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Wow, it barely seems like battle report of the month, as the writers
12 months since | was reckon they can beat the designers in a huge
last writing my Christmas Storm of Magic game. And Simon’s been out
editorial, and here we hunting the new Citadel Finecast Dragon in
are again, putting up the the third of our battle reports, this time for
tree and dusting down the The Lord of the Rings.
Imperial eagle that goes on So with that in mind, what do we have in
top of it. store for you over the next 12 months? Well,
And what a year it's been! We've seen all hopefully the same great mix of fantastic
manner of awesomeness launched onto the new miniatures, new rules, background and
unsuspecting world, from the crazed beasties scenarios, and awesome hobby guides. See
of the Orcs & Goblms the proud Grey you next year,
Knights and sinister Dark Eldar, the huge
monsters and magic of Storm of Magic, not Andrew Kenrick, Editor

to mention the thunderous Ogre Kingdoms in
September, the malignant Necrons last month
and a complete Codex in White Dwarf in the
form of Sisters of Battle.

This month we're taking all this
awesomeness and revisiting it in the pages
of White Dwarf — so we have the crazed
beasties of the Orcs & Goblins, datasheets for
the Grey Knights, Dark Eldar and Sisters of
Battle, huge monsters for the Beastmen (and
Scrolls of Binding to use them in games of
Storm of Magic), a great Necron campaign
and a fantastic monster painting guide.

We've also got something cool to
share with you too, as this month sees the
launch of Blood in the Badlands, which is a
Warhammer campaign book that the White
Dwarf team have been working on recently.
It chronicles the exploits of a group of gamers
and hobbyists in the Design Studio’s latest
campaign, not to mention providing all the
rules we used in our adventures. Andy Hall
explains more later in the issue, as well as
showcasing the new siege rules in the book
with a battle report against his arch-rival
Kevin Chin!

Whilst we're on the subject of the rivalry
that marked the campaign, the White Dwarf
team have been engaging in a spot of
internecine warfare themselves in the second
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HERE BE MONSTERS

This month sees all manner of huge, gribbly beasties unleashed on to the
battlefields of the Warhammer world, from blood-hungry Ghorgons to crazed

Mangler Squigs. We venture into the wild from page 14.
. - ;

Siegfried Grant ventures deep into the Drakwald Forest The latest releases from the Citadel forge.
to tell tale of the foul denizens that dwell there — the
Beastmen and their monstrous ilk. 11 NEWS '

All the goings on in the hobby world.
UNLEASH THE BERSTS

We explain how the new Beastmen monsters work on the " rl}fn%.l“s“h e bt b del
battlefield, as well as presenting Scrolls of Binding for the eifrbisnchelal ol S dpHInach e REITIAEINOYeh:

Ghorgon, Cygor and Jabberslythe, 104 THE RUGURY
CRUCIBLE OF FLAME The latest events and activities near you.
We take a fresh look at the Apocalypse Expansion and

present six new Apocalypse datasheets for the Dark Eldar,
Grey Knight and Sisters of Battle.

SLAUGHTER ON SCHRODINGER VI

Mat Ward presents the first part of a campaign that pitches
Imotekh and his Necrons against the Black Templars
under the command of Marshal Helbrecht.

DENIZENS OF THE FOREST DEPTHS g 02 NEW RELEASES
s

'EAVY METAL
The ‘Eavy Metal team are the best miniatures painters in
the world, and we showcase their favourite miniatures,

MODELLING WORKSHOP: SKULIVANE MANSE 20 BLOOD IN THE BADLANDS
Chris Peach shows us how to paint the latest addition to Andy Hall battles his arch-rival Kevin Chin in an exciting
the Warhammer scenery range, Skullvane Manse. game of Warhammer siege.

MODELLING WORKSHOP: BIG MONSTERS 34 WARMONGERS
With all the monsters released recently, we cornered The White Dwarf writers take on the designers in a huge
Chad Mierzwa to find out how best to paint such big kits. Storm of Magic game.

PAINTING MASTERS 92 DRAGON HUNT
We take a look at the miniatures of ‘Eavy Metal’s Dain Ironfoot gathers his trusty warriors and sets out to
Neil Green and talk to him about how he got started. slay a Dragon in this The Lord of the Rings battle report.

www.games-workshop.com 1






NEW RELEASES

This month’s new releases are dominated by beasts and monsters. Jabberslythes,
Ghorgons ; and Doombulls emerge from under the boughs of twisted trees, and

even in Middle-earth the Dragoy shaveE en rousedin MeW£hrEMas. )3
" ) . .' " . Ik%f % o

ADVANCE ORDER

You can advance order
all these products 7 days
before their release.

If you order by the
Sunday before launch,
you can guarantee that
they will be delivered to
your store on the day

of release.
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GHORGON & CYGOR

The Ghorgon is a four-armed monster driven to slaughter and devour anything
within reach. The Cygor, on the other hand, is an insane beast that desires the
souls of mages. The Ghorgon/Cygor kit makes one of these monsters.

This kit can be assembled as a Ghorgon
— a large centrepiece model that is a
Rare choice in a Beastmen army or

can be taken as a bound monster in a
Storm of Magic battle. It is a four-armed
monster that can be assembled with

an assortment of blades and rending
claws. The Chorgon head has a choice
of two different horn arrays and the kit
comes with various Beastmen-styled
accoutrements such as a skeleton, lots
and lots of skulls, totems and looted
weapons that hang from the creature’s
body. In battle the Ghorgon’s maw can
swallow an enemy whole and even
regenerate lost wounds with its Strength
from Flesh special rule.

Skulls and a skeleton’s torso lie tangled
amongst the coarse hair sprouting from the
Ghaorgon's back.

A bound skeleton can be placed dangling
from the Chorgon’s crude belt.

Pictures for ilustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citade!
contact us for current availability and prices, Frices quoted are for products sold by Games Warkshap through its own stores,
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s carrect at time of going to press, please
ansible for determining thelr own prices



The creature covets magic-
imbued shards and stones.

CYGOR

With its upraised arms and cyclopean
eve, the Cygor has a very different shape
and look to the Ghorgon. The distinctive
head has a choice of two separate horns
and the kit also includes a large menhir —a
magical stone that it can hurl in battle like
a stone thrower. Additional rune-etched
boulders can be hung from its neck. You
can arm the Cygor in different ways —

there is even the option of having one hand
grasping an uprooted Statue of Morr. There
are many extra parts that can be added to
the monster, including bone necklaces, a
Skaven bell and roped twine entangled with
skulls or shards of arcane stone.

BEASTMEN £33
GHORGON/CYGOR

Praduct code; 99120216006
Sculpted by Aly Morrison,

£42.25, 330clks, 4105ke/nks, 490rmib, 162,50zt

ON SALE DECEMBER 3RD

A shattered, rune-scribed menhir hangs from the
Cygor’s neck, ready to be hurled at prey.

Pictures for illustrative purposes anly, Product contents may vary. Products seld unpainted and unassembled, Certain Citadel products may be dangerous if used Incorrectly, Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sofd by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices,

www.games-workshop.com 5



JABBERSLYTHE

To look upon the hideous Jabberslythe is to risk insanity and death, for its visage
is so horrible to behold that it can drive men mad with but a glance. This huge
monster is released in Citadel Finecast this month.

The Jabberslythe is an amalgamation of giant toads, insects,
dragons and goats, aspects of each can all be seen on this
new miniature. It shares the fur and horns of a Beastman, its
ragged wings and lengthy spines conjure images of drakes
while its clawed tongue and gaping maw reflect its Slythey
Tongue special rule. In battle, every wound it suffers causes
the enemy to take a Strength 5 hit due to its bile-blood.

You don't have to be a Beastmen player to field this model,
there’s a Scroll of Binding for it on page 29.

The Jabberslythe’s maw looks like it can gape wide to swallow a foe ensnared by
its hideous, misshapen slythey tongue.

YELY TRV VY J
ANV s A ATy LY L 9

BEASTMAN JABBERSLYTHE £40
Product code: 998102 16003
Sculpted by Giorgio Bassani.

€52, 390dkr, 490ske ks, 650rmb, 2004

Pictures for illustrative purposes only. Product contents may vary. Praducts sold unpainted and urassembled. Certain Citadel products may be dangerous if used incorectly. Prices corect at time of going
contact us for curent availability aed prices. Prices quoted are for products sold by Games Warkshog through its swn stores, catafogue or website, Independent retailers are resg ible for determining tf
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DOOMBULL

A Doombull is a hulking Minotaur Lord
— an imposing beast of rippling muscle,
arching horns, clad in crude but effective
metal armour and wielding a massive axe.
This Citadel Finecast version picks
out every last detail of Mark Harrison’s
incredible creature, making it a fine army
centre piece and Beastmen general. In
battle, a Doombull is not only brutally
powerful, but so infectious is its bloodlust
that any unit it accompanies becomes
subject to Frenzy as well.

BEASTMAN DOOMBULL £30
Product code: 93810216002
Sculpted by Mark Harrison.

€39, 300k, 380sk/nkn, £50rmb, 1402t

ON SALE DECEMBER 3RD

The invasion of the Badlands has
begun. Eight armies will vie for power,
carving out nascent empires, fighting
sieges, invading the under-realms and
conquering great swathes of land.

All this and more is chronicled in the
ultimate campaign book.

Blood in the Badlands is a 96-page hardback
campaign book for Warhammer. Inside you'll find
new background, a complete set of campaign
rules, four massive multi-player scenarios, a
Warhammer siege expansion as well as additional
rules for playing Warhammer in vast caverns
below the ground. All this is framed within

an exciting Studio campaign, as eight players,
including the White Dwarf team, seek to carve
out the largest empire so the ensorcelled castle,
Fozzrik’s Flying Fastness, will land in their realm
and its amazing treasures within can be claimed.

BLOOD IN THE BADLANDS £20
Product code: 60049999105

Written by the White Dwarf team.

€26, 200dkr, 250ske/nke, 300rmb, 10021

ONSALE DECEMBER 3rid

— WARHAMMER CN

TURN TO PAGE 20 TO LEARN

MORE ABOUT THE CAMPAIGN.

Pirtures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassemibled. Certain Citadel products may be dangerous if used incorectly, Prices correct at time of going to press, please

contart us for current availability and prices. Prices quoted are for products sofd by Games Warkshop through its own stores, catalogue or website, independent retailers ace responsible for determining their own prices

www.games-workshop.com




8 WHITE DWARF

Citadel Finecast is our range of highly detailed resin miniatures, and the range is
increasing every month with regular new releases. On these pages you can see
just a few of the latest releases, but check the website for the full range.

MANGLER SQUIGS

Citadel Finecast has many strengths so as well as picking
out crisp details in unsurpassed quality, its light-weight
nature has given sculptors a chance to design and
dynamically pose models in a way that was not possible
even a year ago. Mangler Squigs are a perfect example,
with one of the creatures balancing on top of the other. The
model is covered in loads of little vignettes, from a Night
Goblin clinging on in the manner of a demented Squig
Hopper, to gobbos squashed in its wake. Mangler Squigs
are a Rare choice in an Orcs & Goblins army.

ORCS & GOBLINS £36
MANGLER SQUIGS

Product code: 99810209010
Sculpted by Trish Carden.

€50, 3500k, 440ske/nkr, 530rmb, 17520

Is this Night Goblin controlling the Mangler Squig from inside the creature’s
mouth, or simply being eaten?

The rear view shows the Night
Goblins struggling to control
their charges. Several have
been trodden to death while
others are barely hanging on to
the manic beasts.

Pictures for ilfustrative purposes only. Product contents may vary, Products sold unpainted and unassembied, Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please

contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, ndeperndy

NEW RELEASES

it retailers are resy for determining their own prices.



THE WITCH-KING OF ANGMAR

This two figure set contains both the Witch-King
riding a black-hearted steed with flaming sword
held aloft and the Witch-king on foot, wearing his
sinister helm and wielding a massive flail.

The detailing on these
prominent models is exquisite
and all the more worthy of study
now the models are available in
Citadel Finecast.

THE WITCH-KING £20.50
OF ANGMAR

Product code: 99801466001

Sculpted by Alan Perry.

€26, 2000dkr, 250skr/nks, 330rmb, 9521

This Dragon of Middle-earth

is positioned on all fours with
an impressive pair of leathery
wings and a dynamic pose as its head
whips round to spy its next vitcim.
And because Citadel Finecast is so easy
to assemble, this striking monster can be
readily added to your collection of
The Lord of the Rings models.

DRAGON £44
Product code: 9981 1466004

Sculpted by Trish Carden.
€56, 430clky, 340skr/rks, 650rmb, 21520

1.

