator says the
omens and readings are not favourable. They are a division
of the Silver Skulls who wield colossal power and that
doesn’t necessarily sit well with everyone...

They're different, but not too different. In a world where
conformity is critical, displaying too much personality
opens you up for all sorts of nastiness. And the Silver Skulls

Also in the pipeline is a short story for the Age of
Legend anthology. This will be my first foray into the
Warhammer world with a short story entitled Bloodraven -
no relation to the heroes of the Dawn of War series!

Following that, there’s another short story on the go
and my next novel, which will also be in the Warhammer
setting. There are many things in the works... | frequently
get the impression that my editor doesn't want me ever to
sleep again.

Thanks Sarah! The Gildar Rift will be on sale next month
from your local Games Workshop Hobby Centre, or you
can preorder your copy now from www.blacklibrary.com

O O
BATTLE OF
THE FANG

CHRIS WRAIGHT

FALL OF
DAMNOS

MICK KYME

SPACE MARINE BATTLES

The Space Marines are fearless

THE champions of humanity. Genetic

GILDAR RIFT

SARAH CAWKWELL

modification and psycho-conditioning
has made them superior to Men in all
respects. These Superhuman, weapons

of war are mankind'’s most elite fighting
force, and as such, their battles are iconic
tales of xenos purges and desperate
last-stands. Their deeds have become
legendary, and the Space Marine Battle
series recounts their most notorious front-
line stories of heroism in graphic detail.
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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

Black Library eBooks

The future is here! And it's
not grim and dark but digital
and convenient. If you've yet
to take advantage of Black
Library’s eBook service you've
been missing out on loads of
exclusive online content, as
well as an ever expanding
backlist of titles. There’s also
our monthly fiction magazine,
Hammer and Bolter. Each
issue is packed with all-new
short stories, serialised novels,
interviews, previews and more.
We've also got an expanding
series of eShorts and audio
shorts, short stories exclusively
available electronically. Our
full range of eBooks is available
to purchase from our website.

O E

11 NICK KYME

NOGTURNE

When an Astropath foresees The Red Duke, a bloodthirsty The Salamanders defend
how the Heresy will end, it Vampire Lord, is resurrected Nocturne from the traitorous

falls to a group of renegadle from his slumber to terrorise Dragon Warriors, concluding
traitors to get him off Terra. the lands of Bretonnia. the Tomb of Fire trilogy.
THE OUTCAST DEAD £7.99 THE RED DUKE £7.99 NOCTURNE £7.99
(SBN: 578-1-84970-086-3 ISBN; 978-1-84970-073-3 I5BN: 978-1-84970-088-7
€10,50, 85ckr, 100skr/nkr, 399521 €10.50, B5dlkr, 100ske/nks 39,9574 €10.50, 85dkn, 100skr/nks, 39.9521

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and urassembled. Cerfain Citadel products may be danger-
ous if used incorrectly. Prices correct at fime of going fe press, please contact us for current avafllabilly and prices. Prices quoted are for products sold
by Games Workshop through its own stores, catalogue or websife. o retailers are responsitie for o iring their own prices
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P Across the galaxy. an ancient and terrible race is stirring. Entombed in stasis-crypts, they have slumbered through
the acons, waiting for the galaxy to heal from the wounds of a long and terrible war. Now, after sixty million years of
dormancy, a great purpose begins. On desolate worlds thought long bereft of life, ancient machineries wake into terrible
function, commencing the slow processes of revivification that will sce those interred within freed to stride across the
stars once again. The implacable Necron legions are rising. Let the galaxy beware.

This issue is packed with all manner of
informative Necron articles:

Starting over the page we begin by taking a
look at the background and epoch-spanning
history of the Necrontyr.

From page 30 Simon Grant inveigles himself
with the design team of the new Necron
models and kits.

'Eavy Metal showcase the great dynasties of
the Necrons on page 36.

Mat Ward talks about playing with the
Necrons from page 40.

Finally, a fragile alliance between the
Ultramarines and Craftworld Alaitoc must halt
the Sautekh dynasty in this month’s dramatic
battle report. See page 46 to see the action.




THE GREAT AWAKENING

The Necrons are amongst the most ancient of all the galaxy’s races, awoken from
hibernation and driven to reconquer their lost empire. In this article, we take a look

Imotekh the Stormlord
is the ruler of the most
powerful of the Necron
dynasties, the Sautekh
Dynasty. Imotekh can
draw upon incredible
resources, for the
armies of four score
Tomb Worlds are his

to requisition at need.
Imotekh is a grand
strategist, perhaps the
most accomplished the
galaxy has ever known,
and he would see the
Imperium of Man
crushed beneath his
living-metal feet.

The race that would become the
Necrons began their existence under
a fearsome, scourging star, billions

of years before Mankind evolved on Terra.
Known as the Necrontyr, the precarious
nature of life on their homeworld led to
them becoming obsessed with the rituals of
death under the rule of the Triarch — three
ruling councillors led by the Silent King.

Such turmoil drove them to the stars,
but peace eluded them as bitter wars were
fought between rival dynasties. It was only
the Old Ones, the first of all sentient life,
that united them, the Triarch declaring war
upon them — the War in Heaven. Yet victory
proved impossible, as the Necrontyr were
undone by the webway of their foe.

It was in the face of defeat that the
C’tan appeared. The C'tan were enemies of
the Old Ones, promising immortality. The
Triarch agreed, dooming their race.

Then the C'tan revealed the form
immortality would take. Colossal bio-
furnaces roared day and night, consuming
weak-bodied flesh and replacing it with
enduring living metal. The C'tan swarmed
all around, consuming life essence and
growing ever more powerful. It was as
the Silent King himself was reborn that he
realised the true price for immortality —
their souls. With sorrow he beheld the fate
of his people: the Necrontyr were no more,
the soulless Necrons reborn in their place.

Yet the Necrons were immortal and
united beneath the Silent King's undying
rule, command protocols embedded in
their minds granting unswerving loyalty. The

at how the soulless living-metal automatons known as the Necrons came to be.

Old Ones too were defeated. Throughout
the final stages of the War in Heaven, the
Silent King bided his time, waiting for the
moment that the C'tan were vulnerable.
And in their victory, the Silent King led the
Necrons in revolt, forging unimaginably
powerful weapons against which even the
C'tan could not stand. The C'tan could not
be slain but the Silent King had planned
accordingly, sundering them into thousands
of fragments, each of which was bound
securely within a tesseract labyrinth as
though a genie in a bottle.

The cost of victory had been high;
millions of Necrons were slain in the
rebellion along with all of the Triarch save
the Silent King. The Eldar — a race that
had fought alongside the Old Ones and
come to hate the Necrons — were rising to
dominance but the Silent King knew that, in
time, they too would fade. He ordered the
remaining Necron cities to be transformed
into great tomb complexes and his people
to sleep. As the last Tomb World sealed
its vaults, the Silent King destroyed his
command protocols and took ship into
intergalactic space, to find some vestige of
penance for failing his people.

Sixty million years passed. Over the
millennia countless Tomb Worlds were lost.
On countless worlds, billions of Necrons
slumber still. Where Tomb Worlds have
awakened, it falls to their Overlords to
martial the revivified Necrons, harvest
resources and prepare to fulfil the Silent
King’s final order: to restore the Necron
dynasties to their former glory.

WHAT 1s A NECRON?
Although once a race of flesh
and blood, the Necrons long
ago replaced their fragile
bodies with sturdy frames of
living-metal by the process

of biotransference. Not all
Necron bodies were created
equally, however. Higher-
ranking nobles were transferred
into mighty shells adorned

with intricate detailing and
complex engrammic circuitry.
The common folk, on the other
hand, were transferred — many
unwillingly — into comparitively
cruder bodies, their wits and
reactions dulled by the process.

Necron Warriors form the
mainstay of a dynasty’s army,
implacable warriors bound to
their lord’s undying will.

Flayed Ones are insane

carrion creatures, cursed by
one of the C'tan to crave the
blood and flesh of the fallen.

The shock troops of the
Necrons are known as
Immortals, armed with
formidable heavy weaponry.

26 WHITE DWARF
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Icon of the Charnovokh Dynasty

Icon of the Nihilakh Dynasty

Icon of the Nekthyst Dynasty

rightful supremacy.

oMB WORLDS OF THE NECRONS

There is no such thing as a typical Tomb World. Each

~ answers only to the will of its ruler, and thus his
proclivities define everything. Nevertheless, there is
one common cause that binds all: the rebuilding of the
Necron dynasties and the return of the Necrons to their

THE BONE KINGDOM OF DRAZAK

In the north-east of the galaxy lie the Ghoul Stars.
Here, on worlds lit by the cold rays of dying suns,
tread creatures of nightmare. Yet even here, one horror
outpaces all others - the Bone Kingdom of Drazak.
Drazak is a haunt of Flayed Ones, who stalk through
desolate streets, fighting over gobbets of rotting

meat and shards of bone. Only one amongst Drazak’s
population is proof from its madness — Valgil, the Fallen
Lord. Every few solar months, when no more meat
remains, Valgil announces a new Time of Bounty, and
despatches the fleets of Drazak to raid nearby worlds.
These reavers seek no riches — only tithes of gore.

THE CHARNOVYOKH DYNASTY
Much of the territory once ruled by the Charnovokh
Dynasty lies far to the galactic south-east. Many of its
dormant Tomb Worlds were devoured by Hive Fleet
Behemoth, and countless others have been ravaged during
the Imperium’s counter-attacks against the Tyranids. As a
result, the remaining systems of the Charnovokh Dynasty
are many, but small and scattered. Ironically, this has led
the Charnovokh to throw much effort into restoring the
ancient dolmen gates that connect their realms to the wider
galaxy. If the Tyranids come again, the Charnovokh will
need such escape routes if their dynasty is to survive.

THE NIHILAKH DYNASTY

The territories of the Nihilakh Dynasty are parochial in the
extreme, venturing little outside their domains. Whilst this
isolationism is perhaps a boon to those alien races that
dwell near to awakened worlds, it also carries significant
peril. Undepleted by the grind of military expansion,

the armies of Nihilakh stand ready to take vengeance

on any interloper. If attacked, they do not rest until the
aggressor has been utterly destroyed. Rumour has it that
Phaeron Krispekh met with a terrible accident shortly after
awakening. Now his severed head rules over a hundred
worlds from an intricate web of life-sustaining circuitry,
issuing decrees to the lords who scurry in his shadow.

THE NEKTHYST DYNASTY

During the Wars of Secession, the nobles of the Nekthyst
Dynasty earned themselves a reputation as turncoats and
betrayers, for many of them held to pacts and alliances
only so long as it served their interests. Though these events
were long ago, the taint of dishonour still hangs heavy over
the Nekthyst Dynasty, and few Phaerons of other lineages
will stoop even to treat with them, let alone trust them.
Unusually for a major dynasty, Nekthyst lords are much
given to mercenary acts, often bartering their martial service
for other, less tangible gains over other dynasties. They are
seldom short of offers, for this is the one type of contract
that even the Nekthyst will not break.

Lychguard of the
Charnovokh Dynasty

Warrior of the Nihilakh Dynasty

Immortal of the Nekthyst Dynasty

THE STASIS DOCKS OF SEIDON

In ancient times, Seidon lay at the heart of Necrontyr
expansion. Every thirty-three weeks, a vast ship would
launch, carrying a legion to a distant world. When Seidon
woke, its rulers continued their mission of conquest.

Unbeknownst to the Overlord, Seidon’s master program
was corrupted. No longer are ships set forth on courses

THE GREAT AWAKENING

that intersect with planets. Instead, each vessel is launched
on a random heading, as likely to plunge into the heart of a
star as it is to result in safe planetfall. Thus, every thirty-
three weeks, another legion departs into the unknown...

THANATOS AND THE CELESTIAL ORRERY
Hidden within the heart of Thanatos is one of the
galaxy’s greatest treasures — the Celestial Orrery. The
orrery’s tiny pinpricks of glowing light record the
positions of every star in the galaxy. Snuff out one
of these lights and its physical counterpart will go
supernova long millennia before its destined time,
bringing fiery oblivion to all nearby worlds.



THE SAUTEKH DYNASTY
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In the times before biatransference, the Sautekh Dynasty was ranked third most powerful of all the royal dynasties. Through chance or design, many of the Sautekh

coreworlds survived the aeons better than those of other dynasties. Now this dynasty is more powerful than any other, and its nobility (shown here), under the

leadership of Imotekh the Stormiord, are the most aggressive In attempting a new waoe of expansion.
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This month sees the reemerging Necron ibgs inundated 'v\g}th ph |
n(ﬁ%t spoke ‘withmminiatures designers

Dave Themas, Dale Stringer and Tom W_aﬁfﬁn abbut their latest; creations.

" F 3 i
alanxes of el

make sure the army really caj
martial infrastructure, with squads of
ipers, mobile gunships, and a command
e there on the tabletop.’
Indeed, th res the release
of three powerf squads
as multi-part plasti athmarks,
uard and Triarch Praetorians;
four vehicles — the Annihilation Barge
Catacomb Command Barge, Doon /
and Ghost Ark — two special characters and
two new HQ units. And ‘s not enough
for vou, a brand-new Flay:
has been released in C
Immortals are also available as a multi-part
plastic kit.
Along with phalanxes of Necron
Warriors, these infantry units form the
core of the Necron army. The mighty
Lychguard are the loyal guardians of
lords and Phaeron
with the finest weapons and armour; the




Triarch Praetorians are an ancient and
rev rder ek to unify the Necron

dynasties; and the fearsome Deathmarks are

assassins that are relentless in the purs
ir quarry. Wlth two multi- pdrt }J|d

aspects of their design. Each unit type
had to be instantly recognisable with its
own unique silhouette, but still needed
to be part of the same cohesive
example the Deathma

options. We've really given them all the
special treatment they deserved.’

rful units is their i .
ize, especially when compared to the
Necron Warriors themselv 'y
intentional, s Dave. ‘The further up the

hiera you go, the more opu[em and

Immortals and Lychguard justifies their 3+
armour save and complements their status
as part of the Necron elite. Conversely,
the smaller frames of the Necron \’arrlura
and Flayed One

4+ armour

mig hr\ spe
But what about the g ghuuh‘;h Flayed
Ones, who really stand apart from the
overall uniformity of the army? ‘The Flayed
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The Flayed Ones were cursed by
the C'tan they destroved, devolving
into ghoulish machines who thirst
for blood they are unable to savour.

32 WHITE DWARF

Ones are something of an aberration,’
explains Dave. ‘They are barely trusted

or accepted by their own society, and

we wanted to emphasise their wretched,
rejected nature. Aly Morrison therefore
designed them with scythes, sickles and
blades instead of fingers and grisly trophies
on display, giving them a macabre look
that really sets them apart from the other
infantry units in the army.’

The fantastic new plastic kits have
also given rise to a whole new wave of
Necron technology, with the Immortal,
Lychguard and Triarch Praetorian squads
all having a choice of two weapon
options. ‘The Necrontyr had long mastered
highly advanced technology even before
their biotransference into machines,’
explains Dave, 'so it makes sense that
they’d have a range of equally high-tech
weapons to play with. Necrons don't
utilise projectile weapons, but there are
plenty of other energy-based weapons
that they use instead, such as particle and

EATHMARKS
For countless millennia, Deathmark Squads have served the Necron
nobility as snipers and assassins. Even when they were beings of
flesh and blood, Deathmarks had a reputation for cold-hearted
precision and patience. Now, housed in tireless metal bodies,
Deathmarks are more deadly than they ever were in life.

Deathmarks seldom take position with the rest of the army at the
battle’s start, but appear silently from a hyperspace oubliette upon
a ridge or ruin that affords unobstructed view of their quarry. The
target will be lucky to survive more than a few seconds before being
cut down by fire from the Deathmark’s synaptic disintegrators.

BUILDING THE MACHINES

electromagnetic beams. In fact, the idea for
their tesla weaponry came from an original
sketch | drew for the synaptic disintegrator
of the Deathmarks. The design evolution of
the new miniatures is particularly evident
in the weapons. The gauss flayers of the
Necron Warriors look fairly rudimentary by
the standard of their incredibly advanced
technology, whilst the barrels of more
advanced guns such as the synaptic
disintegrators of the Deathmarks (see
below) are fully enclosed and armoured.’

But it is far from just the Necron
firepower that has been augmented by the
new weapon options. The Lychguard and
Triach Praetorians can wield dedicated
close combat equipment such as the
hyperphase swords, dispersion shields and
voidblades; not to mention the warscythes
that have long been an integral piece of
Necron wargear. ‘The Triarch Praetorians
and Lychguard are the super-elite of the
Necron army,’” says Dave, ‘so it made sense
that they would have access to a wide

o ANV
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Annihilation Barges are the Necrons’ favoured anti-infantry support
platforms. Each is armed with a linked pair of tesla destructors

- enormous energy cannons that fire ferocious arcs of eldritch
lightning. Many Overlords also task a squad of Immortals as guards,
as such a partnership can prove advantageous for both parties — the
Annihilation Barge has a screen of allies to drive back incoming
assaults, whilst its bodyguard of Immortals benefit from the craft’s

massive firepower.

variety of powerful equipment, specifically
assault and close-combat weapon
combinations. These guys are the army’s
real heavy-hitters, so we really played that
up with their impressive choice of wargear.
The dispersion shield in particular also
allowed us to include both the dynastic
iconography and coffin-shaped imagery.’

‘Stemming from the Necrontyrs’
obsession with death, images of death and
resurrection are prevalent in much of the
Necron iconography, with their skull-
shaped visages and coffin shapes,” adds
Tom Walton, designer of the Ghost Ark kit.
‘By its very nature as a repair barge, the
Ghost Ark is the embodiment of this, with
coffin shapes at the tip of each ‘rib” and
on the exhausts of its engine. Ghost Arks
predate the time of biotransference, where
they were once sombre carriages that

conveyed the dead to places of internment.

We used the theme of morbidity to
maintain a sense of cohesion between

the vehicles throughout the army. There
are other subtle connections as well. For
example, if you look at the Ghost Ark from

the front, you can make out the shape of a
Monolith, the profile of which itself forms
an inverted coffin shape.’

‘Symmetry and solid geometric shapes
are very much a part of the Necron
character,” explains Dale Stringer, who
designed the Annihilation Barge, ‘but
crescent shapes and prow figureheads also
became iconic to the Necron design.’

‘As did the spherical power sources,’
adds Tom. ‘This applied to the weapans,
both hand-held and vehicle-mounted,
and indeed the Necrons themselves. The
vehicles have been designed so that each
power source clearly feeds a weapon or
engine — the larger the weapon, the larger
the power source. On the Doomsday
Ark, for example, there is an enormous
energy source mounted beneath the main
barrel to power the primary weapon. In
fact, when Mat first saw the sheer size of
the doomsday cannon | was designing,
he decided to make its rules even more
powerful! If you really want to frighten the
life out of your opponent, you can even
make a double-length Doomsday Ark with

In their own way, Destroyers are as
insane as Flayed Ones, consumed

with a need to annihilate all other

life forms that they encounter.
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GHOST ARKS AND NECRON WARRIORS

Ghost Arks are tasked with trawling the battlefields for remnants

of Necrons no longer able to reconstruct themselves. Recovered
components are then set upon by swarms of constructor scarabs.
Working with near-silent efficiency, they return fallen Necrons to
function if repairs are possible, or dissolve them into reusable energy
if they are not. Repaired Necrons are then locked in stasis until

the Ghost Ark is at capacity, at which point it will either return its
salvaged cargo to their Tomb World or else deploy them directly to
the battlefield.

In times of war, Ghost Arks are often pressed into service as
conventional transport vehicles, conveying reinforcements to some
vital area of the battlefield, or allowing Necron forces to attack from
an unexpected quarter. The enemy’s predicament is made all the
worse by the fact that Necron Warriors deployed in this fashion are,
to all intents and purposes, accompanied by their own mobile repair
station. Only by destroying the Ghost Ark can the foe have any hope
of victory - no easy feat with its quantum shielding.
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two kits, as the chassis is easy to extend
in this way. This may not have an in-game
effect, but it will look utterly terrifying!’

‘We've provided as much cross-
compatibility as possible across the range,
both for the infantry and the vehicles,’ says
Dale. ‘This is especially true in the case of
the Catacomb Command Barge, as the kit
provides a number of useful options for a
Necron Overlord, including a resurrection
orb. In fact, you effectively get a plastic
Overlord on foot if you decide to build an
Annihilation Barge instead, but this can
also be useful if your Overlord needs to
disembark from his Catacomb Command
Barge during a game.”’

In a parody of Imperial vehicle and
Titan crew, the barge’s two Necron crew
are actually plugged in to an interface with
the machine itself for optimal efficiency.
One of them even features a cyclopean eye
in a similar style to the Deathmarks. ‘The
Annihilation Barge comes with a twin-
linked tesla destructor, the most powerful
of the tesla weapons,’ says Dale. "We also
included both secondary weapon options.

LYCHGUARD

But whereas the Annihilation Barge is a
weapons platform more akin to a hovering
gunship, the Catacomb Command Barge
acts as a chariot for a mighty Necron
commander, allowing him to survey the
battlefield and command his legions from
his mobile command platform. There is
no doubt that the Overlord in the kit looks
suitably imperious atop his Catacomb
Command Barge ‘We intentionally didn't
go overboard on the vehicle’s design,
keeping it relatively simple and with
practicality in mind,” explains Dale. ‘By
and large, the Necrons favour function over
design, so a simple podium and stylised
hand rail was all that was needed. We also
didn’t want to steer any attention away
from the focus of the model, namely the
Necron Overlord himself, as he is what the
Command Barge is all about.’

To learn more about how the Catacomb
Command Barge and other wonderful
new miniatures operate on the battlefield,
turn to page 40, where Andy Hall will
be spilling the beans on their devastating
firepower and special rules.

Necron Lords form part of an

Overlord’s Royal Court, and are
sent forth to enact their master’s
will and lead his troops in battle.

sl

Each Lychguard is programmed with unswerving loyalty to a
particular noble, or sometimes a whole dynasty. Physically, they are
incredibly imposing, housed in the same heavily armoured forms
more commonly reserved for Necron royalty, and are equipped with
the finest weapons drawn from their patron’s personal armoury. The
Lychguard can inevitably be found at the heart of any battle, either
because their master’s army has rallied around them, or the enemy
has chosen to make the destruction of their charge, and therefore
the destruction of the Lychguard, a priority.

= AR AR
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NECRONS

The rise of the Necrons has given the 'Eavy Metal team the opportunity to test their
mettle against the fantastically detailed new miniatures, and embody the army’s
dynastic heritage with a huge variety of different colour schemes.

hat the Necrons are no longer a race of flesh and

blood, but of machines, is an inescapable fact. But

the talented painters of the ‘Eavy Metal team didn’t let
that limit their colour palettes when it came to painting the
Studio’s Necron collection, as Joe Tomaszewski explains:

Joe: The Necrons are not just mindless robots, but have
infinitely varied personalities in their own right, just as
we do. We were determined from the start that we would
do this justice, giving them their own identity with our

choice of colours. All Necrons of every dynasty have

metal exoskeletons, but many of them still bear additional
ornamentation or plating in other materials, such as marble
or ceramics. Of course, there is also nothing to stop the
Necrons from painting their metal bodies in the same way

as the Space Marines do with the ceramite of their power

Overlord
Mark Holmes: The Necron
Overlord commands a
pre-eminent position in the
army’s military hierarchy, so
it was important for him to
display as much obvious power
and pomposity as possible. His
metal exoskeleton was painted
to match the rest of the Studio
army, but | mixed in plenty of
gold details and trimmings to
help him further stand out from
his less worthy minions.

| painted his shoulder panels
with an extravagant green
marble effect, matched by the
segmented links hanging from
his belt. As a powerful Necron
leader, the Overlord displays
a number of spherical power
sources, and [ drew attention
to these by painting their subtle
reflection on the nearby surfaces.

Trazyn the Infinite
Kornél Kozak: | painted Trazyn to stand
out from the other Necrons in the army. In
addition to applying plenty of gold detaifs
to his staff and segmented scale loincloth,
I applied a striking blue colour to his
chest plate. | also drew attention to the
collection of alien trinkets on his belt with
bright, bold colours.

WHITE DWARF “EAVY METAL SHOWCASE

armour. This led us to try a large number of different colour
schemes, as we wanted to remind all the hobbyists out
there that they shouldn't feel restricted to just painting their
Necrons metal.

Crywck
Anja Wettergren: The Cryptek uses technology and
weaponry that is rare and powerful even amongst the
Necrons. | wanted the model to display some of this
mystery, so | gave him a lapis effect on his armoured
carapace and loincloth. However, | painted the artefact
in his right hand in a neon green to tie it in with the
energy sources utilised by the other Necrons.

Destroyer Lord

Dave Heathfield: As a Destroyer
Lord commands a high-ranking
position in the Necron legions, |
made sure to include plenty of
gold to represent his
importance — in fact, his
entire faceplate is gold,
as are his shoulder
guards to emphasise this.

| painted the lord’s Destroyer
body in a deep green to match
the colour used on the Necron
vehicles. We wanted to make
sure that we clearly defined what
was Necron exoskeletal metal
and what was the living metal of
their vehicles, and this proved to
be a good way to do just that.

b




The Sautekh Dyna

Dave: As the Necrons of the
Sautekh Dynasty avoided the
worst effects of lying dormant
for millennia, | used a bright
steel colour to show the good
condition of this Necron
Warrior's exoskeleton.

The Neprekh Dynasty

Anja: The Necron Warrior below
was painted to demonstrale an
alternative way of applying a rust
effect. | began with a basecoat
of dark metal before layering it
with shades of warm brown and
applying a metal edge highlight.

The Charnovokh Dynasty

Kornel: | painted the Necrons of
this dynasty in a deep, sinister
shade. Beginning with a dark
blend of metal, | washed it to be
darker still, before applying a light
edge highlight — quick painting
techniques can still look effective.

The Agdagath Dynasty
Mark: | painted this Necron
Warrior in response to a
reader who wrote to us
asking how to apply a quick
and easy rust effect. Having
painted the metal, | used
layers of washes in stages.

The Mephritt Dynasty
Anja: | decided to paint this
Necron Warrior and the

one below to demonstrate
different ways of representing
a weapon's energy source.

I painted this barrel with a
crackling magma effect.

The Thokt Dynasty

Anja: This Necron Warrior's gun
barrel has been painted to look
like it is powering up with waves
of energy in preparation to fire. |
also used the same blue as a spot
colour on the chest symbol to
match its dynastic emblem.

Warrior

The Novokh Dynasty

Anja: These Necrons are each from the same dynasty, but represent three
different levels of their military hierarchy. The Necron Warrior on the left
has red armour on its head and shoulder guards, as does the Immortal.
The Lychguard, however, not only has large areas of ornate red armour, but
| added circuitry details to much of the model to represent its elite status.

Immortal

Lychguard
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Flayed One

Triarch_ Practorian Dave: Flayed Ones are really Flayed One

Kornel: Whilst the Necrons slept for aver 60 million macabre, and | painted this model’s Joe: This Flayed One is from the main Studio
vears, the Triarch Praetorians were still awake and bronze armour in a dark brass, army and shares the same shade of armour. But to
travelling the stars. | wanted this model to look age- rusted by years of being covered in differentiate it from the rest of the army, | spent a
worn, hence the weathered ceramics, whilst stilf the blood and gore of his victims. lot of time painting the strips of recently flayed skin

and raw, glistening muscle.

maintaining an air of power and authority,

Flayed One

foe:y';'he bloodied corpse carried LYCI'IFIHI'CI of the Charnovokh Dynas

by this Flayed One has had its skull Kornel: | painted these two Lychguard models in‘a used a deep blue spot colour, either as marble or

smashed open, so | felt duty-bound similar manner as they’re from the same dynasty, but as panelled armour plating. As Lychguard are royal

to paint the exposed brain within with a few subtle differences to represent the fact that bodyguards, | sparingly applied gold detailing to help

just to make it look really gross! they are from separate squads. As with their dynastic them stand out. On the model below, | painted a
emblem shown with the Necron Warrior earlier, | glowing, internal energy core heneath its chest.

Triarch Practorian

Immortal Kornel: Keeping this model’s Immortal

Neil Green: | painted this armour silver allowed me to Neil: This Necron Immortal was one
model with ceramic plating offset the metal with a deep red | painted to try out some alternative

all over its exoskeleton, but on the chest and weapon and markings. | also extended the white stripe
with chips of metal exposed paint its head white to stand out. on its head to include the whole faceplate.

underneath by battle damage.
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Deathmark

Mark: This Deathmark was painted with
weathered ceramic shoulderpads and blue energy
channelling through its gun and glowing eye.

Deathmark

Mark: | wanted to give this Deathmark a really sinister
feel, so | painted the model’s armour-plating in a deep
shade of red over the metal exoskeleton beneath.

Immortal
Joe: This model is one of the Immortals that | painted as
part of the Studio Necron army. The white stripe down

its forehead eventually became an identifying theme of
the Immortals throughout the army. | painted the tesla
carbine and eyes as though glowing with inner energy.

Triarch Practorian
Kornel: | painted this Triarch
Praetorian as if made of gold
to denate its senior rank.

J

Lychguard
Kornel: Similarly to the model
above-right, | wanted these
elite models to really stand
out. | painted this Lychguard
with a bronze exoskeleton
and both his hyperphase
sword and dispersion shield
to be rippling with powerful
energies — | wanted the
shield to fook as much like a
weapon as the blade!

Catacomb Command Barge
Dave: | used this model as another
way to clearly define the metallic
Necron and vehicular green
material. The deep green also
contrasts well with the light metallic
tones of the Necron crew:

As with the other Necron
characters in the army, | made sure
that the Overlord displayed plenty
of opulent gold details and a deadly,
energised blade on his warsycthe.

Both the Overlord and the
vehicle feature Jots of glowing
power sources, and | wanted to
make it look like the power was
actually flowing through the whole
craft, and used stark edge highlights
to show off the segmented sections.
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£ In this article, Andy Hall and Mat Ward discuss how the Necrons play on the

% tabletop as well as previewing the rules for two of their new destructive vehicles -

the Doomsday Ark and Catacomb Command Barge.

E —”—‘ he Necrons are tough, have a habit of
| returning to the battlefield, even after
their opponents have killed them,
and that’s just the basic Troop choices, the

Necron Warriors. When you add the array
of Elite, HQ and Fast Attack
options to the mix, then any
foe should think twice about
engaging them in battle,
says Mat as we sit down to
chat about the new Codex. ‘As a whole,

a Necron force can easily slug it out with
Space Marines.

Necrons, then, are not only more
numerous than other elite armies but can
certainly ‘take it’ with their high Toughness,
robust armour saves and the ability to
self-repair (see the box out below). But can
they dish it out as well? ‘The answer to that
is a big yes, says an emphatic Mat. ‘The
Shooting phase is where the Necrons will
inflict the majority of their damage. On top
of all the cool and crazy wargear, Necrons
have three main branches of ranged
weaponry. Gauss weapons, such as the

CRYPTEKS

A Cryptek will favour
one of the techno-sorcery
disciplines that defines
his wargear. For example,
Harbingers of Despair
employ weapons of
terror, while Harbingers
of Destruction have more
devastating devices.

gauss flayer wielded by Necron Warriors,

can match bolters in Strength and AP but
have the added benefit of always causing
a glancing hit to a vehicle with an armour
penetration roll of a 6. Tesla weapons also
use a 6 to initiate an extra ability — in this
case when rolling to hit, a 6 causes two
extra automatic hits on the same target
and these are a minimum of Strength 5.
Then there are particle weapons, which,
while relatively short ranged, all have high
Strength and — with the exception of the
particle caster — blast effects.’

This gives Necron players an impressive
array of ranged armaments, but the death-
dealing options are even further expanded
by an army list packed with all manner of
terrifying troop types and vehicles. “You'll
find Immortals and Necron Warriors in the
Troops section. While in Elites, for instance,
you have the Deathmarks, who can
shadow an enemy by two different means;
the Necron player chooses a target when
the Deathmarks deploy and that squad
will always be wounded on a 2+ by any
Deathmarks on the tabletop. They can also
arrive via Deep Strike immediately after

&

EANIMATION PrROTOCOLS

You can never keep a good Necron down. And if you

need proof then look no further than their Reanimation
Protocols special rule, which all Necron infantry have.
Whenever a Necron is removed as a casualty, the unit
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accrues a counter. At the end of a phase, you roll a
D6 for every counter accrued that phase. On a 5+ you
can return a model back to the squad as the android’s
sophisticated self-repair systems take effect.



Flayed Ones can slip between
dimensions, suddenly appearing
amidst battle.

an enemy unit has deployed from reserve,
even if in the enemy’s turn,” explains Mat.

While Deathmarks are accomplished
stalkers and snipers, the Lychguard and
Triarch Praetorians are martial beings who
will defiantly face their foe head on. ‘These
two troop types are defined more by their
profile and wargear than special rules,’
says Mat. ‘With a WS of 4 and a Strength
and Toughness of 5, both can easily handle
themselves in an assault, especially when
armed with warscythes for a +2 Strength
bonus or voidblades, which reduce armour
saves, should the opposing model survive
the initial strike. My favourite wargear,
though, is the Lychguard’s dispersion
shields, which give the wielder a 4+
invulnerable save. The sneaky bit is that
if the save is made, the shield deflects the
enemy’s shot onto the nearest foe within 6"
— it's always satisfying to see your opponent
remove his own models in his turn.

The Necron army list has grown in
other ways as well. Necrons now have
three dedicated transports, of which two
are released this issue. ‘The Catacomb
Command Barge gives your HQ another
option, and also plays with the nable,
arrogant aspect the Necrons possess. The
Overlord doesn't need to travel with the
common soldiery but can speed across the
battlefield on his personal craft, diving on
enemy units and decapitating foes with his
outstretched warscythe. This is reflected in
the rules and so you're incorporating this

'WARHAMMER
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grand imagery directly into the game, in
the way your models act on the tabletop as
well as look,” says Mat.

The rules for the Ghost Ark also directly
reference the kit's design — you can see
Necron Warriors in various states of repair
through the ominous ribs of the vehicle,
reinforcing the notion that Necrons are
nigh-on impossible to permanently put out
of action. It also gives your Troops choices
a highly flexible transport option. ‘Ghost
Arks are more than just the Necron version
of a Rhino,’ continues Mat, ‘they are mobile
repair centres, and have the ability to
repopulate Necron squads that have taken
losses. Once per turn, D3 models can be
reanimated in a Necron Warrior squad
within 6". The Ghost Ark’s armaments are
also something special as well. A Ghost
Ark can fire at a different unit on each side,
effectively giving it a broadside attack. This
way the Ghost Ark can act as a linebreaker,
heading straight into enemy defences, firing
from its flanks while delivering Necron
Warriors into the heart of the firefight, as
well as bolstering squads already there.’

These things just represent a few of the
curiosities found in the Necron Codex,

a race that was using super-advanced
technology 60 million years ago, aeons
before Mankind was even using the
simplest of tools. No wonder the Necrons
see all other races as interlopers and
trespassers, and Mat has just given them the
means to inherit the galaxy once more.

NECRON WARGEAR
The Necrons have ever
been masters of advanced
technology, and their
weapons harness this to
deadly effect in battle.

=3

Range Str. AP Type

Causs 24" 4 5 Rapid Fire,
Flayer Gauss

Range Str. AP Type

Gauss 24" 5 4 Rapid Fire,
Blaster Gauss

e

Range Str. AP Type

Synaptic 24° X 5 Rapid Fire,
Disintegrator Sniper

Range Str. AP Type

Tesla 24" 5 - Assaultl,
Carbine Tesla
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The Catacomb Command
Barge is nothing less
than a giant carrier
wave generator that
allows an Overlord to
instantaneously issue
commands to nearby
troops and better divine
the enemy’s intended
strategy before it unfolds.
With his barge’s
systems attended to
by his minions, the
Overlord is free to wield
his warscythe against
the foe. Sometimes he
will disembark before
doing so, preferring to
face his chosen foe with
feet braced firmly on
solid ground. At others,
however, the Overlord
will remain upon his
Catacomb Command
Barge, choosing instead
to strike at the foe with
great sweeps of his blade
as his barge screams
past. The last sight of
many an enemy has
been that of a Catacomb
Command Barge
swooping out of the sky
with the Overlord’s blade
gleaming as it swings.

42 WHITE DWARF

Catacomb Command Barge

- Armour -

Type BS F S R
Fast, Open-topped, Skimmer - 11 11 11

UNIT TYPE: Vehicle.

TRANSPORT: The Catacomb Command
Barge can carry one independent character.

WARGEAR: Quantum shielding,
tesla cannon.

SPECIAL RULES: Living Metal.

Sweep Attack: Whilst a character remains
embarked on a Catacomb Command Barge,
he can make three special ‘sweep’ attacks
each turn. These attacks can be made in

the Movement phase against one enemy
unit that the Catacomb Command Barge
moves over. All attacks must be resolved on
the same unit. Roll To Hit and To Wound
separately for each Sweep Attack. If the
Catacomb Command Barge moved at

THE RULES OF WAR

combat speed this turn, a Sweep Attack
hits on a 3+, otherwise it hits on a 4+,

For each success, the unit suffers a hit at
the character’s Strength, plus any Strength
bonuses and special abilities from his close
combat weapon. Hits against vehicles are
resolved against rear armour. On a Sweep
Attack where the To Hit dice roll is a 6,
you can choose which model the resulting
Wound (if there is one) is allocated against.
Cover saves are not permitted against
Wounds caused by Sweep Attacks.

Symbiotic Repair: If the Catacomb
Command Barge suffers an immobilised
or weapon destroyed result, the embarked
character can reduce his remaining
Wounds by 1 to negate the result. This
cannot be done if it would cause the
character to be removed as a casualty.
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On page 46 you can see these
devastating vehicles in action as the

Necrons take on Space Marines and

the Eldar in this month’s battle report.

r Armour 4

Type BS E S R
Doomsday Ark Open-topped, Skimmer Al e R
UNIT TYPE: Vehicle. Doomsday cannon: For the doomsday

WARGEAR: Quantum shielding,

Two gauss flayer arrays: The Doomsday Ark
has two separate arrays of five gauss flayers
- one located along each flank — enabling it
to ‘broadside” enemy units. The two arrays
can shoot at different targets to each other
and the doomsday cannon, although all
guns in the same array must shoot at the
same target.

QUANTUM SHIELDING

Until a vehicle suffers a penetrating hit, it
counts all Armour Values on its front and
side facings as being 2 points higher. Once
a penetrating hit has been scored it can no
longer use the quantum shielding.

cannon to be fired at full effect, the
Doomsday Ark must remain stationary.
The faster the Doomsday Ark moves across
the battlefield, the more energy is directed
away from the doomsday cannon.
Accordingly, the doomsday cannon
has two profiles: one for if the Doomsday
Ark remained stationary in the previous
Movement phase and one for if it moved.

Stationary

Range Strength AP  Type

72! 9 1 Heavy 1,
Large Blast

Combat Speed

Range Strength AP  Type

24" 7 4 Heavy 1, Blast

SPECIAL RULES: Living Metal.

In aspect, the Doomsday
Ark appears deceptively
fragile; its structure
is skeletal and lacks
the armour plates of
more conventional
battle vehicles. But to
obsess on this apparent
fragility is to overlook
the Doomsday Ark’s true
purpose and potential.

It is not a battle tank,
intended to sit in the
midst of a battleline,

to give and receive
punishing blows. Rather,
the Doomsday Ark is
nothing less than an
enormous self-propelled
doomsday cannon - a
weapon that can win

a battle with but a

single shot. The cannon
itself is a wonder of
super-technology, easily
eclipsing the primitive
energy weapons of the
Imperium. Even fired at
low power the doomsday
cannon is a fearsome
weapon; when firing at
full effect, its searing
energy beams burn
brighter than any kind of
plasma weapon.
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IN-—STORE THIS MONTH

Having lain dormant for millennia upon countless tomb worlds scattered across
the stars, this month the Necrons return to fulfill the Silent King’s final command
to re-conquer the galaxy, starting with your local Hobby Centre.

Galactic Expansion
This month s brand new releaces will mak

incluu:{ing_, these new umta in you

Rise of the Dynasties
If you have ever been drawn by the
immortality, commanding legion ;
onth’s Necron releases
rfect opportunity 0 hpgin \nu: very own
living machines. W f
its and superbly detailed (llddpl Fmeu
our local Hr;bb

Save Your World, Save the Galaxy

11,hi nf immemc Monoﬂths Dommda\ Arks Lmd

and taLTIL‘_1| advice

victory and lerO
anical menace of the Necrons ¢ I"-l*'\hlﬂt‘ to tht‘ll‘
en knees!
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hand to help

miniatures, de

tactical advic e T\ /ar an‘nr{st a bac l{Fr p of
enthralling g s and exciting scenarios.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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ATTACK ON TRAITOR -S”CATE

Times are desperate indeed when the Emperor’s Finest must forge an alliance with
& accursed xenos. But this month’s battle report, the Ultramarines band together with

the Eldar to fend off'a mighty Necron army. Mat Ward exlplams...

BATTLE STATS

Game Size — 4000 pts

Scenario - Special
Alliance

Teams — Mat \1am’ &
Simon Grant

Scrivenors — Andy Hall
% Kris Shield
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Mat: With this issue’s Necron battle
report, we saw an opportunity to awaken
old adversaries, as the White Dwarf

crew would face off against Games Dev
once again. The last time we did this the
Dwarfers won, so |, as a games developer,
was out for revenge.

We decided early on that it'd be fun to
play a narrative battle, rather than a more
standard ‘pick up’ game. The combination
of Eldar and Necrons — two ancient, star-
spanning, scheming races — opened up all
kinds of possibilities. | won’t go into the

detail of the story that ended up framing the

battle — you'll find it laced throughout this
article — but getting the narrative straight in
my head hr»t eally important.

Half the trick with making a cool
scenario is to take an existing mission and

ATTACK ON TRAITOR'S CATE

tweak it just enough so that it starts to feel
a little different. A nudge to the deployment
rules here, an added special rule there, and
soon your scenario can start to look and
feel like the story it's helping you tell.

In this case, the first port of call was
Fort Halstadt itself — created by the simple
expedient of laying hands on a handful of
Imperial Bastions, a Skyshield Landing Pad
and as many Aegis Defence Lines as could
be found. The rules for all of these would
be taken directly from the Planetstrike
book, with one vital exception — we'd be
treating the Armour Values of the buildings
as being two points lower than normal
(so the Bastions were AV12). There were
two very good reasons for this. First of all,
Vanyamor is a fairly isolated and backward
part of the Imperium. Second, Fort Halstadt




had already been on the receiving end of
a bit of a kicking. You'd not expect tip-top
defences under those conditions.

With Fort Halstadt prepared, it was time
to think about the deployment. It seemed
entirely sensible for the defenders to set
up, with the Necrons deploying second

i t (it's a siege of sorts, and the
in such

advantage, but one the story had already
countered for us — the defenders had
fortifications, after all. Speaking of which,

we wanted the defenders to have free run of
their fortifications, so we gave them a larger

deployment zone than normal — roughly
60" x 30", The Necron invaders, on the
other hand, would be allowed to surround
the fort, with a 9" deployment zone around

three sides of the bJaId Thi

would give the f

ad\antage to offset all those lovely bastion-
mounted heavy bolters that the defenders
would be sure to take advantage off.

Last but not least, we needed some
objectives, and settled on five points from
which the battlefield could be controlled.
Victory would go to the side that had
claimed the most objectives at the end of
the game. As a final tweak to the victory

we decided that if the Eldar
could slay Imotekh the Stormlord in assault,

y'd count as having an extra ot /
at the end of the game. This doubtless
wouldn't be easy, but Starbane has a bitter

s with the mighty Phaeron, it seemed
itting, and in keeping with creating
a narrative y-led mission.

War came to Vanyamor
by chance. Trazyn the
Infinite, ever a collector
of the galaxy’s discarded
curios, learnt that the
sparsely garrisoned
Imperial world held an
ancient secret. Buried
far beneath its chief
defencework, Fort
Halstadt, known locally
as Traitor’s Gate for some
past transgression, lay a
centuries old wraithbone
vault. Therein, so Trazyn
had learned, could be
found the Stars of Khaine.
Though seemingly little
more than intricately
wrought gemstones, the
Stars of Khaine were in
fact terrifyingly powerful
Eldar weapons first
torged during the War

in Heaven. So it was that
Trazyn made common
cause with Imotekh the
Stormlord and Ibron the
Merciless, promising each
one of the fabled stars if
they would aid in their
recovery. For his part,
Trazyn cared little for
the destructive potential
of the Stars of Khaine,
only their rarity. Indeed,
he fully intended to steal
those granted to his allies
should they prove so
crass as to actually use
them as weapons.

The Necrons set out
for Vanyamor and its
unsuspecting Imperial
garrison, aiming to
execute a precision
raid that would see the
Stars of Khaine in their
hands. However, their
plans did not reckon on
the interference of the
Eldar. Far away, amongst
the crystal domes of
Alaitoc Craftworld,
Farseer Eldorath Starbane
consulted the runes of
seeing. Thus did he learn
of the Necrons’ plans
before they were even
composed, and learned
too of the lost location of
the Stars of Khaine. The
presence of the Mon-
keigh on Vanyamor was
of little consequence to
Starbane. In fact, with
the right motivation, the
Farseer was confident he
could rouse the aid of the
Ultramarines. The pieces
were falling into place,
they needed but the
slightest of nudges.
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ARMY OF MANDRAGORA
Imotekh the Stormlord
225 points

Imotekh's Royal Court

Necron Lord.

o Vargard Drakonekh
45 points

Malekh the Thunderer
Harbinger
of the Storm,

35 points

Dulusk the Chooser
Harbinger of Destruction

55 points

@ Trazyn the Infinite

175 points

o The Undying Legion

5 Lychguard.
225 points
Carrion Feasters
@ 5 Flayed Ones.
65 points
Assassin Sect IX
5 Deathmarks.
95 points
Unit 01XD
5 Immortals.
a5 points
Unit 01XDa
5 Immortals.
85 points
Uniton:p
8 Mecron Warriors in Ghost Ark,
219 points
The Sect of Oblivios
3 Heavy Destroyers.
180 points
The Swarm
3 Canoptek Scarab Bases.
45 points
Mandrnﬁnran Eclipse
Manolith.
2(H) points
The Darktide Voyager
Doomsday Ark,
175 points
Ebon Cyclops
w Annihilation Barge.
90 points
Total: 1999 points

THE ARMY OF ZEDERON
Lord Ibron the Merciless
Necran Overlord in Catacomb
Command Barge.

w 210 points
Assassin Sect X1l
. 10 Deathmarks.
190 points
Guardians of the Code
o 5 Triarch Praetorians.
200 points
The Lightkillers
o 6 Lychguard.
) 240 points
Unit 03Z:L
10 Immortals.
170 points
Unit 05Y:C
10 Immortals,
170 points
== Unit 01:P
10 Necron Warriors in
Ghost Ark.
F i 245 points
Unit 03:1
10 Necron Warriors in
Ghost Ark.
: 245 points
The Sect of Nihal
ﬂ 3 Necron Destroyers,
120 points
The Destructor
Manaolith,
; 200 paints
Total: 1990 points

Mat: Well, | could
claim that the
story dictated |
use both Imotekh
and Trazyn, but
that would be

an utter lie — |
wanted to bring
them both into the
battle. Imotekh's
one of those rare
things in 40K — a special character who kills
you from a distance. Don't get me wrong,
he's relatively choppy up close, but | really
wanted him for his lightning bolts. Trazyn,
on the other hand, is probably the most
resilient of scoring units (albeit one who
can end up teleporting randomly about the
table). The rest of the army was all about
firepower — mostly big war engines with
satisfyingly large guns. | don't really want
to get into protracted assaults with Space
Marines or Eldar, because I'm sure to lose
if | do. Hopefully | can quickly silence the
bastions on my half of the board, then turn
the glory of my Doomsday Ark onto the
hapless defenders.

So, nothing complicated - I'll
implacably advance on the fortress blasting
apart bastions, Space Marines and Eldar as |
see fit. Cue evil laugh!

Robin: Ancient
robot soldiers,
floating space
tanks, doomsday
lightning guns and
insane military
commanders —
where do | sign
up? There's a
wealth of new
Necron goodies
to choose from, but first on my list is

Lord Ibron the Merciless on a Catacomb
Command Barge. Beside him will be two
Ghost Arks filled with Necron Warriors,
and two units of Immortals. These guys will
secure any objectives and, with a little help
from a Monolith, unleash a world of hurt

in each Shooting phase. Unfortunately, my
troops’ close combat prowess (Lychguard
and Triarch Praetorians excepted) are not
quite the equal of their shooting skills, and
I've yet to face an Eldar army that doesn't
contain either a Wraithlord or an Avatar,

or both! If either gets amongst my ranks,

it could spell disaster. As such, I'm taking
some Deathmarks to counter any monstrous
creature-shaped threats, Some might say
that ten Deathmarks are a touch overkill for
the job, but | reckon if something’s worth
killing, it's worth killing right.

of his eyes.

ever heard of the Stars of Khaine?

“Hail, Imotekh, greatest of all the Phaerons!’ The greeting echoed through the darkness of
Imotekh’s private sanctuary. Hearing himself so addressed, Imotekh turned to face the figure
stood before the swirling entrance portal - a portal that should have been sealed to all but
himself and the Vargard who stood in attendance.

“Trazyn the Thief’ Imotekh intoned, his grip tightening on the Staff of the Destroyer that
his rival once long ago attempted to steal. ‘I took you for a more rational being, but you are a
foolish thief indeed to return so brazenly to the scene of the crime! He motioned the Vargard,
who strode to flank Trazyn his warscythe raised high. Trazyn looked first at Imotekh, then to the
Vargard and the raised warscythe, and finally at Imotekh once more.

‘This is hardly necessary. I am here for mutual benefit. Will you not hear me?’

‘No. Imotekh nodded almost imperceptibly and the Vargard brought his warscythe down, the
glowing blade cleaving Trazyn from stem to stern in a shower of sparks. Trazyn’s tortured body
fell upon the polished metal tiles of the chamber’s floor, exploding in a shower of green light. A
moment later, his staff also hit the ground, clattering as it came to rest.

Imotekh snorted in contempt, and turned away from his fallen opponent. As he did so, a
change swept over the Vargard. Emerald energy spilled forth from his chestplate and rippled
across his form, reshaping and remoulding exoskeleton and armour as it went - in moments the
Vargard was no more, and Trazyn the Infinite stood hale and whole once more.

‘Predictable as ever, my brother. Must we go through this every time?’

Eyes blazing, Imotekh span on his heels, jerking with discomfort as the motion strained
the faulty servomotors in his left leg, and locked gazes with Trazyn once more. Or tried to -
the other was paying him no heed, but made great play of sweeping imaginary motes of dust
from his limbs, the tapping of metal upon metal echoing clearly in the vault. Refusing to grant
the satisfaction of an angry outburst, Imotekh stood in silence and stared balefully as Trazyn
concluded his charade, retrieved his staff and spoke once more.

‘' greatly appreciate it if, just this once, we could have something amounting to a civilised
conversation. | have not come here merely to prove how many of your vassals are in my thrall -
though I'm quite prepared to do so if you continue with this foolishness.”

Imotekh laughed derisively. ‘A bold claim. I'm minded to put it to the test’

“Please don’t put us both to more trouble than you already have, Trazyn replied. ‘Your wrath
is perhaps understandable, given our past dealings. However, when I spoke earlier of mutual
opportunity, | meant every word. Will you hear me, or shall we return to testing my claim?’
Imotekh stood silent for several long moments, his apparent calm belied by the angry witchfires

“Very well. But speak swiftly, for you've already spent much of my patience.
‘I shall be brevity itself/ said Trazyn, with only the faintest trace of mockery. ‘Tell me, have you
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Andrew: I've just
finished reading
Fall of Damnos,
so when it was
suggested that
we pitch Space
Marines against
Necrons in this
month’s battle

; / it report, | knew
- - what had to be
done: pitch Captain Sicarius and half of
the 2nd Company into battle. There was
vengeance to be had, after all. So with that
decided, picking an army list was pretty
straightforward: Sicarius and his Command
Squad, three Tactical Squads, an Assault
Squad and a Devastator Squad. That's a very
infantry heavy army, but if a job can't be
done with Space Marines, it can’t be done,
is what | say. Amazingly, after picking half a
company of Ultramarines, | still had some
points left over. So in with an Ironclad,
as there’s no vehicle a seismic hammer
won't punch through, living metal or no;
a squad of Sternguard Veterans, as their
special ammunition can make a mockery
of Necron armour; and a Librarian, as using
the Machine Curse seemed appropriate.

Simon: So, it's my
first Warhammer
40,000 battle
report, and

I'm using a
notoriously fragile
army against an
incredibly shooty
one. No pressure,
then! Thankfully,

: Ill be backed up
by the formidable presence of over fifty
Space Marines — they can certainly take a
beating or two, so I'll leave any objective
holding to them if possible. No army of
Alaitoc is complete without a squad of
Pathfinders, but the Guardians and Dire
Avengers will also bolster our front line
and, in the case of the Guardians, provide
me with some expendable troops with
which to distract the Necrons. Two squads
of Fire Dragons, one aboard a Falcon Grav
Tank in reserve, will help to counter any
Monoliths we face. Finally, I've included
the cheapest Wraithlord possible in an
attempt to draw out any deep striking
Deathmarks, and an Avatar to give me the
best chance of bagging the bonus objective
for killing the Stormlord in assault.

sands, crested the rise before the main gates.

Sicarius and the Farseer deep in conversation.

did the alien have to say?’
Ixion spat in disgust.

robot abominations want here?’

‘What have you to say about that?’

The Eldar came at dawn, less than an hour after Sicarius had satisfied himself that Traitor’s Gate
held no survivors. A ghosthelmed Farseer, his blue robes already stained dull red by the merciless

‘Awfully sure of himself, isn’t he?’ Sergeant Ixion said softly to Sicarius.

‘They always are,’ Sicarius replied. ‘It might be simple arrogance, but more likely it just means
that there are more of them out there than we can see. Warn our Brothers to remain alert. Ixion
nodded briefly and withdrew, leaving Sicarius to speak with the aliens alone. Twice as Ixion
passed amongst the rest of the strike force did he glance down at the gateway. Both times he saw

By the time the Sergeant had finished his rounds, the conference was over. With a deep bow,
the Farseer turned and walked away. Sicarius watched until the Eldar was out of sight, then
crossed back through the main gates, pausing briefly to speak to Brothers Gaius and Varon. ‘Keep
a keen watch - let me know the moment he returns.

‘Aye, sir’ Gaius affirmed. ‘Can we trust them?’

‘Not even for a moment. With that, Sicarius turned away and marched back into the fort.

Ixion strode up to his captain. ‘Our Brothers remain vigilant - they know their duties. What

‘He claims that this was the work of Necrons, and that they’ll return again before high sun,
‘Emperor’s teeth!” cursed Ixion. ‘And here I was hoping for an honest fight. What do those

‘On that point, our ‘friend” was less than forthcoming. It might be that he doesn’t know, but
I doubt it. I've never yet had a conversation with an Eldar that I haven’t come to regret.’ Ixion
grunted in empathy. ‘Wherever the truth lies/ Sicarius continued, ‘He has promised to assist us
when the Necrons do return — it was less an offer and more a statement of fact,” he said dryly.

Ixion looked thoughtful for a moment. ‘Il take any help I can get - Necrons often need
killing two or three times before they realise they've lost” He paused. ‘On the other hand, I've
had a proper look around whilst you were in conference, and there’s something about this that
doesn’t feel quite right. For one thing, the blast scoring on the defences doesn’t look how |
remember it from Damnos. For another, | know that Necrons tend to pick over the scraps of a
battlefield with a thoroughness that rivals that of the Hive Fleets, but there’s normally something
left; a power pack, a helmet — we saw it often enough on Damnos. Here, there’s nothing.

Sicarius nodded, and reminded himself that Fort Halstadt was also known as Traitor’s Gate.
‘I’'m not sure it changes a very great deal. The Eldar want the Necrons stopped, that’s clear
enough. It may well be that they engineered this slaughter to lure us in. For the moment it
changes nothing. I don’t care what it is that the Necrons want — they’re not going to get it. Until
they’re defeated we’ll play along, but the Eldar scum will pay if this work is theirs’ A moment
later, a shouted warning sent Sicarius and Ixion running to the gate. The Eldar had arrived.
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I THE SECOND.COMPANY
Captain Sicarius
200 points

® ‘Lions of Macragge’
Command Squad.
165 points

Codicier Vartus
130 points

O Sternguard Sguad Idraxus
10 Sternguard Veterans.
280 points

Ironclad Victus
" 170 points

O Tactical Squad Solinus
10 Space Marines,
175 points

Tactical Squad Vorolanus
10 Space Marines.
170 points

10 Space Marines,
185 points

Assault S
10 Space

uad Ixion
arines.
235 points

Devastator Squad Atavian
10 Space Marines,

290 points
2000 points

®
O Tactical Squad Vandar
N

Total:

ALAITOC STRIKE FORCE

Farseer Eldorath Starbane
133 points

The Avatar of Khaine
155 points

Asuryan’s Flame
5 Fire Dragons.
100 points

The Firedrakes
6 Fire Dragons.
121 points

The Scorpion’s Kiss
5 Striking Scorpions,
132 points

Alaitoc’s Avengers
10 Dire Avengers,
162 points

The Sons of Asurmen
10 Dire Avengers.

152 points

The Vengeful Kin
6 Dire Avengers.

® © ¢ @

72 points

The Sentinels
10 Guardians.
80 points

The Silent Guard
10 Guardians.

® ©

80 points

The Eyes of Alaitoc
5 Pathfinders.

120 points
Striking Serpent
Vyper.

70 points
Coiled Serpent
Vyper.

60 points
Dashing Serpent
Wyper,

T 60 points

e The Rea‘gcrs of Khaine
5 Dark Reapers.
227 points

The Spear of Kurnous

l 22 Wraithlord
100 points
Phoenix Claw
Falcon.
175 points
Total: 1999 points
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BEFORE THE STORM

he Space Marine and Eldar Alliance,
despite an inherent mistrust of each
other, worked together to make sure
hastion and defence line of Traitor’s

ln the far nurth on the

took up position flanked b}f three Vypers.
All had good fields of fire and readied their
weapons in anticipation of the Necron'’s
arrival. Further south, Sicarius had split his
T:lLTICEll ‘;quada to man the Aegis lines; he
wmand Squad took the nort

/ uad [\IC:I'I the Assault
Squad, was held back in reserve. The Eldar
had also held some of their f S ¢
small squad of Dire Avengers, a sqg
Fire Dragons in a Falcon an outflanking unit
of Striking Scorpions.

and Ihmn the Me u[eca came on Trom
the east. And with the Phaerons came the
roiling storm...

THE SCENARIO

* Game to last 5 turns.

* Both sides must claim
objectives to win.
« If the Eldar can slay the
St(__lrm!ord in assault, DEPLOYMENT

this will count as a
bonus objective.

* The Eldar and Space
Marines deploy first,
up to 30" in from the
northern board edge.

* Necrons may deploy
9" from the remaining
board sides.

s Necrons get the first
turn unless Sicarius can
seize the initiative.
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Captain Sicarius would
command from the west
flank. Before the first
turn, he attempted to
seize the initiative but
failed to wrest it away
from the Necrons.

KEY

Objectives
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THE STORMLORD

Imotekh’s honorific is
more than just a title.
Where the Stormlord
strides, a tempest follows.
When Imotekh is present,
the battlefield is covered
in a pervasive gloom
forcing both sides to use
the Night Fighting rules.
And at the start of each
Necron turn every enemy
unit is struck by Dé
Strength 8 lightning bolts
on a roll of 6. Imotekh
can choose to end the
storm at any time, lifting
the pall of darkness so his
long-ranged weaponry
can take effect.

LIGHTNING STRIKES

cleverly placed his Triarch Praetorians

behind the Monolith as it moved
towards the fortress, a tactical tip he had
picked up when he faced the Necrons in
the last White Dwarf versus Games Dev
battle report (Way back in December
last year — Ed). The west flank saw the
Stormlord stride confidently forward and
with him the skies blackened and lightning
danced around Fort Halstadt. The Dire
Avengers accompanying Farseer Starbane
were struck by the bolts and three were
instantly killed. The Wraithlord was also
struck by the Stormlord’s lightning, but the
wraithbone construct made its saves.

While Mat was pleased with the
lightning strikes — especially the way it
seemed to be targeting the Eldar — the
downside of having the storm was that
the Annihilation Barge and Doomsday
Ark could not see any targets in range.
However, they were far from his only
shooting options. Unit 01XDa, the
Immortals with tesla carbines, targeted
Squad Vorolanus, their five hits becoming
nine as Mat rolled two 6s with his tesla
weaponry, slaughtering three Ultramarines
instantly. Mat's Monolith, Mandragoran
Eclipse, slew another two Dire Avengers

In the east, Robin’s forces advanced. He

TURN 1

and the Ghost Ark killed two Dark Reapers,
with its broadside.

In the east Robin’s two Ghost Arks
presented their flanks and let loose a
mass fusillade that cut down two more
Dire Avengers, this time from the Alaitoc’s
Avengers. Still in the east, the Necron
Destroyers targeted the Wraithlord and
scored a wound. The most spectacular
event of the Necron Shooting phase,
though, was when the Harbinger of
Destruction — the red Cryptek — unleashed
his Eldritch Lance and brought the inner-
west bastion tumbling to the ground in a
dramatic explosion that killed a further
three Dire Avengers, a Tactical Marine and
scattered the occupying Dark Reapers.
Considering that Mat and Robin couldn’t
bring every weapon to bear due to the
Stormlord’s maelstrom, the Necrons had
done an astonishing amount of damage to
the allies and left the Dwarfers reeling.

Never one for hanging back in defence,
Simon sent his Guardians over the barrier
so they could target the Destroyers in
the west. This didn’t go down well with
Andrew, whose tutting over the manoeuvre
was already straining human-xenos
relations. The Viypers on the landing pad
swooped down, ready to engage the enemy.

REBOUNDED
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The Dark Reapers targeted the Stormlord and his
Lychguard with their missile launchers. Although Imotekh
was wounded in the blast, the majority of the hits

ATTACK ON TRAITOR'S GATE

were deflected onto Simon’s Guardians who were
less than 6" away. Three Guardians were slain by the
redirected missile strikes.




The Avatar gave a molten roar and then
strode forwards, its wailing doom poised to
strike down an enemy even more ancient
than himself. And, after the Necrons shook
his bastion, Andrew decided to move the
Sternguard out of the central keep - a
risky move, but one that allowed them to
rapid fire all of their boltguns. The only
other movement was that Ironclad walking
southwards, it’s targeting sensors firmly
locked on the Destroyers.

In the Shooting phase, Simon'’s
Guardians started proceedings by firing
on the Heavy Destroyers, wounding three

40,000

phase though; the Sternguard chose to
use vengeance rounds against Robin’s
encroaching Immortals. Unfortunately,
Andrew rolled poorly and two of his
own Battle-Brothers died to overheating
ammunition. The surviving Sternguard did
manage to down three Immortals though, of
which one returned to life at the end of the
Shooting phase.

But before we reached that point, a
bout of concentrated fire mainly from
the Space Marines facing west but also
supplemented by Vyper fire and even the
Wailing Doom of the Avatar, gradually

€€ And so it was the Stormlord rose from the
ashes minus his Lychguard but ready to
continue the fight.99 |

times, but Mat made all his saves. The Dark
Reapers, having picked themselves out of
the bastion debris, targeted the Stormlord
and his Lychguard. The shots struck home,
and even wounded the Necron Phaeron
once, but the majority of the fusillade was
deflected onto the Guardians — weren’t
they meant to be busy claiming objectives?
These were far from the only losses the
Alliance would take in their own Shooting

rid the battlefield of the Lychguard and
even the Stormlord. But you don't kill the
Phaeron of the Sautekh Dynasty that easily.
Like all Necron characters, Imotekh has
the Ever-living special rule, allowing him
to self-repair even when the rest of his unit
has been utterly destroyed. And so it was
that the Stormlord rose from the ashes,
minus his attendant Lychguard but ready to
continue the fight.

WARHAMMER

FARSEER STARBANE

Farseer Starbane and
his retinue of Dire
Avengers were not only
the unlucky target of a
lightning bolt this turn
but also the recipient of
Imotekh’s bloodswarm
nanaoscarabs. This
allowed Flayed Ones to
accurately Deep Strike on
his location, when they
finally enter play.

Objectives

Movement
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ANNOTATIONS
@ 3 Strength 8 lightning

©

bolts destroy the
Avatar in one go!

The Heavy Destroyers
take out the far north
bastion with their
heavy gauss cannons

The Monolith, in
revenge for being
attacked by the
Firedrakes in previous
turn, uses its portal in
an offensive capacity
to teleport the last of
the Fire Dragons out
of existence.

The Deathmarks
Deep Strike in close
to the Wraithlord
and obliterate it with
deadly accurate fire
from their highly
advanced weaponry.

Deprived of their
cover by the
exploding Monolith,
the Triarch Praetorians
are targeted by the
Guardians, They are
hit 17 times, all of
which fail to get past
their Toughness of 5
and 3+ armour save.

The Heavy Destroyers
are wiped out by

the combined fire of
Captain Sicarius, the
Guardians and Vypers.

The lone Sternguard
veteran runs up to the
Ghost Ark and hits it
from short range with
his combi-melta. The
Ghost Ark explodes,
engulfing two Necron
Warriors and three
Immortals in the blast.

Mass assaults in the
east included the
Striking Scorpions
slaying the
Deathmarks - due to
a terrible Morale roll
of 12 by Robin - and
the Assault Marines
engaging the Triarch
Praetorians, which
ended with the two
Elites squads still
locked in combat.

At the end of the
Shooting phase Robin
gains one Warrior,
two Immortals and
one Deathmark back
from the Reanimation
Protocol process.

ENTER THE ETERNAL

proceedings, but his rival Phaeron,

Trazyn, was not about to let Imotekh
take all the credit. Trazyn's Ghost Ark forged
northwards, allowing him to disembark in
the centre of the battlefield. In the south,
Robin’s Ghost Arks also advanced and
off-loaded their Necron Warrior passengers
directly in front of the Aegis lines — the
Necrons were at the fortress gates.

In the Shooting phase, Imotekh's
lightning struck again, drawn to the
conductive metal body of the Avatar, and
reducing the Eldar God to molten slag!

The Dire Avengers accompanying the
Farseer — who must be cursed — where

also hit again and lost another of their
comrades. The Necron Shooting phase

was as devastating as the last, especially
around the centre of the battlefield were
the action was most concentrated. This time
Andrew’s Sternguard were the victims of
concentrated fire as the rapid-firing gauss
flayers of Robin’s Necron Warrior phalanxes
reduced the Space Marine Veterans to a
single man. Even then, Mat wasn't finished
as he flew his Scarab Swarms into assault
with the Flame Drakes, to prevent them
firing on the Monolith again. The tactic

S o far the Stormlord had dominated

END OF TURN 2

TURN 2

worked as the assault ended in a stalemate,
and kept the Aspect Warriors locked in
combat for another turn.

The Dwarfers looked over their forces
with palpable anxiety — they were severely
depleted and this was only the second turn.
The Eldar’s fragile nature had not helped,
but even the Space Marines had taken some
substantial casualties. And the Necron’s
really big guns, the doomsday cannon and
tesla destructor, hadn't even fired yet. The
Alliance needed help and promptly got it as
reserves from both armies arrived. Andrew
was crafty and had his Assault Squad come
on from the northern board edge so they
not only arrived exactly where he wanted
them, without the worry of Deep Strike
scatter, but could also assault with them
this turn as well. Also in the north, another
squad of Dire Avengers, The Vengeful Kin,
turned up, allowing Sicarius” main forces
to advance without leaving open ground.
And in the east, the greater part of Si’s
reinforcements came. The Fire Dragons of
Asuryan’s Flame zoomed onto the board
inside a Falcon and ending up behind
Robin’s Necron lines, closely followed by
a large squad of Striking Scorpions arriving
from the flank. It was not over yet.
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TANK STALKERS

In the east, the Destructor, Lord Ibron’s Monolith, immediately targeted the Armour 14 Monolith with
thrummed loudly as it approached the rapidly-decaying their fusion guns and firepike. The strange pyramid-like
walls of Traitor’s Gate. However, from the eastern flank tank was blown up with ease. The resulting explosion
came the Falcon Grav-Tank Phoenix Claw, which swiftly destroyed a Deathmark and unfortunately killed a
deployed its Fire Dragon passengers. The Aspect Warriors  Striking Scorpion.

KEY
Objectives

Movement
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TRAZYN

As his title suggests,
Trazyn the Infinite is
not easy to slay, even
for a Necron. Sicarius
charged and in a single
stroke drew his tempest
blade and struck the
head off Trazyn in one
fluid motion with his
Coup de Grice attack.
However, Trazyn always
has a proxy ready to
receive his conscious,
replacing a random
Lychguard, Cryptek,
Lord or Overlord. And
so he reappeared in the
Lychguard in the centre
of the battle, ready to
continue the fight.

58 WHITE DWARF

THE DESTRUCTOR SPEAKS

he arrival of Eldar and Ultramarine

reinforcements had temporarily put

the Necrons on the back foot, but
this is a race famous for their implacable
advance and so it was that the ancient
beings set about their destructive task once
more. Mat's first action was to end the
maelstrom raging overhead. The lightning
had been more than effective but now it
was time to clear the sky so his longer-
ranged and more destructive weaponry
could fire on the fragile alliance.