Pictures for iflustr
contact us for cur

putposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time aof gning to press, please
availability and prices. Prices quoted are for products sold by Cames Workshop through its own stores, catalogue ar website. Independent retallers are respansible for determining thelr own prices,

www.games-workshop.com 9
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This Megaforce contains

a Captain and Command
Squad, two Tactical Squads,
a Scout Squad, a Venerable
Dreadnought, a Land
Raider Crusader,

a Drop Pod and a Land
Speeder Storm.

SPACE MARINE MEGAFORCE  £130
Product code; 931201071090
€175, 1300clks, 1600ske/nkr, 1900rmb, 64021

VTABLTARNA
WO O

The High Elf Army contains
a Lord on a Dragon, 32
Spearmen, 20 Archers, 20
White Lions, 10 Dragon
Princes and a High EIf
Chariot. This box makes for
a great addition or starting
point for any High EIf army.

HIGH ELF ARMY £130
Product code: 99120210019
€175, 1300dkr, T600ske/nkr, 1900rmb, 540zt

ON SALE DECEMBER 3RD

The Dark Eldar Megaforce
contains 20 Wyches and
10 Kabalite Warriors, a
squad of 5 Scourges, 9
Reavers, a Venom, a Raider
and a Ravager — a great
foundation for any Dark
Eldar army.

DARK ELDAR MEGAFORCE £130
Praduct code: 99120112018
€175, 1300dkn, T60Uske/nkr, 1900rmb, 6402

The Skaven Army box set
contains 40 Clanrats,

40 Stormvermin, 20
Plague Monks, 2 Rat
Ogres, 6 Giant Rats, 3
Packmasters, a Warp
Lightning Cannon and a
Screaming Bell.

SKAVEN ARMY £130
Product code: 99120206074
€175, 1300k, 1600ske/nkr, T900rmb, 640:1

ON'SALE DECEMBER 3RD

FPictures for iflustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices correct at ime of going to press, please
contact us for cureent availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.
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Dark Heresy: Book of
Judgement

The Book of Judgement is a
guide to crime and punishment
in the Calixis Sector, and
provides a powerful resource
for Dark Heresy campaigns
that feature Imperial Law as a
story foundation. This detailed
supplement contains new rules,
backgrounds, alternate careers,
and much more!

For the Empire!

No, White Dwarf isn't available in Middenland — it's hobby guru Dave
Andrews and his fellow soldiers taking a break from the action at the

Deathwatch: First Founding
In this supplement play as
never-before-available First
Founding Battle-Brothers,

or learn all new Advanced
Specialties. Additionally, this
invaluable tome contains a
gripping adventure that places
the Kill-team alongside forces
from three different Space
Marine Chapters — tensions rise
as combat philosophies clash.

Battle of Tewkesbury re-enactment with a copy of July’s issue.

Blood Bowl: Team Manager - the Card Game
The season is starting! Blood Bowl: Team Manager
—The Card Game is a bone-breaking, breathtaking
card game of violence and outright cheating for two
to four players. Chaos, Dwarf, Wood Elf, Human,
Orc and Skaven teams compete against each other
over the course of a brutal season, all to earn

the most fans. Customise your team by drafting
Star Players, hiring staff, upgrading facilities and
cheating like mad. Lead your gang of misfits and
miscreants to glory over your rivals as you strive to
become Spike! Magazine’s Manager of the Year!

www.fantasyflightgames.com

Ultramarines Winners

At Games Day Chicago, a contest
was held for two lucky fans to
win a Special Edition of the DVD
Collector's Box Set, signed by Dan
Abnett. The winners were: lan
Overton, of Ontario, Canada and
Zachary Baum of Beavercreek, Ohio.

Since the launch of the
Ultramarines: A Warhammer 40,000
Movie, we have regularly invited
fans to visit the movie website to
get the latest news, talk to us on our
blog and participate in our online
contests. Our next contest will give
you the chance to win original
production artwork from the film so
make sure you go to the website to
find out how to enter.

Don't forget that the movie is
now available on Blu-Ray disc and
via Digital Download!

ultramarinesthemovie.com

www.games-workshop.com 11



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

Extract from The Gildar Rift

‘Brace for impact!” The Wolf of Fenris was going to hit
them. The ships were going to annihilate one another.

But it did not.

The tiniest of mathematical calculations that had
been input in the Wolf’s helm several minutes earlier was
enough to bring the ships agonisingly close. Yet in spatial
terms, ‘agonisingly close’ was still an astonishing distance
away. '

‘She’s preparing to fire her port batteries.”

‘Run out our own. They want to take a broadside
swipe, then we will give them one of our own back!

‘Aye, my lord.

Relentlessly pounding at each other, the two behemoth
vessels ran parallel for a time. Void shields trembled and
shrieked at the proximity, flooding the space between them
with crackling, arcing discharge. The energy that each
ship’s shields generated sought to repel the other with
equal ferocity.

EILOLRLE

OUT THIS
MONTH:

THE
GILDAR RIFT

SARAH CAWKWELL

e

DAN ABNETT

" THORN AND TALON

Inguisitor Eisenhorn returns The Sisters of Battle returm Seminal fantasy author William In the depths of space, the Silver
investigating mysterious murders to Sanctuary 101, where the King returns in the first of a saga Skulls Space Marines take on the
and bizarre crimes in three new manstrous Necrons who killed chronicling the adventures of might of Huron Blackheart and his
avdio adventures their sisters still lurk in the sands. Tyrion and Teclis. Red Corsairs.
THORN AND TALON £15 FAITH & FIRE £7.99 HAMMER & ANVIL £7.99 BLOOD OF AENARION E17.99 THE GILDAR RIFT £8.99
15BN 978-1-84970-169-3  + ISEN: 978-1-04416:289-5 HSBN: 97 5-1-04970-065-8 ISBNG 978-1-04970-090-0 ISEN: 578-1-04970-107-5

€22.50, 135ckn, {60skeinkr, 799521 €105, 85k, 100ckr/mkr, 19,9520 €10, 50, 85ake, 100ks/nkr, 39,957 €25, 10kkr, 220skr frvkr, 59,9524 ET2 50, TiNndkn 1 Sskr/nke. 44,5521

o unassembied, Certain
= contact us for
1 stares, catalogue




AN INTERVIEW WITH WILLIAM KING

With the release of William King's first book in eight years,
we wanted to know what to expect from the return of one
of Black Library’s most prolific and popular authors. We got
him to talk a little about his new novel Blood of Aenarion,
featuring the heroic High EIf twins Tyrion and Teclis, and his
upcoming projects.

You've explored many of the races from the Warhammer
world over the years. What made you want to write about
the High Elves?

I worked on various High EIf army books back in the

dim misty days of prehistory and I've always liked them.
They are magical, they have a certain glamour and they
were a chance to do something very different from my
usual grubby sword and sorcery stuff, They have an epic
feel that is very unusual in the Warhammer world. This
being Warhammer high fantasy though, there’s a lot of
backstabbing, intrigue and general nastiness. The rhetoric is
all high fantasy but the action is all realpolitik.

I'm sure people will be clamouring for a copy of Blood of
Aenarion this year, but what can we expect from the rest
of the series?

It's just possible that there will be violence, intrigue and
gallows humour!

To be more specific, this series is ‘Tyrion and Teclis: the
Origin’. We see them going from being a couple of green
kids to great heroes during the course of a particularly
brutal war. By the end of the third book, Bane of Malekith,
they are recognisably the characters we know from the
texts. We also get some glimpses of the epic back story
of the Elves. Book two, Sword of Caledor, deals with the
opening moves of the Great War between the High Elves
and Dark Elves and Bane of Malekith shows its dramatic
conclusion. Along the way, we catch sight of some of the

giants of elf history such as Aenarion, Malekith, Morathi
and the Archmage Caledor. At its core though, the story is
about the two brothers and the events that mould them into
the epic heroes they are.

Do you think your writing style has changed since you first
wrote for Black Library?

Hopefully it's a bit more polished but otherwise, I'm afraid,
it's business as usual — character driven, ultra-violent action
with a fair bit of humour and a lot of darkness underneath.

Are there any other characters from Warhammer or
Warhammer 40,000 you would like depict in a novel?
Hmm, that's a tricky one to answer. I've actually written
about a lot of the ones I've wanted to, and other people are
writing the characters that spring immediately to mind. That
said, I've always had a soft spot for the forces of Chaos..

Now that you're writing for the Black Library again, what
can we expect from you next?

Right now | am working on Angel of Fire. This is a story

of the Imperial Guard during the Macharian Crusade. It
follows the adventures of a tank crew who get caught up
in the intrigues swirling around the Lord Commander Solar
and his retinue during a very bloody campaign.

It's something very different from the work I've done
previously. It's on a much more human scale, since it deals
with the Imperial Guard. It also allows me to indulge in my
love of tank battles. There's also some brutal street fighting
and a particularly nasty cult of Chaotic pyromaniacs.

Blood of Aenarion is available from your local
Games Workshop Hobby Centre and online at:

www.blacklibrary.com

www.games-workshop.com 13
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Denizens of the

5@3@ of the Drakwald Forest haeéﬁéeeﬁ,gn-tﬁe warpath of late, but in their wake

/. ' |

stride gigantic creatures of immense size andstrength. Under orders from.the Elector

Q?“"f-I?fodd enlarid, Siegfried Grant investigates these new threats to th¢1
=~ e ¥ s

e

. Herr Siegried Grant,

. I, Graf Boris Todbringer, as Elector Count of Middenland, do

‘B hereby command you to publish your research on the beasts and

' creatures of the forests. The Beastmen warherds many are familiar
with, for the accursed fiends have long burned and raided the
- lands of our people. But there are larger and fouler things that
- make their lairs beneath the boughs of that dark place, and our
" people must know more about them, the better to defeat them in
battle. I am aware that you have thus far been unwilling to make
your findings public for fear of widespread panic and hysteria, but
recent Beastmen activity has forced my hand, and so must I now
force yours. I will brook no arqument on this matter.

1 would, however, speak to you of a more personal matter.
The leader of the Beastmen tribes in the Drakwald is a treacherous

mpire.

it s,

creature known as Khazrak. I have crossed swords with him on
numerous occasions, and my Runefang’s tip gave him the mark for
which he is named One Eye. A few winters later, the beast returned
the favour, and I bear the scars of our duel to this day. A reward
of ten thousand gold crowns is placed upon the One Eye’s head,
but I would ask you to keep word of this creature contained - if
anyone is to slay this Lord of Beasts, it will be me. That accursed
fiend has escaped my vengeance for quite long enough now.

But do not forget your task. We must learn all there is to fmow
of the denizens of the forests, for I fear their strength is greater
than we realise. We cannot hope to survive if we ignore this threat
on our very doorstep. Good luck, and may Ulric guide your hand.

@@4’”@%@4\7@%@%



The Beastmen Menace
f-'\w Mankmd 5

singly wondrous,

'es gaZze upon them from

creatures see the mirror of their own
, and so resent Mankind with a
sible to conceive.,
elieving they

cred

and incapable of fielding armi

threaten them. They are quite wrong. To
underestimate the Beastmen is a

mistake, and one for which th

suffer unless they act to stem the tide that
threatens to engulf them.

Feral cre :
destruction, Beastmen live in savage
bands called warherds, consisting of

g from several dozen to many

nds in number. Though they walk

upright and speak, the Beastmen are
more akin to animals than they are to
men. The strongest prevail and the weak
perish, hen .
the mlghnr st amongsr them, a Beastmen
marked by the favour of the Chaos Gods.

The Beastmen hate Mankind with a
deep loathing born of centuries of battle
and are far n inning than many

. So confident is the Empire in its
and strength of arms that they
tary keeps and watchtowers

sithin the forests of their land. But

the Old W
Mankind's arrogance only s

drive the Beastmen to proxe their
‘ ng Man down
from his lofty pedestal and trampling him
beneath their blood-encrusted hooves.
They will not cease until Mankind has
been returned to its proper place in the
order of things — prey and nothing more.

The Beastmen will stop at nothing

> the Empire’s cities burn and its
' the Empire
to fight these creatures,
for they risk losing everything if their
vigilance falters.

Over the following pages, we'll take a
look at the various types of Beastmen that
plague the forests deeps, along with the
terrible monsters that often accompany
their warherds to battle.

From out of the dark
and twisted forests of
the Old World come the
Beastmen, uncounted
hordes of braying
creatures of horn, hoof,
muscle and hate. They
desire nothing less than
to grind the cities of Man
to dust, to cast down his
gods, to tear his body
limb from limb and
unmake all that has been
built upon the lands.
Truly these creatures are
the Children of Chaos,
and will stop at nothing
to see the end of Man.




The Jabberslythe

A vile, repugnant amalgam of mutated
flesh and claws, a Jabberslythe

is an abhorrent creature whose

mere presence is often enough to
send a witness to its loathsome
countenance stark mad. How such

a hybrid abomination first came to

be is a mystery, but Jabberslythes are
reckoned to be amongst the most
ancient of creatures to be found in the
Warhammer world.