The Ghost Arks in the centre of the
battle started by repairing destroyed
Necron Warriors. This brought one of Mat's
squads back to full starting strength and
gained Robin an extra Warrior. Then the
Flayed Ones teleported in, drawn to the
nanoscarabs hosted inside Si’s Farseer so
they didn't scatter. Even the ancient Eldar
must have gasped in fear as a stooped,
mechanical monstrosity draped in a fleshy
coat phased through a pocket dimension
right in front of him!

In the west the Necrons continued to
close with their quarry, which was more
difficult for Robin’s forces as they had
been surrounded by Simon’s reserve units
last turn. The Ghost Ark, however, was
adequately equipped to deal with this and
so positioned itself to catch multiple targets
in a broadside. The Necron Shooting phase
then, had Mat rubbing his hands together
in glee. The Doomsday Ark targeted a sweet

ATTACK ON TRAITOR'S GATE

TURN3

spot in the west to catch no less than four
of Andrew’s Space Marine squads in the
ensuing large blast. The shot was on target
and ten Space Marines of the 2nd Company
died in an instant. As the Ultramarines
reeled from the attack, Mat followed up
with the tesla destructor on the Annihilation
Barge and hit the Battle-Brothers of Squad
Vandar ten times, eight were wounded,

but only two died thanks to some good
saving throws and thus prevented an all-out
catastrophe in the Space Marine ranks.
Even then the tesla blast arced out to strike
the Vengeful Kin, killing one, and even slew
four Immortals!

Mat's Ghost Ark fired another
broadside, slaying two more Space Marines
from Squad Vorolanus and immobilising a
Vyper on the other side.

With the opposing armies so close
together the Assault phase was far more
eventful than previous turns. Imotekh
strode into Squad Vorolanus and set about
the Tactical Marines, but could only
bring the fight to a draw. Trazyn and his
Necron Warriors attacked the remnants
of Squad Vandar and wiped them out
contemptuously, before consolidating onto
the objective close by. Meanwhile, the
Farseer and remaining Sons of Asurmen
finished off the last of the Scarabs and
attempted to gain as much distance from
the Flayed Ones as possible. In the east,
the Assault Marines overcame the Triarch

Objectives
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The Catacomb Command Barge flew over the Striking finish off the Exarch, the Overlord had already moved
Scorpions in a deadly, swooping arc. Ibron the Merciless,  onto the next target — the Ultramarine’s Librarian was
with his blade lowered at head height, decapitated three in his sights and would be the next to feel his energy-
— leaving just the Exarch left. Rather than returning to wreathed blade.

Praetorians, leaving just one left but it
continued to fight on, unaffected by the loss
of its metal brethren.

With Robin’s Monolith destroyed, the
Fire Dragons embarked back onto the
Falcon and sped off westwards, to bolster
the centre of the defence and hopefully
aid the Farseer. The Librarian left his
accompanying Tactical Squad, and in
the north the Vengeful Kin successfully
occupied the objective.

The Shooting phase was next and
the allies agreed on another round of
concentrated fire, this time on Trazyn’s
squad to force them off the objective. The
Devastators slew two, Sicarius’ Command
Squad killed another with their bolt pistols
and the Vypers damaged another two,
destroying five in total.

The Dire Avengers pointed their
shuriken catapults at the Flayed Ones and
brought one of the macabre creatures
down, but it was not enough for Simon,
who was all too aware of their proximity to
his army commander. Also in the centre,
the Pathfinders continued to fire on Robin’s
phalanx of Necron Warriors, and were
doing a fair trade in knocking them down

even if Robin had a habit of bringing a few
back to life at the end of every Shooting
phase with the Reanimation Protocols.

The Ironclad’s hunter-killer missile
struck the Catacomb Command Barge, but
was deflected by its quantum shielding.
Codicier Vartus also targeted the barge,
with his Machine Curse, which caused an
automatic glancing hit and destroyed the
underslung tesla cannon.

In the Assault phase, Sicarius and his
remaining Command Squad charged into
Trazyn the Infinite’s coterie to truly test the
Phaeron’s claim of immortality. But while
this body was lacking, as the Ultramarine
hero carved him in twain, Trazyn simply
popped up elsewhere. Andrew was
particularly keen to get rid of the Phaeron
as he could claim an objective even
though he was not a Troops choice. At the
centre of the board Dire Avengers clashed
with Necron Warriors and to the east the
Scorpion Exarch ripped apart four Necron
Immortals before their processors could
even register their destruction. Once again,
Squad Ixion could not rid themselves of the
lone Triarch Praetorian as it continued to
confound their blows.
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CAPTAIN SICARIUS

Sicarius was last

seen engaged in a
desperate fight with

the Lychguard of
Zederon. Unfortunately
for Macragge, the

stoic Necron elite
overpowered the
Ultramarine hero. He
was found wounded but
still alive after the battle.
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HEROES SHALL FALL

he fourth turn started with Robin

targeting the accursed Librarian.

He sent the Catacomb Command
Barge flying directly at Codicier Vartus.
The Overlord lowered his warscythe
and wounded the Psyker twice, but
Andrew rolled an impressive double-6
and so made both his invulnerable saves.
However, the Overlord was not finished
vet. It disembarked from the barge, and
prepared to assault the Eldar Guardians
on the objective. However, Mat fired the
doomsday cannon at the Tactical Squad
hoarding the objective in the south. The
powerful energy bolt missed its original
target and scattered into the Guardians
slaying three and wounding Ibron.

The Annihilation Barge was next to
fire; it aimed at the Lions of Macragge but
only caused a single wound, due to some
good cover saves by Andrew (whose dice
rolling had been on form for a change).
The secondary arcing blast was more
successful and wiped out the Guardians
standing close by. The Immortals also added
to the enfilade, slaying the Apothecary and
wounding Sicarius.

Across the battlefield to the east, the
Ghost Ark — having restored three more
Necron Warriors, much to the frustration of
the Pathfinders — opened a broadside on the
Tactical Squad, who all made their saves.

ATTACK ON TRAITOR'S GATE
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On the other side of the transport, it fired
on the Dire Avengers, who were not so
lucky and so three were slain.

In the Assault phase, Ibron swept
through the same squad with his warscythe
spinning, forcing the Space Marines to
fall back. The Flayed Ones, joined by the
reincarnated Trazyn, made short work of
the Dire Avengers in the north, and the
Stormlord destroyed the Tactical Squad in
the same area before taking cover in the
bastion ruins. The Lightkillers faced Sicarius
and bested him due to their numbers. The
west side of the board was now firmly in
Necron hands.

The Eldar struck back by moving the
Fire Dragons in the Falcon up to Robin’s
Ghost Ark; the Aspect Warriors utterly
destroyed the Necron construct but three
of their own were killed in the resulting
explosion. The majority of allied fire
was aimed at Trazyn, as he could claim
objectives as well as Troops and so was
a very real threat to Simon and Andrew’s
hopes of victory

In the Assault phase, Squad Ixion,
after having finally felled the last Triarch
Praetorian, charged the nearest Ghost Ark
and wrecked it. The Librarian clashed with
the Overlord and ripped the android noble
in half — Sicarius might be down but the
Ultramarines were not out!
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NECRON WARRIOR

Necron Warriors make
up the rank and file

of any Necron force.

At only 13 points each
they are comparatively
cheap, allowing you bulk
out your force with lots
of tough Troops who
excel at taking hold of
objectives, and have a
BS of 4 and a potent
gauss flayer to boot.
Throughout the battle
the Necron Warriors
had been a reliable and
robust element of the
Necron army, constantly
frustrating Si and Andrew
with their ability to get
back up again, or be
replenished by a nearby
Ghost Ark.

WHITE DWARF

THE FINAL FIGHT

ith the enemy sufficiently
pummelled, or so the Game Dev
team hoped, the Necrons moved

onto the objectives. In the most cunning
ploy yet, Mat used the surviving Monolith
to teleport the recently rallied Necron
Warriors from the rear of the battlefield and
onto the objective in the centre of the table.

The surviving Immortals captured the
objective furthest west to claim it for the
Sautekh Dynasty. Trazyn strode confidently
across to the objective in the far north,
where he met with the Stormlord to bicker
over who was actually claiming it. This gave
the Necrons three of the five objectives
at the end of the Movement phase.

The Shooting phase saw the Necrons
secure their position even further, first by
shooting the Ultramarines in the far north —
then the big guns powered up. Si's Falcon
held a few Fire Dragons that could easily be
a threat and there was still a Dire Avenger
or two hanging around the centre of the
battlefield. The Annihilation Barge fired
upon the lead bastion, in which the Farseer
was skulking. The bastion rocked from
the impact of the tesla destructor but the
pas-crete walls remained firm, although the
building’s defence systems could no longer
fire. Mat's Deathmarks rounded on the Fire
Dragons and slew two from their position.

The Doomsday Ark targeted its massive
cannon at the Falcon Grav-Tank, the
shot was on target, but Simon claimed
a cover save from the bastion and made
it. However, the remaining Fire Dragons
were not so lucky and were obliterated.
The Stormlord continued to wipe out the
Ultramarine presence in the west, his

TURNS

gauntlet of fire charring all Space Marines
within range.

The Assault phase was relatively
quiet and saw Alaitoc’s Avengers finally
overcome the last few Necron Warriors
allowing them to consolidate onto the
southern most objective.

The Dwarfers started their last turn with
only one objective; they needed to claim
two more, including wresting away at least
one from the Necrons to win. With Robin’s
Overlord dead, the eastern flank of the
battlefield was firmly in Alliance hands,
allowing them to take the eastern objective
undisputed. In the south the remnants of
Dire Avengers had already claimed this
objective thanks to winning against the
Necron Warriors in the previous Assault
phase. However, the west was lost and
so too was any chance of defeating the
Stormlord in battle.

The only chance of victory, then,
was taking the central objective from
the Necron Warriors with Simon'’s Dire
Avenger Exarch. The Alliance tried shooting
the Necron Warriors first and knocked
down one, but much to their frustration,
it got back up again at the end of the
phase — those Reanimation Protocols
again! This forced Simon to assault with
his Dire Avenger Exarch and Farseer. The
Eldar were outnumbered, but managed to
wound twice, the Necron’s low Initiative
meant they struggled to strike back. Simon
won the combat, and to the shock of all,
Mat failed his Morale check! The Necron
Warriors fell back, leaving the Exarch to
claim the objective and victory for the
allies. The Stormlord would be furious.

The Necrons ended their assault on Traitor’s Gate without
warning, silently teleporting away as natural darkness started

to sweep over the fort. The Eldar stayed upon the battlefield
scarcely longer than the defeated Necrons, but silently filed out
of the gate and back the way they had come - or at least it had
so appeared. It wasn’t until much later that Ixion discovered
proof of the treachery he had expected. An unintelligible

spark of comms chatter from Brother Varon, cut off almost

as soon as it began, sent Ixion charging into Fort Haldstadt’s
command centre. There he found the fallen body of Varon -
deadly shuriken embedded deep in the armour about his neck
and torso — and the corpses of a half-dozen Eldar, their spirit
stones gone. Ixion managed a brief smile in the knowledge

that it took more than six of the treacherous Xenos to fell just
one Ultramarine. Looking on, Ixion saw a gaping hole in the
ceramite floor that led first into a crude plasma-wrought tunnel,
and thence to a wraithbone chamber below. In the centre of the
chamber stood an intricate cradle, chased in gold and set with
glimmering gemstones. The cradle itself lay empty — whatever
had rested there was gone, taken by the Eldar.

His growling anger exploding into a bellow of frustrated
rage, Ixion shattered the cradle into a dozen twisted pieces
before stalking out of the chamber to bring this last news to his
captain - if he was still alive.

ATTACK ON TRAITOR'S GATE
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EXARCH

By the final turn all that
remained of the Sons of
Asurmen was the Exarch
and his Farseer charge.
But with nothing to lose,
Simon committed the
Exarch into combat for
the central objective.
Chances were he'd

be slain but Asurmen
favoured his champion,
as the Exarch cut down

K
two androids which
. Objedives was enough to send

the mechanical horrors
falling back, gifting
victory to the Eldar.
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CODICIER VARTUS

The heroes of Traitor’s
Gate were certainly the
psychic duo of Eldorath
Starbane and Codicier
Vartus, whose valour in
assault turned the tide
in the centre and on

the flanks. The Librarian
in particular played a
pivotal role in holding
the left flank, not only
surviving the Overlord's
decapitating blow but
then proceeding to slay
the Necron in melee,

64 WHITE DWARF

THE GALAXY WILL BE MINE!

Mat: Close. Very, very
close. A couple of
armour saves here,

a couple of passed
Leadership tests there,
and victory would
have been mine (and
Robin’s, of course). As
it was, once Andrew
and Simon stopped
cowering behind their defences and went
in with chainsword, power fist and combat
blade, the balance of power began to tilt
rapidly in their favour. Nevertheless, as the
turn-by-turn objective tally shows, victory
was an elusive thing, ranging from solid
control of the battlefield in one moment

to a draw the next. The final victory really
could have gone to either side, and |

know it's often been said, but the game
really did go to the final fall of the dice.
Whoever won that last assault was going

to take the game. Besides, we got Captain
Sicarius — that's a moral victory, at least,

if not an actual victory. Before | sign off,

| should really say a word of praise about
the Annihilation Barge — its tesla destructor
easily racked up the most kills of any
individual unit in the Necron armies. Next
time, I'll take two. At least two.

Robin: Curses.
Victory was almost
within our grasp.
During the first two
turns, the Necrons
utterly dominated
the Shooting phases,
reaping a tally of
dead so high that |
was pretty confident
that Mat and | had the game in the bag
even at that early stage. The Immortals

and Deathmarks were particularly
impressive, the combination of tesla
carbines and synaptic disintegrators proving
entertainingly deadly against the closely
packed defenders, bastions or no. Then the
Eldar and Space Marine reserves turned up
on my flank and things became decidedly
edgier. Actually, from that point on, the
game was balanced on a keen knife-edge,
and had it not been for the Exarch’s heroics
at the end of the game (which were pretty
cool, despite my jeers suggesting that he
was a big wimp cowering within a bastion
to find his spine) we'd have clinched
victory. All credit to both Andrew and
Simon; they played a really clever game,
using the right tools for the right job. In true
villainous style, we’ll get you next time!

TRAITOR'S GATE HOLDS

Andrew: Victory may
be ours, delivered by
the hand of our fey
allies no less (who'd
have thought that a
Farseer and a Dire
Avenger would have
the spirit to take the
fight to the enemy?),
but as the postscript
to the story shows, you should never trust
an Eldar. The game also showed me that
you should never engage a Necron in a
long-ranged firefight either — as a Space
Marine player with a predilection for
Devastators, I'm used to being in command
of the Shooting phase, so it came as
something of a shock when the Necron's
first turn nearly wiped us out... and that
was with half their units unable to see us
due to the darkness. Our plan to field a
sturdy gunline quickly looked foolhardy

to the extreme and | rather regretted

not bringing more Assault Marines and
Vanguard Veterans. Luckily Space Marines
are nothing if not adaptable, so were able
to unholster their bolt pistols and take the
fight to the Necrons, and that was where
the battle really began to turn in our favour.
Next time I'll get stuck in from the start.

ATTACK ON TRAITOR'S GATE

Simon: Phew! I'd
love to say that we
won as a result of a
masterful battle plan
that was executed

to perfection, but
that would be hubris
even beyond that of
the Eldar. After the
devastation wrought
upon our armies in the first few turns, me
and Andrew genuinely thought that it was
game over — particularly when my Avatar
was slain outright by a stray lightning bolt,
courtesy of the aptly named Stormlord! As
much as we had a few tricks up our sleeves
in reserve, we couldn’t have predicted
quite how much damage they would
cause — the Striking Scorpion Exarch was
simply unstoppable. | think that Robin and
I traded luck after we stopped for lunch, as
he seemed to inherit my dreadful dice rolls
from that point on, whilst mine improved
dramatically. The Farseer was my man of
the match. He survived against the odds,
cursed enemy squads to annihilation with
Doom and helped to rout Matt’s Necron
Warriors to claim the central objective in
the last turn. But of course, he knew that he
would all along.
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Most MEMORABLE KILLS...
In a game marked by its outrageous Shooting phases, the
| high point of the game had to be the final shot by the

| Annihilation Barge. In previous turns its tesla destructors

had proved deadly, but its final shot against Sicarius and
his Command Squad not only slew Space Marines, but
the arcing discharge finished off the Guardians too.

Dusk fell over Fort Halstadlt. Sicarius stood in the ruins of
Bastion Alpha, watching the Apothecaries move amongst his
fallen Battle-Brothers to reclaim their precious gene-seed. It had
only been the narrowest of margins that had spared Sicarius
from a similar fate. In the very moment that the Necrons had
teleported away, Sergeant Ixion had led his Assault Squad at
breakneck speed to the fallen captain’s side.

As the last of the reclamations was completed, Sergeant Ixion
entered the ruins. ‘It was a diversion, all of it. Whilst we fought
and died out here, a small group of filthy Eldar stole something
from beneath the command centre. Brother Varon fell trying to
stop them.

‘He did his duty, but we've paid a high price for our proof.
The Eldar have gone, I assume?’

‘The battlefield is ours, sir. They have taken whatever it was
they came for and left - there’s no trace of them to be found!

‘What of the androids? Any remains we can recover for our
Techmarines to study?’ Sicarius enquired.

‘None, sir - it’s as if they were never here.!

Scarcely had Ixion finished speaking when a column of
swirling darkness sprang into being between him and Sicarius.
For a moment the darkness billowed and writhed, then dispersed
like smoke upon the breeze to leave two figures standing amidst
the knot of Ultramarines. The Space Marines reacted at once,
Scarcely had the shroud of darkness cleared before the intruders
found themselves under the unflinching sights of a half-dozen
bolt pistols.

Chief target of the Ultramarines’ aim was a hooded Necron
who, despite his stoop, stood a good head taller than any of the
assembled Space Marines. Dangling from the Necron’s grasp was
none other than Eldorath Starbane, unmistakably alive, though
unconscious. Taking advantage of the momentary silence, the
Necron addressed Sicarius.

‘Greetings once more, scion of Guilliman and of Terra. Stay
your sword if you would - I fancy that I have quite the crook in
the neck from when you last introduced me to it He paused, as
if remembering why he had come. ‘I, Trazyn, currently have the
inestimable honour to act as herald to his glorious eminence,
Phaeron Imotekh of Mandragora - may his rule never cease.” This
last was spoken sardonically. /I bring you his greetings, if you will
hear them?’

‘I will! Sicarius then gestured to the levelled bolt pistols.
‘Though my reply will most likely not be spoken.

‘Hah! Well put - for such a primitive creature you really are
quite entertaining. In recognition, I shall spare you from the
precise text of the Phaeron’s message, which is pompous in the
extreme. I shall instead skip to the heart of the matter” With that,
Trazyn threw the unconscious Starbane to the ground. ‘You must
know by now how this wretch deceived you! Sicarius nodded
acknowledgement, and Trazyn continued. ‘Sadly, although
his army made good their escape, his personal retreat was
something of a failure. Imotekh wishes you to consider him a
gift, from one warrior to another! |

‘Most generous, | am sure, replied Sicarius evenly, ‘but you
must know that this changes nothing. Your master is a threat to
Ultramar. I'll stop at nothing to see him slain.

“Sadly, and though I wish it were otherwise, I think his
regal magnificence Imotekh is a foe beyond even you, Scion of
Guilliman. I certainly am, but don’t concern yourself; we’ll meet
again before long. You see, | have a mind to visit Macragge. Your
frozen godling is an old friend, and I rather think he'd be better
served in my company than yours.” With that, Trazyn threw back
his silver head and laughed, a grating mechanical sound laden
with mockery.

His patience exhausted, Sicarius spat a vicious oath and took
a long step forward. He drew his plasma pistol with a flourish
and fired point blank into the android’s rictus face. Trazyn
collapsed at once, yet this did not immediately silence his
laughter, which echoed around the ruins for some considerable
time thereafter.

His flash of anger and reserves of energy both spent, Sicarius
sank wearily to one knee. He holstered his pistol and turned
to Sergeant Ixion. ‘It would seem that our account with the
Necrons will have to be settled another time. | want to be off
this rock by nightfall. We’ve wasted enough time here’

‘Yes, captain. Ixion glanced briefly at Starbane, helpless in
the grip of Brother Crusaius, and hefted his bolt pistol. ‘And our
account with the other alien. Do we settle it before we leave?”

Sicarius’s gaze turned upon Starbane. ‘No. | am sorely
tempted to, but no. We’'ll take him aboard the Valin's Revenge
- Codicier Vartus will ensure that he makes no trouble.” Ixion
nodded, and gestured to Crusaius, who bodily hauled Starbane |
away. ‘Might I ask why?’ Ixion enquired.

Sicarius smiled grimly. ‘That creature is mean-spirited and
self-serving, but highly intelligent nonetheless. I'm sure he can
think of some way to settle his debt to the Imperium.
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Could it be? Is it
true? Are the omens
correct that Jervis
might, against all
the odds, have
actually won a
battle? Well, that
would be telling
(not to mention
extremely unlikely).

In some games your artillery
will slay the enemy General on
Turn 1, in some they misfire!

WHITE DWARF

-

pitting my Vampire Counts against my

regular opponent Mark Farr's Empire
army. | normally field my Vampire Lord on
foot and have him lead one of the infantry
units in my army, but this time, just for
a change, | took him riding a Zombie
Dragon. Unfortunately for me, Mark had
taken plenty of cannons in his army, and
on the first turn they killed my General and
the Dragon he rode in on. As other Vampire
Counts players will know, losing your Army
General means that the rest of the army
starts to ‘crumble’, and this combined with
the fact | had lost my most powerful unit on
the first turn made it look like it was ‘game
over man!’

Well, that's certainly how [ felt at the
time, so imagine my surprise when the
game turned out to be one of the most
exciting and closely fought battles Mark

I fought a Warhammer battle recently,

a chance now’ and I'll concede the game.
Or I'll get sulky and let my opponent know
I'm depressed and not having fun ‘because
[ can’t win.” I've been trying to stop doing
this, because it shows a complete lack

of respect for the person I'm playing my
game with. Our games are designed to be
played in a spirit of friendly competition,
and so a top priority has to be that you treat
your opponent in a friendly manner — and
that doesn’t include making them feel bad
because you've suffered a bit of bad luck,
or to end a battle prematurely just because
you think you can’t win.

So, in this battle | didn’t give up, even
though my army was crumbling and I'd lost
several hundred points’ worth of troops to
a single cannon shot. Instead | did my best
to laugh it off and to carry on with the rest
of the game. And | was rewarded by a truly
memorable battle. I lost, but only just, and

€€ Commanders don’t always get their
own way; they have to struggle against

the odds to win. ,,

and | have ever fought. | came within a
whisker of snatching a win, and, even
though in the end I lost, it was easily one
of the most enjoyable Warhammer battles
I've ever played. As | walked home after
the game, pondering on what had just
happened, | ended up realising that the
game had taught me a couple of really
valuable lessons, which | thought | would
explore in this month’s Standard Bearer.
The first of these lessons was about my
attitude towards misfortune in the games |
play. | talked in a Standard Bearer recently
about ‘the face’ — the way that sometimes
we act badly when we start to lose a game,
spoiling our opponent’s fun. I'm as prone to
this as anyone | know, and one of the ways
it manifests itself is in a tendency to give up
too easily. I'll say things like ‘I don't stand

fighting against the odds — and the fact |
could have won — made the game even
more memorable. Perhaps this was karma,
but I think the more likely explanation is
that if you simply say to yourself, ‘I'll try to
make sure that my opponent and | have a
good time’, not only they, but you too, are
much more likely to have a good time.

My journey home may well have ended
in this mood of self-congratulatory back-
slapping, had I not got side-tracked by
another chain of thought. As many long-
time readers will know, | love creating
and playing games which have different
scenarios, and I'll often base the scenarios
| play on things | have read about, for
example in a Black Library novel or a book
on military history. The thing is, though,
when one reads of fictional and real-
life battles, they are very rarely ‘fair and
even’; usually one side or the other has an
advantage. Because of this quite a few of
the scenarios I've played are deliberately
uneven, with one side terribly outnumbered
and trying to achieve victory against the
odds (the Heroic Last Stand scenario in the
Warhammer rulebook is a perfect example
of such a game). Importantly, I've always
enjoyed playing scenarios like this, even
when | know from the start the odds are
stacked against me. In fact, I'd be perfectly
happy to play a scenario that took as its
premise that your commander-in-chief had
just had his head taken off by a cannonball,
and that you had to fight the rest of the
battle without him. Why then did losing




my General on Turn 1 in the game | played
with Mark worry me? | should have been
pleased because it gave me an interesting
and challenging scenario to play!

This was a paradigm-shifting moment
for me, and | realised that I'll never look at
the games | played in quite the same way
again. You see, one of the great things about
our games is that they are, by their nature,
very chaotic. By this | don’t mean that our
games have Daemons and Chaos Warriors
or Chaos Space Marines in them (though,
of course, they do) but that they include
so many random factors it is impossible
to predict how any one game will play
out. You can have a good idea, but you'll
never know for sure. What's more, no two
games will play out the same way — there’s
always something that will play out slightly
differently each time, even if you use
exactly the same army lists and scenery.

This ‘chaos’ means that sometimes you
will find yourself right up against from the
start. Perhaps your Army General will be
killed, or maybe a powerful combat unit
will be wiped out by a spell, or a lucky shot
will blow up the Reaver Titan you're using
in a game of Apocalypse on the first turn,

and then it's exploding plasma reactor takes

out half of the rest of your army. Things like
this can (and almost certainly will) happen
to you at some point or another when
you play our games. And that's a good
thing, because it means that every game
you play will be different and tell a
different story. More than that,
it emulates what happens in a
real battle - commanders don’t
always get things all their own
way, and they have to struggle
against desperate odds in order
to win. The greatest generals
hang on in there and don't
give up. They do their best
no matter what the odds.
None of which changes
the fact that when things

" developed that help you deal with the

wrong it can feel depressing and can make
you want to throw in the towel, or to rail
against the unfairness of the arbitrary
nature of it all. However, what | realised
as | walked home was that | don’t have to
think about things in that way any longer

Write to Je'rvis at:

Jervis Johnson
c/o White Dwarf
Design Studio

if | don't want to. Instead | will relish the Games Workshop

chance to fight a really challenging battle, Willow Road

where should | win | will have scored a Nottingham
NG7 2WS

really famous victory against all the odds,

one that | will remember fondly when the United Kingdom

easy wins |'ve achieved have long been
forgotten. And, much more importantly, I'll
be a nicer person to game against... well,
as long as | don't crow too much if | pull off
a comeback win!

And with that | shall leave you until
next month. As ever, please feel free to
write to me if you have any comments on
this month’s Standard Bearer, or indeed
anything to do with the hobby. | read all
of the letters | receive, and while | can't
usually reply, | really value the feedback
you give me. So let me know about

\ your famous ‘against the odds’ victories,

and what mental tricks you have

Displaying his typically bad luck,
Jervis managed to get his mighty
Vampire Lord slain on Turn 1.

brickbats that the fickle hand of fate
throws at you.
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CELESTIAL MUSINGS

mpire architecture has a very
Edistinctive look and feel to it, with

detailed skull, shield and twin-tailed
comet iconography playing a big part
in its identity. Having been involved in
designing terrain for many years now, this is
something that Dave Andrews knows only
too well.

‘Nothing is mundane in the Warhammer
world,” says Dave. ‘Every landscape should
help to define Warhammer's fantastical
nature, and represent the war-torn world
that the armies are fighting over. This is
particularly important when it comes to
architecture, as it can provide a great
insight into the culture of its people.

Though Skullvane Manse is
undoubtedly of Empire design, it has
evidently fallen into a state of disrepair.
“The building displays an eclectic mix of
different architectural styles,’ says Dave. ‘It
has likely been built up and added to over
hundreds of years, patched up and repaired
by many different artisans at the behest of
its owner at the time.’

Indeed, with rickety wooden buttresses
supporting the tower extension, the recent
repairs must have been cheap!

Skullvane Manse has a derelict, somewhat ramshackle appearance, from the ruined
viaduct to the rickety supports holding up the tower. It is still occupied, however, as

the pint of milk left on the doorstep testifies.

Giant skulls, carved to seemingly leer out from rock faces, have ever
been a defining feature of Warhammer terrain and architecture, and

Skullvane Manse is certainly no exception.

Skullvane Manse can be
assembled with some
fortified, crenellated
battlements at its crown
for a more military feel,
or with an observatory,
complete with large
telescope to survey the
astrological constellations
in the night sky.
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Stargazing
For those of you who find the idea of your favourite Wizard

blasting your enemies to oblivion from atop his magical
fastness appealing, then assemble your Skullvane Manse with
an observatory at its summit.

Defensive Bastion

If magic really isn’t your thing, or you simply have a
penchant for defensive fortifications, Skullvane Manse can be
assembled as a watchtower, complete with spiked ramparts
and a beautifully detailed floor.

A
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USING SKULLVANE MANSE

it comes to battlefield terrain in that it can be used

to represent a number of different pieces of Arcane
Architecture. Of course, you don't always need to assign
every terrain piece its own special rules — buildings such
as this will always look great on the tabletop whether they
have a direct impact on the game or not.

S kullvane Manse is something of a wildcard when

Choosing your Battleground

First and foremost, Skullvane Manse is a building, and will
follow all of the usual rules for being such. But with such an
atmospheric scenery piece, it seems a shame not to take it a
little bit further.

Here are some of our suggestions:

Multipart Building

When it comes to occupying Skullvane Manse, treat the
building as comprising two sections, as mentioned earlier.
Follow the normal rules for garrisoning a building as described
on page 126 of Warhammer, but unless the unit has the Fly
special rule, it cannot move up to the tower section without
first occupying the main building section.

Storming the Tower

The tower is incredibly hard to assault and to do so is not
without its dangers. Unless the unit has the Fly special rule,
only a unit garrisoning the main building can assault the tower
section. Follow the normal rules for assaulting a building,

but the assault party of each unit can only consist of a single
model. If a unit defending the tower loses the combat and
breaks, they are wiped out as there is nowhere to run to and
they are mercilessly butchered by the victorious assault party.

Arcane Architecture

There are two examples of Arcane Architecture in the
rulebook that lend themselves particularly well to Skullvane
Manse: the Haunted Mansion and the Wizard's Tower. Failing
that, why not try coming up with your own set of rules? Who
knows, we might even do so ourselves in a future issue. ..

One aspect of Skullvane Manse that is immediately
obvious is that the building features two separate sections
— the main building and the tower annex — both of which
are connected by a narrow, exposed walkway. Whether
you decide to use Skullvane Manse as a piece of Arcane
Architecture or not, we suggest using the rules for Multipart
Buildings described on page 129 of Warhammer.

The Storm’s Aftermath

In the wake of the Storm of Magic Expansion, Skullvane
Manse can have even greater impact in the game. During
these volatile magical storms, stray sorcerous energy is drawn
to magical structures like a moth to a flame, and the dwelling
of an Astromancer, whether still occupied or long since
abandoned, would be just such a locus.

For Storm of Magic games, consider the following options for
Skullvane Manse:

Arcane Fulcrum

Buildings such as those used by Wizards and Sorcerers are
often located at converging points of magical leylines, that
they may command the Winds of Magic more easily. It seems
entirely reasonable that during a Storm of Magic, a place
already steeped in magic could be used to help sway control
of the sorcerous tempest.

To use Skullvane Manse in this way, we suggest using the
rules for Multipart Buildings and Storming the Tower shown
on the left, but count the tower section as an Arcane Fulcrum.
For example, a model on foot can only assault the Arcane
Fulcrum by first garrisoning the main building section.

Terribly Mysterious

If you wish to simply use Skullvane Manse to represent a
Wizard's Tower, make sure that you spice things up a little
by using the Terribly Mysterious rules mentioned on page
76 of Storm of Magic. As above, keep the rules for the tower
separate from the main building and let the random game
effects do their thing!
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THE COMET OF KELLHOFER

Annotations
The Pistoliers lead
the Yhetees and a
lumbering Giant
away from the main
fight, where they are
shot to pieces by the
Outriders’ deadly
repeater handguns.

@ A Bright Wizard

sets the Stonehorn
aflame but, far from
felling the great
beast, only manages
to anger it further. It
proceeds to trample
and gore nearly
thirty brave soldiers
to death before
finally succumbing
to their blades.

@ The Empire Mortars

and Helstorm
Rocket Battery,
normally so
devastating against
the greenskin hordes
they had been
trained to fight,
are nonetheless ill
equipped to counter
the Ogres they face.

@ The Mournfang
Cavalry annihilate

an entire contingent
of Knights of the
Blazing Sun, but
are subsequently
crushed in turn by
the clanking Steam
Tank nearby.

@ A Warrior Priest,
attending to his duty
in the cemetery
when the Ogres
arrived, is beset by
a ravenous Gorger.
Fighting on such
holy ground, the
Priest emerges
victorious, only to
be incinerated by
the Ogre Firebelly.

At the foot of the
tower, the Empire
forces finally emerge
victorious from

the brutal melee,
but only after the
two Wizards stop
shouting at each
other and begin to
unleash their magic!

74 WHITE DWARF

einrich Schweinkopf was angry.
H\/ery angry. Ever since graduating
from the Celestial College, he had
been steward of the ancient observatory
in the Eerie Downs, east of Bechafen. He
was a powerful Astromancer, a diviner of
the past, present and future. But he hadn’t
seen this coming... His past, it seemed, had
caught up with him.
Steffrik von Kellhofer was a Wizard
of the Amethyst College and the two of
them were bitter rivals. Six months earlier,
Heinrich had been rudely awoken by
Dwarfen craftsmen laying foundations
for a huge tower, not ten paces from his
observatory. Von Kellhofer, it seemed, had
hired the Dwarfs to build a tower of his
own right next door. Von Kellhofer had then

THE COMET OF KELLHOFER

held a grand, pompous opening ceremony
whilst Heinrich sat brooding in his tower.
But whilst von Kellhofer fancied that
he’d had the last laugh, Heinrich had been
plotting his revenge, which was currently
plummeting through the heavens on a
collision course with his rival’s tower.
The ‘Comet of Kellhofer’, as Heinrich had
named it, was on its way, though his rash
actions had inadvertent consequences...
Deeming it a sign from the Great Maw,
a migrating tribe of Ogres followed the
comet and came upon the Astromancer’s
tower. But Heinrich had foreseen their
approach and summoned aid from an
army from Talabheim garrisoned nearby,
who arrived in time to do battle with the
marauding Ogre tribe.




Fantastic Foresight
Despite being the
Wizard responsible

for calling down the
Comet of Kellhofer — and
accidentally luring the
migrating Ogre horde to
ravage the surrounding
area — Heinrich
Schweinkopf spent much
of the battle aiding the
Empire soldiers doing
battle at the foot of his
tower. As much as it
pained him to be fighting
on the same side as von
Kellhofer, Schweinkopf
wanted to be alive and
well when the comet hit.

Von Kellhofer’s Doom

Despite saving the day almost
single-handed with a succession of
devastating spells, von Kellhofer failed
to notice his doom approaching until
it was too late. The comet struck
home, felling his tower and burying
the poor Wizard beneath the rubble.

SCENES

A SNAPSHOT OF A
BATTLE IN PROGRESS
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FANTRY

Nothing quite stirs the heart like the sight of an infantry battleline marching bravely
forward to engage the foe in combat. Learning to use infantry effectively is an
essential skill for every general, and Simon Grant endeavours to show us how.

Last but not Least

This article is the third
and final part in Simon'’s
treatise on using the
three different unit types
in The Lord of the Rings
Strategy Battle game. If
you missed out on the
first two parts of this
Tactica series, remember
to check out White Dwarf
issues 380 and 381, and
learn how to master the
art of fielding cavalry

and monsters in your
armies, By studying these
fundamental tactics, you
too can become a hero of
Middle-earth.

78  WHITE DWARF

he backbone of every army from
I the Shire to Far Harad is formed of
rank upon rank of infantry. Whether

consisting of a vast horde of Goblins or an
elite cadre of High Elves, the actions of an
army’s infantry can decide the outcome
of any battle. Some armies can only ever
field infantry, whilst other armies generally
eschew them for cavalry, but even the Men
of Rohan at Helm’s Deep could not have
hoped to defend the gates of the Hornburg
from horseback. Indeed, infantry may
not always be the hardest hitting or most
powerful warriors in the game, but learning
the art of using your army’s humble
footsloggers is essential to your chances
of success on the battlefield. With this in
mind, | shall share the knowledge | have
accrued over countless games in order to
help you get the most from your infantry.

TACTICA: INFANTRY

Arms and Archery
There are two types of infantry model,
as defined by the equipment they carry,
which | prefer to term Fighters and Archers.
Fighters, such as Morannon Orcs or Men-
at-Arms of Dol Amroth, need to be in
base contact with the enemy to fight, or at
least supporting other F|ghters with their
spears or pikes. Whether lightly or heavily
armoured, they have no ranged weapons.
On the other hand, Archers, such as
Rangers of Gondor or Orc Trackers can
assail the enemy from afar with arrows
or other projectiles. There are a few
exceptions to these rules, such as Hobbits,
with their Throw Stones special rule, and
more unusual infantry units such as Moria
Goblin Drummers, but | will discuss these
examples later. For now, here are the
general principles for using infantry.




INFANTRY TRAINING

hether your infantry models are
W Fighters, Archers or perhaps even

a bit of both, there are some
elemental guidelines you should adhere to
on the battlefield. First of all, remember to
include a suitable Hero or two to lead your
infantry, preferably on foot themselves. This
is a fundamental principle, as the actions of
Heroes are always crucial to the success of
any strategy you seek to employ. However,
with infantry armies, the quality of these
Heroes is less important than their ability
to bolster the battleline with their Might
points, Courage and/or Defence values. For
example, the Gondor Captain, Cirion or a
standard Ringwraith can make an enormous
difference to the battle around them, and
for the bargain cost of 55 points each.
Similarly, a Shaman with the Fury spell is
another useful, inexpensive Hero, and the
small base size of infantry will ensure that
there are plenty of friendly models that can
benefit from the spell’s area of effect.

Don’t get Surrounded

If an infantry formation gets encircled and
trapped, they will be in serious trouble. This
can lead to spear or pike-armed models
being forced to fight their own battles
instead of supporting their frontline Fighters
and, in a worst-case scenario, all of your
models being trapped. Avoid this at all costs

by covering your flanks with Archers to
deter the enemy, using terrain as a natural
defensive bulwark, or using shield-armed or
high-Defence models to protect your flanks.
This is such an integral part to keeping your
battleline intact that | will expand on each
of these points shortly. For now, suffice it to
say that it's really, really important to avoid
being surrounded, as you will lose the
battle in almost every situation should you
allow this to happen.

Organise your Rear Ranks

In my experience, many players take great
care over the positioning of their front line
and any supporting models in the second
rank, but then proceed to rush or not fully
consider the proper movement of any
models further behind. This is a terrible
waste, as careless manoeuvring in this way
can delay them from achieving something
useful for another turn or two, such as
outflanking the enemy or ganging up on
enemy models. Another potential side
effect of such negligence is that you can
inadvertently cause your front line models
to be trapped should they lose the fight —
remember that a model can only make way
for a friendly model that has been defeated
in combat, so if another model further
behind prevents this, then the defeated
model will still be trapped.

Prince Imrahil of
Dol Amroth

Leading by Example
If you really want to give
your infantry a boost,
expensive Heroes such

as Boromir, Captain

of the White Tower,

or Prince Imrahil, can
hugely influence any part
of the battlefield, even

if they are not directly
involved. Not only can
they devastate enemy
formations, but they can
augment friendly models
nearby with the Banner
of Minas Tirith or the Dol
Amroth for Gondor! rule.
Ringwraiths such as the
Shadowlord, the Betrayer
and the Dark Marshal are
also highly effective.

BRACE FOR
IMPACT

Infantry have a distinct
advantage over cavalry and
monsters in that their base
size is much smaller, so you
can get many more models
into contact with a larger
base. Take advantage of this,
using superior numbers and
spear support if possible.

In the example to the
left, the Knights of Minas
Tirith have won priority
and charged the Easterlings.
The Evil player now uses
the smaller base size of
his models to attack each
Knight with a second
infantry model, before
supporting them with
another friendly model
equipped with a spear. Even
with his bonus Attack for
charging infantry, the Good
player will be rolling two
dice against the Easterling
player’s four to win combat.
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LIFE ON THE FRONT LINE

You Shall Not Pass!

Protecting the flanks of
your battleline is essential
to avoid you having to
break formation in order
to react to any threat.

By positioning models
equipped with shields

at each end of your
battleline, you can use
the shielding rule to hold
up multiple enemies,
freeing your formation in
the centre to fight on. If
these models also have
high Fight and Defence
values, then even better.

Black Guard of Barad-dir

. ik B

USING THE TERRAIN

Before you deploy your army, it is good practice to
| plan a turn or two ahead. If you can take up a strong
defensive position within a few turn’s movement, then
you should aim to set up your formation accordingly,
as you can gain a significant advantage. In this example,

[
i

n inescapable fact of fielding
AFighters in your army is that they

will have to engage the enemy
directly in order to inflict any damage.
To do so safely, Fighters will need to fight
in such a way as to avoid being easily
overwhelmed by an enemy that may be
superior in either number or fighting skill.
Another potential risk is that of being shot
to pieces by enemy archery. As much as
The Lord of the Rings Strategy Battle Game
is a skirmish game in which each model
moves individually, there are still some
strong formations that infantry can adopt,
the better to fight their enemy, whoever the
foe may be.

The Shieldwall

This is the formation most commonly seen
on the battlefield, indeed one that has
been used throughout real-world military
history. This is of little surprise as it is an
effective formation to fight in, but there is
more to forming a shieldwall than meets
the eye. Firstly, your formation’s front line
should consist of the toughest Fighters that
you have available, whether equipped with
a shield or simply with a naturally high
Defence value. The magic number here
for your Defence value is 6, as this will

the Dol Amroth army has advanced into a gap between
some woods and rocks, neither of which will be easy
for the enemy Wargs to bypass. The Evil player has the
unenviable choice of a near-suicidal frontal attack or to
retreat whilst under fire from any enemy archers.

mean that all enemy attacks of Strength 3
or lower, whether from bowfire or combat,
will require a 6 to kill them. If you have
access to Defence 7 warriors then even
better, as the same will apply to incoming
Strength 4 attacks as well, making them
far more resistant to elite enemies and
Heroes. High Fight and Strength values
on your front line Fighters are other useful
commodities, enabling them to hit harder
themselves and further benefit from friendly
support. It is for this reason that Uruk-hai
and Dwarf shieldwalls are so rightly feared.
But forming a shieldwall doesn't just
end there. As mentioned earlier, protecting
the flanks of your battleline is crucial
to your chance of success, and never is
this more important than when fielding a
shieldwall as your main battleline. There
are two ways to do this effectively: by using
the terrain to your advantage (see below),
and by selecting your supporting models
carefully before the game.

The Supporting Cast

The most obvious way to ensure that your
Fighters on the front line stand the best
chance not only of survival, but of defeating
the enemy, is to select some supporting
warriors armed with spears or pikes to

80 WHITE DWARF
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These are small, reliable formations designed to work
independently, freeing up the remaining points to be
spent on cavalry, monsters or even another warrior
block. In this photo, the warrior block is led by an
Uruk-hai Captain flanked by some Uruk-hai Warriors

WARRIOR BLOCKS

assist them. This will provide your tough,
dependable Fighters with additional attacks
to help them win their fights and ultimately
kill their enemies. Indeed, | have been
known to equip all of my Fighters with
spears so that they can lend support as
required and maintain maximum flexibility
when the fighting begins in earnest. This
method should allow you to gradually grind
your way through any but the toughest
enemy army. Models equipped with
banners or Moria Goblin drums should be
kept safely behind your supporting infantry
line to help your battleline win their fights.
This is not always the solution,
however, as by spending so many points
on supporting models, particularly too
many armed with pikes, you risk not
having enough front line Fighters to replace
casualties and guard your flanks. Forming
warrior blocks (see above) instead of a large
shieldwall is a way to strike a good balance
between front line and support models,
whilst maintaining a number of solid
fighting formations across your battleline.

Lapping Round

This method can be quite risky as it leaves
your shieldwall unsupported and slightly
weakened, but solves the problem of
being outflanked by your opponent by
outflanking them first! This tactic requires
a large number of Fighters, preferably with
high Defence values as explained earlier,
and with as many as possible equipped

with shields. Spears and pikes are irrelevant
here, and it is for this reason that lapping
round is highly suited to Dwarf armies.

As your shieldwall clashes with your
enemy’s battleline, your spare Fighters
should immediately move to lap around
their flanks, preferably led by a Hero each
side to keep the momentum going. Your
warriors on the front line are looking to
hold up the enemy for as long as possible
whilst your other models get into position,
so use the shielding rule if you need to -
your enemy will be crushed completely
and utterly if you pull this off, so killing
them now isn’t as important. Remember to
leave a handful of warriors behind to fill in
any gaps and replace inevitable casualties.
Keep pouring around their flanks, as by not
having any supporting models, you should
have enough numbers to encircle them. As
soon as you're in position, start smashing
them to pieces! At this point, you should be
able to engage their more fragile supporting
maodels, whilst trapping the majority of their
battleline as you encircle them.

A final point to consider is that many
Evil armies such as those from Moria and
Mordor will likely be able to field armies
that are large enough to perform both of
these shieldwall tactics simultaneously as
a result of their lower average points costs.
Orc Drummers are particularly effective at
lapping round manoeuvres, as your Orcs
will be able to move and therefore outflank
the enemy even faster!

to either side. These solid Fighters are each backed up
by two pikes, and are also within range of the banner
behind them. As the Dwarves move to engage them,
the Uruk-hai Warriors to the rear charge into combat,
breaking them off from the formation’s flanks.

r

Wrecking Balls

Fighters such as Uruk-hai
Berserkers and the Iron
Guard of the Dwarves are
each capable of slaying
two or more enemies

in a single turn, and are
naturally suited to taking
up flanking positions

on your battleline. Not
only can they help to
crush enemy outflanking
manoeuvres before

your enemy can gain
momentum, but they can
also help you to turn the
enemy flank, especially
if supported by a Hero,
where they can benefit
from Heroic Combats
and cause utter carnage.
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STRIKING FROM AFAR

rchery is most commonly associated
Awith infantry, and with good reason.

A combination of the 33% bow
limit and the cheaper cost of models on
foot invariably means that you must rely
on infantry in order to field bows in any
significant number. Archers tend to be
more fragile than Fighters, so consider their
deployment carefully. Never leave them
exposed to enemy cavalry (unless you're
confident that you can shoot them dead
before they reach you!), and take advantage
of hills or other elevated positions to help
give them clear lines of sight. Some Archers
such as Uruk-hai Crossbowmen can even
benefit from a ‘human shield’ formed of
Uruk-hai Warriors to protect them from
enemy archery whilst they shoot from
behind. If you don't have the resources
to protect your Archers in this way, then
cheap, bow-armed Heroes such as Madril
and Vrask( are not only useful shots, but
can form up with your other Archers and
call a Heroic Shoot to ensure you get edge
and kill a few of their archers first.

Give Them a Volley!

Actually... don't. It is better to avoid volley
fire unless you can't otherwise target any
enemy models, as it's highly inaccurate.
Remember that your odds of hitting are
drastically reduced when compared with
shooting normally, so don't rely on it or
you'll be lucky to kill more than a few
models during the game. Instead of volley
firing, get your Archers into a position
where they can see and start shooting —
even if there is an obstacle in the way, an
Archer with a Shoot value of 4+ has a 1/4
chance of hitting, which is still much better
than the 1/6 chance when volley firing.

Target Priority

When selecting your prospective arrow
fodder, remember to choose your targets
carefully. For example, if you are firing

a Strength 3 bow, always target models
with a maximum Defence of 5, as you will
only require a 5+ To Wound, effectively
doubling your chances to make the kill.
Conversely, if your arrows strike at Strength
2, target models with Defence 6 or higher,
as you will need 6s to harm them anyway,
so you may as well try to rob your enemy of
his tougher models.

Sticks and Stones

There are other ranged weapons besides
bows, such as the blowpipes of Woses
and Mahad Warriors or stones hurled by
Hobbits, Trolls,or Ents. As much as these
ranged attacks can be incredibly useful in
certain situations, throwing a stone with
a Mordor Troll is never going to be as

TACTICA: INFANTRY

Keep them Safe!

Many models can have an
enormous impact on the tabletop
without ever fighting or shooting
at the enemy directly. Models
carrying a banner, Moria Goblin
Drummers and Shades are prime
examples here. Try to keep these
models out of harm’s way where
possible, behind your main
battleline but still within range of
their abilities. Often their mere
presence has the added benefit
of enormously distracting your
opponent, so be ready to take
advantage accordingly.

Shade

MULTI-TASKING
Never forget that a warrior with a bow is still a warrior, Archers may
not be equipped specifically for combat, but this does not mean they
can’t fight. Every model carries a hand weapon as standard and is
more than capable of getting their hands dirty in combat if needs

be. In the example here, the Uruk-hai Crossbowmen actually have

a higher Fight value than the Warriors of Rohan and should feel
justifiably confident of victory.




BREAKING THE LINE

When two infantry lines clash, it is imperative that you
| know how to react to each situation, or it will end up
a bloodbath on both sides. In the example above, the
Dwarf player is lapping round the Orc shieldwall. His
front line will use the shielding rule, and with their

effective as crushing a handful of enemies
in combat )se your moments %
and don't rel 352 weapons [o win yc
same because Tht\. won't! Throwing
w eaprms on the other hand, can be used
arge into combat with
n prove to be a real

equipment, a dagger or spear in th
It isr Iv worth L(‘l”ir“l'f

\\'F-apnnf; but there is certainly nuthmg
wrong with a free attempt at I\IIImg an
enemy model every now and then.

The End of All Things

If you can master the taL

ORD HRING

STRATEGY BATTLE GAME

superior Fight value, should be able to do a good job
of holding up the Orc battleline, even though they are
supported by spears from behind. The Orcs must either
break formation to guard their flanks or be surrounded,
but either outcome enormously favours the Dwarves.

LESSONS FROM HISTORY

Adam Troke often replicates the tactics Hannibal used at the ancient
Battle of Cannae to defeat a vastly superior army of Romans. In

this case, rather than standing line abreast, the tougher High EIf
Spearmen are standing further forwards, using their shields to fend
off two Corsairs apiece. However, the Evil player can only commit a

maybe you can tvach me a thlng or two1
Until then, may the grace of the Valar
protect you and keep you rolling 6s!

single model against the more fragile EIf blade-wielding models in the
centre, and they are vastly outmatched by the skill of

> High Elves.

S

|
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TYRANID CARNIFEX

NOMINATED BY COLIN GRAYSON

The addition of crushing claws,
changes the miniature’s vast
silhouette, making it less ‘spikey”
but no less deadly!

Colin: I've had to give this a lot of thought.
My first inclination was to go with a Skaven
model as | have quite an army of them, but
for the Hall of Fame it had to be more than
just a figure | liked. For me, it had to be
something more pivotal to my hobby life.

To that end | have chosen the Tyranid
Carnifex. However, | don't just want to
nominate the current plastic kit; | think the
Tyranid Carnifex as a ‘concept’ should be
placed in the Hall of Fame.

Upon seeing the original ‘Screamer-
Killer' Carnifex many years ago, | knew |
had to get one, turning me into a full-on
Warhammer and 40K collector. It was the
revelation that you could have monsters,
and space monsters at that, in your games
that really enamoured me. It brought
to mind very mythical images, such as
dragons, that needed slaying. For whenever
you have a beast stalking the land, you
need a hero, or heroes, to slay it.

84 WHITE DWARF HALL OF FAME

CITADEL

HALL OF FAME

A

The Citadel Hall of
Fame is a collection of
the finest miniatures
in the world,
nominated by the
people who know
best: the artists,
figure painters and
designers themselves.

L AN

covered tongue on this Carnifex
head to make the monstrous
creature as disgusting as possible.

Within a week of working as a mould
maker at the Citadel factory | had bought
the Carnifex and then started an Imperial
Guard regiment to fight it. Space Marines
soon followed, vehicles and scenery came
next. My imagination could roam free over
the scenarios and battles spawned by my
first glimpse of the Carnifex. It seeded an
interest that has lasted for years and has
kept me in a job | enjoy.

Now, years later, | can see how our
models have developed — from the metal
Screamer-Killer | would cut moulds for, into
the truly monstrous and alien plastic kit
we have today. The Carnifex was always an
imposing beast, and the latest incarnation
is even larger and more threatening. It's
a model that demands your attention — a
visceral creature that would be at home
in any monster movie. My Imperial Guard
regiment will need to grow a lot bigger if
they're going to have a chance at slaying it.



CARNIFEX SHOWCASE

The Carnifex has been part of the Tyranid range for as long

as we've been producing Tyranids. Below you can see
the first incarnation by Jes Goodwin, known at the time
as the Screamer-Killer and the chief inspiration for Colin’s

nomination. To the right, you can see the ‘Screamer-Killer’

variation of the plastic kit, also designed by Jes.

DESIGNER'S RESPONSE

Jes Goodwin: Despite the two models being years apart, you

can see the provenance of the current Carnifex in the original
Screamer-Killer. They share the same body morphology in that

both creatures have six limbs, can be armed with scything

talons, and have plates running down their heads. The models

also come from the same design aim in that | wanted them
to be large and extremely alien creatures. At the time of the

Screamer-Killer’s release it was about as big as we could make

three dimensional sculpt will eventually look like, which is especially
important when working on a model with lots of options.

Jes starts a project by sketching it out. This helps him visualise what the

a model, being limited by weight of the metal parts. But as
plastic moulding technology has developed we've been able to
produce much larger monsters, with far more options. To keep
with Colin’s dragon analogy, while our creatures have been
getting bigger our protagonists have stayed roughly the same
size. So that image Colin is evoking of the brave hero facing the
dragon is even more powerful now as the beasts become larger
and increasingly immense.

www.games-workshop.com




&

y Vetock prepares a smorgasbord of tactics, combos and game-winning strategies
=o_g.<urn your Ogre armyinto an unstoppable avalanche of destruction. ~ *




gres are big, tough and look at
Oenemy armies the way you and

I might look over a restaurant
menu (mmm... that looks tasty). However,
formidable stat lines and a horrible
disposition alone won't allow you to
automatically romp over your opponents
on the battlefield. Whether you are playing
tournament-style games or your own
specially created scenarios, winning a
game of Warhammer against a worthy
opponent takes tactics — the art of selecting
and deploying your units for battle and
manoeuvring them to your advantage. For
longstanding Tyrants and newcomers alike,
this article is about getting the most out of
your Ogres on the tabletop.

Starters

To whet your appetites, we'll start with

the basics — knowing the strengths and
weaknesses of your army is a great place to
start. Ogres are big and violent, experts at
hitting things really hard. In close combat a
basic Ogre has three potential ways to put
a wallop onto an enemy: the Ogre Charge
rule gives him Impact Hits (1); a standard
Ogre warrior has 3 Attacks; and, as
monstrous infantry, each Ogre can perform
a Stomp attack. As Impact Hits and Stomps
hit automatically, even someone who rolls
dice poorly will cause some casualties (as
proven by Jervis Johnson, a man who has
offended the dice gods mightily). It stands
to reason that if basic Ogres can smack the
foe hard, just think what the even harder-

hitting Ogre elites and characters can do?
Finally, the Ogre Kingdoms army also

has access to BIG STUFF — that is, really
potent monsters and war machines. Not
surprisingly, these things continue the Ogre
tradition of hitting really hard.

The biggest weakness in an Ogre army
is readily apparent to anyone who has
built an army list of the big fellas — they are
points heavy. It is hard to field many Ogre
models, meaning foes typically have greater
rank bonuses and have more units with
which to attempt outflanking attacks. Also,
despite their few numbers, Ogres make for
a large footprint (meaning their 40x40mm
bases, not the fact that some Ogres are
50 hefty that they leave impressions when
walking on granite). This boils down to
Ogre units that can be unwieldy, whilst
allowing multiple foes to swing back at
them in close combat.

The best way to lead any army to victory
is to maximise your army’s strengths, while
minimising their weaknesses. Following
are a slew of Ogre-minded army-building
tips, magic item combos, tactics and more
that aim to keep even the biggest bellies
triumphant and well filled.

Beefy Formations

How you field and deploy your main
blocks of Ogres or Ironguts can be critical
to success. In many cases, too large a unit
can be unwieldy and ineffective, as they
may be unable to manoeuvre between
friendly units or navigate through terrain in

Did You Know?
Jeremy Vetock once beat
the Ogre Tyrant Fatty
Bogluts in a pie-eating
contest, a Stonehorn in a
head-butting competition
and survived being sat on
by a Giant.

bigger monsters.
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The Ogre army marches to war
full of big bruisers and even



Did You Know?
Greasus Goldtooth,

the Ogre Overtyrant,

is so large and so
unscrupulous that

while on campaign in
the blazing hot Land of
the Dead he sold the
shade produced by his
voluminous body to his
own Gnoblar servants.
In this way he recouped
some small portion of the
money that the thievin’
gits took from him in the
first place.

any advantageous manner, all while paying
lots of points for models that might never
get an opportunity to strike a blow. On the
flip side, too small a unit of Ogres won't
make a big enough dent in the opposition
and can be too easily beaten and broken by
enemy units with full rank bonuses.

The general consensus amongst many
formidable Ogre players is to deploy Ogres
or Ironguts into units of six (three wide, two
deep) or eight (either three or four wide).
Either formation gains a rank, adds a bonus
to the Strength of its Impact Hits, and takes
full advantage of the rules for monstrous
infantry — they can strike from the back rank
with up to 3 Attacks per model and only
need three models to count as a rank.

Big Clubbers

So now we're getting to the meat of the
matter — how an Ogre player can increase
his chances of hitting the enemy and

hitting them hard. First off, there are some
easy army list selections to increase your
damage causing potential. | never skimp

on selecting an Ogre champion — not only
will a Crusher add another Attack to your
front rank, but the big mauler comes in
handy during a challenge. I've often had my
champion win fights against an opponent's
magic item-laden heroes — few other armies
can say the same!

You can equip an Ogre unit with
additional hand weapons or an ironfist and
I've had success with both. | tend to be
more offensive minded, so typically favour
the additional Attack for my front rank
models, but I'd strongly consider taking the
parry save supplied by the ironfist against
strong close combat foes like Warriors of
Chaos or Lizardmen.

When it comes to the club scene, | have
to say it is hard to beat Ironguts. Although
they add a hefty 25% points cost on top
of an average Ogre, an Irongut has heavy
armour, an extra point of Leadership and
a great weapon. The first time | took them
it was just because of the models. | mean
what's not to like about great, two-handed
meat tenderisers? But with a second rank
supplying even more Strength 6 Attacks as
well I have made them a staple in my army.

Even Bigger Clubbers

Ogre characters deserve special mention as
they can single-handedly gouge great holes
out of enemy formations. | beef up my two
main units {an Ogre unit of 7 and a 6-strong
Irongut formation) with a Bruiser and a
Tyrant. They are so big and hefty that they
don’t need magic items to become killing
machines, although a few carefully chosen
items (or a Big Name on a Tyrant) can put
them over the top.

OGRE'S GONNA EAT YOU!

Jervis: If you ask me, one of the most effective troops
types in an Ogre Kingdoms army is the humble Ogre.

It’s easy to underestimate the effect that a unit or two

of Ogres can have on the enemy. | usually take mine in
units of 6, deployed in two ranks of 3. Very few units can

stand up to 18 or more attacks from a unit of Ogres.
For even more fun, in large battles take a horde of 18
Ogres, in three ranks of 6 each, and watch the look of
dismay on your opponent’s face when you deploy them
on the battlefield!
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ROCK-SOLID NUGGET OF WISDOM

Jervis: Although Stonehorns and Thundertusks are both
big scary monsters ridden by Ogres, they need to be
used quite differently if you want to get the most from
them. Stonehorns should be used to lead your attack,
forging ahead of your army and getting stuck in as
quickly as possible. 1 like using them to work on the

have, and then swinging in to attack the enemy centre
from the side or rear. Thundertusks, on the other hand,
are best used at the heart of your army. They should
advance shoulder to shoulder with your main battleline
and fight alongside it, supporting your other troops with
ranged attacks, and allowing them to benefit from its
Numbing Chill special rule,

Roast Victuals
| find a Butcher and/or a Firebelly to be

an essential ingredient to a winning Ogre
army. A Butcher can use the Lore of the
Great Maw — the potent, if short-ranged
Ogre lore which is just dripping with great
augment spells that can turn the tide of any
close combat for your army. And unlike the
squishy Wizards of other races, the Butcher
is himself a strapping 3 Wound, Toughness
5, blood-splattered killing machine.
Although you won't want him in combat
with a top-level enemy character, he can
more than hold his own against just about
anything else, especially with the addition
of a great weapon!

The strange followers of the Fire Mouth
are known as Firebellies, and are great
additions to any Ogre army. The Lore of Fire
provides some longer-ranged attack spells
for an Ogre army (always useful, especially
against Regenerating creatures) but to my
mind what makes the Firebelly a must-have
buff to add to your hardest hitting unit is
his ability to breathe fire. The devastation
wrought by an Ogre unit with a Firebelly
charging in (Impact Hits, tons of Attacks,
Breath Weapon, followed by a Stomp) is
impressive, cutting hordes in half or wiping
out smaller formations altogether.

enemy’s flanks, crushing any flank guard the enemy may

Really Big Stuff

There are few things that can make an
opponent forget, even momentarily, about
a large unit of Ogres led by a Tyrant bearing
down on him. A unit of Mournfang Cavalry
is one of those things. Monstrous cavalry
with Impact Hits (D3), Ogres on their backs
and a formidable 4 Strength 5 Attacks of
their own, followed by a Stomp provide

an Ogre army with serious shock cavalry

— fast, hard-hitting, and with their Thick-
skinned rule and multiple Wounds, very
tough to shoot down. Just remember, when
you place a unit of Mournfang Cavalry they
are probably going to draw the attention of
all your opponent’s war machine fire and/
or nasty spells. | use the word probably
because, there can be even harder-hitting
things in your army list...

Stonehorns and Thundertusks are both
ferocious monsters that pack a devastating
punch. On the rare occasions these
mammoth monsters don't inflict their
weight in bloodshed, it is because they
have absorbed the wickedest firepower
or spells that your foe could muster. Even
when they do act as cannonball magnets
these beasts, particularly the Stonehorn
with its Stone Skeleton, have a way of
shrugging off most of the damage.

Did You Know?
When the Rockeater
tribe invaded the Empire,
their Tyrant, Lugflag
Gorgeguts, ate an entire
village of Halflings in the
Moot. He grew so large
from his excesses that
the small people of that
land said that he had
more rolls than a Halfling
Pastry Shoppe.

Did You Know?

It was said that Thug

the Fist, the first Ogre
Overtyrant, was so large
and fat (which is power
to an Ogre) that when his
thick blubbery skin was
cut he oozed not blood,
but gravy.
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Did You Know?
Once during an Ogre
raid a Firebelly ignited a
battery of Dwarf Flame
Cannons, sending a
fireball skyrocketing
over the Worlds Edge
Mountains and causing
many in the eastern
portions of the Empire
to think the twin-tailed
comet of Sigmar was
returning once more.

Ogre-sized War Machines

Naturally Ogres wield Ogre-sized war
machines but this is only more bad

news for the opposition. The Gnoblar
Scraplauncher combines a chariot with a
stone thrower (with Killing Blow, no less)
while the Ironblaster is a chariot and an
enormous cannon of the Sky-titans in one.

Sating your Appetite for Destruction
Ogre Kingdoms armies are overstuffed

with formidable units that will make any
sensible opposition commander quake.

You can count on the sheer intimidation
factor of so many large and powerful
models striding quickly across the table

to unnerve novice foes — they’ll foolishly
split their fire amongst several large threats,
forget their own battleplans and generally
panic into a few miscues. Bah! Beating
whelplings might feed your troops, but it
won't give you bragging rights. To dismantle
a more experienced general will take more
coordination on your attack plan.

A classic overload tactic gives the
enemy too many targets so that one of
your large threats — a monster, large
unit of Ogres, or Mournfang Cavalry for
instance — will be able to break through.
However, as stated earlier, Ogre armies
are often outnumbered and a cunning
foe will have ample opportunity to block
your hard-hitting (and points-expensive)
units, possibly whittling away at your best

formations with his spells or missiles. This
is where an Ogre Tyrant must use all the
elements of his tribe to achieve victory.

Your own small units — Yhettees,
Gnoblars, and Sabretusks — can engage,
hold up, or even defeat small enemy
flankers. With the Unbreakable rule,
Toughness 5 and 4 Wounds, Gorgers are
ideal at tying up enemy units for a turn
or two while your larger units move into
position. Woe to any enemy that stray
within range of a unit of Leadbelchers, for
their devastating firepower can blast small
units to smithereens. Maneaters, with their
Been There, Done That special rule can
adopt any number of different roles within
the army — from hard-hitting centre unit, to
swift flankers, Stubborn get-in-the-way flank
holders or whatever is needed.

Fighting a well-manoeuvred Ogre army
on the tabletop is like a game of deadly
roulette. Which of the hard-hitting units has
been beefed up yet further with heroes or
magic? Can the raging monsters be stopped
before they break the battleline? Can the
smaller sized Ogre units be neutralised?
Will the Ogres eat me for breakfast, lunch
or dinner?

Win or lose, an Ogre army makes for
an enjoyable and fantasy-filled Warhammer
battle. Be it glorious victory (and a
large banquet) or ignoble defeat (and a
growling, rumbling stomach) — there will be
bloodshed and stories to tell afterwards.

LET THEM EAT GRAPESHOT

Jervis: 1 always advance any Ironblasters | have in my
army as quickly as I can. Their Move & Fire rule allows
them to advance and still shoot their cannon. Then, once
they get close to the enemy, they can either use the

WHITE DWARF
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cannon’s Strength 10 grapeshot attacks, or charge into
close combat. Both forms of attack can be devastating,
but they can’t be used if the Ironblaster is left to guard
the rear like other artillery pieces, so get stuck in!




RECIPES FOR DESTRUCTION
Matthew Hobday: Whilst playtesting the
Ogre Kingdoms, I've found a few combos
and match-ups that work particularly well.
Here are a few of my top tips:

* Swiftstriding Maneaters have a much
better chance of getting the additional
Impact Hits when charging compared to
other Ogre units, as they roll an extra dice
and pick the highest.

= Use large, cheap units of Gnoblars to
provide rank and flank bonuses when
fighting alongside your Ogres.

* If you have any annoying harassing
units with Poisoned Attacks behind your
lines (such as Chameleon Skinks), send
out a Butcher to deal with them. Their
immunity to poison and Toughness 5 will
really ruin their day.

Awesome Firepower (Boom, Hur, Hur, Hur)
Phil Kelly: Though a Tyrant-led, magically augmented
Ironguts unit cures all ills, I've been toying with the idea
of a shooty Ogre Kingdoms army for ages. | gave ita
few tries way back when | was working on the last book
but in practice it was more of a belly flop than a sumo
smash. With the arrival of the new army book, however,
I've got a chance to really give this take on the Ogres
another go. After charging into the teeth of countless
gunlines over the years my plan is to give something
similar a try myself — deploy on a hill with two units of
Leadbelchers as my Handgunners, two Ironblasters as
my cannons and two Scraplaunchers as my mortars (and
perhaps a harpoon launcher Hunter on a Stonehorn

for a bolt thrower substitute). Even my Tyrant and
Bruiser will have braces of handguns to thicken the fire.
I will then shoot everything that isn’t infantry like crazy
(though my Scraplaunchers will aim for any hordes) until
the enemy battleline gets close enough to charge. Then
all of my units, shooty ones included, will pile downhill
into the enemy’s infantry units with a shocking display
of gut-related violence. All those monstrous infantry
and chariots thundering into an already shot-up army
should give me the edge; Ogres eat thinling infantry for
breakfast, especially when their cavalry and monsters
have been blown apart at range. Brains and brawn, it
just might work!
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MARK BEDFORD'S ORK WARAGH!

Mark: | have been a big fan of the Orks for many years
— something about their run-forward-and-crush-things
approach really suits my preferred playing style! | enjoy
painting red, so the Evil Sunz were a natural choice to
start with, but it won’t be long before | start expanding my
Waaagh! further to incorporate the other Ork clans as well.
| have long been championing the cause of using
simple, quick and effective painting techniques to get an
army ready for battle, as we've all been guilty at some point
or other of not finishing what we've started. | put my money
where my mouth is with this army, using a simple, neat
colour scheme. | shaded down rather than highlighted up,
using a combination of Forge World weathering powders
and Citadel washes to look suitably dirty and more Orky!
The board I'm using for my Armies on Parade entry was
based on a modified Realm of Battle board section. It was
designed as a former Imperial outpost that has subsequently
been overrun and turned into an Ork shantytown.