Despite its ugly and ungainly
appearance, a Jabberslythe is a force
to be reckoned with on the battlefield.
It may not have the hitting power of
a Dragon (though 5 Poisoned Attacks
at Strength 5 is far from impotent),
but its greatest power stems from its
Aura of Madness. Each enemy unit
within 12" of a Jabberslythe must pass
a Leadership test or suffer a wound for
each point by which they failed. And
as this represents victims succumbing
to irrevocable lunacy, armour saves
are not allowed against this attack.

But a Jabberslythe also has another
few tricks up its sleeve. It's Slythey
Tongue can strike from up to 12" away,
and anyone who wounds it will suffer
a Strength 5 hit from its Bile-blood!

The Cygor

Enormous, cyclopean creatures,
Cygors are all but blind to the
material realm, perceiving only the
eldritch energies of the Winds of
Chaos with its single eye. Maddened
by their affliction, Cygors are
inexorably drawn towards any and all
sources of magic. It is for this reason
that Cygors are anathema to all
practitioners of magic, for they know
that it seeks to devour their soul.

A Cygor is a real asset to a
Beastmen army when it comes to
dealing with enemy spellcasters. Not
only does its Soul-eater special rule
unnerve all but the most disciplined
enemy Wizards within 24", but
should it reach them, its Ghostsight
enables it to re-roll any failed To
Hit rolls against them. But a Cygor’s
effectiveness doesn’t end there - its
Ghostsight special rule also works
against Daemons, the Undead or any
magic item-wielding opponent too,
such is their magical aura.

Movement 7 allows a Cygor to
rapidly close on its quarry, but it also
has the option of hurling an enormous
menhir instead of marching, following
the rules for a stone thower. Splat!




Ungors
Diminutive creatures by the 5tandard- of other Beastmen,
Ungor nonethel a man. Indeed,
many believe that these creatures were once men, but
long since mutated beyond all recognition. They are
-hooved, with small horns sprouting from their
foreheads and a vicious, malevolent nature.

Gors

Powerful goat-headed warriors, Gor stand head and
shoulders above most men, their heads crowned by an
array of sharp horns. Gor are skilled fighters p d
of a bestial savagery, and can withstand grievous injuries
that would slay lesser opponents |mtant|\.

Bestigors

The |c1r0t‘5t and strongest Gor are known as Bestigor and
battle, granting them a

preeminent position within the warherd.

Minotaurs

Enormous brutes of justifiably fearsome reputation,
Minotaurs tower above other Beastmen in both
physicality and ferocity. Their only weakne

is an insatiable bloodlust that often sees

as they devour their prey in a berserk

Wargors

Wargor are the leaders of each Beastmen warherd,

blessed by the Chaos Gods with a size and streng

unrivalled by the other warriors in their tribe. Their word

is law, and the slightest hint of dissention will be met with
i of violence that more often than not will

lead to the mutilation or even death of the antagonist.

Beastlords
The greatest Wargors may rise to dominate other
rherds, defeating or intimidating their IParier into
submission and claiming their tribe for its own. If a
supplanted Wargor is rPa]lv lu ) ve allowed
to retain nominal command over the anne» F‘(f warherd,
though the triumphant Beastlord to keep a
close eye out for any sign of fuTLJrE' relallanun Such fierce
competition has a[wa\,b been the way of the Beas

Bray-Shamans
The shamans of the Beastmen act as advisors to the

tlord and leaders of their tribe’s ritualistic
hip. Indeed, such is the hallowed position
ans hold in thp W dlhEld th:lt not eve the

Wargor or B
form of




Monsters of the Forest Deeps
Beastmen tribes on the warpath are often a
b}-' great mansters that are dra ; h‘om their F

the Beastmen army is blessed mth the Iarge:t choice of
monsters in the game. Cygors, Ghorgons, Jabberslythes
and Giants all have their individual strengths, and each
can lend a Beastman army its own distinct advantage in
all of these monsters are RarP unitk, S0

games of Storm of
four of them at once. However, canny

the Wild (the Beastmen’s unique Lore of
in summoning a Jabberslythe, Giant or G
battlefield with the Savage Dominion spell
yet be a way to get them all on the battlefield!

The Cygor, Jabberslythe and Ghorgon all conv reniently
weigh in at 275 points, so depending on the nature of
the army you'r fa(:ing, ]t"s e » switch your army list

- 'att- monster for the

ould you be able to field all
of the Lore of
ic) can result

there may

utterly deadly against armies with a low
> Leadership value; wl‘nlat a Chorgon is a great all-
er, able to smash anyone or an}thm to pieces.

The Ghorgon

A Ghorgon is voracity
incarnate, its appetite
never truly sated. It is

as a Minotaur in image,
but utterly gigantic in
scale. It shares similarly
cloven-hooves and a

bull head, but has four
limbs sprouting from

its shoulders where
normally there would be
two. So frenziedly does it
assail its victims that it is
often difficult to discern
where flesh ends and
crude sickle-blades begin,
but it can scythe a man
cleanly in half, as it will
gruesomely display again
and again in a blood-
spattered rampage should
anyone be foolish enough
to stray too close.

Few monsters that
dwell within the forests
of the Old World
can rival the killing
power of a Ghorgon;
fewer still should the
creature succumb to its
Bloodgreed. Such is its
fury, it will continue to
gain an additional Attack
each time it wins a round
of combat (a regular
occurrence, | might
add!), and it begins the
game with no less than 7!

But should a
Ghorgon'’s rampage be
stalling on account of
blood loss, it can attempt
to swallow a victim
whole — a single Attack
that causes a Killing Blow
on a 4 or more. Should
its target be slain (or
should that be eaten?)
in this way, the Ghorgon
will regain D3 Wounds.




Beastmen armies are notoriously
se them any other way

would be I('J“)-t Vith that in mind, this
army has been selected to throw itself
at the enemy and overwhelm them as
quickly as pl’)SSka_ The army’s full-on
assault will be supported by the brutal
magic of the Bray-Shamans and the
maddening aura of the Jabberslythe.

The army includes matching units of
Gor and Ungor, enabling one of each of
these units to ambush the enemy using
the Beastman Ambush rule should it
prove advantageous to dc

The Minotaurs and Ghorgon are the
real heavy-hitters in the army, and there

stand up to
] engage the
same target ';lmultaneously /! The y will
traight
sh

which Gar-Rak and his Bestigor can pour
through and complete the slaughter.

The Jabberslythe will advanc'
carefully around the ex
uclng its Fly move to (lmu to c

and land behind their central Ilne_, from

where its Aura of Madness should be able

to cause maximum damage

Gar-Rak Blackhide

Beastlord with heavy armour,
Ogre Blade, Ramhorn Helm,

D ston oncurse lcon and
Gnarled Skin,

Roartooth Bloodborn
D bull with great weapon
and Trollhide.
paints

HEROES
‘ilnaggar Tallsman
C man with

160 points

armaur,
apon and

and Halthomn.
255 points
SPECIAL
The Dark Kine
4 Minotaurs with

great v

Th Truebnm

andard b
dard and ¢

The Hatefeind
Jabberslythe

Total: 3000 points




BLOODIED IN
THE BADLANDS

This month sees the release of a brand-new Warhammer campaign book. One of the
participants, Skaven general Andy Hall, explains what’s inside the book’s covers, and
then refights a pivotal siege battle against his Dwarf nemesis, Kevin Chin.

“The omens arc true, my lord, the oracles correct. After a thousand years, Fozzrik's Fiymg
Fastness has returncd to the Old World. Wrought by magical artifice long lost to scholars of
the arcane and coveted by emperors and kings the world over, the Flymg Fastness is a sng&t
to behold. A castle as large as any in your fands and crowned by cight spires swrrlmg wit ali
the Winds of Magn: the Flying Fastness would be a marvel even if it was grounded. But it is
the feature that gives it its name; the peculiar magical effect wrought by Fozzrik himself that
makes it so desirable — the blasted thing flics, soaring far above the land, unassailable by all, ;

Yet if the legends hold true, in a year's time the fortress will land for just one day, its
gates opening and its magical wards abating long enough for a ready hero to lead his men 3
within and seize control before the fastness takes to the skies once more. He who can claim ;
such a treasure will dominate the skies above the world and rule the fands beneath its path.

But mark my words — you will not be the only one to lay such a claim.”

Fastness — the.
 ultimate prize for
- allthe armies — as

" represented on our

*—— campaign map.

L Fozziik's Flying

S 2
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Andy: The White Dwarf team — along with
fellow hobbyists Pete Foley, Kev Chin
and Chris Peach — have spent the past
year battling for glory and power in the
Badlands — the wilderness to the south of
the Old World. The wounds are still raw for
many of us, where alliances were made and
subsequently broken or we fought as bitter
enemies from the start. Our exploits have
been recorded in the brand-new campaign
- book, Blood in the Badlands.

We have often been asked about the
campaigns we run in the Studio so we
thought it would be cool to chronicle one
from start to finish, presenting not only the
entire narrative as the games unfolded but
all the campaign rules, scenarios, special
rules and hobby advice as well as some
truly epic battle reports. First and foremost
you have a great story, an epic tale that
encompasses a year of war as the players
carved out their empires in a desperate
attempt to gain egress into Fozzrik’s Flying
Fastness. As such, the book is packed full
of gaming advice on how to organise and
set up a large map-based campaign with a
group of like-minded players.

However, there is much more within
the pages than mere suggestions; we've
included plenty of rules content as well.
There is a new campaign system, designed
to work with the Mighty Empires map
building set. Mighty Empires comes
with a simple set of campaign rules, but
encourages you to come up with your
own. In Blood in the Badlands we present
another, more involved system that expands
on Jervis’ original concept.

Talking of Jervis, we also made use of
his big gaming brain to come up with a set
of Warhammer siege rules. We knew from
the start that more than a few city walls and

DER'S SIEGE EQUIPMENT
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castles were going to be besieged so we
tasked Jervis to come up with a fresh new
system, the results of which are printed in
the book. Needless to say they're great fun,
and you can actually see a siege battle in
action over the page.

With the duplicitous presence of not
one, but two Skaven ‘empires’ and no less
than the ancient Dwarf Sea Fortress of
Barak Varr featuring prominently on the
map, another area we wanted to explore
was underground battles. We've come
up with a set of simple, optional rules for
representing Warhammer battles taking
place in vast caverns or ancient underways
— this includes a sub-campaign representing
the Skaven’s attempt to capture Barak Varr
from below as well as above.

The campaign itself took place over
a year in the Badlands (it took about six
months to play in actual time). Players had
four seasons to claim a sizable empire,
all the while a mythical flying castle flew
over the skies creating magical storms in
its wake. To mark the end of every season,
players got together to join in one mega-
game; this could range from a multi-table
epic, a massive Storm of Magic battle, a
gigantic siege or a mixture of all three. The
scenarios and rules for handling such huge
games are also included, there’s even a
page of Cataclysm Siege spells to bridge the
two game types together.

When all taken into account,

Blood in the Badlands is an extremely
comprehensive guide to campaigning, with
new background - there’s an extensive
gazetteer of the Badlands — new rules,

new scenarios and even some poetry (yes,
really). It's been a blast to play and we hope
you get as much fun out reading it as we
did writing and playing it.

gy greerShin
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Mighty Empires

For the Blood in the
Badlands campaign

we used two Mighty
Empires map building

sets. Each kit allows you

to create an evocative
fantasy landscape for

your Warhammer battles.
The 48 inter-locking

tiles form mountains,

rivers, settlements, and
farmlands of a whole .
fantasy realm for you |
to fight over. Adding !
more sets will see the |
realm seamlessly expand,
creating a larger area

to conquer and so your
campaign will grow even
grander in scope.

a 1A
WARDANNMER

MIGHTY EMPIRES
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Prepare to Siege
Blood in the Badlands
contains a set of
Warhammer siege .
rules designed by Jervis |
Johnson. The siege rules
are effectively a mini-
Expansion within the
pages of the campaign
book. They have been
specifically designed so
you don’t need to decide
in advance. You simply
need two armies — chosen
from the relevant army
books to an equal points
value — a Warhammer
Fortress (or any suitable
model castle) to fight
over, and a selection of
siege equipment.

21




In Andy’s second battle
report this issue, he's
playing his beloved
Skaven, hoping he can
keep his 2011 White
Dwarf winning streak
intact. His Warlord,
Hallscurry is out for
vengeance against Kev's
Dwarfs who were a

constant and dogged foe

in the campaign.

Con m:\mz'g.;‘
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Andy: In the |atter Sta';," s of the campaign,
my empire’s on ground to a halt
blunted by t

refused to give way to their Skaven masters.

Whilst simultaneously attacking the
Bearded Ones from below | launched an
overland attack against the gates of Dok
araz in a siege game. The battle was an
unmitigated disaster, from my perspective
anyway. Rezziqueak (my most ambitious
and sneaky of my Warlock Engineers) had
created an enormous doomsday weapon
any self-respecting villainous scientist
would be truly proud of. Unfortunately,
and in true Skaven tradition, this blew up
spectacularly taking a good chunk of my
army with it on the first turn. And
things didn’t improve from there. Needless
to say, the Dwarfs were triumphant and my
Skaven were repulsed and sent sc 1mpe|mg
back into the Badlanc
of fear as they went.
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Despite the Lampa:gn having now
~d, a rematch was in order. We
he same 3000-point armie
cally my entire collection
minus the Vermin Lord) and even took the
same siege equipment. In a siege game you
can :pend the same amount of points on
ou do on your army. So we
points each to spend. My

n from the Empire,

thlng would incur)
) went on the rather

and the rema]ning

hullt dnd pamtr-r{ hv G hrIH Peach. | was

merely the keenest of the Skaven p

to put it on the gaming table. The rules tor

both are found in Blood in the Badlands.
Ke my mdll‘l[\' Lomrsted of four

big units




Rangers

‘1('companiod by a hrge artillery contingent
comprising 2 Cannons, 2 Organ Guns and
a Grudge Thrower. Marshal[mg this force
was his Dwarf Lord, Karnji Ravenbeard, a
Thane, a Runesmith and a Dragon Slayer.
Finally, he took defensive siege equipment
including two cauldrons of boiling oil,
upgraded one of the castle towers to a
Dwarf brewhouse and also supplemented
- his army’s rations with stonebread. The
latter is worthy of note as it was an item
we'd invented at the start of the one,mal
battle. At the end of the siege rule

in the book there is a list of attackers and
cletendcr: ge equipment, but these

ive and you're

encouraged to come up with race specific
equipment that suits your own collection.
You do this collaboratively to make sure
your opponent agrees with what your
equment can dr and the points cost feels

ight. For the stonebread, we agre d that
when Kev made his starvation rull‘; then
he’d only lose models on a roll of 6, and
1500 points.

this abllltv should ¢

As per the siege rules, Kev then split his
army into the defenders and a relief force.
Wanting the greater part of his army to
defend the walls, the relief force consisted
of just his Lungheardq Every model in the
defenders portion of the army then had to
make starvation rolls to represent being
devoid of supplies. Normally, models s
a wound on a roll of 5+, but because of the
Dwarfs’ nutritious stonebread this would
only happen on a TUH of 6. Kev got off quite

) arfs in total.
earnest,

go th rouuh where
huth sides war machines get to s
and rough up their opponents. | lost

y Warp Lightning Cannon and the
an Guns were devastating, slaying

damaging my Doomwhee
even got a chance to mc
prellmmal\ bom mrdme t

¢ }Iattc

Kevin Chin is one

of the artists and,

more importantly,

an experienced (but
beardless) Dwarf general
and manipulator of runes.
He will once again be
defending his hold against
the Skaven menace and,
as a veteran of severing
rat-men heads, isn't fazed
for even a second.




How to Win
You win siege games by
taking control of castle
sections that contain
objectives. Before

objective markers were
placed on three castle
sections in alternating
order, starting with the
attacker. At the end of
the battle, the player who
has control of the most
objectives wins.
However, if the
defender’s relief force can
enter the fortress through
the gate of the castle,
then they automatically
win no matter how many
objectives are held.

1

units a mere 8" away from the fortress,

and so start charging from the first turn.
Many of Andy’s units were poised for such a
strike and so he began by charging with his
Screaming Bell, the Rat Ogres and the Hell
Pit Abomination. The siege tower would
have made contact too, but Andy rolled
a one, so a wheel fell off instead (siege
towers move 8" forward... unless you roll a
1 on a D6). However, soing to
let the Skaven simply run up to his walls.
All his models were armed with stones and
so were able to stand and shoot by flinging
rocks at the besiegers. This killed a few
ratmen, but it was when Kev dropped a
cauldron of boiling oil on the encroaching
Stormvermin (this can be used at any time

In a siege battle, the attacker can deploy

— even the opponent’s turn) that really hurt,
slaying 12 of the Skaven elite.

It was in the Magic phase that Andy
hoped to take control of the game. He
had three Magic users, two Warlock
Engineers and a Grey Seer using the Lore
of Plague, with the Curse of the Horned
Rat to boot. The Screaming Bell rang out
and emboldened the rat-men, which was
good for Andy as he had not taken a Battle
Standard Bearer. After some Warp Lightning
he tried to cast Plague, but Kev had no
wish for him to unleash this spell and so
not only dispelled it but destroyed the hex
with his spell-eater rune. Then Andy tried
to Skitterleap with his Warlock but Kev was
too experienced to let a Skaven player get
away with that and so dispelled it as well.

Map Key

Movement  Charge

Skaven Turn 1
Movement




L Meltdown! : | Annotations

The Stormvermin
move towards the
vacant wall section

In an exact repeat of the original battle,
Andy rolled a misfire on his first attempt to

fire the Warp-Doom Magma-Cannon. The W T \s/w .Y | Pl iy

cannon went into meltdown; the Skaven crew _ie o @i £/ L |

could be seen frantically scampering about © ¥4 s B The Doomwheel
the device before it blew up in a great green 7 SEEENS s | = moves up to the
fireball. The only consolation for Andy was /& o S | tower and unleashes
that the blast radius was not large enough to ; ] [ gL Sl Z its lightning bolts,
slay any of his other models. ] e - - '

frazzling the crew
and silencing the
war machine.

The Poisoned Wind
Mortar misfires, its
payload veers wildly
off target striking
the unit of Clanrats
close by, gassing six
of their own.

The Rat Ogres attack
the Slayers manning
the wall objective.
However, the
penalty for fighting a
defender on a castle
wall (halved | and
WS) blunts their
normally ferocious
attack. The Rat
Ogres lose the fight
and flee away from
the fortress,

Even the
Abomination

picks the wrong
castle section to
attack and is faced
by Kev’s mighty
Dwarf Lord with
Flaming Attacks.
The Abomination is
seriously wounded
and then finished off
by the Hammerers.

The Clanrats face
the Dwarf Warriors
and put in a good
effort but fail to
dislodge the Dwaris
from the tower, for
this turn anyway.

The Dwarf turn
consists of a
Shooting phase.
After a smattering
of casualties,

Kev shoots the
Screaming Bell
with his closest
Cannon. The shot
wounds the Bell
four times but also
causes it to chime
out of sequence,
emboldening the
squeaking Skaven
for a further turn.
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Hallscurry, a Warlord of Clan
Mange has had his share of
success... and failure.

Karnji Ravenbeard did a fine job of
fending off the Skaven, but how did
he do in the underground war?

’\-—-—-—.—.—.———-—.—.—..

Siege Equipment
When fighting a siege both
attackers and defenders
have access to all manner of
equipment. Attacking units
will always come to a siege
with ladders and grappling
hooks, while defenders have
piles of rocks to throw at
attackers. You can also arm
your force with some really
specialised equipment from
cauldrons of boiling oil
or even witches’ brew to
steam-powered rams.

You buy your equipment
with siege points, which
are equal to the points you
spent on your army. So, for
example in a 2000-point
game, you get 2000 siege
points. A battering ram, as
shown here, will cost you
500 points.

fter a terrible first turn, Andy’s
A Skaven had to make some large

gains to get back into the battle.
However, it wasn't a great start to the
second turn as the Rat Ogres continued to
flee southwards, although the siege tower
at least moved into contact with the wall.
The Screaming Bell charged back into
the tower for a second round of combat
while the Stormvermin moved into the
adjoining unoccupied wall section. This
was an important development as it meant
that Andy could attack the Dwarfs in the
south-west tower with two units (although,
you can still only create a maximum assault
party of ten, but you have the choice of
taking the models from both regiments) and
the Stormvermin, as they were attacking
from inside the castle did not suffer from
the halved WS and | penalties.

In the east, the Giant Rats also entered
the castle through the unoccupied tower
in the far east. The Skaven may have
been repelled in the first turn but they
were already infesting the hold from the
second. In the Magic phase, the Screaming
Bell tolled and unleashed a wall of
unholy sound. The castle trembled to its
very foundations, and the western wall
collapsed, killing a Stormvermin as the
rubble fell. The north tower, containing one
of the Dwarf Cannon, also tumbled to the
ground and the wall next to the gate was
also breached, before the Plague Monks
could even swarm the section. But the
south-west tower and the gatehouse itself
remained firmly in place.

The Magic phase saw the Hammerers
wracked by Warp Lightning and the

Stormvermin gain Bless with Filth but the
spell Andy really wanted to get off, Wither,
was dispelled out of hand by Kev — there
was no way he wanted his Dwarf Warriors
to permanently lose a point of Toughness.

In the Skaven Shooting phase Andy
concentrated his fire on the Hammerers
with mixed success. The Doomwheel was
the exception, as it roved along the eastern
wall, taking out a raging Slayer with a
lightning bolt.

It was then time to assault the south-
west tower once again. This phase the
Skaven fared much better. In no small part
due to the bonus attack from the tolling of
the bell and that Hallscurry himself was
present to lead the attack. However, Dwarfs
are nothing but stubborn, and despite
losing many brave Warriors, they refused to
leave the tower.

In the Dwarfs’ turn, the relief force
arrived early, much to Andy’s consternation.
They appeared in the east and so had a
way to travel before they could enter the
gate and end the game in a Dwarf victory.
For this turn the Dwarfs had an opportunity
to fight back in the Combat phase instead
of sulking behind their stone walls. The
Slayers attacked the Giant Rats and routed
them out of the castle. And the Warriors
struck out against the Stormvermin, taking
them by surprise and slaying four, but the
emboldened Warlord refused to be budged.

The third turn saw Andy in a much
stronger position, the eastern objective was
all but lost as Longbeards roamed outside
the walls and his Rat Ogres proved too
dim to rally, but in the west, the Skaven
numbers were beginning to take their toll.




The Dwarf Lord had lost a fair few brave
Hammerers in the previous turn’s Shooting
phase and now they had to contend with
Frenzied Plague Monks in the breached
wall section with Clanrats assaulting from
the front. Next door, the Dwarf Warriors
had the Screaming Bell ploughing into

the tower once again, and Stormvermin
attacking from the adjacent wall section —
Kev was worried.

Andy took a gamble in the Magic phase
and bestowed Death Frenzy on the Plague
Monks, followed up with Bless with Filth.
This gave each Plague Monk four Poisoned
Attacks, as they were armed with extra
hand weapons. The Plague Monks ravaged
the Hammerers, slaying twelve in total.
However, this still left enough Dwarfs with
great weapons to strike back, needing
only 2s to wound. Plague Monks died in
droves, leaving only five of their number.
Unfortunately, for Andy, he rolled a 5
when seeing what toll Death Frenzy had
taken, and it was enough to wipe out the
unit. In the west, the Stormvermin fought
against the Dwarf Warriors, but abysmal
rolling blunted their attack, by the time the
Dwarfs had retaliated only Hallscurry was
left. However, being a lone character in a
building or castle section is not a good idea
when Dwarf Cannons are about, and so

it proved in Kev's turn when a cannonball
struck the wall and blew apart the Warlord.
Andy was down but not quite out. In the
fourth turn, instead of charging, he looked
to his magic to win through. Curse of the
Horned Rat was successfully cast on the
tower and Dwarfs mutated into screeching
Clanrats. Unfortunately, some still held on,
slaying their transformed comrades, and
so the tower remained in Kev's hands, for
now at least. In the Dwarf turn, the Slayers
abandoned their objective and made their
way across the castle to bolster the western
objectives. Dwarf artillery cleared out the E
remaining Skaven outside the south walls.
In the fifth and final turn Andy tried
to magic his way to victory once more.
He Skitterleaped his Warlock onto the
eastern objective, and then attempted
to cast Curse of the Horned Rat on the
Warriors again, to turn them into Clanrats
and steal victory. This time Kev managed
to dispel the dreaded curse, and then
fired a cannonball at the eastern wall. The
Cannon struck home and Andy’s Warlock
Engineer was pounded to mush. The Skaven
were all but gone and the Dwarfs were
severely depleted but remained in control
of the castle to secure victory. Hallscurry’s
revenge would have to wait a little longer.
Well, considering he's dead, a lot longer...

e

The Plague Monks pour onto the
walls and into combat with the
grim-faced Hammerers.