To see more Armies on Parade,
and find out how you too can
enter, visit:

games-workshop.com
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Deffkopta squadron hails from the Assault on Black Reach box set, though I've heavily
lified the lead ‘Kopta with a scratch-built buzz saw and extended rotor blades made
asticard. | plan on making a second Deffkopta with its spinning saw churning

ming blad

t!
8. | knew
it in my
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Sisters of Battle

With Codex: Sisters of Battle published in WD380-381 and armies of the
Ecclesiarchy hitting tables everywhere, it was only a matter of time before one
of our resident hobby heroes stepped forward to paint a force of his own.

Duncan: | was really looking forward to
setting to on an army of Battle Sisters as the
Ecclesiarchy has some of the weirdest and
most gothic imagery you will come across
in the entire Warhammer 40,000 range.
The army would be dominated by the Battle
Sisters, but | didn’t just want it to be about
the women in power armour.

To make sure | included these aspects
| wrote an army list first and used that as
my painting plan. Normally | work the
other way around (painting models and
then writing an army list based around
my collection), so this was a different
approach for me. As the Battle Sisters were
Troops choices, | knew | could start with
some of the stranger elements first; hence
the inclusion of Arch-Confessor Kyrinov, a
powerful member of the Ecclesiarchy who |
surrounded with a Battle Conclave of Arco-
flagellants and Crusaders. A Sisters of Battle
army is a short-ranged shooty force, so the
Battle-Conclave is a great counter-attacking
squad — especially with Kyrinov who
allows all those Arco-flagellants to re-roll
their many attacks. And then you have the
Crusaders whose power weapons will strip
the armour saves of the hardier foes. More
importantly, from a modelling perspective
the models are very distinctive and so
would be an absolute pleasure to paint.

Of course, the majority of the army is
made up of the Battle Sisters themselves.
| had a good long think on what colours
to paint them, and did a bit of research
on the main Orders Militant to see what
background and colour schemes inspired
me (Codex author, Robin Cruddace, has
written about the Orders Militant and
provided an organisation chart that can
be found at the end of this article — Ed). |
didn’t want to replicate the Studio army and
so chose the Order of the Argent Shroud,
which meant painting their armour a bright
silver. | liked the idea of this as | could
imagine their resplendent armour reflecting
in the light, giving them an angelic halo as
they stormed into battle.

At the core of the army are the two
Battle Sisters squads, each defined by the
special weapons they are equipped with.
One squad is armed with two flamers and
the other is armed with meltaguns. The Fire
Maidens will target enemy infantry with
their flamers while the Iron Ladies will tend
to focus their firepower on enemy vehicles
and heavily armed foes.

As you'll see, the rest of the force
contains numerous Elites, Fast Attack
and Heavy Support choices, but is still
not finished. | need at /east one Penitent
Engine, and that will be my next project.

Duncan Rhodes of the
Studio’s hobby team

is the man blessed by
the Emperor himself
to paint this holy force
of Battle Sisters. Let
his name be honoured
in the revered annals,
and a choir of ten
thousand sing his
sainted name.

@ Ho
' Canoness Sabine
Canoness with rosarius.

Sisters of Sabine
heavy flamer.

Immolator

Arch-Confessor Kyrinov

Sororitas Command Squad with Blessed Banner and

Army of the Argent Shroud

Troops
The Fire Maidens

10 Sisters with 2 flamers, Simulacrum Imperialis and

90 points

The Iron Ladies

Superior with power sword and melta bombs.

170 points

10 Sisters with 2 meltaguns, Simulacrum Imperialis and

135 points

65 points
Fast Attack
Sisters of the Sky

Superior with power sword and melta bombs.

180 points

90 points

The Congregation
Battle Conclave with 6 Arco-flagellants and 2 Crusaders.

120 points
Elites
The Savers of Sin
3 Ecclesiarchy Preachers.

135 points

5 Sisters with 2 hand flamers and Superior with power
sword and melta bombs.
140 points

Heavy Support
Warriors of the Cleansing Flame
6 Retributors with 4 heavy flamers, Simulacrum
Imperialis and Superior with melta bombs.
182 points
Immolator
65 points
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Sororitag Command Squad

This squad has some of the stranger elements in and | used for the pole, and this was then attached to a Sister
wanted to make a feature of those, such as the Sister Superior with minimal converting. Gold trim was also
Dialogus, with a speaker for a mouth! The banner and added to their armour to reflect their higher rank as
banner top came from the Immolator kit - brass rod was members of the Command Squad.

A
-

-
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Battle Conclabe

For the Battle Conclave | kept to a very limited palette simply painted using the method as described for the

of red, white and black. However, I shifted these colours faces of the Sisters. The exception to the restrained
around on each model to keep them distinctive. The palette was Kyrinov, who I gave some regal purple robes
large areas of bare flesh on the Arco-flagellants were to pick him out as a special character.
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Painting Sisters of WBattle

The scheme below shows how I painted a Battle Sister. This was then transferred
across my army, as it could be easily replicated on all the different Sister troop
types, including Superiors, Retributors and Seraphim.

Step 1. Using the Citadef Spray Gun,
spray the model Boltgun Metal. When
dry, pick out the non-armoured parts
of the model. Paint the robe lining
and bolter Mechrite Red, Paint the
outer rabes Astronomican Grey, and
the gloves and hair Charadon Granite.
The face is painted Tallarn Flesh.

@

Step 2. Next apply a liberal wash
coat, Brush Badab Black over the
entire model except for the skin
and gold icon. Apply Ogryn Flesh
to the face, while the icon {painted
with a 1:1 mix of Shining Gold and
Mithril Silver in the previous stage)
is covered with Devlan Mud.

Step 3. Layer the bolter and inner
robes with a 1:1 mix of Mechrite
Red and Blood Red, Layer the
outer robe with a 1:1 mix of
Astronomican Grey and Skull
White, Highlight the face with
Talfarn Flesh, and, finally, the hair
with Codex Grey.

" Sisters of Battle

Step 4. Give the power armour

an edge highlight of Chainmail.
Highlight the lining of the robe and
bolter with Blood Red. Apply a
highlight of pure Skull White to the
outer robes. To finish, give the skin
a final highlight using a 1:1 mix of
Tallarn Flesh and Dheneb Stone.

The Ecclesiarchy Preachers are
placed with the Battle Sisters squad
to bolster their assault abilities.
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Seraphim Squad

As elites, | wanted to make sure my Seraphim were
kept especially tidy, as their open stance and extra
height lends them to more scrutiny than other models.
I painted the flying struts black, as this gives them a

Retributor Squad

The choice of Sister Superior was important as | wanted
a good fit with the rest of the squad. | chose the
Superior firing her bolter as she was leaning on her back
foot, mirroring the Retributor Sisters.

© 98 WHITE DWARF ARMY WORKSHOP: SISTERS OF BATTLE

‘negative space’ where the brain of onlookers will tend
to naturally ‘edit’ them out. The other optionis tousea |
Citadel Basing Kit to disguise and obscure the struts with J

rock piles and other battlefield detritus.

3 bl AL
B el

The red spot colour worked especially well on this
squad as the cowlings of the heavy weapons form a large
expanse on the models and when placed with the rest of
the army, they really stand out.




Y Sisters of Battle

Painting Sisters of Battle Pehicles

I'm a great believer in using the Large Drybrush for tank hulls instead of

individually edge highlighting every panel. This is the technique | used for the
Immolators, as shown below.

 dry, reapply the light drybrush of Codex

Immaolators &
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Orpanigation of the Abepta Sororitas

Before painting his army, Duncan researched the role and organisation of the
Battle Sisters. We’ve printed this information below as well as background of the
Orders Militants on the right for when you come to start your own army.

Hiah Lords of Terra

Ecclegiarch

Conbent Sanctorum (ophelia Y33)

Orbers Militant
Order of the Bloody Rose
Order of Our Martyred Lady
Order of the Valorous Heart

Orbers PHospitaller
Order of the Eternal Candle
Order of Serenity

Orverg Famulous
Order of the Key

Order of the Gate

Orders Dialogus
Order of the Holy Word

Order of the Quill
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Abbess of Adepta Soroitas

Conbent 391'['0['1’5 (Terra)

Orders Militant
Order of the Sacred Rose
Order of the Ebon Chalice

Order of the Argent Shroud

Orders PHogpitaller
Order of the Cleansing Water

Order of the Torch

Orvers Famulous
Order of the Holy Seal

Order of the Sacred Coin

Orders Dialogus
Order of the Sacred Oath

Order of the Lexicon

Minor Orders Minor Orders
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The Order of the Bloody Rose was
not formally created until two and

a half millennia after the founding
of the Adepta Sororitas, and by this
time its patron saint, Mina, was long
dead. Mina was known as a dark
and brooding warrioress. She was
the most aggressive and impetuous
of Dominica’s comrades and her
symbol was accordingly a blood red
rose, prominent with thorns. The
Battle Sisters of the Bloody Rose,
resplendent in their deep-crimson
power armour, echo Mina’s desire
to slay their enemies as quickly as
possible, and the Order’s Dominion
squads are renown for the ferocity of
their assaults.

The Order of the Sacred Rose was
also not created in the lifetime of its
patron saint, Arabella. In her lifetime
Arabella earned the honorific of
‘Liberator’ and many Battle Sisters,
especially Retributors, are known

to pray to her spirit for liberation
from doubt and rash action when

a cool, logical head is required. Of
all Dominica’s bodyguards, Arabella
was known as a disciplined, even-
tempered Sister. However, behind
her serenity lay the determination of
a resolute warrior, and her symbol
was thus a white rose, held in a
mailed gauntlet. The white armoured
Sisters of the Sacred Rose embody
these same virtues.

Order of Our Martpred Lady

Katherine was regarded as
Dominica’s second. Her order

was originally entitled the Order

of the Fiery Heart, in reference

to Katherine's fierce persona,

but so deeply did the Battle

Sisters mourn her death that they
renamed themselves the Order of
Our Martyred Lady, and for many
centuries thereafter they wore black.
Even amongst the devout warriors
of the Sororitas, the Sisters of Our
Martyred Lady have a reputation for
incredible determination, inspired
by the desire to avenge the death

of their fallen. This inner fire drives
them to destroy their enemies
utterly, and without mercy.

The Order of the Ebon Chalice is
the oldest of the Orders Militant,
founded at the birth of the Adepta
Sororitas by Alicia Dominica, the
patron saint of the Sisterhood.
Dominica led her warriors in
countless crusades against the
enemies of the Imperium, and

she was the first heroine to be
proclaimed a Living Saint by the
Ecclesiarchy. The uniforms of
Dominica’s Order are based on

the original garments worn by the
Daughters of the Emperor and their
combat doctrines formed on equal
parts religious devotion and training
- have remained largely unchanged
for four thousand years.

)

Orver of the Yalorous BHeart
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The Sisters of the Order of the
Valorous Heart believe they must
atone for the unwitting sedition
committed by the Daughters of the
Emperor during Vandire’s Reign of
Blood. The Order’s founding saint,
Lucia, was the most penitent of
Dominica’s companions, and her
Battle Sisters strive to emulate her
example — demanding expiation

for the slightest perceived sin. As a
result, a disproportionate number of
its Battle Sisters exile themselves and
seek redemption as a Sister Repentia.
Lucia is often depicted holding the
skull of the executed Lord Vandire

— a reminder to never hearken the
words of false prophets.

Order of the Argent Shroud
/ L

Silvana was the first of Dominica’s
bodyguard to be martyred -
assassinated shortly after the Order
of the Ebon Chalice was divided
into two Orders Militant. A silvery
image of Silvana’s skull was left
imprinted on her death shroud and
the newly formed Order took the
Argent Shroud as their image and
title. Silvana was renowned for

her altruistic spirit and her stoic
faith. She seldom spoke, believing
that deeds on the battlefield spoke
more of a warrior's devotion than
any words, The Sisters of the Argent
Shroud likewise rarely speak, and
they are famed for their selfless acts
of heroism.

www.games-workshop.com
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Zailing through the tumultuous
waves of the Galleon’s Graveyard,
mighty warships clash in raging sea

battles. The Dreadfleet of Count Noctilus
is at large and the Grand Alliance of pirate
captain Jaego Roth won't rest until the
Vampire sinks beneath the waves. The
Dreadfleet boxed game tells the tale of
these events over the course of a narrative

campaign as Captain Roth hunts his quarry.

Dreadfleet includes everything you

need to play, including ten plastic warships,

each representing the flagship of a pirate
lord or Undead captain, and a selection of
auxiliary vessels, sea monsters and island
terrain. You also gel a rulebook, over 140
full-colour cards, navigation rods and
markers, and a piece of illustrated fabric
seascape to fight your naval battles over.
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Play six game's- of The Lord of the Rings Strategy Battle Game using both
Good and Evil armies, meet new players, see beautifully painted forces and
enjoy everything Warhammer World has to offer!

4th-5th February 2012,
Warhammer World, Nottingham

What will you need to attend? What does the ticket cover?
) point Good and a 700 point Evil The Lord of the Six great games of The Lord of the Rings Strategy
Fe game army, taken from the Legions of Balrle Jamc
' ¢ A hot lunch with dessert on Saturday and Sunday and an
| on Saturday.
ames—x-\furlv.hnp um\ Farly registration and open gaming on Friday evening
ation over the weekend — contact the Events team Z
iscount hotel offers.
s For any more information, contact the Events team on o ;
whwevents@games-workshop.co.uk or 0115 9004994. s to all of Warhammer Waorld's facilities including the
Exhibitions Hall.
58 per player.

Tickets available from 2nd November 2011!
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GAMES WORKSHOPS

THE AUGURY

A directory of everything you need to get involved
in the Games Workshop hobby community, from
events and activities in your local gaming club
to what’s going on at Warhammer World and in
your GW Hobby Centre.

Events & Community 106-109

@ 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  110-117

® 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
Necron Destroyers are part skimmer, part android, and all violently
insane. Heavy Destroyers are plastic and metal kits armed with a
long-ranged heavy gauss cannon, while Destroyer Lords carry a lethal
warscythe. Look out for these and more classic miniatures in the
Available to Order range.
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VENTS DIARY

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

November 2011

November 5th

APOCALYPSE - TITANICUS:

THE LIBERATION OF ORESTES

Date; 5th November, 2011

Venue: Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s 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

November 12th

THRONE OF SKULLS: WAR OF THE RING

Date: 12th-13th November, 2011

Venue; Warhammer World, Nottingham, England

Age Limit: 12+ (Under 16s 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
your chance to spend two days playing your favourite game and testing
your skill against a wide range of opponents — could you walk away the
winner of one of the coveted Throne of Skulls traphies?

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 opponents 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 165 must be accompanied by an adult)

Details: Come along with your gaming partner and spend the weekend
at Warhammer World playing great games, meeting new oppanents 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
www.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

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

|
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FIND OUT WHAT’S GOING ON AT YOUR LOCAL HOBBY CENTRE WITH
FACEBOOK, TWITTER AND oN WWW.GAMES-WORKSHOP.COM

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



Spend the Day with Warhammer Forge’s top painters and sculptors
Mark Bedford and Phil Stutcinskas, authors of the Forge World Model
Masterclass Book, as they show you the techniques they use to paint

the Ogre Kingdoms’ Stonehorn.

11th February 2012,
Warhammer World, Nottingham

What will you need to attend? What does the ticket cover?

» On the day you will receive an Ogre Kingdoms’ Stonehorn, » Hands on tuition from Mark Bedford and Phil Stutcinskas:
built, undercoated and ready to paint, as well as access to experts from the Warhammer Forge team.
weathering powders, white spirit, water pots, paint stations, » Tea, coffee, bottled water and biscuits will be provided
all the colours that you will need to paint the model, a throughout the day.
selection of brushes, palettes, tweezers, scissors, sponges » You will have a hot lunch from Bugman’s Bar with your
and all the materials that you will be using during the day. tutors.

e Participants must be aged 16 or over. * Access to all of Warhammer World’s facilities, including the

e For any further information regarding the event, e-mail us at Miniatures and Exhibitions Hall.
whworldevents@games-workshop.co.uk, or call us on » Tickets cost £115 per person and are available from
0115 9004994. www.games-workshop.com

Tickets available from 2nd November 2011!
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Come to Warhammer World and take part in this epic gaming event as you
and a partner engage in five great games of Warhammer 40,000, meet new
friends and share war stories in the heart of the hobby!

25th-26th February 2012,
Warhammer World, Nottingham

i G Tt 1 A

What will you need to attend?

» A fully painted and based 1,750 point Warhammer 40,000
army, broken down into two 875 point forces, with two
objective markers themed to your army.

e A copy of the Warhammer 40,000 rulebook and your
relevant Codex, as well as dice, templates and a tape
measure.

e Travel and accomodation for the weekend - contact us for
details about discount rates for local hotels.

These are available to download from the Warhammer
World section of www.games-workshop.com.

e Players must be aged 12 or over. Players aged between 12
and 15 must be accompanied by a responsible adult.

| o For any further information regarding the event, please
¥ 8 8 p

email us at whwevents@games-workshop.co.uk, or call us

e The Event Rules Pack and Warhammer World Events Guide.

What does the ticket cover?

* Five great doubles games of Warhammer 40,000
over the weekend!

» Lunch on Saturday and Sunday, and an evening meal
on Saturday.

» Early registration between 18:00-20:00 on Friday night,
and open gaming until 22:00.

* Organised entertainment on Saturday evening, including a
Warhammer 40,000 themed pub quiz!

» Access to all of Warhammer World’s facilities, including the

Miniatures and Exhibitions Hall.
» Tickets cost £90 per team and are available from
www.games-workshop.com

on 0115 9004994.
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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,
so 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 40,000 can look forward to being
both fascinated and inspired.

December 2011

December 3rd

REALM OF BATTLE MASTERCLASS

Date: 3rd December, 2011

Venue: Warhammer World, Nottingham, England

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

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

Tickets: £250 per person, available from Customer Services on

0115 91 40000 and from www.games-workshop.com

Contact: 0715 900 4994 or email the Warhammer World Events Team at:
whworldevents@games-workshop.ca.uk

4

January 2012

January 14th

WARHAMMER CAMPAIGN WEEKEND:

SHADOWS OVER ALBION

Date: Saturday 14th—15th January, 2012

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend a great weekend slaying mages and monsters as part of a
team of four players in this Storm of Magic themed Campaign Weekend.
Have you got what it takes to claim Albion for your own?

Using the Storm of Magic Expansion, play in five unique games over the
weekend with armies of varying sizes up to 2400 points.

Tickets: £58 per player, available online or by calling 0115 91 40000
Contact: whworldevents@games-workshop.co.uk

Website: www.games-workshop.com

January 21st

‘EAVY METAL MASTERCLASS:

DARK ELDAR WYCHES

Date: 215t January, 2012

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Spend the day with ‘Eavy Metal's Mark Holmes, Dave Heathfield
and Matt Kennedy as they show you some of the techniques used to
paint the miniatures seen in our Rulebooks and Army Books.

Tickets: £105 per person, available online or by calling 0115 91 40000
Contact: whworldevents@games-workshap.co.uk
Website: www.games-workshop.com

January 28th WARIDNIMER

WARHAMMER 40,000 THRONE OF SKULLS

Date; Saturday 28th-29 January, 2012

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: Come and spend twa days in our fantastic Warhammer themed
gaming venue playing five awesome games of Warhammer 40,000,
seeing preal armies and swapping war stories,

Tickets: £58 per player, available online or by calling 0115 91 40000
Contact: whworldevents@games-workshop.co.uk

Website: www.games-workshop.com

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

Games Workshop stores

can be found up and
down the land, in cities
and towns, on high
streets and in shopping
centres. Consequently,
the opening hours of
individual stores may
vary greatly.

We therefore
recommend you
contact the relevant
store for individual
opening times before
visiting,

You can find your local
store’s details online
with our Store Finder:

www.games-workshop.com

STORE FINDER

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

staffed by expert hobbyists.

Full range of products

All our Hobby Centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

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

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

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

Free gaming & tactics advice

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

Free Beginners programme

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

GAMES WORESHOP INDEPENDENT STOCKISTS

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

IN YOUR LOCAL AREA

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

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

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

IN THIS DIRECTORY

Full listings of all the stores that sell Games Workshop products
across the UK, parts of Europe, South America, South Africa, the
Middle East and Far East.

AROUND THE WORLD
If you're unsure where your nearest stockist is located, anywhere
in the world, call Customer Services on: +44 (0) 115 91 40000

’g GAMES WORKSHOP
PREMIUM STORES

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

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

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

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

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

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

If you are an independent retailer and you think you could be our next Premium Store, then why not give us a call?

FOR MORE INFORMATION, CALL: 08700 134411
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STORE LISTING

Novem

GW BRISTOL:

3h Wine Stroet,

BS1 280} Tel: M117 425 1533
facebonk com/GWiristol

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

B534 5L Tek: 0117 959 2520
faceboakcom/GWCribbaCanseway
BRISTOL, Area 51:

H57 HBA Tel: 01179 244635
BRISTOL, Cut and "l"lﬂ Wargamlng.
BS2 0]
CRIBBS CAUGEWA\", Hubby[‘mﬂ'
544 5T5 Tel: 0845 031 6524

= GW BEDFORD:

1) Greylriars,

ME4D THP Tek 0123 427 3
facehookcom/GWBedfard

MEAD TP Tel: G71234 27

DUNSTABI.E, Parallel Worlds:

LU NP B2 68 200

HARPENDEN, I.umn

AL 1LH Tel; 11502 769 204

I.EI HTON BUZZARD, 8 Model Shop:
E4 Tel: 11325 373357

SLb 1EE

facchook. (ulm’b\‘\"v\-u:leﬂhl‘id

* GW NEWBUR'

114 Rarthalomew Streed,

RGIA 50T Tel: 0163 540 348

facehoak.com/GWiNewhury

GW READING:

249 Oford Road,

RGI 704 Tel: 0110 959 8693

facehonk.com/ GV Reatfing

« GW WINDSOR:

Uit 3, & Gedrge ¥ Place,

SL4 0P Tek

facebook,com/GWWindsor

HENLEY O THAMES, Henley Mndsl Miniatures;
2684

53 HE 1087

©
WINDSDR WJ Daniel
514 101 Teli 41753 ROZ106

BIRMINGHAM AREA
GW BIRMINGHAM:

36 Priory Queensway,

B4 TLA Tel: 0121 235 4840
farobonk, com/GW Birmingham

GW DUDLE
Unit 3, Merry Hill Centre,

DY5 158 Tel: 0138 448 1818
facebiok com/CWDudlny

= GW SOLIHULL:

00 Warwick Road,

B 90X Tel: G121 705 79497
facehouk com/GWaalthull

* GW SUTTON COLDFIELD:

36 Birmdngham Read

B72 100 Tel: 1121 354 1174
facehook.com/GWSutinmCaldfieh]

* GW WALSALL:

Unit
W1 10F
acebaok, cam/GWWals,
« GW WOLVFRHRMPT(J'\I

W King Stroet,

W1 1ST Tel; 0790 231 0464
faceboak com/GWWalverhamplin
KIDDERMINSTER, T] Models:
nY10 200 Teli 01562 7470402

* GW AYLESBURY:
f Muarkat Streel,
HPZ0 2PN Fel: 01296 429 703
facohank com/GWAylesbury
GW HIGH WYCOMBE:
o 54 Eden Walk Gallery, Eden,
HETY 11 Tek 0149 453 1494
facebook.com/GWHighWyrombe
GW MILTON KEYNES:

Unit 3, 302 Silbury Boalevard,
MK-} 2AD Tel: 0190 #6% (477
facebook.comy GWMiltomKeynes
CHESHAM, Harvey Johns:

HP5 161 Tl (11494 762161
GERRARDS CROSS, Howard Marshall:
5L BES Tel: (11753 862952
HAZELMERE, Childs T
HP15 7AA Tel: 01494 711 425
MILTON KEYNES, HohbyCraft:
ME13 BPU Tel: D845 051 6544

GW CAMBRIDGE:
54 Ropent Streel,

CB2 1DF Tel: 0722 331 3350
facebnak.com/GamesWorkshopUambridge
GW PETERBOROUGH:

1 Wentworlh Street,
PET 10H : 733 890 052
facehouk com/iG chorough
CAMBRIDGE, Cambridge Toy Shop:
CBI 1PA Tol: 012275 309 010
ELY, City Cycle Cent
CB7 4FB Tok: 01

661131
EYNESBURY, Wheelers
PE19 ITA Tel: 01480 476524
HUNTINGTON, Niche Comics:
FEX 3TF Tel: 01460 352 307

ber 2011

MARCH, The Toy Box:
PE15 OLE Tel: D1354 650 151
PETERBOROUGH, The

PET 1EL Tel: 01733 341007
WISBECH, Prams & Toys:
PETS 16A Tel: 11545 564142

CHANNEL ISLANDS

|ERSE\’ ST. HELIER, The Little Shop:
JE2 3N Tek 01534 601925
GUERNSE\‘ ST. PETERS PORT, Carousel:
YT ILD Tel; 01481 721721

CHESHIRE
GW CHESTER:
112 Forogate Street,
CH1 1HB
facehook.com
* GW CREW
1 Market Stre
CW1 2EG Tek 01270
facebook,com/GWCs
= GW MACCLESFIELD:

41 Church Sireel,

SK11 ALE Tel: 0162 561 9020
ehoak com! GWMacclesiield

* GW STOCKPORT:

32 Mersey Siquare,

SK1 1RA Tel: 0161 474 1443
facelook. com G Stackport

= GW WARRINGTON:

Uit 20, Rank Street, Time Square,
WA 2AP Tel: 0192
facehnok, com/GWWarringlan

BRIDGEMERE, HobbyCraft:

Fel: 1124 431 1067

16903

W5 70 Teb BH45 051 R53T
CHESTER, HobhbyCraft:
CHI1 4RY Tel D845 051 6346

CHB5 BDA i
NORTHWICH, Level 1
LIS SAE Tel: 1606 45053
NORTHWICH, The Model Shop:
CWY SEA Tel: 'Ihll& 47730
STOCKPORT, Goslings rmaster
5Kk BAW Tk bveia 2
STOCKPORT, HobbyCrait:
SKI 2HH Tel: G045 051 6530
W.-\RI!IN(‘.'ICIN. thbyCraﬂ

Teb G045 051 6541
WIDNE& Widnes Model and Craft Centre:
WAD BAT Tel: 01514 228043

CLEVELAND

GW MIDDLESBROUGH:

Uit 33, 49 Dundas Streel,

T51 1HR Tel: b4 225 4091
Tncehank.com/CWpiddesbrangh
BILLINGHAM, W Boyes & Co Lid:
T523 IN) Tel: 01642 553 056
E.UISBOROUGH Road Fla I.Id
1514 GEN
GU[SDOIIO’UGH Slnk ds "'{ Cenlre:
T514 6PP L il 7 B2 9IS
NORMANBY, I’C Tech:

156 OLT Tel: DTR4Z 451040
REDCAR, PC Tech:

TS84 301 Tel: 01642 401010
STOCKTON ON TEES

THBAPL Tel: 0k
CORNWALL

GW TRURO:

Lnit 1, Brige House, Mew Bridge 5

TR 2A4 Tel: 0187 132
faceboak oo Trura
BODMIN, Bricknells:

FLIT 2l Tel: 01202 77004

CALLINGTON, GMS @ Sumphu-’s
PLIT TAN

nw fi
TRIT A Tel: O‘Iﬂm’g:
HAYLE, Blewetts of Hayle:
THEZ 450 Tel: 11736 753 012
LAUNCESTON, Gamezone Models:
FLI5 50Y "Tel: 111566 773457
LISKEARD, Trago Mil
114 6HY Tek: (1579 346077
PENZANCE, Ne'w[yn Post Office:
TR18 SHL g
REDRUTH, Barb’s L|I Sho
TRIS 2AL Tel: (7934 506 934
ST AUSTELL, Mad iur Miniatures:

PL2S 508 Tel: 01726 72259

ST IVES, Dragon’s Hoard

TR26 105 Tal: 01736 7au4H
W.'QDEBRIDCE, Bricknells Toy & Nursey:
rLz? Telr 01208 A12615

Blllllﬂ' DURHAM

= GW DURHAM:

4 North Road,

DI 450 Tel: 0191 374 1062
faceboak com/GWDurham

= GW DARLINGTON:

TH Skinpermte,

DLI 7IX Tel: 5
facehook.com/ GWDarfinglon

BIbHCIi’ AUCKLAND, Windsock Models:
DL14 Tel: 11348 614 Fah
LHESTER LE STREET, C
IER ] Tel: 11642
CONSETT, Chips:

DD LA Tel: 01642 227340
DARLINGTON, Lamb's:

FIERT: 2 Tek: 01325 466042
SEAHAM, Games of War:

SR OAA Teli 01975 817 118
STOCKTON ON TEES, HobbyCraft:
TSI TBW Tel 0845 051 6359

2744

CUMBRIA

GW CARLISLE:

Unit 2, Earls Lane,

CA1 0P el 1122 839 8216
facchaokcom/GWCarlive

GW KENDAL:

Units 4 & 5, Blackhall Yard,

LA9 SLU Tel: 01539 722211
facebaak.cam/ GWHenial
BARROW-IN- FURNES&, HLalhs
LA14 1JE L
WWMSS 0N \\IMJ[IMHI[ Emist WM&M
Tel: 01539 443 047
COCKERMOUTH, The ‘Iay Shop:
CAT3 5L Tel: 01400 825853
KENDAL, Aluys of Ken
LAD 4RA Tel: 53
PENRI'IH, Haryers Cycles:
CAlL 7l Tel: DI768 B4 475
WOIII(iNCTON, ToyTown:
CAT4 INGD Tul: 011904 73 322

DERBYSHIRE

= GW CHESTERFIELD:
11 Knifesmithgate,

0 781

540 1R Tel; 01246 271118
facehoal com/GWChesteriiohd

GW DERBY:

41 Sadler Gate,

DET 3NR Tel: 0133 237 1657

facehouk.com/GWDethy

ASHBOURNE, Lumbards Toy Shop:
DEG 1GG Tol: 111335 345115

SKI7 BJY
CHESTERFIELD, Midland Co-op:
540 TUN Tel: 01246 220 200

DERB\' Tokye Otaku:
Tel;

1322 311355

Tel: III-IS" B53 548
ELKETON, Mldland Co -0
DET 55G 159 3;
MATLOCK, Shaue

DIES 3AC)H Tel: 11639 562 482
RIPLEY, Chimera Leisure:
DES 30U Teb: 017, 47H44

STANLEY COMMON, Oakiield Farm:
DE? HFP Tel: 079649 534912

* GW BARNSTAPLE:

8 Queens Houss, Oucen Street,

EX3E 8H] Tel: 01277 B59115
facehiook, com/ GW Bamsiaple

GW EXETER:

31a Sidwall Strect,

EX4 BN (34 245 0305
favebonk com/CWExeter
GW PLYMOUTH:

85 Corpwall Strest,

PL1 LR Tak: 077
faceboak.com/GWPlymistly

= GW TORQUAY:

12 Markel Streel,

TQ1 4AQ Teli 0140 320 1036
inceboal.oom/ GWTonquay

BRIXHAM, Mamlr Miniatures:

05 BEJ DIB0D B2 555
CULLOMPTON, Nanna's Toy Chest:
EX15 118 Tol: 01884 H19517
DARTMOUTH, WG Fillar & Co:
T AN Tel: 1603032 139
EXMOUTH, Collett's Model Trains:
EXB 1L Tel: 0785 98A570
HONITON, Pmsslpl
EX14 THG o404 540612
KINGSBRIDGE, The Trading Post:
107 1PG Tel; 01540 652 923
NEWTON ABBOT, Trago Mills:
TE312 Bji Tel: 01626 B21111
OKEHAMPTON, Kinderbox:

EX20 1AW Tel; 01037 659950
PAIGNTON, Paignton Model Shop:
(4 3BV Tol: (1603 555862
PLYMOUTH, Antics Model Shop:
PLL DU Tel: 11752 221 851
PLYMPTON, Nimrif Models:

PL7 2AL Tek: 01752 511994
SIDMOUTH, Gluidnns Toymaster:
EX10 BLZ Tel; 01355 516645
TAVISTOCK, Kaleidoscope:
PL19 DHE Teli 01022615 236
TAVISTOCK, Games and Computers:
LIS 0DD Tel; (1022 1620
TEIGNMOUTH, Jackmans Toybox:
T4 BEA Tel: 01626 70755
TEIGNMOUTH, M Cubed:

T4 BPE Tel: M 626 870995
TIVERTON, Banbury's:
EX16 HOT Tek: (71804 252
TORRINGTON, Toyzone:
EX3H BHE Tel: D805 624 TH
TOTNES, Finishing Touches:
TOR SRW Ted: 01003 BG2I44

GW BOURNEMOUTH:

85 Commercial Road,

BI!" RT Tel: 01202 319 292
sk comy GW Haurnenouth
GW POOLE:

Unit 12 Tawngate Contra

BH15 TER Tel: D120 268 5634
facebook.com/GWPaale
BLANDFORD, Inspiral.ions:
DIt TP Telt 01250 400995
BOUFNEMDUTH, HobbyCraft:
BH22 9D Tel: 0B4% 051 6520

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(%) These Hoblby Centres are closed an Mandays and Tuesdays.

PREMIUM STORE

Stocks mest of (e product range,*

NEW STORE OPENING

Nrrficates tiew stockists

* Ta be e they harve what you want in stock, we recammerd enlling e stare firs.