Man the Walls!
Playing a siege game

is a challenging and
different way of playing
a Warhammer battle.
All you need are the
rules found in Blood

in the Badlands, and a
castle to fight over. The
Warhammer Fortress,
Siege Towers and
Battering Rams are all
available from the
Games Workshop
website. See page 118
for more information
about these.
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Storm of Magic
When the Winds of
Magic blow as a gale,
ancient creatures are
roused from their
slumber, bound to the
will of powerful mages.
Storm of Magic is an
exciting Expansion for
Warhammer, and can be
found on our website.

¥

UNLEASH THE BEAS

TS

The deepest, darkest areas of the forests are the hunting grounds of truly monstrous
creatures, but it’s not just the Beastmen who can bring them to war. In games of
Storm of Magic, any general can bind these monsters to their side.

deadly monsters, twisted and mutated

by the warping powers of Chaos. The
battlefields of the Warhammer world will
soon shake beneath their tread. Fear them!

Too right. These guys certainly don't
mess around, but the Cygor, Ghorgon and
Jabberslythe actually work very differently
on the battlefield. Here is a brief guide on
how they waork best in the game.

The Jabberslythe is very much a support
unit. It can fly (ungracefully, admittedly!),
whilst its Aura of Madness and Slythey
Tongue are both lethal and don‘t require
you to engage the enemy directly to work.
Causing enemy units within 12" to pass
a Leadership test or suffer wounds, a
Jabberslythe’s Aura of Madness is fantastic
for picking off enemy war machines such as
artillery or Skaven weapon teams, as their
lower Leadership leaves them vulnerable.

The Ghorgon, on the other hand, is a
walking engine of destruction. Its Frenzy
earns it a total of 7 Attacks at Strength 6,
and that's before its Thunderstomp. As if
that wasn't enough, the Ghorgon shares the
Bloodgreed special rule of the Minotaurs,

From the forest depths come three

UNLEASH THE BEASTS

meaning that its Frenzy will be augmented
by one extra attack for every round of
combat that it wins. For this reason, a
Ghorgon works exceptionally well if used
in conjunction with a supporting unit,
(Minotaurs, anyone?), as it can benefit
from their combat resolution and keep on
winning and earning those all-important
bonus Attacks. And that’s not to mention
that it can recover D3 Wounds in the
middle of a battle by swallowing an enemy
model whole. A nightmarish beast indeed.
A Cygor is more of a balance between
the two, able to support your army as a
mobile stone thrower, and be a headache
(sometimes with spectacular results) for
enemy spellcasters. Where a Cygor stands
out is that it can re-roll failed To Hit rolls
against any enemy with the slightest whiff
of magic about their person. Always handy.
Until recently, these three monsters
would only have been available to
Beastmen players, but with the Storm of
Magic Expansion came their Scrolls of
Binding. As a special treat, we've included
the exclusive Jabberslythe scroll, alongside
those of the Ghorgon and Cygor. Enjoy!



- pisions that will forever haunt them.

- clear pools of water will not offer up a reflection and

* unwholesome appearances of a toad, sludge-drake and

'\ allow it short bursts of ungainly flight and its gaping

L scooping up the gibbering foe and devouring them

. that to human ears sound much like the laughter of
. madmen. Those that somehow cling to their sanity

- When wounded the foul beast spurts not blood, but an

The Jabberslythe is a creature so unsightly, a monster
so disturbing to look upon, that an aura of madness
surrounds it. To gaze at such a beast is to tempt fate —
for many who do have their sanity ripped asunder. It is
said that a Jabberslythe is so horrible to view, that even

that those unfortunate enough to get an unobstructed
look at such a repellent fiend are likely to claw out
their own eyes in an attempt to escape the nightmarish

The Jabberslythe is a hulking thing that combines the
a many-limbed insect. It has rudimentary wings that

maw houses a long, sticky proboscis-like tongue that
can dart out to snare prey. The Jabberslythe is always
hungry. Attracted to any noise or movement, the
Jabberslythe lurks in the undergrowth of the deepest
parts of the largest forests, immobile save for great
hooded eyes that watch for the slightest twitch. When
victims are detected, the Jabberslythe bursts forth,

the sight of such a hideous creature stunning its
quarry into madness. It will then lollop towards them,

to the sounds of their own maniacal noises — sounds
must face the Jabberslythe’s vorpal claws and the
fanged orifice that serves as the creature’s mouth.

acidic black fluid that burns any it touches — making
fighting a Jabberslythe an even deadlier proposition.

MWSBS S T W 1 275 points

Jabberslythe R S B G R R

Troop Type Unit Size

A 1d
L) Monster 1

SPECIAL RULES

Fly,

Immune to Psychology,
Large Target,

Poisoned Attacks, Terror.

Aura of Madness: Each enemy unit within 12"

of one or more Jabberslythes at the beginning of
the friendly Magic phase must take a Leadership
test. For every point by which a unit fails its test,

it suffers a wound with no armour saves allowed,
distributed as for shooting — some of its members
have gone irrevocably insane! This has no effect on
units that are Immune to Psychology.

Slythey Tongue: The Jabberslythe can use its
sticky, retractable tongue to drag prey into its maw.
It has a shooting attack with the following profile:

Range Str  Special Rules
Slythey Tongue 12" S -
Spurting Bile-blood: For every wound caused on
a Jabberslythe in close combat, the attacking unit
immediately suffers a S5 hit, randomised
as shooting.

OPTIONS:

May take any of the following:

* Lash Tail 15 points
Grants the Jabberslythe 1 Tail Attack.

* Sinisterly Skulking.................. 30 points
Grants the Jabberslythe the Ambushers rule.

e s B R
The Jabberslythe is a loathsome beast, though
rumours that even once slain, the beast's hideous
appearance can slay 2 maiden that looks upon it are
probably false. Still, who but an unhappily married

man would dare such a chance?

————

—The Duke of Artois

————




. Cygors have but one eye that barely sees the world,

Occasionally, deep in the forests of the Old World,

a tracker will come across a mysterious corridor of
devastation smashed through the woodland. It is a
path of uprooted trees and trampled undergrowth that
is remarkable in two ways it would take a creature of
enormous strength to push through such dense terrain,
and even more surprisingly, the trail seems as if it were
chosen by a blind man, unable to avoid obstacles, but
forced to plough straight through them. And so it

is, for these are the tracks left by a Cygor, one of the
malformed Giant-like creatures that hunt the arboreal
heartlands.

being only capable of discerning indistinct shapes. The
Cygor’s eye instead perceives the ever-shifting Winds
of Magic, seeing perfectly the spectrum bf arcane
power. Thus, a Cygor will blunder indiscriminately
through the material world, unable to catch the prey

it so insatiably wants to devour. However, mages,
warlocks or witches who wield magical power are seen
as shining beacons and the Cygor desires to consume
such sweetmeats above all others. The mere presence
of a Cygor is often enough to cause enemy wizards to
foul the casting of their spells, for they fear the gnarled
and calloused hand that might grab and lift them
upwards to that hungry matw.

When the gales of Chaos rage, a wizard might dare
to bind a Cygor, bidding the creature to stride the
battlefield seeking to pluck out the foe's sorcerers and

devour them.
! MWSBS S T W I A Ld Troop Type
i M R Monster

Cygor el et

SPECIAL RULES

Ghostsight: The swirling melee of combat is

an indistinct blur to the Cygor, confusing and
disorientating, Enemies imbued with magic,
however, it can see with unearthly clarity. When
fighting enemy Wizards, models with any sort

of magic item or magical attacks, Undead, or
creatures with a ward save, the Cygor re-rolls failed
To Hit rolls.

Immune to Psychology,
Large Target,

Magic Resistance (2),
Stubborn, Terror.

Hurl Attack: Cygors will hurl chunks of rune-
inscribed waystones, torn from temples and other
arcane monuments, into the ranks of any who
might stop them from seizing their prey. A Cygor
may make a shooting attack each turn as if it were a
stone thrower, but there is no minimum range.

Y

250 points

Unit Size
1 |

ol 28

2

It can use this ability even if it moved earlier in the
turn, but cannot do so if it marched. A misfire will
do a single Wound to the Cygor — it’s a dangerous
business hurling chunks of menhir around.

Soul-eater: Cygors are intensely unsettling to
enemy Wizards, for they know Cygors crave their
souls above all else. Enemy Wizards within 24" of
one or more Cygors must take a Leadership test
at the beginning of the Magic phase. If the test is
failed, the Wizard has lost his nerve — any spell

he fails to cast this Magic phase will resultin a
miscast. Note that there is no unusual effect if the

spell is merely dispelled.

e e
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% Monsters of the deepest woods, Ghorgons are

1” relentless gluttons that seek to slaughter and consume
any flesh they can find. Beastmen believe that to
consume a creature’s raw flesh is to absorb its power
and the Ghorgons are the ultimate embodiment of this
brutal mazim. The vile creatures have gorged so much

* that they have grown tall and broad beyond measure,

towering to the height of Giants, and sprouting many
limbs and mouths to aid their endless feasting.

{  Bray-Shamans believe that these ultimate carnivores
begin their lives as the largest Minotaurs of their
" tribes, warrior-lords who chose gluttony over
leadership and devoured their lesser kin. Since that
r ;"".‘ foul act, each Ghorgon is driven by the accumulated
" bloodlust of his cannibalism. During battle, a
Ghorgon wades into a mass of enemies and uses its
many arms to grasp, stuff and shovel great gobbets
of flesh into its multiple maws. In its insatiable lust
for food, the Ghorgon has been known to swallow
victims whole, the entire body bolted down in a
savage display of gluttonous delight. Smeared with
gore and drooling slather, a Ghorgon can regain new
strength from its flesh feast. Yet no matter how much
. a Ghorgon deoours, the hideous beast remains as

- Tauenous as ever.

'."“-_.._,_h_.-_-‘-._‘.p*.% ‘_'."-?:?"'- "'.T—‘.-'?._—?—'m

Ghorgon

SPECIAL RULES

Frenzy,

Immune to Psychology,
Large Target,
Stubborn, Terror.

——T—

e e T e T

‘How much flesh can a Chnrgon gorge on?
g A Ghorgon gorges on flesh 'til it's gone.
He'd gorge on more, of that you can hc sure,

if only he could find more to gorge on.

'angue— twister PUpm' ar amongst
woodcutters' children in the Drakwald Forest

S~

MWSBS § T W
A

A Ld Troop Type
f

g S 10 Monster

Swallow Whole: The Ghorgon may forego all

of its normal Artacks and instead make a single
special Attack at an Initiative of 1. This Attack has
the Killing Blow ability, but To Wound rolls of 4,
5, or 6 act as Killing Blow Attacks.

Strength from Flesh: As the Ghorgon chomps
the enemy battleline, its flesh flushes red and its
Wounds re-knit. Each time a Ghorgon causes a
Killing Blow with its Swallow Whole ability, it
regains D3 Wounds that it has lost earlier in
the battle.

GHORGON

R

Unit Size

"":

260 points ,_
| j
uf

Bloodgreed: If the Ghorgon is on the winning
side in a round of close combat, it immediately
becomes subject to Frenzy. 1f already Frenzied,
then each time it is on the winning side of a round
of close combat, the model gains an additional
Attack. These bonus Attacks are lost if the model
loses its Frenzy. However, due to their desperate
need to feed upon the flesh of the foe, models with
Bloodgreed pursue and overrun only D6",



IN-STORE THIS MONTH

Across the land, the earth shakes with the thunderous footsteps of gargantuan
monsters of war as the Beastmen hordes emerge once more from the depths of
the Drakwald Forest and descend upon your local Hobby Centre.

Tamer of Beasts

This month the Beastmen are reinforced by three of the
most enormous mon to inhabit the Warhammer
world and, when it c to these behemoths, the staff at
your local store are on hand to lend plenty of modelling
and painting advice.

Become a Disciple of Chaos

Embrace your base nature and become a true Child

of Chaos. With the release of the Ghorgon, Cygor and
Jabberslythe, this is the time to begin your very
own army of B men and, as always, the staff at yc
store can help onstruct devilish army lists and offer
plenty of great hobby tips.

Purge the Drakwald

If, to you, the Beastmen are just another abhorrent
- 5 ofeale

The Stormclouds Gather

Alternatively, if you can't beat ‘em, join ‘em! With Scrolls
h your enemies underfoot with the
Ghorgon, C and Jabberslythe in gan
gic. Get to your local store to find out
when they’re running their next Storm of Magic battle and
begin amassing your monstrous menagerie!







5, but now is the time to decide who is the best.

rudge match is going public - it’s designers versus writers,
cy (bragging rights are up for grabs, after all!).
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Battle Facts
Game size: 4000 points.
Scenario: Storm of Magi
Players: Simon Grant and Andy Hall vs.
Matt Hutson and Tom Hutchings.
Forces: Ogre Kingdoms and

lins vs. Daemons of Chaos

Narriors of Chaos.

he White Dwarf bunker has been
l buzzing for some time now at

the prospect of this match-up.
With the designers and writers having
clashed on numerous s during
the Blood in the Badlands campaign,
an official showdown w ing
increasingly like the only way to
silence the cheeky jibes and smack-talk
between the two sides.

Well now that time has come! As
the editor, Andrew Kenrick has sensibly
decided to remain neutral, so on one
side, we have the two noble exemplars
of honour, courage and justice, writers
Simon Grant and Andy Hall; on the
other side, the despicable and dastardly
duo that are the designers, Matt Hutson
and Tom Hutchings. (They are going to
read this, you know! - Ed)

Matt and Tom have gone for two

ombat powerhouse armies in
uise of the Warriors and Daemons
of Chaos, whilst Andy and Simon have
opted for the wild and wacky, but
notoriously brutish options that are the
Ogre Kingdoms and Orcs & Goblins,
There will be no quarter asked nor
given, as reputations are on the line!

The Dacmon raged at their inactivity. Fos—

hours now, its legion of Khorne's finest ’v{f‘

had been forced to wait alongside a puny. *

army of mortals, who had niot 2 si_igf

true warrior amorigst their ranks. Even

their master, the sclf-titled Messenger of

Tzeentch, could not claim to'be an adversary

worthy of the Herald's searing blade. .
Ygt_hcfc they were, awaiting the arriva

of a horde of greenskin savages and cafish

Ogres, who, if anything, wou i

the Herald with even less sport th:

turned on its allies. And for what? Because

a Greater Daemon of one of Khorni

wanted to play with magic? The thought

disgusted 1t to its core, the molten anger

. witﬁin becoming an inferno of rage that

was already boiling ove; o the increasingly

agitated host of Blsoodlcﬂcrs surrounding it.
It could see their victims arriving now.

Trophies just waiting to happen. It cEargcd.
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Giant Spined
Chaos Beast
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Lords

The Messenger of
| Tzeentch
| Chaos Lord with

shield, Sword of
Strife, Talisman
of Endurance and
Mark of Tzeentch,
riding a
Manticore.

500 points

Heroes

& Moldus

Rottenheart
Exhalted Hero
with Stream of
Corruption, great
weapon and Mark
of Nurgle.

158 points

L) Kellhofer the

Reborn

Level 2 Chaos

Sorcerer with Third

Eye of Tzeentch and

Mark of Tzeentch.
165 points

6. Putridius the

Decomposin
Level 2 Chaos
Sorcerer with Mark
of Nurgle.

140 points

Host
15 Chaos Warriors
with shields,
Mark of Tzeentch,
musician, standard
bearer and
Champion.

290 points

The Crow
Brethren
15 Chaos Warriors
with Mark of
Nurgle, additional
hand weapons,
musician, standard
bearer and
Champion.

300 points

Footsoldiers of
Change
40 Chaos
Marauders with
shields, Mark
of Tzeentch,
musician, standard
bearer and
Champion.

240 points

Rare

Hellcannon
205 points

Total: 7998 points

Monsters &
Magic
Jabberslythe
275 points

o

220 points

. M TS — e e I S

Matt: So, it's
time to settle our
differences with
the writers on the
field of battle.
Well, bring it
on! I'm going to
take an army so
mean that even
the Everchosen,
Archaon himself,
would be honoured to lead them to war.
For Storm of Magic games, | believe the
best combination of characters and units
are those with the Mark of Tzeentch and
Nurgle — Tzeentch for the magical aptitude
and bonus ward save, and Nurgle for the
debilitating shooting and combat effects.
My Chaos Lord will be mounted on a
Manticore, and will make a beeline for the

WARMONGERS

CHAOS-YNBOUND

nearest Arcane Fulcrum. With 7 Attacks
even before the Manticore fights, he should
be able to overwhelm any foe with ease.

I've gone for two Chaos Sorcerers, one
with the Mark of Tzeentch to give him a 2+
ward save whilst mounted on a fulcrum;
the other with the Mark of Nurgle so that
| can cast Grandfather Nurgle’s Circle of
Life and hopefully summon a free Daemon
Prince! On the topic of Nurgle, | love the
Champion of Nurgle model, and couldn't
resist including him with a bodyguard of
Chaos Warriors with the same mark.

| made sure that | bagsied the
Jabberslythe before Simon and Andy could
get their grubby hands on it, as its Aura of
Madness would be devastating against the
average Leadership of many of their units. |
also knew that Tom was taking the Masque,
so that promised to be a nasty combination.
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Skullkrusha

Orc Warboss with
Armour of Destiny,
Dawnstone, the
Other Trickster's
Shard and shield,

mounted on a

Wyvern,
L 368 points
{ Heroes
{ o Furgitt da Furgettable
1 Level 2 Night Goblin
Shaman.
85 points

Core
-5 Busta's Boyz
25 Orc Boyz with
M shields, musician,
= standard bearer and
Orc Boss.
210 points

7| Stabba’s Stabbas

| 20 Orc Boyz with

A spears, shields,

musician, standard

bearer and Orc Boss.
195 points

G Da Expendables
I3 22 MNight Goblins

with spears, shields,
2 Fanatics, musician,

standard bearer and

J Night Goblin Boss.
146 points

Special

Skullkrusha’s
ﬁ' Skullkrushas
U 20 Black Orcs with

shields, musician,
standard bearer with
1 Gleaming Pennant

and Black Orc Boss.
300 points

T Snaggit's Pigstikkas
3 Goblin
Spear Chukkas.
* 105 points

—

| Da Wheelz of Stealerz
| 3 Goblin Wolf Chariots.
1: 150 points

Rare
Thugga's Lugga
Goblin Rock Lobber
85 points

-

Da Manglerz
Mangler Squigs
65 paints

®

Da Black Widow
Arachnarok Spider
290 points

Total: 1999 points
Monsters & Magic

Dawnstar Sword
carried by Skullkrusha.

200 points
- @® DaWeird, Sneaky Wun
1 Level 3 Dark Emissary.
| 245 points
! Gobblez

Chaos Spawn

Simon: It's time for
our departmental
showdown, so
I'd better get my
thinking hat on.
Hang on a second.
Who am | kidding?
Orcs & Goblins
don't use any
of that ‘tactiks’
nonsense. Waaagh!
Having been using my disciplined
army of High Elves for the Blood in the
Badlands campaign, it should be a lot
of fun to field an army of super-violent
savages for a change and throw caution to
the wind. Experienced greenskin players
may therefore cringe at my army selection,

55 points but | wanted to incorporate as many weird
' and wonderful units as possible, such as
38 WHITE DWARF WARMONGERS

Goblin chariots, Night Goblin Fanatics and
a battery of war machines. | couldn't resist
using the Mangler Squigs too. Not only
is the new model for them fantastic, but
they're a blast on the tabletop as well!

My first choices were two solid units
of Orc Boyz and a hefty regiment of Black
Orcs - one of the few units in the game that
can go toe-to-toe with Chaos Warriors. My
Warboss, Skullkrusha, will accept nothing
less that the biggest, meanest, choppiest
weapon available. No, | don't mean the
Battleaxe of the Last Waaagh!, I'm talking
about the world-ending Mythic Artefact
that is the Dawnstar Sword. That should be
fun! With too few points left for more than
a single Shaman, I'll be sure to bind a Dark
Emissary to do the ‘teknikul wot-notz’.

Right. It's time to show those reprobate
designer-types who's da Boss! (Me? — Ed.)



-3

Andy: So, first an
admission: I'm
fairly green when
it comes to using
Ogres. However,
I've played my fair
share of Storm of
Magic games, so
I'm hoping that
experience will
carry me through.
Saying that, it's not as if the Ogres are
hard to use; after all they're an army of
monstrous infantry with a hell of a charge,
supported by a mix of primeval fauna.

With this in mind | based my army
list on Kev Chin’s own army which we
published back in September’s White Dwarf
— substituting Leadbelchers, Scraplauncher
and Yhetees for Mournfangs, a Firebelly and

an Ironblaster instead. Otherwise the tactics
and tricks that Kev details are the same
ones I'll use. Mainly that of keeping the
Thundertusk close to my Ogres and Irongut
units so they can take full advantage of its
Numbing Chill, forcing the enemy to strike
after my units. The Dragonhide Banner
is very powerful as it gives the Ironguts
the ability to re-roll to hit, to wound and
armour saves of +1 on the turn they charge!
The Slaughtermaster is another key
element of the force, as is the Firebelly.
Unsurprisingly, they will go on the Arcane
Fulcrums where they high Toughness and
multiple wounds will make it no easy task
to shift them off their magical perches.
Finally, I'm including an acid-spitting
Hydra and a Cygor, who will be targeting
Wizards, where its re-rolls for hitting them
will no doubt come into good use.

Lords

Big Mawler

Level 4

Slaughtermaster with

extra hand weapon.
287 points

Heroes

6 Cragus
Bruiser with
heavy armour,
great weapon and

Dragonhelm.
130 points

Cindergut
Level 2 Firebelly.
155 points

Core

The Luggers
12 Ogres with
additional hand
weapons, Bellower,
Standard Bearer
and Crusher.

402 points

X

Frost Smashers
8 Ironguts with
Bellower and
Standard Bearer
with Dragonhide
Banner.

414 points

Special
The Snaggletooths
3 Mournfang
Cavalry with
Crusher.
190 points

Rare
Ballbusta
‘I Ironblaster
- 170 points
(2 Roar Horn
Thundertusk
S 250 points

Total: 1998 points

Monsters &
Magic

@ Cygor
250 points

Hydra
with Spit Venom.
235 points
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DEPLOYMENT

he writers won the roll-off for
Annotations I deployment, opting to occupy
0 Skullvane Manse the three Arcane Fulcrums on the
was split into two northern half of the battlefield. After some
1 building sections. deliberation, Andy’s more resilient Ogre
{ The main building Wizards took the two flanking fulcrums,
i mz;sstt:i?jsd\:!si;ard’s whilst Simon deployed his Dark Emissary

atop Skullvane Manse, granting the cowled

T , with th : 5
ol sorcerer full mastery of the Lore of Shadow.

attached tower

section counting as Matt and Tom responded by taking

an Arcane Fulcrum their central and eastern fulcrums with the
1 (as suggested Herald and Sorcerer of Tzeentch, both of

in last month’s whom would now claim a 2+ ward save for

White Dwarf). This their Marks of Chaos. The Lammasu held

granted Simon's the third fulcrum to the west.

Dark Emissary the
Loremaster (Shadow)
whilst he remained

With all the Arcane Fulcrums occupied,
both sides now took it in turns to deploy

| within 3" of the | their units. Andy formed up a solid Ogre
Wizard’s Tower. battleline in the centre, at the foot of

4 Skullvane Manse. The Thundertusk was

J @ This ancient flanked by the Ironguts, Ironblaster and the

| collection of

enchanted menhirs
was treated as
Mysterious Arcane
Ruins. On placing
4 his Herald of
Tzeentch next to the
terrain, Tom rolled a
| 1, revealing that the
Arcane Ruins would
have no further
special rules.

Dreadstone Blight
@ was used as both a

building and Magic
Circle for this battle.
The Chaos Warriors
deployed within
would therefore
have Magic
Resistance (2), and
a 4+ ward save
against spells for the
Mark of Tzeentch.

_ @ Matt deployed his
Chaos Warriors

of Nurgle slightly
within the wood.
He rolled a 5 on the
Mysterious Forest
table, revealing it to
be a Venom Thicket.

@ Troll Country lies

far to the north of
the Old World and
is a place where
the Chaos Gods
have long been
worshipped freely.
Both of these unholy
sites would be
treated as a Temple
of Skulls.

R T S

large Ogre unit to take full advantage of
the 6" area of effect of its Numbing Chill.
The Mournfang Cavalry were placed in a
position to storm down the eastern flank,
supported by the imposing Arachnarok
nearby. The Orcs & Goblins then spread
across the battlefield, plugging any gaps in
the line to support the Ogres.

The allied Chaos army of the designers
featured an aggressive centre, comprising
the large horde of Bloodletters, the
Ghorgon and the Chaos Warriors of
Nurgle. The more defensive elements of
the army, namely the Flamers of Tzeentch,
the Hellcannon and Marauders were
positioned on the flanks to support an
advance in the centre. The Jabberslythe
was deployed with the faster or flying
elements of the army on the Chaos right
flank and would be supported by the fell
sorceries of the Lord of Change.




Matt & Tom’s Spells
Chaos Sorcerer of Tzeentch:
Flickering Fire of Tzeentch,
Infernal Gateway.

Chaos Sorcerer of Nurgle: Curse
of the Leper; Rot, Glorious Rot.

Lord of Change: Loremaster
(Daemon Lore of Tzeentch).

Herald of Tzeentch: Loremaster
(Lore of Life).