BRIDPORT, Frosts Toymaster:

DT6 3P Ted: 01308 422 271
CHRISTCHURCH, Simple Miniature Games:
BH23 1F8 Tel: 01202 419721
DORCHESTER, Dorchester Toys:

0711 18Y Tel: 013075 267 152
SHERBOURNE, The Corner House:
D79 3Ll Tel: 01935 815 615
SHERBOURNE, The Toy Barn:

7Y 4% Tel: 01935 815 040
SWANAGE, Leonard's:

BH1% 16T Tel: 01929 426095
WEYMOUTH, Howley’s Toymaster:
D14 BHO Tel: 01305 779235
WIMBORNE MINSTER, Riverside Toys:
BH21 1IN Tel: 01202 881754

GW CHELMSFORD:

Linit 4C, The Meadows Cenire,

CM2 6D Tel: (124 544 B041

facehook com/GWCheimeinrd

GW COLCHESTER:

2 Shorl Wi

O 1N 7

faceboak.com/GW Cnlchester

GW SOUTHEND:

12 Southcharch Road,

551 Tel: 0170 2461251

facehook com/GWSouthenl

GW THURROCK:

Undt 4158, Level 3, Lakeside Shopping Centre;

M2 27) Tel: 0170 886 7133

fagobook com/CWThirrock

@ HARLOW, Marquee Maodels:
CM20 1XS  Tel: 07279 423 334

BASILDON, HobbyCraft:

8514 1TWP Tel: (045 051 6536

BILLERICAY, T:?'! N Tuc

CM12 9Y8 01277 650444

SRAINTREE, Klﬂmne Toys:
7 3YA Tef

793
BR.\\INTREE Games Cellar:

Tel; 01376 552755
BRENTWCIDD{ B&M Cycles:
M4 ARG Tel: 01277 214 342
CHELMSFORD, Hobh-pi:raft
CM2 HXE I: 0854 051 6572
CLA.CION ON SEA, clacm Art & Crafl Centre:
CO1571A ¥ 43b 346
COLCHESTER, -!TK Gaming:

CO4 5EG Tel: 01206 735300
HARLOW, Hohhyl:raﬂ
CM20 2 Tek: OB45 51 (565
RA\"I.EIC-H Gamerz Nexus:
556 7HL Tek 07875 957506
SOUTHEND ON SEA, Wayland Games:
01702 668750
HORNCHURCH Tu!c Have
RMIZATN Tel: 1708 4
MALDON, Colin Bliss Models
CMa SHZ Tel; 01621 851 327
RAYLEIGH, Toys N Tud
556 TEW Tol: 1268 775 501
SAFFRON WALDEN, Game On:
CEIO 1A Tel: 01709 506 022

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pittville Street,

GLAz 24 Tely 0124 222 8419

incehnok.com/ GWChellenham

GW GLOUCESTER:

35 Clarence Streed,

GL1 1EA Tel: 0145 250 5033

facehank.com/GWElaicestar

BOURTON ON THE WATER, Bourton Model Raihwary:

GL54 2aN Tol: 01451 B2 GG

CIRENCESTER, Cmcml le Toys:

GL7 2PR 2 01265 (536 050

GLOUCESTER, Huhlera
Tel: Q045 051

smcun, Alan ‘ryndall Lt

GLS TAN 451 705920

GW BASINGSTOKE:

3 Patiers Walk,

RGEY 76O Tel: 0125 bbb GOS0
favebank,com/GWRasingslake
GW PORTSMOUTH:

34 Arunded Street,

PO INL Tel: 0239 247 6266
farehoak,com/GWPartsmauth

GW SOUTHAMPTON:

13 East Streel,

5014 THG Tel; 0238 033 1962
facehook com/GWSauthamptan

* GW WINCHESTER:

A5 Jewry Street,

SO2Z3 8RY Tel: 0146 286 0194
facehack com/ GWWinchester

@ ALDERSHOT, The Game Shop:

#1252 311 443
ALTON, Alton Model Centi
GUI4 100 Tok: 07420 542 244
ANDOVER, Andover Toys:

SPI0 11X Tel; 01264 352 263
BASINGSTOKE, HobbyCraft:
RG.2 GHN Tel: Q045 031 6371
EASTLEIGH, Eastleigh Wargames:
5050 9)A Tel: ﬂ}“’l\ h44 1749

5&%““ M IM EH

FAI!NBOROU(H, Dark §
U4 0EN Tel: 11252 &
FLEET, Fleet Toys:

G5 301 Tek: 01252 (13949
GOSPORT, TD Books and Wargames:
PONT LR Tel: 07964 394055
HAVANT, HohbyCraft;
PO9 TND Tel: 0845

51 554

LYMINGTON, HE Figgures:
5041 9AQ Tk M 672002
MILFORD ON SEA, Milford Models and Hohbies:

5041 00D Tely 01590 642 112
NEW MILTON, Toys of New Milton:
BHIS GHY Tel: 01425 617 805
NORTHEND, Fun Toys and Games:
roz oLH Tel: 12392 696734
PETERSFIELD), Folly Models:
GU31 4AD Tel: (11730 267 932
RINGWDOD Tulys of Rlngwwd:

25 471 444

ROMSE\” Roundabo
5051 HGI Tel: 01794 512 145
SDUTHAMI‘TON, HobbyCraft:
SO IHW Tek: OB45 051 6521
SOUTHSEA, Solent Wargames:
PO4 P Tel: 02392 b
SICI THSEA Southsea Models:
Tel: 02392 733 200

= GW HEREFQRD:

40 Tign Gale,

HE4 nal Tel: 1H432 355 040

facebook.com/GWHerefard

HEREFORD, Weobley Bookshop:

HItE H5A Tel: Bi544 319292

LEDBURY, Little Shop of Wonders:

HRI 2A4 Tel: 01531 632206

I.I':DMINS‘FER, Martin's Models & Craits:
HES Tel 01360 613 7152

ROSS ON WYE, Revolulmns

HES 70V T i 0198% 562 6349

HERTFORDSHIRE

» GW HEMEL HEMPSTEAD:

14 Bridye Streat,

HP1 1EF Tel: (44 224 5752
facehaok.cam/GWHemelHompstead

* GW 5T ALBANS:

18 Heritage Clase,

ALT AW Tek: 017
facehoak.com/ GWSLAThans

= GW STEVENAGE:

5 Queensway,

SG11DA Telt 01430 355044
facelook.com/GWStevenage
BERKHAMSTEAD, Hamlins:
Hi4 241 Tel: 1441 A6 642
CHESHUNT, Creahve hi
ENE anL

786 1193

G0
HITCHIN, Mainl
5G5 108 3
LETCHWORTH G'\RDEN o, t_umbm*s Tays:
SGh ADA Teli 01462 406050
LETCHWORTH, Rowells Toy Emporium:
5 N Teli 0146 600 717
VEN!\GE HobhbyCrait:
Teli (845 051
STE\-"ENAFE KS Maodels:
561 JAW Tol: (1438 746 616
WELWYN GARDEN CITY, Fun House Toy Store:

AL GHA Tel: |r|"‘u; 391 319
WATFORD, HobbyCraft
WDI17 25F Tok: DH45 051 (538

ISLE OF WIGHT

NEWPORT, Chear Thrills:

PO 1JP 0193 530 571
NEWPORT, Toy & Models:

PO TG Tel: 01983 528 256
RYDE, The Sports & Model Shop:

PO DT Tel: 01983 B2 454
KENT

Unit s Walk, Bluewaler,
BAS 950, Tek: 0132 242 7880
Faceboak. com/GWBewater

GW CANTERBURY:

Uil 5, Iron Bar Lano,

CT1 2HN Tel: 0122 745 2880
facetinok. com GWCantortury

GW MAIDSTONE;

Fa Pudding Lane,

MET4 1PA Tel: 1162 267 7435
facebook,com/GWMaidstone
GW TUNBRIDGE WELLS:
36 Gro Road,

TNT ZAP Tel: t18Y 252 57
faceboak, com/GW Turbridze Vel
ASHFORD, Kid's Stuff:

TNEI TAR Tek 01233 H10200
ASHFORD, XPRESS Games:
TH14 BN Tel: 11233 G170
BEXLEY HE;\TH I(lt Krazy:

Tk 10T N2 298 7177
BROADSTAIRS, T:mz & Space:
CTI0 1LP Tel: 104 Kbk 100G
CHATHAM, Mayne:

ME4 4BF Tel: IH&H 400031

CRAYFORD, Hul:b-pf_‘raﬂ
DA LD M5 051 (535
DEM. john Ruper

Tel: 01304 367404
DO\"EH Turners Models:
CT17 05T Tel) 01304 241
DOVER, XPRESS Games

CT16 18U Tel: 01704 449358

FOLKESTONE, Penkraft:
€119 4D Tele 01303 279292
GRAVESEND, Steve's Collectables and Toys:
DA1E 2EQ Tel: 01474 364 465
GRAVESEND, The Stamp Cent
AT DAY Tel: B1474 534
HERNE BAY, Spearings:

Tul: 01227 374 049
I-I\"IHE, Apple Jax
CT21 51U Tek; 01303 262 602

www.games-workshop.com
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112 WHITE DWARF

Do you know of any shops that could stock our best selling products? Do you
want to earn yourself some free Games Workshop gift vouchers? Then read on...

We are constantly looking for new shops to stock our best
selling products, making it even easier for you to buy what

you need to build your armies and stay in close contact

with your hobby.

Over the last few years ma tomers have
sought out loads of new stores i area who now
stock our amazing products. Each of these customers w.
rewarded by us for their efforts!

Now, in an effort to make the hobby even more
convenient, we're again asking you to seek out those vital
shops and stores in your area that you would like to see
carry our produ

We want you to contact us with names and telephone
numbers of shops in your area who you would like to see
stocking Games Workshop products. As a guide, we tend
to stock our products in toy shops, model shops, hobby
shops, book shops, art and craft shops and computer

me shops, but we are always on the lookout for
something new so pleas
you may have, no matter how whacky they sound. If one
of your nominations becomes a stockist you will receive
some free Games Workshop gift vouchers so make sure
you send us your name, address and telephone number.

1 Want a Sore Promstion: Terms and Conditions

1. Tho | wang @ Stone’ pramuodian is-a Emited offer peovided by the Fromeer gramitously and onsch ferms as i€ deems
_ appeopriate

2, Cinty perscny ayed 12 yriars or cver s eligiblie and you s be residen in ont of the lollowitg 1o take advantage of this
promtion: Crat Britain and Maorthern I"‘Iqlld falgiim, Denmat Fintand, Moowoy, the Mothedands and Swodan,

X Thie Premaler ansy give dway prodiicts e persca it desin o have spipno aly satislied the rex) it ol (his proenotion
In s atisolut

. A Infricluad may andy |ah advantage of 1his promalkon ance: Thenefoma any individial may enly seceive ane product in
connesion with this promatian.

5, The Promater's seaff {and thair family mendoers) are not pemitted o entern the promation,

6, Thi Promater reserves the ight b dmend this ke of this promotion o any time in its absobute discretion.

7, The Bramntes msarves (hie rght 10 ond b promation at any fime

ntact us with any nominations

Simply send an email to iwantastore@games-workshop.
co.uk or write to us at:

1 Want a Store!
Games Workshop
Willow Road, Lenton, Nottingham, England

Dhafa Protection
Chamans Wieksh

aljin fo the Data Protecion Camimissic v for comemuinicaiin, administration of the
ared sacurity 5. VWi will Tt 5 frt of this promation t aayane
n—mui; Hic ik Warkshop group of compat i 18 Lunsent o unless W pETITIES 1ot restpuires U fo o 50
By submifting your persanal information you consont o the procossing of your perearal dars as set ot biov and yog confEm
that e infisrination is ccurate and comglete,

.\1.-\IL)5TO'~IE, HobhbyCrait:
MET6 85N
MAIDSTONE, Mo
MET4 5LH

TUNBRIDGE Wl.tLb IIole\Llafl GW PRESTON:
THZ HLIR ’

S[\"[\IOAKS M.mkluns
TN14 SAR Tol: 1712 454 95

SiTFI\IGBOLIk\E Fi Hul.lhles

AUGURY

PRESTON, HobhyCraft:

BOLTON, HobbyCraft:
B PRI BAF

16531
mes Emporium:

(_L[]HLHOI. Lm\%, s of Clitheroe Lid:
BET ZDA 1o 01200 4
COLME, West End Model (_Lnlrt
FBI ORT ol 0120

LEIGH, bluricluml le
WNT 1AW

CIR ﬁ}\lltk T.wln




ASHBY-DE-LA-ZOUCH, Steve's Models:
LEBS 1P Tel: (1530416
LOUGHBORQUGH, Wargames Inc:
LEET 114 Tel: 01509 F15505
LUTTERWORTH, Ace Conneclions:
LEY? 48] Tel: 01455 350345
MELTON MOWBRAY, Cobwebs:

Tel: 1664 30071

= GW BOSTON:

45 Wide Bargate,

PE21 h8H Tek: 01205 356586
tacebook com/GWBoston

* GW GRIMSBY:

5 Weit 51 Mary's Gate,

DT 1L Tel: D147 23
facehoak.com/GW Grimshy

* GW LINCOLN:

Uni SLIA, Saltergate, fo
IN2 104
facebook. com/GWiincaln

GRANTHAM, A1 Hobhies Ltd:

NGIT 9SE Tel: 01476 565989
LOUTH, (‘amhnc‘

LNT1 8ET 507 62 149
MABI.ETHORPE Eelas Toymaster:
LN12 1AL Tek: 01507 473 3200
SCUNTHORPE, Slermans Maodel Shop:
DN13 6LD Tel: 01724 8424309

SKEGNESS, The Model Shop:
PEZ5 GNY Tel: 1754 763 429
SKEGNESS, Warlords of the Coast:
PEZ5 1RY. Tel: 41754 743806
SPALDING, Mason's Model

PETT 104} Teb 1 1 456
STAMFORD, Stamiord Modeds and Hobbies:
PES IAZ Tek 1780 767934

= GW ANGEL:

306-37 Myddirton Street, J\nlgl:l alington,

ECIR 1UA Tel

facebook.com/GWAngel
GW BRENT CROSS:
Unit 74, Lawer Mall, B 5
MW IFE, Tel: 0208 207 4979
favebook com/ GWire
GW BROMLEY
Unit 24, The Mall, Bramley,
BRY TS 204
Tacebook.com/GWHromloy
GW COVENT GARDEN:
Unit 33, The Market,
WCIE B4 Tel: o2
facebaok com/GWECaventGardon

GW CROYDON:

Uil 35, Centrale Shopping Centre, Keeley Biad,
CRO TR D208 6RO 4600
Eacabaok,com/GW Craydon

* GW EPSOM:
1 High Streel;
KT19 UAD Tely 01372 751081
facehpak.com/GWEpIom

GW KENSINGTON:
shap ¥, Lancer Square, Ke
Wi AEH 1
facehook.com/ GWies
GW KINGSTON ON THA.\’\E
33 Fife Road,

K11 T5F ¥
facehank.com/ GW
GW OXFORD 5T:
Lindt F10, The Plara Sh
WiD 1y Tel

Chrch Steel,

|: A 549 F224

» GW MUSWELL HILL:

117 Alesandra Park Road,

N0 20F Tel: D20N BHS 9001
facebook.com/GWMuswel [Hill

GW ROMFORD:

12 Quadrant Arcade,
RM1 3ED ol 01700 742 140
faceboak,com/CWRemfurd

+ GW STAINES:

# Clarence Sireet,

W1 451 Tel; 0178 446 U675
iacebook.com/G! ks

GW SUTTON: y

Unif 26, Tirses Stpure: Shegpiny v,

SM1ILE Teli 0208 770 1474
fazehoukcony GamesWorkshogiSuttan
GW UXBRIDGE:

Theapues Mall, Tie Pavilions. s.‘vunm‘fulm
l B 1LN Tel: 0159
Tacobaok comi GWLixbridge
GW WATFORD:

Unit €}, 1A Queen Street, Harlequin Cenlre,
W7 ILH Tek: 01923 245300
Tacebook, com GWWationl

N2 GRA
fTaceboak, com/ GWWaod Gre
EARNET. Toys Toys To oys:

XQ Telt 0208 449 966
BECKENH.I‘\M Be:l:enham Toys:

Tel: (206 505 355

BI.A('KHE:\TH 2nd Impressions:
SE3 O0TA Tel (200 A52 G152
BROMLF\' Chatterton Toys:
RR2 Tl: D204 3000

CHISWiCK Turnham ArLs and Crafis:
CRO\’DON Hnbhy(_lafl

Tul: 0845 051 6
DUlW[rH The Art Stationers

0

SEZ1 TN Tol: 0206 593 5038
EALING, Morthfields Models:
W3 s0U Tel; 0208 299 3444

EAST SHEEN, Pandemonium:
SW14 BAE Tel G208 870 1856
EMFIELD, Pearsons:

BN 6L Teli U208 373 4200
FINCHLEY, Leisure Games:

N3 20N Tel: 0204 346 2327

o
GIIEENFOIID Hr)hll}'l:raﬂ
Lfe oUW Telr 145 051 6320
HAMPSTEAD, Halppy Returns:
N3 INH 1207 435 2331
HARROW, Toy Galaxy
HAT 17H Tel: D208 4324 300
HERNE HILL, Just William

SEX4 SHU Tok ME07 733 9955

HORNCHURCH Mnde!ler; Woarld:
RMIZ SHY i 01706 630631
KINGSTON, The Pr t Gallery:
W11 3HL TEH BHAG
MUSWELL HII.I. .'\ll For Arl's Sake:
NiG 10| Tel: 020 8442 0512
LONDON, 4D M-udnlshup:
E1 BEU Tel: 020 7204 1208
ORPINGTON, clups
BRG OIR Tel: 01642 227
ORPINGTON, Huhb}'(_la
BRS IRP Tel: 0445 0516
PUTNEY, Taystop:
SWIS1TW Tel: U208 705 9955
ROMFORD, HobbyCr:
RMIT 1AL Tek o0
RUISLIP, John Sanders:
HAL B8 Tek: OFRYS 634 548
SOUTH WOODFORD, South Woodiord Library:
E16 205 Tel: 0208 708 9067
VIC'IORIA F.v\lh( The Tayhox:
Teli 0208 533 25
WA'IERLDO Dark 5|‘||| e
SE1YN] I
WESI DID\\"TON, TheAwahnn Shop:

Tel: THAS5 442121

* GW ALTRINCHAM:
Uinil 1, 19 Graftan Strect,
Wwaid 10U Tel: D161 929 9896
Tacehond, com GW.Allrincham

GW MANCHESTER:

Linit B35, Marsdon Way Soath, Amdale Ce
MAIAT Tel: (161 034 6471
facehook. com/GWManchester
MANCHESTER, Fanboy 3:

M1IFE Tel 01422 378 532

e
MERSEYSIDE ARER

GW LIVERPOOL:

13b Central Shopping Centre, Rancleigh Strest,
L1108 Tel: @151 200 0961
facebook com GWLverpoal

051 6545

Uindl 2, The Edge. 7 ¢
PRI OTE Tel: 0170 450 1255
facebook com/ GWSauthport

BRIMSTAGE, Wargames Store:
CHAT 614 Tel: 01513 421 203

ST HELENS, Scott Rock Hobhies:
WAY 3N Tel: 7512 096742

ST HELENS, Rennies Arts and Crafts:
44 739660

WATD INW fel: M2

NORFOLK

* GW KINGS LYNN:
23 Norfolk Street,

PEIO 1AN
fareboakicom/GWKing
GW NORWICH

i} Exchange Street,

2 1AT Tel: 0160 376 7650
facebook.com/GWNarwich

CROMER, Cromer Furniture:

NR2T 9HT Tel: 01263 515153
DEREHAM, Starlings TOfmaster:
NR19 TTR Tel; 01362 697 760

GREAT YARMOUTH, Kerrisons:

MR INT Tel: 11493 853 191

HOLT, Starlings Toymaster:

NEZS BEN Tel: 01263 713 101

HUNSTAN'I‘ON ?a\flllnn Tﬂ'ymzster
333 108

A
NORWiCH Kemsun;
Tel: D1603 494 D0%
NORWICH I.:mgle
NRTY GLH nn.m H21959
NORW[CH Starwynn Games:
Tel: 01H03 6ITY20
SHERINGHAM, Starlings Toymaster:
NItZ6 HO5 Tel: 01260 622 361

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Stroal,

NN BOH Tel: 01536 471174
Tacebook.comy GWEeltering

= GW NORTHAMPTON:

24 Abington Sguare,

NNT 444 Tel: 01604 636 607
facohaok.com/GWNorihamgion
NORTHAMPTON, HobhyCrait:

NN 5AF Tek OB45 051 6523
NORTHAMPTON, Wargames Workshop:
NAT 4K b 07911 775263
PETEI{BOROUGH HaohbyCraft:

i1 4 Tel: 0045 051 H363
RUSHDEN. Osharne Sparts & Tays:
NNTO OPE Tel: 01933 312 415
WELLING!!ORDUGH, Software Seller:
NNE 1B 1 01953 440 fied

llllIITIIIHIIIIII.IIIn

CORBRIDGE, The Village Square:

NE45 5AW Tel; 01434 634 036
MORPETH, TG Allan:
NE&T TBA Tol: 11670 515136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
344 Friar Lane,
NGT 600G Tek 0115 948 0651
facehook.com/GWNattingham
GW WARHAMMER WORLD:
Willew leadd, Lenbom,
NGT IWS Tel: 0115 976 8410
Eacehook com/GWWarhamamerWorld
@ MANSFIELD, Eye of the Storm:
NG18 5BU Tel; 01623 238%1%

ARNOLD W Boyes & Co Ltd:

G5 Tel: 01759 'N.I 106
BEESTON, Chimera Lei
NGS 2LH Telt
MANSFIELD, TC Painting Studios:
NGZ1.9DA Ful 11623 40841
MANSFIELD, The Games Emporium:
NGIE 1NG Tel: AFTREE G4 22
NEWARK, Access Model
NG24 1BE Tel: 01636 673 116
NEWTHORPE, Caliver Books:
NGT6 208 Tel: 07159 382111

NOTTINGHAM, Foundry Miniatures:
NG 1DE Tel: 0115 $413000
NO'I'I'INCHAM, Hubbyl:ra([

NGI 3GE I 0845 05

NOY NCHAM, Vague Connections:
NG1 3H Tel: (7116 970848
RETFORD, Bookworm:

Tel: 01777 869224

24

DNEL BEA

WEST BRIDGFORD, Inspiral!ons
NG2 5GR l!lllln‘ld'l"
WORKSOP, Model Base

S8 1Y Tl: 11908 501 752
GW OXFORD:

TA Bush House, New' Inn Hall Street,
OX1 204 Tok D165 242 182
fzcebook.com/GWOsford
BANBLURY, Trinder Bros:

OX16 58N Tel: 01 J"H 261 546

DIDCOT Toys-LIK:
OxX11 6R| Tel: 01235 759450

GORING ON THAMES, (_.mlng H.mimre:

RGE HHG Tel; 01491 7k
DOXFORD, Boswells T m.\sler‘
O 3AG Tel: (1045 241 244

WALLINGFORD, Kev's Toyshop:

OX10 DEW Tel: (1491 825136
WITNEY, Dentons:
OX28 GHW Tel: 01993 704 979

SHROPSHIRE

GW SHREWSBURY:
ir Market Street,
51 1LE Tel: 0174 336 2007
facebaak,com/ GWShrewshury
LLINGTON, Questing

TEL 1P el ar
JACKFIELD, Robert Harrop Ues.gns Lid:
TEE 71 Teki 01952 84503
OSWESTRY, Totally Games:
SY11 282 Ted: 07691 GBE 994
DONNINGTON, Sanda Games:
TFL BAF Tel: 01952 676 722

WHITECHURCH, Malibob Toys:
SYTL1AF Tel: 01948 541395

SOMERSET

GW BATH:

15 5t Janses Parade,

BAT UL Tel: 0722 531 4044

facchaok com/GWHiath
BRIDGWATER, Insane Games:
TAG JBW Tl 1278 433554
BURNHAM ON SEA, GW Hurley:
TAB IPA Tel: 01278 789 201
CLEVEDOM, lnsaneﬁa g
BS21 6ND 01275 71012
FRGME, The Ellenbmy Press:
Tek: 01573 462139
FROM.L Frome Model Centre:

RATT 104 Teli 01373 465295
MIDSOMER NORTON, Signals:
A3 200 Tel: 01761 42404

SICIMERT[IN, Somerton Hobbies:
TAT1 GO Tel: 01456 273755
STREET, Insane Gam
BATE HHP
TAUNTON, Kra(‘kers.
TAT 4ER Tel: 11623 305 057
TAUNTON, Hatcher & Son
TAZ BRX Tel: 1823 27
WEI.LS Insane Games:

AW

Tok: 01749 679911

8 441443

ok 01749 676 217
WESTON SUPER MARE, The Gantes Bunker:
BSI3 IRH Tok: IIWI-I 622141
WIRRAL PARK, ?zdalm 'leymasier
BAL E Tel: 01454 B34 51
YEOVIL, Witch Engi
BAZI 'I.\'II Tel: 01935 427077

STAFFORDSHIRE

« GW BURTON ON TRENT:

Unit B, Union Coart, Union Street,

DEH TAA Tel: 0120 453 5065
facehonk.com/GWlurton

GW STOKE:

27 Staiived St

ST Tel: (170 220 5267

facelmok, oo/ GWStoke.
BURTON ON TRENT, Midco Toys:

DE14 1[E Tel: 01332 347734
FENTON, Guys That Gam
ST4 2QA Tel: D2OR1 {1IIU4II

Tel: G4

sl’AFFGRD Midlands Co-op ﬁ«uuety
116 28 Tel: 01785 223431
SI'AFFOP.D. Sl:{ffnl'd Game:
ST16 IHS Tel: 11785
STAFFORD, Too Fal Goblinz
ST16.2NQ Tel: 017HS 244 49
SI'OKE OMN-TRENT, Staffs Gami

T3 2NN Tel: D780 530 8218
TAMWORTH HobbyCrat:
B AHE Tk D45 051 6525

SUFFOLK

GW IPSWICH:

61 Weslgale Streel,

171 307 Teli 01472 210 031
facebsok.com/GWIpswicl

BECCLES, Toy Box:

MR OHE Teli 01502 712 Ya5

BLRY ST. EDMUNDS, Apocalypse Miniature Wargaming
133 344 Tol: 111284 747363

BURY 5T. EDMUNDS, Starlings Toymaster:
1933 188 Tol: 11204 761 646
FELIXSTOWE, Wizards Workshop:

i 2Aw Tel: 01394 277 333
LOWESTOFT, Annalar:
NR32 IHB Tek 01502 517477

MEWMARKLT, Moons Toyland:
CHA UG Tek: 01630 663 147

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

i#) These Hohby Centres are closed on Mondays and Tuesdays,

PREMILM STORE

Stocks most of the product range.*

NEW STORE OPENING -
Inadicates new sinckists -

* T be s thy have what you want in stoek, we recomment calling the shore first,

STOWMARKET, D ] Collectables:
P14 1AH Tel: (1449 771 015
STOWMARKET, Simpson & Sons:
14 1HA Tel: 01449 612 914
SUDBURY, Tinetty's Toys:

cotn L Tel: MI787 J:.{.!ZIH
WOODBRIDGE, Toytown:

P1210H Tek: 01394 38_1 170

SURREY

GW GUILDFORD:
Lmit 1, 9712 Tunsgale,
GUT 3QT :
facebook.com/GW Gl
GW WOKING:

Unil 3, Cheary Court, 169 Church Str
GLZT BH) Telt 0148 377 1675

Tacehook, cony'GyWWaling
ADDLESTONE, Addlestone Model Centre:
K115 268

Tel: ﬂ|n3.. 814 i

Tel: 01276 685160

COBHAM, Funlasia
K17 2R Tel: 41932 867374

DORKING, Dorking Models:
JH4 1AL Tel: D130 081 747
FARNHAM, Enchanted Wood:
Tul: 1252 7E2222

GUS 7RX

HASLEMERE Enchanted Woor
GUZT IHR Tek: 01426 64E900
OXTED, JH Lorimer:

HHB DOA
REDHILL, Gamers Gui
RH1 1BB Tel: 01
REIGA‘IE The To{ ShoP
HHZ Al 1737 245 300
RICHMGNLI Tay Station:

W4 1EE 08 940 4896
SURBITON, Htmu and Legends Games:
KT 7AR 1 (121

ShLaH) .
WOKING, HobbyCraft:

G2 fET Tel: (K145 051 6356
SUSSEX ARER

GW BRIGHTON:

Ukt 7, Nile Pavilluns,

BNT 1HW Tel 0127 30 3333
facebuok.com/GW dan

= GW CRAWLEY:

11 Braadwiy,

RH101DX Tedi 0129 355 2072

fngehooh.com GamesWaorkshopCrawbey
* GW EASTBOURNE:

3t Cornilehd Road,

BN A0G Tel: D132 b4 1423
facehank.com/GWEasthaurne
= GW WORTHING:

2 Bath Place, Warthing,

BN1T 364 Tel: 0190
facchaok,com! GWWorthing
BEXHILL ON SEA, Tiddys Tackle:

TNan 10X 1|| m1424 222024
BILLINGHURST, Aurora Gaming:

Tel: (403 701 991

BOGNOR REGIS, Tnins Motels and Hobbies:
PO 1EH 01243 B4 727
BRIGHTON, Erlghban 'l’u;-

N1 1AD Tel:
BRIGHTON, Onsiaug,ht Games:

DX DEW Ted; 07927 S63541
BURGESS HILL, Kid's Stufi:
HHIS 9NP Tel: 011444 257 724

CHI:CHESTER Kid's Stuff:

Teli 01243 THH055
CHICHESTER. Tn wizz:

P19 105 Tel: 01243 78I 055
CRAWLEY, HobhyCraft

JtH11 75T Tel: (645 051 6552

EAST GRINSTEAD, Martells of Sullon
RH19 1BE Tel: 01342 307303

EAST Wm’EEING S'IE" !'oys an:l Gifls:
PO¥20 BBL Tek:
HASTINGS, Hashng‘ Hul:h
TN THL Tek: 01424 2000
HAYWARD'S HEATH, Clark
RiF16 4LL Teli 01444 45
HORSHAM, Battleguest Games;
RBH13 3AA Ted: 07401 242003
HOVE, Kids Dreams:
B3 510 Tel: 11277 420 666
LEWES Tashtori Arts and Crafts:
i Tel: 01273 487670
SEAFDHIJ Toylown:

BN25 TPL Tel: 01323 895 631
ST LECINARDS ON SEA, Silverhill Models and Toys:
TNAT G Tel: 0424 431 130

STEYNING, The Dollhouse Shop:

N34 3RO Tel: D1903. 016812
UCKFIELD, Kid's Stufi:
TN22 500 Tel: DI825 7o 1A

WISBOROUGH GREEN, Aurora Gaming:
RH14 OES Tek: 01403 7071991

TYNE AND WEAR AREA

GW NEWCASTLE {(Central):
1 5, Mewgale Shopping Cenlse,
2 2418

[ Tel: 019
facebook.com/GWNewetle
GW METRO (Metro Centre):
Unit 2, First Flooe, The Arcade
[near e Meditermanean Village),
NET1 9¥L Tel: U1 447 0950
facehonk, com/GWMetroCentre

= GW SUNDERLAND:

2538 High Streel Wesl, Surderland,
SR1 3DH Tol: 01915 100 434
facobook com/ GWSumderkand

HOUGHTOR LE SPRM The Gamers Oufpost:
Teel:

144 41w i 01191 85 H30
GATESHEAD: HobbyCra&
NET1 GBD Tel: 0443 051 6547

NEWCASTLE UPON TYNE, Fantastic Toys:
NEI ;QL Tel: 17612 511001

‘sll- U?Qg! Rkl M?ﬂa i

NORTH SHIELDS, SR Gladston & Son:
NEZB G0 Tal: D1412 570 333
PELAW, Graham’s Wuerkshopy:
NET0 OHW Tol: 01914 H90744
SOUTH SHIELDS, Hawthorn Arts:

NEIT 4LU Tel: 01914 560022
SLINDERLAND, 'ln.{ nd Compuler Store:
SHI 3H Teli 0197 565 5156

GW COVENTRY:
it 39, Lipper Level, Cashedral Lanes Shoppisg Cenlre,
V1L Tel; 0247 622 7311
facebonk com/GWCoventry
* GW LEAMINGTON SPA:
12 Regenl Streed,
V3T 5l Telt (11926 435771
facehook com/GWLeamingtonspa
= GW NUNEATON
3 Bridge Streed,
CVI1 40 Tol: 02476 325754
facebaak.com!GWhuneatan
* GW STRATFORD:
Unit 1, 27 Windior Sireel,
CVI7 BNL Tok: 01769 297 262
faceboak com/GWSEratior]
CO\"ENTII\' Alan Tyndall Ltd:
Tel: 02476 531155
LO\"ENTIIY HaobbyCrait:
Tel 0845 051 6334
LEAMINCTON SPA Avon Toys:
VA1 ARR 926134922

NUNEATON, Heart of En,
CVI1 BIX Tel: 247
RUGRY, Joto Railways & Models:
CV2 56 Tul: (7708 562 372
SOLIHULL, HobbyCraft:
#90 4LD Tel: 0045 051 6562
E{RATFORD LPON-AVON, Much ado ahout foys:
Tel: 017H9 295 §50
W.-I\RWICK Castle Trains:
V34 4HS Tuk: 01926 497 905
WOLVERHAMPTON, HobbyCrait:
Wyl 1ap Tek DO45 057 6543

WILTSHIRE

GW SALISBURY:
1B Winchester Streel,
SPT1HE Tel: 0172 239 0955
facehonk.com/GWSalishury
GW SWINDON:
18 Brurel Plaza,
SN1 1LF Tol: 1179 343 6036
facchouk.com/GWSwindan
CHII'PENHAM Thorntons Toymaster:
5 Tel: 01249 463100
DEV ZES Devizes Toys:
SN0 IAG Tel: 11360 723 141
MARLBOROUGH, Duckings Toys:
SMA THE : 01672 512170
MELKSHAM, Gam ngalor
SNIZ GiLE Tk 01225
MELKSHAM, The Tnyshog
SN12 6LE a1225 701 24
SWINDON, Clzu tra's Palace:
SN2G TEA ;01793 724526
SWINDON, HobbyCra
SN 4ES (1843
TROWBRIDGE, !'he Tay Shop:
Tel: 01225 768 415
w:smunv The Gas Cupboard:
BA1 IPB Tel: 11373 825 £25
WESTBURY, Triple Helix War,
BALD 415 Teli 11373 855 'ulm

i iiadaaili
WORCESTERSHIRE

GW WORCESTER:

4 Lychgate Mall, Cathedral Plaea,
WR1 205 Tel: 0190 561 6707
facehnak.com/CWWorcesler

DROITWICH, HobbyCrait:

ﬁlénd Co-op:
(FER

]

6551

Wit DG Teli 0745 051 b4l
DROITWICH, Look-rite Ltd T/A Toywaorld:
WRY BE| Telr 11995 772 404
EVESHAM, Gift Horse:

WRIT 48 Tel: {11406 761535
EVESHAM, Total War, g

WRII 7HE Tel: 11403 Bi1080

MALVERN, The Toy Corner:
WEid 31T

Tel: 16A4 577544

DY 1EF Tek unu—: ATAsAR

YORKSHIRE

* GW BRADFORD:
4 Piccadilly, Hradiond,
OO LW Teli 0127 473 9430
facebook.com/GvWHradiord

= GW DONCASTER:

26 High Streot, Dancaster,

DNT1DW Tel: 0130 232 0545
favebook.comd GWDnncaster

= GW HARROGATE:

53 Slathon Pardde.

HEGY 11T Tel: 0142 356 4310
favebonk com/GWHarogate

www.games-workshop.com
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GW HULL:

30 Paragon Streel,

HE 3ND Vel 0140 256 9576
facehank.com/ GW Hall

GW LEEDS:

38A Lands Lane,

151 bR Tol: 0113 242 0034
Fagebook com/GWLeeds

= GW SHEFFIELD (Central):

16 Fitrwilliam Gate,

51 aJH Tel: 0114 275 0114
facehook,com GWSheiicid

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Stroat, Lipper Mall
next to entrance near Bools),

5% 1EN Tek: 0114 256 9056
facebook.com/GWhesdawhall

GW WAKEFIELD:

6 Kirkgate, The Ridings Centre,

W 1TH Tel: 0192 436 9431
Facebook com/GWWakelield

GW YORK:

13A Lendal,

YO 8AQ Tel: 6190 462 8014

tacebook.com/ GamesWaorkshapYork
SHEFFIELD, Wargames Emporium:

51 2F8 Tel: 01742 754 8lh
BARNMSLEY, Janco Toys:
AL Tel; 07 4

570 5/

BRIDLINGDON, W Boyes & Co Lid:
YON5 2DN Tel: 01262 609 111
DEWSBURY, Cosmic Toys and Collectables:
WF13 1LF Tel: 01924 650340
DONCASTER, Zone Out:

DINT 2PW Tel: 01302 B10285
DRIFFIELD, Sokells:

YO 65 Tel: 01377 252101
GOOLE, Hall's Music:

N4 r-Bll Tel; 01405 764191

HAL!FAX Halifax Modeliers World:
Tel: 01422 349 157

HUDDERSFIElD Patriot Games:
Tel: 01484511019

IIDI 100

HOS 50 01484 71 .
HUDDERSFIELD, Something Wicked:
HD1 18T Tel: 01484 559 226
HULL, Archeron Games:

HULL, HobbyCraft:

HLN 21X Tel: 0845 051 G566
ILKELY, W Boyes & Co Lid:

L529 BHO Tel: 01943 601 344
I.EEDS Leeds Wargaming Centre:
L57 2JF Iarll‘g:?"n'lgﬂlb“‘

LEEDS, HobbyCrait:
l‘ﬂﬂ Il\\u' 'lu|: IJ&-IS

REET
NDR'IHJ\LI.ERTON Chips Nnrlhallelan
INA Tel: 11609777612
NORTHAI.I.ERTDN, T & FM Grover Lid:
Tel: 01609 773 134
P[CKEHING !’ll:lwrmg Model Centre:
Tel: 01751 472 762
RIPON The Knowledge Magnet:
HG4 1PA Tel: 01765 GHITTH
SCARBOROUGH, Space, Myth and Magic:
YOI1 1HQ Tol: 0H450 441 111
SCARBOROUGH, W Boyes & Co Ltd:
YO 1HS Tel: 01723 375301
SHEFFIELD HDhI:'rCl
1B

SHEFFIELD Imp.\cl LIK:

Tel: 01909 360 273
SIUF‘ION Craven Model Centre:
HD23 11 Tel: 01756 797414
THIRSK, The Artist’s Palette:
YOT TAA Tek: 01845 574457
WHITRBY, lohn Anderson Toymaster:
YOI2 48G Tel: 01947 602 213
HUTTON LE HOLE. The Craft Workshop:
YORZ GUA : 01731 417926
\‘OIIK, Tﬂwellmg Man:

Tek 01904 620 7O7H
\'OIIK W Boyes & Co Lid:
YO 7LS Tel: 01908 610 £6O

GW BELFAST:
204 Castle Court,
thawards the back of th
IR0 Tel:
frcebook, com/ G Belfast
BALLYMENA, Camerons:
BT43 6ER Tel 028 2564521
BANBRDCE, Roger's Toymaster:
BT32 311 Tel: 0741 20622225
BANGOR, Replay Games:
BY20 580 Tel; 028 91452210
BELFAST, Arts and Hobby Belfast:
BT 918 Tel; 420 9013 2540
EEI.I'AST Serenity Games:

Teli 020 9024 9578
COLEIb‘\rNE Netramedia:
BEA2 1IN Tel: O7H13 M05966
COUNTY ARMAGH, Creative Destruction:
060 1TF Teli 42637 552417
ENNISKILLEN, Modellers Comer:
BT74 TEW Telt 028 BE3IZ2IET

GW ABERDEEN:

Unit 1, 12-14 Upper Kickgate,

ARTO 1BA Tel: 0122 464 9779
Tacebuok.com/GWAherdecn

* GW AY
it 2, Lame Arcade, 115 High Stroet,
KAT 158 Tel: 1292 245 650
facebnak.com/GWAyr

GW DUNDEE;

110 Commercial Street,

001 2A) Tel: 0138 220 2302
facebuah.con/CWDwades

GW EDINBURGH:

134 High Street,

EH1 105 Tel: 1731 220 6540
facehoub.com/GWElinburgh

* GW FALKIRK:

12 Cow Wynd,

(LAl Tel: 1132 462 4553
Tacebook. com/GiWFalkirk

51 6526

onlrel
1% 0233684

WHITE DWARF  AUGURY

GW GLASGOW;

#1 Union Street,

G13TA Tel: 6141 221 1673
faceh ook com/GWGlasgow

* GW LIVINGSTON;

26 Almondvabe Centre,

M54 GNE Tel: 01506 443256
facebouh.com/ GWLIVingsion

* GW STIRLING:

43 Parnlon Street,

FEBE THF Tel: 01706 459009
Facebouk.com/GWStiHing
ABERDEEN, HobbyCraft:

AL SIT Tel: 0845 U5 1 367
ABERFELDY, Cmssﬁm Hohby:
Tel: 01087 829 51

ANGLS, Haqs

LT Tel: 01307 463263
ARBROATH, Hags:

B 1ML Tel: 01241 872195
ARGYLL, Alba:

PA34 JAR Tel: 01631 563645

AYR, Toy Town:
KA7 1LL Tek 07292 282945
DINGWALL, Sports and Model Shop:
V15 ORY Tel 01349 862 346
DUMFRIES, Toytown:

Tel: 01367 264804
DUNFERMI.INE Abbey Models:
KY12 7NH Tek: 07383 731 116
DUNFERMLINE, Walkers Opticians:
KY11 98H Tel: 01383 D21 GOS
EDINBURGH, HobbyCraft:
EH15 3RD Tol: OB45 051 H561
EDINBURGH, Marionville Models:
EH12 ALX Tek: 01313177 o

EDINBURGH, Toys Galore (Mid Lothian):

EH4 DR Tel 013133 26194
EDINBURGH, Toys Galare (West Lothian):
EH10 40P Tel; 0131 447 1006
tLGIN Junner's Toymaster:

Teh 01343 542 402
$ALKIRK Little Monster Toys:

Tel: 01324 670070
FOI!T WII.UAM The Granite House:
PH33 6AD Tel: 01397 703 651
GU\SGOW Static Gam

5 Tel: 0341 5529785

CLASGOW HobbyCrait:
G4 901 Tol: 01543 051 6355
GREENOCK, Arls, Craﬂs & Hohhles
PATS TDE a5 2
HAMILTON, Ink

ML 6L Telr ulr.‘m 2
HELENSBURGH, Acorn Al

G4 HAW Tel: 143
INVERNESS, Heroes For 2

I¥1 10k Tel: N4bd T1717
INVERNESS, Inverness Modelshop:
¥ 1 Teli 01463 712448

INVERNESS, |unnzrs Tn}'maslur'
1¥1 104 Tel: 1146
INVERURIE, MDdels U :
ABST 3X0} Tel: 11467 672 277
KIRKCALDY, 'II|E Hope Chest:
KY1 (ED 11592 260 116
KIRKCM.D\' 'K m of Advenlure:
Tel: 11592 378121
KIRKCUDBRIGHT Solway Books:
DG SHZ : 01557 330633
KIRKWALL, Cycle Orkney:
KW151AQ Tel: 1856 875777
LARGS, Bus Stop Toy Shop Ltd:
KA3D BH] Tel: 11475 689892
LIVINGSTON Wnrfds at War:
[H54 56D Tel: 11506 454013
PAISLEY Paisley Model Shop:
Tel: 1147 BUG 4221
PEIH'H The Gamers Pad:

PH2 UEP Tel: (11738 242 836
PERTH, Intrepidations:
PHZ LT Tel: 0173 B56 1900

PETERHEAD, George Donald Ltd:
AB42 10T Tok 01779 474 737
PETERHEAD, Peterhead Puffers:

AB42 1TE Tol: 01774 481102
SHETLAND, Harrzs Dept Store:

ZER OLL Tok 01395 653 197
STEWARTON, Annic Arls:

KA3 SBY Tek: (1156 483400
STONEHAVEN, Tcrymasler Toyland
ABES ZRS Tek 01569 766333

STRANRAER, Dlsl:lwe
DGO TRS Tek: 017
THURSO, Durr:

O00EY

KW14 7AN el DTB47 091 169
GW CARDIFF:

31 High Street,

CFI01PL Tek: 0292 064 4917

acebookcom/GWEardiff
* GW CARMARTHEN:
19 Bridye Street,
5A91 Tel: @1267 231200
facebuak.com/GWCarmarfhen
* GW CWMBRAN:
30 The Parade, Cwmbran, Gwend,
NP4S TP Tel: 01633 674 070
facebook.com/GWCwmbran
= GW NEWPORT.
11 Griffin Street,
P2 TGE Telt 0143 425 6295
faceboak.com/GWNewporl
GW SWANSEA:
53 Kingsway,
SA1 GHI Tely 0179 246 3969
faceboak.com/GWSwansea
ABERYSTWYTH, Alhatross:
S¥21 2N Tel; 01970 617 636
BRECDN ) Clark Toys & Giits:
Teli 01074 622 865
CAERPHILL\" et Models and Hobhies:
Tel: 02920 BADGOD
CAERNARFRON Austins:
L1155 1NS Teli 01286669040
CARDIFF, Firestorm Games:
CFI0 300 Tel: 02920 227117
CARDIFF, HubbyCla[
CF11 AL
CARDIFF, Ulakuznku
CFI4 4AA Tel: 07097 2050
CHEPSTOW, Artists Corner:
NG SEW 29T 627 093

16558

COLWYN BAY, Hippo Toys:

LL29 THS Teli 01492 534 169
DOLGELLAL, Waterloo:

40 1AL Tel: 01347 423 407
HAVERFORDWEST, Emrys Art Supplies:
561 INH Tel: 01437 779 646
LAMPETER, Lomax'
SAdE THO Tel: 01570 422 539
LLANDUDNO, Acme Games:

1130 2413 Tel: 01240 254708
LLANTWIT MAJOR, Rainbow Plaza:

CFe1 1XZ Tel: (1446 794 110
NEATH, Fish N Things:
SAT0GTE Tel: (1792882 199

NEWPORT, HobbyCraft:

NP20 3BA Tel: 0845 051 6540
NEWPORT, D-9 Models:

NP0 1DX Tel: 01633 222202
NEWTOWN, Crafts and Co:
SY16 2PQ Tel: 16HG27BID
OSWESTRY, Tutal[}' Games:

S¥i 1

oG Tel: 11691 GBH9G4
PEMBROKE, Draifnn Alley:
SAT1 4DA 01640 f-?l 456

PONTYPRIDD, Sugar and Spice:
CF37 2TH Tel: DTE7Y 231 378

3 i
RHYL, Games Exchange:

Tok 01745 336644
ELSHPOOL, Frontline Games:
SV TR Tel: 01934 580260

INTERNATIONAL
ACCOUNTS

ARGENTI

BAHIA BLANCA, Las Cualro PE 5

Fel: 029 14 52 57 57

BUENOS AIRES, La Cueva del Enano:
Tel: 011 52 91 49 22

BUENOS AIRES, Warzone 5A:

Tel: 011 47 10 00 40

LA PLATA, Septimo Portall Comics:
Tek: 022 14 22 15 67

MENDOZA, El Baron Rojo:

Tel: 034 14 24 10 54

GW ANTWERPEN:

Viembackstraal 11, Antwerps, Antworpen2oa
Tek: 03405

fncebook.com/GAWAntwerpen

GW GENT:

St Niklaasstraat 172/19, Gent BUOM)

Tek: 09223 9120

incehook.com/GamesWaorkshopGent
HASSELT, Oberonn:
Tel: 111 351 350

@ MECHELEN, De Spelfanaat:
Tel: 015 14 59 07

AALST, Hermelijn:

Tek: 053 41 48 66

AALST, Highborn:

Tek; 045 T 64 47

AARSCHOT, Ingelberts:

Teh +32 16 56 62 73

ANTWERPEN, Celtic Cross:

Tek: 07 263 §1 63

BRUSSEL, Au Chaudron Magique:

Tel: 0470 67 B 49

BRUSSEL, Intelluys Anderlecht:

Ted: 025 23 JN

BRUSSEL, Inmloys Ixelles:

Tol; 025 14 17

DENDERMONDE. Utopia Games:

Tel: 052 52 31 99

DEURNE, The Gamestore:

Tel: 0433 25 55 35

GHENT, World's End Comics:

Tel: +32 {00) 222 05 76

HALLE, Het Spelplezler

Tel: 1472 45 67

HALLE, M]shr.\’s Playground:

Tel; 023 61 58 5

HALLE, 'ani Toys

Tek: 023 56 04 03

HEIST-OP-DEN-| BEKC RC Vulture:

Tel: +3 473 82 5

xcll:suns, Del'lz Tnys

Tel: 58 51 10 14

KONTICH, Janneke Maan:

Tl 03 444 21 34

KORTRIK, Albion:

Tel: 056 32 43 07

LEUVEN, Spelfanaal Leuven:

Tel: 016 B4 36 30

MNEERPELT, ‘t Spellenhuis:

Tel: 011 74 49 79

OVERIJSE, Intertoys Overijse:

Tel; 025 B7 42 53

DOSTENDE, King Arthur:

Tel: 0534 51 57 56

ROESELARE, I!la(‘k Border:

Telt 051 20 B2 5

ROMNSE, Mmieihnuw Dekeyser:

Tel: 055 45 79 60

SINT NIKLAAS, Krokodil:

Tel: 03 296 77 63

TURNHOUT, ‘t Bazarke:

Tel: 014 41 79 36

VILVOORD, Boekcenter BVEBA:

Tel: +32 (03] 257 20005

WESTKERKE, What Ever:

Tal: 332 (04730 77 16 41

WESTOUTER, Domino:

Tol: 057 445166

BOLIVIA

LA PAZ, Bakovia Battle Bunker:
Tel: 59 | 775 03263

LA PAZ, Las Dos Torres:

Tel: 59 1 720 07931

LA PAZ, Valhalla:

Tel: 59 1 720 16484

SANTA CRUZ, Uroloki:

Tel: 59 1 726 20510

CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343

cavmaN isuanns
GE TOWN, GameShack:
[rl 1 345 943 4263

CHILE B
U\S (ONDES SANTIAGO Fenris Hohhies:

LAS CONDES SANTIAGO, Mirax:
Tek 5622 46 34 60

PROVIDENCIA SANTIAGO, Guild Dreams:
Tek 3622317
PROVIDENCIA SANTIAGO, Stronghold:

Tek: 5697 5 4214

CHINA
GW SHANGHAL

£138 XinTiani Rlyll‘, 245 MaDang Boad,
LuWan District, Shmgh.p' 200021

Tel: 31765205
BEIJING, Ihuing Book Building:

Tel: d0b6 10 H5 04
Warhammer Club:
4

BEIJING, Q- iatures Wargame Club
Telt 00 12 6iF1244517
BEIING, Tong Yun Card Game:

Tel: 00B6 13001324686

BEIJING, WangFullng XinHua Bookstore:
Tel: 0086 10 65277

BEIJING, Warhammer Elite Club:

Tel: 0086 13 601274736

BEIING, Warhammer Elite Club:

Tel: 1086 10 82615634

54
BEIJING, Xinshi Hobby Zhongguancun Shop:
Tel: DE6 10 390637648
CHONGQING, XinShangYou Game:
Tel: D086 13 636392310
FUZHOU CITY, Flay&Show Warkamemer Club:
Tel: (0BG 591 83339562
KUNMING, Kunming Elite Warhammer Club:
Tel: D86 13658013681
KUNMING, Yunnan Lanyu Model:
Tol: (G B71 4112957
QINGDAO, Qingdao Battle of Wits Club:
Tol: D086 13963950001
SHANGHAIL, Good Knight Board Game Store:
Tol; B0k 21 A50H084H0
SHANGHAI, You Lai, You Qu:
Tol: D086 13916719676
SHANGHAI, Zark:
Tel: D086 1 57631665
SHANTOU, Miniature Kingdom:
Tel: 0754 BRATOTE
SHENYANG, Shenyang Warhammer Club:
Tel: 0046 1388919708
TIANJIN, Tianj mgh' Gaming Club:
Tel: BlMG 13682199861
WUHAN, Stormeastle Warhammer Club:
Tel: 0006 13476097121
WUHAN, Zhi-Li Model:
Tek 0MG 27 B2E187H1
XIAN, Xian Waaagh! Warhammer Club:
Tol: D06 13480470706
ZHENGIHOL, !th Warhammer Front HQ:
Tel: O0HE 13, 17573

COLUMBIA f—

CALL, Magic Columbia:
Tek 072 371 46 26

CYPRUS
NICOSIA, 1sengard Fantasy Shop:
Tel: 00 35 722680700

KATO PAPHOS, Cyprus Crusade:

Tek: +357 976 49072

BRNO, Cerny Rylir:

Tedi +4H1541 114850

CESKE BUDEJOVICE, Chaolil:

Tel: +220602409158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: +420495522009

KOPRIVNICE, Magic:

Tel: +42049552 2004

KOSTELEC, Certuv Pekelny Kotlik:
Tel: 4420605504448

LIBEREC, Battle Games-Ohchadni Pavilion:
Tel: +42077 7520154

OSTRAVA, Matrix (knihkupectvi):
Tel; +420774 404 024

PRAHA, Ogri Doupe:

Tel: +42022491481 1

PRAHA, Cerny Rytir:

Tel: +42022231 2461

PRAHA, Cerny Rytir:

Tel: +420222312061

VSETIN, Atlantis:

Tel: +42057 1411607

GW KBBENHAVN:
Frederikshorggade 5KL, 1360,
Tel: 04045 33 12 22 17
facebaak.com!GWKohenhavn
AALBORG, Dragons Lair:
Tef: 445 801216 1
ARHUS C, Dragons Lair:
Tk +4% 86 18 44 {13
K@BENHAVN K, Faraos Cigarer:
Tek: 445 (13 67 20 09
LYNGRY, Faros Cigarer:
Tek: 445 32 10 23 23
ODENSE C, Dragons Lair:
Tek: 445 63 11 1219
ROSKILDE, Fanatic Roskilde:
Tek: +45 46 36 15 48
AALBORG, ﬂalholg Hobby Service:
Tol: 861213 7
ARHUS, Gu'nznm::
Tel: 45 12 45 45
ASNAS, Bog & Ide Asnoes:
Tel: 59 55 00 14
BORNHOLM, Dorthes Hobbystue:
Tol: 56495 94 49
ESBJERG, Arnold Busck:
Tel: 7512 11 77
GREVE, Greve Games:
Tol: 43 6% 02 99
HELSINGE, Arnold Busck Helsinge:
Tel: 40 79 40 01

HELSINGER, Hobby og Fritid:
Tel: 49 21 45 42

HERNING, Farges Kelder:

Tel: 35 10 |II 9

HIBRRING, Arnold Busck:

Tel: %8 92 10 40

HOBRO, Dsterskov Efterskole:
Tol; 61 69 95 93

HOB/EK, Hack ‘n’ Slash:

Tel: 1 b 29 12

HORSENS, Legekaden:

Tel: 75 61 6011

HBRSHOLM, Bog & Ide:

Tel: 45 B6 14 08

HUNDIGE, Amold Busck:

Tel: 43 90 6 14

K@BENHAVN K, Fantask:

Tuk: 31 93 85 38

K@BENHAVN §, Pipi Legetoj:
Tek 32 55 74 47

K@BENHAVN N, Wicked Workshop:
Tel: 60 64 69 74

KDI.DIN(., Cood Games:

Tel: 45 87 04 45
MARIBO, Guldborgsund Hobby:
Tel: 54 60 17 58
NASTVED, Guns and Games:
Ted: 51 20 %7 13
ODDER, Legekaeden Odder:
Tel: 16 54 42 76
RANDERS, Byrge Serensen Hobhby:
Tel: 06 42 50 14
RANDERS, Randers Hobby Import:
Tel: B 43 39 23
RINGSTED, Andros:
Tel: 27 28 36 71
RODOVRE, Arnold Busck:
Tel: 36 41 04 85
ROSENGARDSCENTRET, Arnold Busch:
Tel: 66 15 59 20
S!LKEBORG, Asgaard Games:
Tel: 24 55 94 6
EJLKEBORC Bog & Ide:
Tel: B6 82 02 87
SKIVE, jyds'k Boghandel:
Tel: 97 5135
SLAGELSE, Uldlouen
Tol: 58 53 su 35
DDINGE, Hobbystalden:
H6 10

S\"ENDBORG Farve & Hobby Hjarnet:
Tol: 62 21 31 31

TAASTRUP, Genbrugshoger:

Tel: 43 71 61 15

VEJLE, Arnold Busck:

Tel: 75 52 05 44

VIBORG, Bog & Ide:

Tel: 86 62 68 68

ESTONIA il

TALLINN, Apollo Kristiine:
Tek: 63 16 000

TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tek: 7353364

FALKLANDS

STANLEY, Falkland Collectible

Tek: ID50021174.
=

FINLAND

GW HELSINKI:

Simorkatu 9 100,

Teki 09 75 15

facehook comy GWHelsinki

@ ESPOO, Espoonlahden Pelikauppa:
Tel: 09 6960300

@ ESPOO, Tapiolan Pelikauppa:
Tel: 09 - 412 9541

@ HELSINKI, Fantasiapelit Helsinkiz
Tel: (19} 650 B3
HELSINKI, Stadin Pelikauppa:
Tel: (9 (B0
JOENSUL, Fantasiapelit Joensuu:
Tel: {IF1:3] 284 374
JYVASKYLA, Fantasiapelit |yviiskyld:
Tek(014) 216 625
KOUVOLA, Kouvalan Puolenkin Pelit:
Tel: (03) 212 52 00
LAHTI, Lahden Puolenkuun Pelit:
Tels 03-7515151

@ LAPPLENRANTA, lea!lapelll Lappeenranta:
Tol: {05) 541 1375

@ OULU, Fantasiapelit Oulu:
Tel: (141 374 906

@ PORVOO, Pnrvnon Pelikauppa:
Tok: 119-53 483

TAMPERE, F.:nlaSIatht Tampere:

Tel: {0) 222 52 00

@ TURKU, Fantasiapelit Turku:
Tel: (02) 232 4 13

AHTARI, Honkaniemen Kirjakauppa:

Tel: 04 533 0027

ALAND, Dillen AB:

Tel: 01815576

EKENAS, Kungshokhandeln AB:

Tel: 1192461028

HAMEENLINNA, Lelushoppi:

Tel: 13623950

HEINOLA, Talousmuovi ja lelu:

Tel: 03 715 3905

JARVENPAR, Askartelutarvikeliike Taitaville:
Tel: 09 2754 01240

KARIS, Bli Ladan KD:

Tel: 019 234 T4

KERAVA, Antikvariaatti Kersa:
Tel: BOI5H 44 965 7775

KERAVA, Keravan Pelikauppa;
Tel: (9-42500813

KLAUKKALA, Hilma ja Huugo:
Tel: 09 875 2697

KOTKA, Eagle Card OY:

Tel: UG 5 214738



KOUVOLA, Muoviepox KY:

Tel: 153117955

LAPINJARVI, Onnimuxu:

Tel: D40 7385543

LAPPEENRANTA, Antikvariaalti Suma:
Fel: 05 4117761

MIKKELI, Lastentarvike Muppela:

Tel: 015361011

MIKKELI, Mikkelin Pelikauppia:

Tul: 09-42800753

ORIVESI, Silver Seed:

Tel: 0417775166

PORI, Askartely-Pori:

Tek: 07 6326671

PUDASJARVI, Aarrearkku:

Tek 050 386 BHED

RAAHE, Raahen Astartelu ja Paperi:
Tel: 0B2236025

SAVONLINNA, Savonlinnan Antikvarizatti:
Tok: 015 534412

SEINAJOKI, Fantasialinna:

Tel; (140 5616338

SEINAJOK], Pelikeidas:

Tel: 00354 & 417760

TAMPERE, Pelimaa OY:

Tel: 150 3

TAMPERE, Kirja Karklainen:
Tel; 03 2251950

URUMI, Kuopio:

Tel: () 17 364 b6 86

VAASA, Pelimies OY:

Tel: 06 3125111

GIBRALTAR
GIBRALTAR, K&M Hobby Centre:

Tel: 250 2070047

ATHENS, Avalon Games:
Tek 0030 LIU BO1E04T
ATHENS, Fantasy Shup
Teb 0030 210 8231072
ATHENS, Fantasy Shop: Ag. Paraskevi:
Tek: 0030 210 6005312
ATHENS, Fantasy Shop: Exarcheia:
Tel; 0030 210 3516877
ATHENS, Fantasy Shop: Kallithea:
Tel: 00030 210 955 2922
ATHENS, Fantasy Shop: Pagrali:
Tel; 00130 210 75607 i
ATHENS, Hobby Planet:
Tel: (030 210 642416
ATHENS, Kaissa Amarousiow:
Tel: (N30 210 6141675
ATHENS, Kaissa Glyfadas:
Tel: DO30 210 BUAZ 057
ATHENS, Kaissa Halandriou;
Tel: DI 210 6RYB4E5
ATHENS, Kaissa Kallidromiou:
Tel: D030 210 66488
ATHENS, Kaissa Monokeros:
Tel: 0030 210 8813 990
ATHENS, Kaissa Neas Filadelfias:
Tel: 00 30 210 56817944
ATHENS, Kaissa Neas Smimis:
Tel: 00 30 210 9317944
ATHENS, Kaissa Pagralmu
Tek: 6 30 210 7218 319
ATHENS, Strategy Hall:
Teh: 00 IDZT04135757
CHANIA, Kaissa Chanion:
Tel: 0030 2321 0HEH
CRETE, Fantasy Shop: Herakleion:
Tel: 0930 2870 301312
HM.K!DA, CD Corner:
15

LARISA, Ka:ss:\ Larisas:

Tel: (030 2410 53555
LOANNINA, Kaissa Loannina:
Tol: 6b 30 lrnllnlJﬂqI}

LARISA, Kaissa Larisas:

Tel: DU 2410 5 36555

NAFPLIO, Miniature Shop:

Tel: 00 30 2752024804

NEA SMYRNI, Games Vault:
Tel: Q030 213 0304722

PALLINIS, Hobby Planet:

Tek: 210 G042 115

PATRAS, Kaissa Patras:

Tek: 0030 261 DhE5h52

PERISTERIO, Kaissa Peristeriou:
Tek 0030 2105786707
THESSALONIKI, Kaissa Kalam
Ted: 0030 2310 449377
THESSALONIKI, Kaissa Thessalonikis:
Tel: 10 30 23100 257 357

THESSALONIKI, Underworld:

Tel: 0030 2310 24071 93

VOLOS, Fanlasy Shop:

Tel: (30 24210 ZH7E2

HONG KONG

HONG KONG ISLAND, Jumbo Arts Co:
Tel= (052) 68911 495

WANCHAI Fun Atelier:

Tek (352) 2066-4870

HUNGARY R

BUDAPEST, Padimentum:
0036 30 SHO77H

BUDAPEST, A Hely:

0036 1 7E72ESH

BUDAPEST, Beholder:
003 | 2973664

BUDAPEST, Compaya:
0036 20 4201196

BUDAPEST, Dungeon:
0361 3211313

BUDAPEST, Fonix:

(036 70 (OAN2ST

BUDAPEST, Gamer Cafe:
36 20 420 106

BUDAPEST, Gemklub:
0ik36 1 TAT1ROT

BUDAPEST, Holdfeny Fantasy:
0136 | 1430730

BUDAPEST, jatek Box:
01361 2393710

BUDAPEST, Kristilcsarnok:
0036 204 251 030
BUDAFPEST, Modell Hungaria:
0036 1 TEH171

BUDAPEST, Sarkanyluz:
00346 70 3220

BUDAPEST, Sas Military:
136 1 264393

BLUDAPEST, Szikla-Fonix:
1136 20 5373303

BUDAPEST, Wargammers:
D036 M) 467670

DEBRECEN, Sarkanyluz:

0036 70 3163014

GYOR, Sarkanytuz:

DO36 20 4218738

KECSKEMET, Sarkanyluz:
0036 76 12H008

MISKOLC, Sarkanytuz:

0036 20 1962760

MISKOLC, Valhalla Paholy:
26 30 5950564
NYIREGYHAZA, BitzBoat:
0036 2 4241471

PECS, Sarkanytuz:

D036 20 706260

SDPEON Sarkanytuz:

0036 20 1962128

SZEGED, Sarkanytuz:

0036 70 1290243
SZEKESFEHERVAR, Holdfeny Fantasy:
0a36 32 3HTI3
SZEKESFEHERVAR, Sarkanyluz:
0636 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
036 20 9179197

SZOLNOK, Sarkanyluz:

D036 20 3962050
SZOMBETHELY, Sarkanytuz:
46 4 TAIZ0R

TATABANYA, Sarkanytuz:
D036 20 1160922

VESZPREM, Sarkanytuz:

0036 20 3610015
ZALAEGERSZEG, Sarkanytuz:
0036 20 29628710

ICELAND
REYKJAVIK, Nexus:
Tel: (1354 552 B0T1

INDONESIA
BANDUNG, Hobbyline:
Teki 022 4218555
JAKARTA BARAT, Comics N Games:
Teli 021 5696-1055

JAKARTA SELATAN, Fantasy N Games:
Tedi 031-500-50343

SURABAYA, Fanlasy N Games:

Tel: 031-604-50343

SURABAYA, Fanlasy N Games:

Telt 03 1-740-2

IRELAND il

(.W DUIH.I 4

facebosk.com/
CORK,
Tel: 021 43
DUBLIN, (: mers World:
e 0879199342
BALINA, World of Wonder Balina:
Tek: 096 76676
BLACK ROCK, Arts and Hobby
Tek: 00353 12832394
COBETT COURT, Arts and Hobby
Teki 01 874 5312
CORK, Mmph{ s Toymaster:
Ted; 00353 58 413 76
COUNTY DONEGAL, Tinnys Toys:
Tel: 074 M 22374
COUNTY LOUTH, Marley Model Mania;
Tel: 041153 419873741
COUNTY MEATH, Art and Hobby Navan:
Tel: 41353 14565300
COUNTY WESTMEATH, Arts and Habby Athlone
Tel: 01 062 4500
COUNTY WESTMEATH, Arts and Habby Mullingar:
Tel: DII53449335247
COUNTY WICKLOW, The Hobby Hut:
Tel: G0363E61073706
DOUGLAS, Arts and Hobby:
Tel: 021 436 3580
DROFHEDA Arls and Hobby:
Tuk 041 987 127
DUBLIN, Arls and Hobby Dundrum:
Tek: 00353 12952944
DUBLIN, Art and Hobhy Liffey Valley:
Tel: 00353 14565308
DUBLIN, Banba Toymaster:
Tel: 18 727 100
[N LAOGHAIRE, Toymaster Banha Dun Langhaire:
Tel: 012 204 011
DUN LAOGHAIRE, Arts and Hobby:
Tel; 11 2005047
DUNGARVAN, Toymaster Murphys:
Tel: 58 41376
DROGHEDA, Arts and Hobhy
Tol: N353 41 987 3270
ENNIS, Tir na Nog Toymaster:
Tel: 00353 05 Hi42 TEH
GALWAY, Nobby's Hoblby's:
Toel: DUES3 DEHETINTT
GREYSTONES, Arts and Hobby
Tel: D0353 12873796
KERRY, Cabal's Toymaster:
Tek: 00353 &6 7121847
LIMERICK, Arts and Hobby:
Tek: 061 309757
LIMERICK, The Gathering:
Ted: 06T 315133
MARKET CROSS, Arts and Hobby
Ted: 056 777 1904
NEW ROSS, Bridge Stores:
Tel: 131 422696
NEWBRIDGE Arts and Hobhby:
450200
RY, Arts and Hobby:
Tel: 1 N62 4500
STILLORGAN, Toymaster Nimble Fingers:
Tel: 01 2800753
THURLES, Bookworm:
Tel: 0504 22257
WEXFORD, Gamers Paradise:
Tel: BO353 53912171590
WEXFORD, Readers Paradise:
Tuk 054 9124400
WICKLOW, Hopkins Toymaster:
Teli D0353 46 722 U5
YOUGHAL, Murphys Toymaster:
Tek 00353 58 474 76

ISRAEL =

HAIFA, Kitaro:

Tel: NI972 46503232

HERZLIA, Freak:

Tel: (0372 30580077

RAMAT HASHARON, Tapuah:
Tel: (0972 35404713

TEL AVIV, Freak:

Tel: 1972 36961026

TEL AVIV, Kitaro:

Tel: B9T2 36295320

GW JINBOCHO:

1F, Chiyoda-Ku Kanda, Tokyn,
33

facehonh.com/GW.finbischa

GW NAKANO:

Srnarway Bldy. 223.2, Nakano-K Nakano 53215, Tokyo
Tek: 03 3380 4636
facchank.com/GW.Nakana

=
LATVIA =y
RIGA, Games Shop:
Tek: 0371 27700390
RIGA, Ludo:
Tel: 67294040

LITHUANIA e

VILINILS, D& Necona:
Tel: 00 3700 5 2133269

MACAU, Game Fun Table Gamesq

Tk +853 A6G9A427

MADEIRA
MADEIRA, Sétima Dlmensao
Tol: 351 291 "118 24

MALRYSIA %
BANDAR TANJONG TOKONG, Gametorce:

Tel: 0164449154 7 4E900361

KOTA KINABALL, Just Wargame:
Tek: 6013 - 063 5269

KUALA LUMPUR, Comics Mark:
Tek: 03 - 2207 0626

KUALA LUMPAR, Hobby Forge:
Tel: 60 176126670

PENANAG, Game Forge:

Tel: 60 164711475 / 60 48504387
PETALING JAYA, Woli's Game Shop:
Tel: 012 2599952

MALTA, Fulbnd'den Power:
Tel: (0356 2
MALTA, K Hohhies Lid:
Tol: Dll'i"fn 21 895423

6o Bl
AGUASCALIENTES AGS, Tienda Omega:
Tek 449 915 39 26
CANCUN Q ROO, Gamer's Den:
Tek: 954 490 0 03
CELAYA GTO, Animundo:

Tek: 461 200 0B 37
CELAYA GTO, La Cueva Del Mago:
Tek: 461 546 75 16
CUERNA\"ACA Darkland:
Teli 777 137 71 52
LDM.&S, Quesl Hobbies & Games:
Tel: 55 63 B3 640
MEXICO DF, Battlel Lore:
Telt 55 1516 07 99
MEKII'_D DF, Capital B:
Tel: S84 7 r» a7
MEXICO DF, Cnlel:l:mnes Colibriz
Tol: 55 50 19 59 b4
MEXICO DF, Imp Comics:
Tel: 55 55 96 92 79
MEXICO DF, Kallisti:
Tel: 55 56 0 03 73
MIXCOAC, Quest Hobbies & Games:
Tel: 55 4 9% 7E
N!\UC-\I?AN, Quest Hobbies & Games:
Tek: 55 96 92 78
SATELITE EDO Entretente Toys:
Tek: 55 46 33 04 3
TOI.UCA War l.'.amEs
d: 7I2ATSLITT N

MOLDOVA E=E
CHISINAU, Adept:
Ted: 371 GOBT9596

MONTENEGRD
PODGORICA, Neutron Podgorica:
Tel: 00 381 69 060 B6S

THE NETHERLANDS [

GW ALKMAAR:
Laat Bil, TAT1 EK,

Eacehnok.com/ G
GW AMSTERDAM:

Rokin 35, 'IIJIZ KT,

Tek: 020 622 363

faceliopk, com/ CWARsterdam
GW BREDA:

Torenstraat 21, &
|l‘(!

fW DEN HAAG:
Schonlsiraat 128, 2571 AX,
Tel: 070
farebnok, com/CWDenktaay
GW DORDREOCHT:

Voorstraat 381 i

bk, mrgwnu-umuu

facel
GW EINDHOVEN:

facebook com/ GWEsidliven

GW ROTTERDAM:

Van Ofdenbarneveldplaats 452, 312 AP,
Tek 070 280 0261
facebook.com/GWRotterdam

GAMES WORKSHOP HOBBRY CENTRE
{#) These Habby Centres are closed o Mondays and Tuesdays.