Lammasu: Melkoth’s Mystifying
Miasma, Pit of Shades.

Simon & Andy’s Spells
Night Goblin Shaman: Sneaky
Stabbin; Itchy Nuisance.

Dark Emissary: Melkoth's
Mystifying Miasma,

The Enfeebling Foe,

The Withering.

Ogre Slaughtermaster:
Bonecrusher, Bullgorger,
Braingobbler, The Maw.

Ogre Firebelly: Fireball, Piercing
Bolts of Burning.

www.games-workshop.com 41



The Masque compounds the

Jabberslythe’s Aura of Madness to
the ruin of the Mournfang Cavalry.

Killer Combinations
Whenever two different
armies ally together,
there are always
opportunities to create
powerful combinations
using abilities drawn
from models or units in
each army. But in Storm
of Magic games, this
potential is augmented
further by the ability to
field Mythic Artefacts
and Scrolls of Binding.
In their opening
turn, Matt and Tom
cunningly decided to
use the Masque’s Dance
of Dreaming ability to
reduce the Leadership
value of the Mournfang
Cavalry by 2 before the
. Jabberslythe’s Aura of
| Madness took effect.
Unsurprisingly, the result
was devastating.

- -—FIITI-’ 4 e PR
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Matt: We won the roll-off for the first turn
and decided to go first, as we wanted
to prove our superiority early on. Firstly,
my Chaos Lord on Manticore flew into
the Chaos Spawn that was blocking the
Slaughtermaster, and on the opposite
flank, the Seekers of Slaanesh charged into
the Orc Boyz with spears opposite them.
Annoyingly, my Spined Beast failed its
charge against Andy’s Hydra, suffering a
wound from its venomous spit in process.
With our charges completed, our next
move was to draw out Simon’s Fanatics,
flying the Chaos Furies within 8" of the
Night Goblins. Fortunately for us, both of
Simon’s Fanatics fell short as he rolled 7" for
their moves. We mocked him only slightly.
My Chaos Warriors of Nurgle advanced,
losing one to the dangerous terrain of the
Venom Thicket, as did Tom’s Daemonettes
to their right. The Ghorgon and Bloodletters
also advanced in the centre. The Lord of
Change swooped down the right flank to
threaten the Firebelly, whilst the Masque
and Jabberslythe moved to unleash their
deadly combined abilities.

WARMONGERS

They did just that at the start of the
Magic phase, inflicting five wounds on the
Mournfang Cavalry and causing them to
flee. The Arachnarok Spider also suffered
two wounds, though everything else
remained unaffected. The Lore of Heavens
was in ascendance, which would affect
all the Lores of Chaos. That suited us fine!
Taking advantage of the Arcane Ruins, we
channelled 4 times, giving us 17 power
dice to their meagre 9 dispel dice.

Tom’s Lammasu cast Pit of Shades on
Andy's Ogres with irresistible force. The
spell hit five models, dragging four to their
deaths. We did lose 4 power dice from
the miscast, and the Lammasu’s Arcane
Fulcrum scattered 18" southwards. Not a
bad start, as it could’'ve been a lot worse. |
then miscast Grandfather Nurgle’s Circle of
Life, though Andy dispelled its effects. We
lost the remainder of our power dice to the
miscast, though both sides gained another
8 dice each atter | rolled a double-6 on the
Arcane Fulcrum miscast table! A wrathful
Khorne threw a brass skull at my Chaos
Sorcerer, though he managed to survive



its impact. Our remaining spells were all
nullified, with the exception of the Infernal
Gateway | cast on the Arachnarok Spider,
though it failed to cause it any harm.

Our Shooting phase was fairly short. My
Jabberslythe failed to wound the Firebelly
with its Slythey Tongue, though the Lord of
Change managed to cause a single wound
with its Flames of Tzeentch. The Flamers
blasted Andy’s Hydra, wounding it once,
before my Hellcannon slew three Ironguts
outright with its powerful doomfire.

The Close Combat phase was also swift
and brutal. Tom’s Seekers of Slaanesh slew
five of Simon’s Orc Boyz, but were wiped
out in return. On our left flank, my Chaos
Lord tore apart the Chaos Spawn, sweeping
forward to threaten Andy’s Slaughtermaster.

Simon: Ouch! Andy’s army had taken a
real a beating already, and it was still only
turn 1! We declared a number of charges
to try and get us back in the game. |
eagerly charged the Jabberslythe with my
Warboss, and the Lord of Change with my
Orc Boyz, who had reformed to face it
after slaughtering the Seekers earlier. | also
charged my Arachnarok Spider into the
Hellcannon — | really hate those things!

The Fanatics went in opposite directions
one killing three Furies as it ploughed into
them; the other spinning back through my
lines, killing two Night Goblins. We held
our ground with most of our units, though
| turned the Orc Boyz to face the threat of
the Chaos Lord nearby.

04

Our Magic phase was woeful. Andy
rolled a paltry 5 power dice, and we
only succeeded in casting a single spell.
Thankfully, Bonecrusher inflicted two
wounds on the Chaos Lord’s Manticore.

Andy redeemed himself by blowing the
Manticore away with his Ironblaster, though
the Chaos Lord passed his ward save and
was unharmed. His Hydra finished off the
Spined Beast, though our remaining shots
were either all off target or failed to wound.

Our dreadful luck continued as Tom’s
Lord of Change caused 4 wounds on the
Orc Boyz and ran them down as they fled.
The Arachnarok then only caused a single
wound on the Hellcannon. My Warboss
slew the Jabberslythe with his Dawnstar
Sword, though its Strength 5 Spurting Bile-
blood wounded the Warboss once and
reduced the Wyvern to a single Wound!

Ker-splat!
The Mangler Squigs proved to be one
of the few shining moments of Simon |
& Andy’s less-than-impressive first
turn. Rolling an 8 for their Random
Movement (3D6), Simon sent them
leaping down from the Temple of
Skulls and into Matt’s Giant Spined
Chaos Beast. Simon rolled a total of
12 hits, which resulted in a whopping
10 wounds on the hapless creature.
Mercifully for Matt, he managed
to regenerate six of these wounds,
though was now a sitting duck for the
venomous spit of Andy’s Hydra nearby.

But the Mangler Squigs’ rampage
hadn’t ended yet - by passing through
the Spined Beast, they had also come
into contact with Tom’s Flamers,
meaning they would also be subject
to a good ol’-fashioned mangling! 7
wounds later, an apprehensive Tom
rolled for their ward saves, breathing a
sigh of relief as he passed five of them,
despite needing a 5+.

The rampage of the Mangler Squigs
ended with the beasts taking a wound
from the woodland terrain.
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Annotations

The Venom Thicket
strikes again and
two more of Matt's
Chaos Warriors are
slain as they charge
the Arachnarok.

The Icon of Endless
War carried by the
Bloodletters helps
them to make a long
charge to aid the
Ghorgon against the
large unit of Ogres.

The two surviving
Chaos Furies make
themselves useful by
attacking a Goblin
Spear Chukka,
though it takes two
rounds of combat
for them to defeat
the Goblin crew.

After miscasting a
Magical Duel, the
Chaos Sorcerer of
Tzeentch explodes
spectacularly,
leaving the Arcane
Fulcrum unmanned.

The Chaos Lord
wounds the
Slaughtermaster, but
fails to dislodge him
from his lofty perch.

Despite witnessing
the bloody massacre
of his unit, the last
Ogre rallies with

a double-1 for his
Leadership test!

The Mournfang
Cavalry also rally,
mere inches away

from the table edge.

The Orc Boyz and
Hydra make charges
against the Chaos
Lord and Marauders
to protect the
Slaughtermaster.

The Orc Warboss
and Black Orcs
pile into the Chaos
Warriors of Nurgle.

A Goblin Wolf
Chariot charges the
Hellcannon but is
unable to harm it.

e T | M

DOMINATION

Tom: After Simon and Andy’s poor first turn,
we were in a strong position. We charged
the Ghorgon and Bloodletters into Andy’s
Ogres and flanked the Arachnarok Spider
with the Nurgle Chaos Warriors. | threw
the Screamers of Tzeentch into Simon's
Warboss (which had overrun into the
Masque), hoping to hold it up for a turn.

We manipulated the magical flux from
the Lore of Beasts to Life to aid my Herald
of Tzeentch. He took full advantage, casting
Flesh to Stone on the Bloodletters, which
Andy failed to dispel. Simon dispelled the
a Magical Duel from the Lord of Change,
though Matt's Tzeentch Sorcerer miscast his
attempt to do the same. The duel resulted in
a draw before a Dimensional Cascade blew
the Sorcerer and four Chaos Warriors apart.
Simon and Andy had Dominance now
— curse you, Matt! The Hellcannon also
suffered a wound and we lost five power
dice. Our last two casting attempts were
dispelled by Simon’s Dark Emissary.

Matt’s Hellcannon was in combat, but
the Lord of Change wounded the Firebelly

Orcs & Goblins and Ogre Kingdoms

Turn 2 Magic Phase

TURN 2

once again with its Flames of Tzeentch, and
my Flamers inflicted a further two wounds
on Andy’s Hydra. Burn, baby, burn!

Our Close Combat phase began
with the Masque being torn to shreds by
Simon's Warboss. So badly, in fact, that my
Screamers all died from instability. Drat.
The Arachnarok took a beating from the
Hellcannon and Chaos Warriors of Nurgle,
who cut it down after it failed its Break test.
My Ghorgon and Bloodletters slaughtered
the Ogres, despite being forced to fight last
by the Thundertusk’s Numbing Chill. Only
a single Ogre escaped the massacre, all
for the loss a mere two Bloodletters, who
overran into the Ironblaster. That's better!

Andy: Having taken another
beating this turn, we made

a number of charges on our

left flank to try and regain the
momentum. We were forced to
make some intercepting charges
to protect my Slaughtermaster on
his Arcane Fulcrum as well.

-
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One advantage we did have was
Dominance. But despite this luxury, and
having 21 power dice to wield, our Magic
phase was poor yet again. We failed to
cast two spells, and another three were
dispelled. The only success we had
was wounding the Flamers once with
Bonecrusher. We were in real trouble.

But moments later, our luck changed
dramatically. A Spear Chukka inflicted three
wounds on the Lord of Change and my
Cygor hurled a menhir at Tom's Herald of
Tzeentch, squashing him dead! Splat!

The Orcs lost five Boyz to the Chaos
Lord, though they were steadfast and held
their ground. The Marauders followed suit,
despite losing six men to my rampaging
Hydra. The Bloodletters lost two of their
number to the Ironblaster, but killed it and
reformed to face the Thundertusk. Despite
suffering a wound, Simon's Warboss
unleashed his deadly weapon and slew
the Nurgle Champion and all of his Chaos
Warriors with the help of the Black Orcs.

_

Movement
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Goaded into a killing frenzy by
their Herald, the Bloodletters hurl
themselves at the Thundertusk.

46 WHITE DWARF

Ka-boom!

Matt once again
attempted to cast
Grandfather Nurgle’s
Circle of Life. Not only
can this devastating spell
decimate an enemy unit,
but if it causes ten or
more wounds, then a
Daemon Prince of Nurgle
will also be summoned to
the battlefield!

He successfully cast
the spell, but with a
miscast. Deciding to save
their dispel dice, Simon
and Andy let the spell
through and, to their
relief, the Ironguts only
suffered five wounds.

However, the Nurgle
Sorcerer suffered six
wounds from the miscast,
though Matt passed all of
his ward saves... then the
fulcrum exploded. Oops!

Matt: Losing two Wizards in the same turn
had been a real blow. We needed to get
our act together to avoid letting the game
slip away. Most of our units were already in
combat, so we made a few quick charges
to maximise the superior combat ability of
our armies. The Bloodletters piled into the
flank of the Thundertusk and Tom sent the
Daemonettes in to free up the Hellcannon
by tearing apart the Goblin Chariot it was
fighting. He also charged with the Flamers,
hoping to finish off Andy’s Hydra with their
Flaming Attacks. Keeping the scenario
objectives in mind, we decided not to finish
off the last Ogre with the Ghorgon, opting
instead to move it left, ready to attack that
pesky Slaughtermaster next turn.

The Magic phase saw the Lore of Life
in ascendency, though with Tom's Tzeentch
Herald now dead, it didn't do us any
favours. Tom began proceedings by casting
Glean Magic on Andy's Firebelly, intending
to steal a Fireball spell to cast, but this was
dispelled. | then had a bit of a disaster
whilst attempting to summon a Daemon
Prince of Nurgle. Suffice it to say that things

WARMONGERS

went wrong (see left). Very wrong. With
another Wizard down, things were rapidly
taking a turn for the worse.