PREMIUM STORE
Stocks most of the product range,*

B

ur wrant in stock, we

® ARNHEM, Spelkwartier:
Tel: 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530
ENSCHEDE, Pijplines:
Tel: 53 430 5727
HAARLEM, Spellenhuis:
Tel: 023 53 13 188
LEEUWARDEN, Spellekijn:
Tol: 058 213 1112
LEIDEN, Vliegershop:
@'ll‘l:ﬂ?l.';H!TE P
MAASTRICHT, Viieg-er-uit:
Tek 043 325 1651
MIDDELBURG, De Burcht:
Tek 011 4650048
NIIMEGEN, Moenen & Mariken:
Tek: 024 373 6179
TILBURG, De Dobbelsteen:
Teli 013 544 3700
UTRECHT, Subcultures:
Tel: 030 2311123
IWOLLE, Games-n-Lis:
Tel: 138 421 6345
ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213
ALPHEMN AAN DEN RIIN, Hoge Ogen:
Tel: 017247 4041
AMERSFOORT, Spellenwinckel:
Tek: 033 470 03922
AMSTELVEEN, Het Ganzenbord:
Tol: 020 647 2552
AMSTERDAM, The Game Keeper:
Tel; 020 630 1579
AMSTERDAM, Snoek Strips:
Tel: (20 468 & 100
ASSEN, Plok:
Tel: 039 231 3192
BARENDRECHT, Peter's Postirein:
Tel: 150 619534
BERGEN OF ZOOM, Boz Spellen:
Tel: 0164 149120
BERGEYK, Wouters Technohohby:
Tel: 049 753 1248
BEVERWIJK, Bmm Games:
Tel: 025 12THG6E
BREDA, § el Ienwmkel Breda:

L}EVENTER Knlbbei Comics:

Tek: 057 041 6A7S

DOETINCHEM, Top 1 Toys Speelplanet:
Tob: 0214 366364

DORDRECHT, Hobby Modelbouw Dordrecht:
Tek: 078 631 2711

EDE, Tinnen Soldaat:

Tel: 031 65 3296

EINDHOVEN, Gameforce Eindhoven:
Tel: 040) 2447030

EMMEN, Spirithoes:

Tel: 0591 645767

GEMERT, Top 1 Toys Van de Goor:
Tel: (492 16 5645

GENDT, Euromaxx Gendt:

Tel: D487 421 737

GOES, Het Hobbyhuis:

Tol: D713 227 B

GRONINGEN, Wirwar:

Tl 050 313 4424

GRONINGEN, Purperen Draak:

Tel: 0f4 166 1972

GRONINGEN, Zinnebeeld:

ok f54) 3128472

HEEMSKERK, Bob Hes:

Teli +31 (D251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tel 0725714157

HEERLEN, De Hunlcn Sleutel:

Tel: +32 (045} 54 91 421

HENGELO, De Dnndersteen

Tel: 074 259503

HILVERSUM, Hdversumsn- Boekhandel:
Tel: 0135 62 13 13

HODDFDORP, Spellenwinkel Wahalla:
Tel: (123 5575092

HOORN, De spelll.»nhoorn

Tel: +31 {E29) 29 5.
HUISSEN, Euromaxx Huissen:

Tel: 026 125 130

LEIDEN, Tolkienwinkel:

Tol: 671 541 2524

LEIDEN, Warp

Tek 071 5121300

LELYSTAD, Games of War:

Tok: 042 (24 4 003

MAASTRICHT, Hounjel:

Tek: 43 363 6778

NES AMELAND, Top 1 Toys Van den Brink:
Tel: 0519 54 21 21

NUENEN, Schellens Speelgoed:

Tel: +31 48 767 10 06

OLDENZAAL, Top 1 Toys:

Teli 0541535438

RIJNSBURG, Toys 2 Play:

Tel: 071 40 21 244

RIISWIJK, Top 1 Toys In de Bogaard:
Tel: 070 39 32 411

ROERMOND, Bloemboetiek Hermien:
Tel: D47 531 6624

ROSMALEN, Top 1 Toys Jovi:

Tel: 431 (73 5212409

ROOSENDAAL, Top 1 Toys Jadin:
Tel: 0165 35 7964

ROTTERDAM, Rogue Trader:

Tel: 010 2709233

SCHIEDAM,
Telt 0701 47 8755
SCHOONHOVEN, De Gruijter Bockhandek:
Tel: (62 352450

SITTARD, Atomik;:
Tel: B46 4515074
SLIEDRECHT, De Gruijter:
Tel: 0184 412 744
UDEN, Goblin:
Tek: 041 327 D62
UTRECHT, Labyrinth:
Tel: 030 281 7137
UTRECHT, Whoops:
Tek 030 230 4123
VEMLO, Modelbouw Luthart:
Tek: 077 354 2680
AR, Top 1 Toys k
Tel: 0711 517 0217
WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 3571 2817
WORMERVEER, Mini-Wonders:
Tel: 75 640 1617
ZEVENBERGEN, Top 1 Toys:
Tel: 0768 330435
ZOETERMEER, RC-Pitstop:
Tel: 079 316 0560

NORWAY

GW OSLO:

Mablergata 7, 0173,

Tel: +47 22 33 24 50

incehook com/GW sk

ALESUND, Brio Kremmerhuset Moa Syd:
Tek: +47 7143770

BERGEN, Outland:

Tek: +47 55314822

BERGEN, Proworks:

Tek: 447 SB056653

DRAMMEN, Outland:

Tel; +47 329400

DRAMMEN,
Tel: +47 93019757

FREDRIKSTAD, Norstar Leketorvet:
Tel: +47 69315610

KONGSBERG, Rolf Liane:

Tel: +47 98819560

KRISTIANSAND, Outland:

Tol: +47 3809940

MO | RANA, Ringo Lekehjornet Mo:
Tel: +47 73151717

MOS|@EN, Hubbysunurel.

Tel: +47 73171
MOSS, nzp!a :
Tol: +47 45418
MNARVIK, Ringo Barnas Verden:

Tel: 447 76546505

SANDNES, Osieland Hobby:

Tok: +47 51661509

SJOVEGAN, Outpost:

Tek +47 95703245

SKIEN, Sokratis Hobby Garden:

Tel: 447 3552070

STAVANGER, Outland:

Vel +47 51030040

STOKKE, Hobby Hagen:

Tel: +47 33335202

TROMS@, Tromse Brukthokhandel:
Tel: #47 7THIGITA

TRONDHEIM, Tronderfrim:

Tel; +47 735200411

T@NSBERG, Brio Bamse:

Tel: +47 33316790

TENSBERG c‘.lcdeshusel

1

ammen Spilliorening:

HATO PINTADO, Arkham & Hohbie Games:

Tal: 507 3495 60 11

AV ARENALES, Colnres v Miniaturas:
Tek: 5114 71 66 6

LAHUG CITY, Neutral GmumE:
Tel: (63915 B305040
MAKATAIL CITY, Neutral Grounds:
Tel: (6321 1195800
MUNTINLUPA, Neutral Grounds:
Tel: (632) 8302033
QUEZON CITY, Neutral Grounds:
Tel: (632) 6340952
SAN JAUN, Neuotral Grounds:
Tel: (632) TATHSH3
TAGUIG, Hobbes and Landes:
Tol: (632} 850934

—

0
BIELSKO-BIALA, Gnom:
Tel: (140 33 8213437
KATOWICE, Bard:
Tel: B04B 32 2571817
KRAKOW, Bard:
Tel: i1 12 6320735
POZNAN, Bard:
Tel: G045 61 8334277
WARSZAWA, Faber i Faber:
Tek: 0048 12 8491263
WROCLAW, Bard:
Tel 0048 71 3417472
BIALYSTOK, Komnata Gier:
Tel: BO4E hh&35) a6
BYDGOSZCZ, Wszystho Gra:
Tel: 148 BIEBLTI0Y
GDANSK, Rebel Centrum Gier:
Tel: D48 50 3470204
GDANSK, Usmicch Naszego Dziecka:
Tol: DB 516 3057045
GOYNIA, Futurex:
Tol: 0048 501563066
GLIWICE, U Zyrafy:
530091156
GLOGOW, Zielone Wrgdrza Centrum Gier:
Tel; 7B4490775

www.games-workshop.com 115



GORA, Zi one Wapgirza Centrum Gier:
Tel: 6402

KATOWK_‘E Smok:

Tel: D32 605 043 53

KIELCE, Wargamer:

Tel; 04l mn.n;-g.':’:s

KOSZALIN, Tecza Zabawki:

Tel: 84 3422075

KRAKOW, AGTOM:

Tel: BIME 12 3565670

KRAKOW, Bard:

Tel: 048 12 2596140

KRAKOW, Magic Traders:

Tel: 12 1A015+43

KRAKOW, Sklep Imperium:

Tel: 514812564

KRAKOW, Sklep Smok:

Tel: DIME 12 4330710

KRAKOW, Valkiria-skelp:

Tel: 0048 12 4115525

KRAKOW, Vanaheim:

Tel: 0048 12 4221137

LEGNICA, Skelp Feniks:

Tek: 0048 62 456015

LODZ, Da-ta:

Tek: 0048 42 6337263

LODZ, Gamelord:

Tk 1048 42 61171161

LODZ, bmgra( Studio:

Tel M.I“ﬁllr 3

LODZ, Strategia Centrum Gier:

Tel: 0048 796305339

LODZ, Twoja Ksiazka:

Tel: 1048 42 6511326

NYSA, Raptor Hobby:

Tel: 691096524

OPOLE, HMS Computers 11

Tel: 0040 77 4547415

OSTROW WIELKOPOLSKI, Centrum Gier Arena:
Tel: U048 GAANTTATT

QSWIEGIM, Skelp Modelarski Model-Hit:
Tel: 0048 H02745519

PILCHOWICE, Imperator FF:

Tk (K148 pH2230291

POZNAN, Cube-Q-Workshop Polanka:
Tel: 41 6712415

POZNAN, Cube-Q-Workshop M1:
Tol: 0R1 6712415

POZNAN, Cube-Q-Workshop King Cross:
Tol: 048 506075264

POZMAN, Cube-0-Workshop Panorama:
Tel: 514012504

POZNAN, Cube-Q-Workshop Pestka:
Tol: 514812564

POZNAN, Wilczek:

Tel: DU FH3652RE

PSZCIYMNA, Red Scorpion:

Tel: BOZRS6LHT

RADOM, Wargamer:

Tel: DIME S033H27H1

RTESZOW, W&W Skelp Modelarski Hobhiy:

Tel: 017 05 28 107
SIEMIANOWICE, Jaga PHU:
Tel: DN4A 32 2290119

SZCZECIN, Fenix:

Tek: 0045 695934595

TARNOW, Salon Gier Jaskinie:
Tel: BT 325904053

TORUN, Sklep Paplermﬂy

Tek 0048 56 65225
TORUN, Wz lkn Gra:
Tel: 0048 56 652259
WARSZAWA, Altdorf:

Tel 0048 27 6200492

WARSZAWA, Graal KEN Centre:

Teki 0046 22 2089090

WARSZAWA, Altdorf:

Tel: 0044 12 62ZHO3Y2

WARSZAWA, Graal Blue City:

Tel: 1044 22 3117627

WARSZAWA, Graal CF Skorosze:

Tek: U048 22 NEIT5Y5

WARSZAWA, Graal Galeria Mokotow:
Tel: 0040 22 5413318

WARSZAWA, Graal KEN Centre:

Tel: (148 22 2089090

WARSZAWA, Graal Sarmacka;

Tel: 0040 22 R427040

WARSZAWA, Hohbyt:

Tel: BU4E 22 8340206

WARSZAWA, Morion Bemowo:

Tel: B4R 22 42391240

WARSZAWA, Morion Bielany:

Teli D040 22 4241062

WARSZAWA, Panda Zabawki:

Tel: D048 12 B264461

WARSZAWA, Paradox:

Tel: DO4R 22 62807E]

WARSZAWA, Sklep Superserie:

Tel: DIME 515 434 444

WARSZAWA, Wargamer Centrala:
Tol: 0044 72457513

WARSZAWA, Wargmner CH Targowek:
Tel: B 72457511

WROCLAW, Bolter:

Tol: 0048 71 3491910

WROCLAW, Games R Us:

Tel: OI4E 666197232

WROCLAW, Wroclaw Model Cenlfre:
Tel: 713419941

WROCLAW, Ogryn:

Tal: 0048 71 377 172

WROCLAW, Planszoweczka:

Tel: THRHN TG

ZABRZE, U Zyrafy:

Tak: S102HI501

ALCABIDECHE, CascaisPress:
Tek 4351 314 600 530
CARCAVELOS, Escala Directa
Tek: +351 241 301 257

ERICEIRA, Tabacaria Ovni:
Teb: +351 261 863 b1
LARANJEIRO, Discoeuropa:
Tek +351 112 301 463

LISBOA, Fnac:

Tek: +351 219 404 700

LISBOA, Homem Azul:

Ted: £351 213 620 362

LISBOA, Lojas Arena:

Teli +351 213 155 wu

s Mapic, Lda:

OA, Puros ¢ Companhn
Tel: +351 217 156 791
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LISBOA, Racha n: \-’asmn:elos Dentinho;

MIRAFLORES, Brm:a Riscos ¢ Rabiscos:
Tel: 351 214 104 508

PAIVAS, Brinca Brincando:

Tel: 351 212 254 B4

PALMELA, Devir lwrarla, Lda:

Tol: +451 212 139 440

PORTO, Lojas Arena:

Tel: +351 222 11 300

SINES, Galeria BT:

Tel: +351 269 632 311

TELHEIRAS, Tahak:

Tek: +351 217 165 574

TORRES VEDRAS, Papelaria Unido:

Tek: +351 261 14 186

BUCHAREST, Hobby Games:
Tek 0040 72 1204914

RUSSIA —

BARNALUL, Europa:
Teki  (903) 072 0475
BOR, Karusel:
Tel: 8 (83159) 65 297
CHELYABINSK, Hobby Store:
Tel: #1972) 320 7006
CHEREPOVEC, Galaktika:
Tel: B (9211 253 6347
EKATERINBURG, Magicportal.ru:
Tel: ff (343) 310 3987
EKATERINBLIRG, Mosigra:
Tel: Il (3431 372 1446
EKATERINBEURG, World of Models:
Tel: B (343) 381 0076

'SK, Krasivaya Igra:

2071

Tel: 0 (4012) 321 524
KAZAN, Urza:
Tel: B (9171 247 7938
KHABARDVSK, Karton:
Tel: 1} (924) 1019 100
DAR, Hobby Land:
477 0N25.
I(RASNDL)AR Astronomikon;
Tel: B (005 477 0025
KRASNOYARK, Rodnik:
Tel: B 497:4) 573 3843
KRASNOYARK, Mosigra:
Tol: 1§ (397) 29 7158
KRASNOYARD, Stek CD-DVD:
Tel: B {391) 265 2571
LUKINO, Aisber
Tek: B (208} 759 4906
MAGNITOGORSK, Gostinniy Dvor:
Tek: & {3514 280 4%
MOSCOW Algeris:

£ B (305} 964 2762
M.oscclw, Algeris:
Tek: 8 (495) 62 3337
MOSCOW, Algeris:
Tek: B (4150 137 5860
MOSCOW, Algeris:
Tek: 8 (495) 261 541
MOSCOW, Carﬁplatt ru:
Tel: 8 (495) 630 542
MOSCOW, Edmolug.
Tel: B (906) 085 B907
MOSCOW, Mosigra:
Tel: ) (495) 641 B33
MOSCOW, Paladin:
Tell § (920 777 1777
MOSCOW, Purtal
Tel: il (495) 633 1078

Tel: 8 (906) 07
NIZHNIY NO' G(JR()D, Fishka:

Tel 8 (031) 2777 6be
NOVOMOSKOVSK, World of Models:
Tel: B (1151 765 6404
NOVOSIBIRSK, Clever Games:
Tel: 8 (923) 155 0535
NOVOSIBIRSK, Clever Games:
Tol; 8 (973) 923 3588

OREL, Hobbit Store:

Tel: 1 (9010) 361 7957

PENZA, Blockbuster:

Tel: 1 (962} 474 3606

PERM, Petropaviovsky:

Tel: B (912} 709 A412

ROSTOV NA DONL, Samobety, Tanki, Koraldi:
Tel: 8 (363} 263 8353

SARATOV, Alien-Logic:

Tel: & (0021 710 1415

SARATOV, Martel:

Teli 8 (417} 7 9476

5T PETE RSHUR&, Art Miniatures;
Tel: B {812} 613 3

5T PETERSBURG, Hobbit:
Tok: B {B12) 315 7760

5T PETERSBURG, Mosigra:
Tel: B (812) 920 5106

ST PETERSBLIRG, Sargona:
Tok: # (812) 445 1054

TOMSK, Parad;

Tel: 0 {3022) 514 463

TULA, Okinava:

Tel: & {920 747 5862

TVER, Armada:

Tel: & (910) 541 7650
TYUMEN, Perekrestok Mirov:
Tel: § (912) 923 9977
TYUMEN, Labirint Mirowv:
Tel: 8 (904) 494 1786
ULAN-UDE, BMV:

Tel: 8 (902) 1674 750
VOLOGDA, Mozgolom:

Tel: § (#1723 71 530
VOROMNEZH, llya Muromets:
Tel; ) (4732} 918 TH
VOROMNEZH, Edinorog:

Tel: 8 (903) 056 1A39
\"AKUTSK Arlefakl

Tel: 1 (914) 29

\"OSHIKAR OU\ Kenga:
Tel: B (0362} 460 112

SERBIA .

BELGRADE, ANET Hobbystore
Tel: 00 381 11 3612

BELGRADE, ANET Hobbystore:
Tel: 4 361 17 265226
BELGRADE, EXIT Hobby store:
Tel: (M38Y 11 62 78 37
BELGRADE, White Dragon:
Tel: DO 381 65347)1'{

NOVI 5AD, D

Tel: 00 381 11 636 u:uu

NOVI SAD, Valhala:

Tol: DI 38T 21315534
ZRENJANIN, Takeda:

Tel: 00 381 2364572

SINGAPORE

FUNAN CENTRF Battle Bunker:

IO ORCH.I\IID Prologue Bookstore:
BAGS 1477

MIDI’OINT ‘ORCHARD, Paradigm Infinitum Pte Lid:
Tek: 05 67343858

TLAZA SINGAPLRA, Comics Connectian PTE Lid:
Tek: 65 633703040

SEREN CEMTRE, Toy Station:

Tek: 65 64683054

SUOMERSET, Harris Planerds:

Tel: (5 146355

SLOVAKIA

ISLAVA, Kristalovasala:
Tel: 421 B4BI144794
BRATISLAVA, Madmaxon:
Tel: 421 2 524 927 07
KOMARNO, Jonako SRO:
Tel; +307 04! 5

: 7 421903516060
SPISSKA NOVA \-'ES ‘War Gaming:
Tel: +421903219195

SLOVENIR

BLED, Pik Pok:

O3B A5THBU30

LJUBLIJANA, Crna Luknja:

Tol; DRGS0 240

LJUBLIJANA, Direndaj Citypark:
U6 A5 7HBE0

, The Boys and Mens Hoblby

Tek: UU’"’ 11 914 HEHE
BLOEMFONTEIN, The Games
Dungean:

Tek: 0027 72 B51 9970

CAPE TOWN, Pastimes Retail:
Tel: 0027 21 421 1191

CAPE TOWN, Wizards Books and
Games:

Tel; 0027 271 603 0360

CRAIGHALL, OtherWorld Games:
Ted: 011 326 0790

DORINGKLOOF, Battle Planet:

Ted: 00 27 6245 93933

DURBAN, The Hobby Specialists:
Tel: 0027 31 566 4806

EAST I.ONDON, Slaters Toy Magic:
Tel +27 41t 7265762

EDENVALE, Plastiks:

Tel: (027 B2 7R3 1489
JOHANNESBURG, The
Underground:

Tel: +27 11 705 3940
JOHANNESBURG, Esswex Retail:
Tel: 0027 11 8883619

JOHANNESBURG, Outer Limils
Johanneshurg:

Tel: D027 11 382 3771
JOHANNESBURG, Outer Limits
Pretori
Tel: 27 12 342 4360
JOHANNESBURG, Wizards Book and

Mes:
Tel: DOZT 11 490 2253
JOHANNESBURG, Warfair:
Tel: BOTT B2 437 1242
JOHANNESBURG SOUTH, Dragons
Den:
Tel: D027 11 432 3996

MENLYN, Top CD:
Tel: 0027 12 361 3122

il ETE RMJ\R ITZRURG, Games

'i 1342 5470

RUSTENI]URG Warcry:
Tel: 0027 72 410 2608

UMHLANGA, The Hobly
Specialists:
Tek 0027 31 566 406

SOUTH KORER
R
el

SEOUL, Orctown:

Tek 02 6402 5945

GW GOTEBORG:

Dreitininggaten 52, 411 07,

Tel: 031133958

facehaok GWotehary

GW STOCKHOLM:

Magter Samuelegatan 67, 171 21,

Tek 0&-21 30 40

facehook.com/GWwStnckholm

@ KARLSTAD, Spel & Fantasi:
Tel: 054-15 10 700

@ ND, Playoteket Cenler:
Tel: 036127010
@ MALMO), Playoteket Center:

Tel: 040-185510
STOCKHOLM, Science Fiction Bokhandeln:
Tel: 021 50 52

@ UMER, Fantasia:

Tel: 090-77 03 60

STOREFINDER KEY

GAMES WORKSHOP HOBEY CENTRE
{#) These Hobhy Centres are closed on Mondays and Tuesdays.

PREMIUM STORE

Stocks mast of the praduct range.*

NEW STORE OPENING
Indirates nev stockists
* T e sure they ali want in stack, the stare |

UPPSALA, Fantasia:
Tl 110-10150
@ UPPSALA, Prisfyndet:
Tely 0VB-10 66 07
@ OREBRO, Batalj Painthall:
Tel: (1918 415 00
AVESTA, Vega Video:
Tek 0226 llolfﬁa
ESKILSTUNA, Lasses Leksaker:
Tek: 0101303 05
FALKENBERG, Lekcenter:
Tel: 0346107 00
FRITSLA, Fritsla Hohby:
Tel: 1320-70166
GAVLE, Hobbyshopen:
Tek: tl.'_r»:u 62 99
GOTEBORG, Goblin Games:
Tel: 031-145110

GOTEBORG, Toys Leksaker &
Hobby:

Tel: 031459401

GOTEBORG, Wizard Games:
Tel: 31:51 41 50

HALMS'MD lekcenter

HUD l.'E Hnmian Lek & Hobby:
Tel: 068 185

KALMAR, Lek & Hobby:

Tel: M480-24717

KARI SI(RONA Leksakshuset:

Tol: (455-24012
IU\TRINEHOLM Game Maniacs:
Tel: 0150-12002

KUNGSBA(’I{A Lek & Hobby:
Tel: D300-14136

KUNGALY, Fritknarna Bus:
Tel: 03031349 40

LAHOLM, Lekia:

Tel: 04301069

LIDKOPING, Game Maniacs:
Tel: 0510:25320

LINKQPING, Sagoland:

Tek: 0131:22290

LJUN(nv, Lekma,n

Tek: 0372

LULEA, Earneﬂs Hus:
Telk: 0920-220095
LULEA, locus:

Tel: 0920~
LUND, Ui
Ted: 040285 9112

MALMO, Hiirnan pa Limhamn:
Ted: 040-367520

NORRKOPING, Hobbyhirnan:
Tel: 017162120

NORRKOPING, Lekhuset:

Tel: 011207070

NORRTALJE, Lekplaneten:

Tel: {F176- 12558

NYKOPING, Laka TV-spel:

Tel: 0155-28 1060

MYNASHAMN, Asas Leksaker:
Tel: 04320 11235

ORMINGE, Happies:

Tel: 08-7152501

SALA, Elons Leksaker:

Tel: 02241 03 14

SKELLEFTEA, Legend:

Tel: 09101 35 D2

STOCKHOLM, Arcane pa
Hagagatan:

Tel: (022 25 22

STOCKHOLM, Brio Hogdalen:
Tel: 08-749 1146

STOCKHOLM, Dragons Lair;
Tel: 06654 6 51

STOCKHOLM, Hobbyisterna:
Tel: Di-403 TG00

STOCKHOLM, Happies Hammarby
Sjdistad:

Tel: 0032244800

SUNDSVALL, Orion Spel:

Tel: 060-135 947

TROLLHATTAN, Hobbyhirman:
Tek: 0330-13361

TUMBA, Leksakskungen:

Tel: 0B-330 380 14

UMEA, Incrade:

Tek: 0%0-196 560

UDDEVAI.I.A Olles Leksaker:

Tol: 01522-085

UPFLANIL}S \-")isll\‘ Barnens Hus:
Tek: Q6626 99 40

VARBERG, Fyndmagasinet:

Tek: 0:340-67 0950

VEMMERBY Brio Vimmerhy:

f; 049131188

\-’KSTERI\S Zetterlunds:

Ted: 021101 44 91

VASTERVIK, Lekstugan:

Ted: 0490-36171

VAXJO, Helges Hila:

Tedi 047-02 14 b0

YSTAD, Tv-Spelshirnan:

Tedt 0411-haGA0

ANGELHOLM, Leksaksmagazinet:
Tel: 411-02350

OSTERSUND, Hobbyboden:

Telt (3513310

TAIWAN

CHANGHUA, Lian Xin:
Tel: +66 4 BET0420

GANGSHAN, Toys Cat:

Tel: +806 7 6214340

HSINCHLI, Mini Shoppa:

Tel: +8i56 3 5231602

HSINCHU, Style Toy House:
Tel: +8B6 3 5612499
KAOHSIUNG, Dwarf's Goldmine:
Tel: +8B6 7 2229467
KADHSIUNG, Longmen:
Tel: 886 7 3110867
KAOHSIUNG, Toys Cal:

Tek: +085 7 6214940

PINTUNG, Texas TV Game Shops:
Tek: +H8h B 7212720
TAICHUNG, Fantasy House:
Tel: 4886 4 23143720

TAINAN, Star l'w Castle:

Ted: 4886 6 2470927

TAIPEL, Akmigames:

Tel +ilthy 2 27419904

TAIPEL, Cacacity:

Tel: +186 2 23039579

TAIPEL, MPK Hobby Shop:
Tel: #8416 2 20161450

XINBEI, Table Games:

Tol: +H6 2 29035840

THRILAND

BANGKOK, A Framing:

Tel: +66 1414 (43170

BANGKOK, Batlleﬁth:l Banghok:
Tel: <66 2747 47
BANGKOK, 5
Tel: 4B B149 H759%
BANGKOK, Thinx Hobby:
Tol: <6h 19 11529

CHIANG MAI, Hobo Books:
Tel: 466 8158 25747
CHONBURI, Pallay.\ Players:
Tek: 466 #9049 29523

UKRAINE

DNEPROPETROVSK, Golbin:
Tel: 00330571564 8558
DNEPROPETROVSK, Modelist:
Tek 00380671564 455

KIEV, Budinok 1gmshek:
Teki (16 36 57 031131

KIEV, Budinok lgroshek:
Tel: 00 38 5 733 971

KIEV, Budi
Tel: 06 38 3 385

KIEV, Budinok Igroshek:
Tel; 061 36 2 300 150

KIEV, Budinok Igroshek:
Tel: 041 38 4 367 671

KIEV, Game Hall:

Tel; (HI3HI084)456 7380
KIEV, Maodel Kits:
Tel: 00IB{DLTITET 4842
KIEV, Maodels:

Tel: (HIZR{0G7]
KIEV, Toy Story
Tel: MUSH034)
KIEV, Toy Story:
Tel: DHI0345AT 2405
KIEV, Toy Story:

Tel; DUFR0441495 3494
I(iE\-' Toy Story:

Tel. l| IR(044)477 2442
I(IE\" Toyland:

Tel (IIHIEI{I-‘H\’H? 5603
LEVIV, Hobby World:
Tel: DUABOGHIT 64 2261
LEVIV, Toy Sto:
Tul: OR3BIII2)295 4129
ODESSA, \-'nngua :
Tel: OBIBM050565
SEVASTOPOL, Arcanum Store &
Club:

Tok: DOZBIOGH594 5324

VINITSA, Spellscape:

Tek: 0F381063)440 0902
ZAPOROZHYE, Warhammer ZP:
Tel: Q0IAGT)761 5913

UNITED ARAB EMIRATES

DUBAL Bishops Trading:
Tel: Q007 15594B7870
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BAMES WORKSHOP
INDEPENDENT
STOCKISTS

The Most Convenient Place to Shop!

"} 'WARHAMMER
* In Your Local Area T S —
 Most Popular Boxes and Hobby s |
Supplies
e Official Sellers

With over 1000 locations in the UK and
Northern Europe, there is never a local
stockist far away, making them perfect for
that quick resupply or hobby need.

They concentrate on stocking our most
popular products, meaning you’re more
likely to find exactly what you’re looking
for!

gilleK REACH

.7 Sassauty on

RINGS §

STRATEGY, BATTLE GAME  goRaiae

_AJOFTHE
i

All our stockists are official sellers of
Games Workshop games and hobby
products.

Do you want to hecome
an Independent Stockist?

Games Workshop is the largest and the most

successful tabletop fantasy and futuristic battlegames
company in the world. For more information on how
to become an Independent Stockist, contact one of
our dedicated specialists on 08700 134411 or visit
our website:

http://nestrade.games-workshop.com

Phone: 0115 9140000

Find your local stockist using our handy map based store finder.

www.games-workshop.com
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Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that
you get exactly what you want, when you need it.

ou can order ANY current Games 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 a:“'e'aﬂg C‘I‘;t‘;zl‘:";fhh;:v @
Games range and models that are exclusively  quick and convenient. There are three main gefh,,,d 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!

e Register for the Games Workshop website to gain personal recommendations,
store products in your personal Gift List, save your favourite articles, access to the
White Dwarf archive, receive your free monthly newsletter, and more.

¢ We aim to despatch all orders within 24 hours, straight to your door, or FREE to
the Hobby Centre of your choice.

www.games-workshop.com

All of our Hobby Centres carry a large range of products, but there simply isn’t
enough space to stock the entire GW range — which is why we now offer web
order points in all of our stores.

* The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

* Don't forget — whether you order your miniatures from the in-store order point,
or directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 110 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

e To find a Premium Store near you that carries the entire GW range, just call our
Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 110 for the Directory
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Necron Destroyers are part skimmer, part android, and all violently insane.
Heavy Destroyers are plastic and metal kits armed with a long-ranged heavy
gauss cannon, while Destroyer Lords carry a lethal warscythe. Look out for
these and more classic miniatures in the Available to Order range.

Necron Heavy Destroyer Necron Destroyer Lord
99140110018 99140110016

£12.30, €20, 140cky, 170skrinks, 160rmb, 60z

£15.50, €23,50, 180dkr, 230ske/nkr, 270rmb, 90z

“WARHAMMER

740,000

“SISTERS OF BATTLE

The Sisters of Battle are the military arm of the all-powerful Ecclesiarchy, and as such will
often be accompanied into battle by pious members of the priesthood, whose righteous
fury and bold oratory can spur the devout Sisters to even greater acts of valour. A few
Ecclesiarchy characters are shown below, but there are even more to see online or at your
local in-store terminal, including the entire range of Battle Sisters themselves.

Arch-Confessor Kyrinov
99060108011
£10.25, €15, 115dke, 140ske/nkr, 100rmb, 50z1

Preacher with Chainsword
99060108068
£7.20, €10.50, 80dke; 90skednky, 100mb, 3528

Preacher with Laspistol
99060108069
£7.20, €10,50, 80dkr, 0skr/nkr, 100nmb, 3521

Preacher with Sword

Ga060108067

£7.20, €£10,50, B0dkr, Hskeinkr, 100rmb, 3521
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DIREGT DEBIT
SUBSCRIPTIONS

Get your first 3 issues for only £5!

A saving of more than 60% off the cover price. Hereafter your suhscription will be just £9 every 3 months

Call now to subscrihe &

Riternatively fill in the form below

* This means you effectively get a
FREE issue every three months

e Get access to the exclusive subscriber
model every year. Check out this year’s
‘Ancestor One’ below!

e Have every issue of White Dwarf
delivered direct to your home

* Most importantly, it guarantees you never
miss another issue!

o
R

D | would like to pay by Direct Debit

(I understand that £9.00 will be debited from my account every 3 months)

Instruction to your Bank
or Building Society to
pay by Direct Debit.

Originator’s
Identification Number

DIRECT
Debit
To the:Manager (Bank Name).....iiibi b,
ACEIBES. <o ivumirams : T e e,
T Ca pel TELe o e e
Name(s) of account holder(s) ....cocooivriiin

Branch sort code DD DD DD
Bank/Building Society DDDDDDDD

Ref No {Cffice use anly)
0 5 o
Signature(s)

Date
Banks and Buildi

| would like to subscribe to White Dwarf beginning with issue: \-VDDDD

Surname
Address ...
Posteade Liiianusne ...Country..

Telephone (inc STD code) .............

The subscription is a
Title ...
Surname
Address ...

Postcode ..o
dEfap o s ST R o e s

or the person

e IO A T s e s 0330 A EEEN LT a PRERER P P by b e M e

RETURN THIS FORM TO
seriptions Dept, FREEPOST PE211

Bourne, Lincs, PET0 98R