We lost all but three of our power dice
in the miscast, so all we could do was try
and finish off the Wyvern with a Bolt of
Change, but this was dispelled. Tom tried
again in the Shooting phase — this time with
the Flames of Tzeentch — but was foiled by
its high Toughness. The stubborn lizard just
didn’t seem to want to diel How selfish.

Tom began the Close Combat phase by
wrecking the Goblin Wolf Chariot with the
Daemonettes and overrunning towards the
Black Orcs, though he fell short of reaching
them — a shame, as the Daemoneltes
would've hit them in the flank.

The Flamers wounded the Hydra once,
but Andy passed its Scaly Skin save on a
6. It wounded the Flamers twice in return,
but more annoyingly, held its ground,
despite losing combat and having a terrible
Leadership value. Nearby, my Chaos Lord
challenged the Orc Boss, who accepted
and died like the cowardly dog that he was.
The Orcs lost the combat, but also held
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their ground. Tom's Bloodletters earned

a giant trophy for Khorne in the shape

of a Thundertusk skull. The monstrous
beast died hard however, goring three
Bloodletters to death, with the crew
accounting for two more before bein
chopped to pieces by burning hellblades.
Unsurprisingly, the Chaos Furies couldn’t
match their performance against the
Mournfang Cavalry and were wiped out.

Simon: Despite losing the Thundertusk to
the Bloodletters and being attacked on all
sides, we were nonetheless in a deceptively
strong position. The Orc Warboss and his
mount were, however, on a single Wound
apiece. Never one to hold back, | sent him
charging into the Daemonettes anyway!

My Black Orcs bravely sent an assault
party to storm Dreadstone Blight and

drive out the Chaos Warriors of Tzeentch,
though it would be a tough fight. After
much persuading on my part, Andy was
encouraged/bullied/threatened [delete as
appropriate] to sacrifice his Ironguts in
order to redirect the Bloodletters away from
the Cygor. My plan was that this would
allow us to prepare a ‘welcome party’ next
turn in the form of the Cygor, Mournfang
Cavalry, Goblin Wolf Chariot and - if he
was still alive — the Warboss. All or nothing!

Our Magic phase was less than
spectacular, particularly frustrating as we
still had Dominance and could well have
had the game all sown up if we'd been able
to unleash a big spell or two. Instead, the
Firebelly’s Fireball Barrage at the Lord of
Change was dispelled, and he then failed to
cast Fireball at full power. Our only success
was my Dark Emissary casting Okkam’s
Mindrazor on the Orc Boyz. Let's see how
you like fighting Strength 7 Orcs, Matt!

As with last turn, our luck changed
seamlessly as we moved into the
Shooting phase. | hit the Lord of Change
with another Goblin Spear Chukka and
wounded it. After all our failed attempts to
banish Tom’s Greater Daemon with magic,
he failed his ward save and suffered another
3 wounds. Slain in ignominy by some
plucky Goblins! How humiliating.

Matt was finally reduced to average
luck with his Chaos Lord, and only killed
two of the Orcs he was fighting. The Boyz
struck back, wounding on a 2+ with their
augmented Strength of 7 and ignoring his
armour. Matt's luck completely betrayed
him and he failed all three of his 4+ ward
saves. The Chaos Lord was dead! The
combat between the Hydra, Flamers and
Marauders achieved little, but Andy’s Hydra
at least held its ground. The Daemonettes
rained blows on my Orc Warboss, but he
ignored their feeble attacks and butchered
eight of them with his unstoppable blade,
wiping them out. The Black Orcs and
Warriors of Tzeentch killed three enemies
apiece, the combat ending in a stalemate.

The multi-headed Hydra rips its
way through the Marauders, but

Against all the odds, the Lord of
Change is slain at long range by
the Goblin Spear Chukkas.

Movement

Charge
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CATACLYSMS

Annotations

®

The Hydra finishes
off the last of the
Flamers but flees
and is chased down
by the victorious
Chaos Marauders,
who hit the Orc
Boyz in the flank as
they surge forwards.

Simon and Andy
spring their trap on
the Bloodletters and
Herald of Khorne,
charging with

the Orc Warboss

on Wyvern, the
Mournfang Cavalry,
the Cygor and the
last surviving Goblin
Wolf Chariot in a
desperate attack.

Where has the
Ghorgon gone? It's
gone home! Andy’s
Slaughtermaster
successfully unbinds
the mighty creature
and sends it on its

way by rolling a 5!

Simon’s Dark
Emissary casts
Bridge of Shadows
to relocate the

Orc Boyz away to

a better position

to fight the Chaos
Marauders who had
hit them in the flank
moments earlier...

... but miscasts in
the attempt and
rolls a double-1 on
the Arcane Fulcrum
Miscast Table to
the ruin of both the
Dark Emissary and
Skullvane Manse!

The Goblin Rock
Lobber finally makes
its presence felt,
finishing off the
Hellcannon with a
perfect strike.

The Black Orcs
suffer six casualties
as they assault the
Chaos Warriors of
Tzeentch, killing
only three in return,
but yet again, their
courage holds.

Tom: There was little | could do with my
Bloodletters but crash into the Ironguts
and hope for Khorne’s blessing. | was more
confident about the Ghorgon’s chances,
however, and relished the prospect of
finally being rid of the Slaughtermaster.

We rolled poorly during the Magic
phase, and | relied on the ascendancy
of the Lore of Shadow to cast Ribauld'’s
Retroactive llusion with the Lammasu,
but the thrice-accused Slaughtermaster
dispelled it with a lucky roll.

The Hellcannon, still alive and freed
from combat at last, targeted the Firebelly
but misfired. However, Matt rolled a 6,
meaning the Hellcannon could no longer
shoot but the attack would strike at Strength
10, and he obliterated the Firebelly!

The Hydra did nothing to my Flamers
at first, but Thunderstomped the last of
them to death. But Andy at last failed his
Break test and the Marauders ran it down,
hitting the Orcs in the flank. The Herald of
Khorne hacked down the Bruiser that had
challenged him whilst two more Ironguts

Orcs & Goblins and Ogre Kingdoms

Turn 4 Magic Phase

TURN 4

fell to the furious attacks of the Bloodletters.
The last Irongut only killed one and was run
down. But now came their counter-attack...

Andy: It was time for our last-ditch effort
to kill the Bloodletters. This was an all or
nothing gamble, as it could well decide
the game. Everything started well, with all
four charges into the rampaging Daemons
being successful and we waited with baited
breath to see if Simon's plan would work.

Our only remaining moves were to try
and drive the Chaos Warriors of Tzeentch
from Dreadstone Blight with the Black
Orcs once again, whilst the Night Goblin
Shaman headed towards the Arcane
Fulcrum recently relinquished by
the Firebelly. Poor fella.

The fates mocked us by
ensuring that the Lore of Fire
was in ascendancy, making
us miss our dear, departed
Firebelly all the more. Simon’s
Dark Emissary cast Ribauld’s
Retroactive lllusion on the

KEY
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Slaughtermaster’s Arcane Fulcrum, hoping
to shift it further eastwards and away from
the Ghorgon, but this was disp

followed this t.pel[ by misc astmﬁ,

y and Skullvane Ma
shattering Kaboom mi
That's twice in one g
Simon’s Blac s were defeated by
the Chaos Warriors, but held their ground.
In the main combat, the Wolf Chariot and
Mournfang Cavalry killed three Bloodletters
Hits before the Orc
Warboss and Wyvern were unfortunately
both finished off in a challenge with the
Herald of Khorne. The Cygor lost two
wounds, the Mournfang Cavalry suffered
three, but between their return attacks and
Stomps, seven Bloodletters were slain.
A further seven Daemons succumbed to
daemonic instability. This would be close...

Rustling up a Snack

A Ghorgon is nigh unstoppable at the best of times but, when it has
won a combat or two, its Bloodgreed special rule makes it a true force
of nature. Tom’s Ghorgon was up to 8 Attacks by the time it fought

the Slaughtermaster, and inflicted two wounds despite the protection
offered by the Arcane Fulcrum. Luckily for Andy, a Slaughtermaster is
quite handy in a fight, and caused two wounds itself to earn a draw.

www.games-workshop.com




A S —— T S S S—— T— i ——

BRING IT DOWN!  r1urws se

Steeped in Magic, Shrouded in Shadow

Tom’s Lammasu continued to frustrate Simon and Andy, keeping the
allied Chaos army in the game and countering their magic against

all the odds. In the last few turns, the Lammasu’s mastery of three
different movement spells would prove to be crucial, not only for the
Lammasu itself, but also for getting any vulnerable units out of harm’s
way in order to deny Andy and Simon their precious victory points.

KEY |
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WHITE DWARF WARMONGERS

Turn 5 — Matt: Tom's Herald and
Bloodletters were still alive for the moment,
which was a great relief — especially as he
had finally killed the Orc Warboss as well.
All I could do for the moment was charge
the Orc Boyz with the Chaos Marauders.

The Lore of Light's ascendency didn’t
do us any good as the Lammasu was our
only Wizard left now. Tom had three spells
with which he could relocate the Lammasu
to a more useful position, so that's what he
tried, though he would need to roll lots of
dice to make it happen, risking a miscast.
Ribauld’s Retroactive lllusion was dispelled
first of all, but he managed to succeed with
Bridge of Shadows, moving the Lammasu to
the Arcane Fulcrum that the Night Goblin
Shaman was heading for. Sucker! Finally,
Tom cast Unbind Monster on the Cygor,
hoping to avenge the Ghorgon last turn, but
only succeeded in making it frenzied.

My Marauders lost combat against the
Orc Boyz after Simon passed three of his
four parry saves, but they held their ground,
despite losing three of their number. Tom's
Herald of Khorne outdid himself once
again, inflicting three wounds on the Cygor,
enabling the other Bloodletters to kill it.
The Mournfang Cavalry Crusher killed the
Bloodreaper in a challenge, but was driven
off along with the Goblin Chariot.

Turn 5 - Simon: Curses! That Lammasu
was proving to be a nightmare! My Night
Goblin Shaman would now be unable to
reach the empty Arcane Fulcrum further
south before the end of the game, so that
damnable Lammasu was very much in the
need of killing. We set about that goal as
best we could.

The last of the Mournfang Cavalry
fled the board, but both Spear Chukkas
passed their Panic tests. Once more, our
Magic phase was dreadful, the Lammasu
dispelling both the Slaughtermaster’s
Transagar’s Transportation and my
Shaman’s attempt to unbind him. We were
starting to run out of options, so | took
the risk of targeting the Lammasu with the
Rock Lobber. Just as we feared, the attack
scattered, though it thankfully missed
the Night Goblin Shaman nearby. My
Spear Chukkas were back on form, hitting
with both shots despite needing 6s. The
Lammasu was wounded, but the Arcane
Fulcrum prevented the spear’s Multiple
Wounds (D3) from taking full effect.

In combat, the Orcs and Marauders
fought each other to a bloody standstill,
both sides suffering four casualties apiece.

Turn 6 = Tom: It was the last turn, and all
we needed to secure a draw was to keep
the Lammasu alive. But in the case of a
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draw, victory points would be used to
decide the winner, so we went all-out to get
some last-minute kills and protect what we
had left. My Herald of Khorne left the last
surviving Bloodletter to charge into a Spear
Chukka, hoping to Panic the other.

We struck gold in our Magic phase
(well, Shadow, actually), earning +5 to cast
with the Lammasu. With this advantage, |
was able to spirit the last Bloodletter away
with Bridge of Shadows and hide it safely
behind Dreadstone Blight. My other magic

439 points, so Matt and | were satisfied.
The Herald took out the Spear Chukka
in combat and panicked the other crew,
but even though the Marauders won the
combat with the Orcs by three, Simon
passed their Leadership test with a 4,

Turn 6 — Andy: Our only real hope of
victory was in the Magic phase, which

had let us down every turn so far. Simon’s
Shaman cast Unbind Monster, but this

was dispelled. | then miscast a Cantrip to
teleport the Slaughtermaster to the fulcrum
nearby. He survived unharmed and earned
both sides eight extra power dice with a
Really Wild Magic! miscast result. Now
within range, the Slaughtermaster’s attempt
to unbind the Lammasu was dispelled. Both
of our Wizards then cast Magical Duel, and
though Simon’s Shaman succeeded, Matt
won the roll-off. My next attempt to slay
the creature was with Bonecrusher, but |
failed to wound it. Finally, Simon’s Goblin
Rock Lobber targeted the Lammasu, but it
misfired. And exploded. Damn.

Snatching Victory from the Jaws of a Draw

In the Storm of Magic scenario, the winner of the battle is the side
that controls the greatest number of Arcane Fulcrums at the end of the
game. If both sides control of an equal number of Arcane Fulcrums,
then victory points are used to determine the winner. As it turned out,
the outcome of the seemingly insignificant combat between the Orc
Boyz and Marauders ended up deciding the game!
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Matt: A draw? Outrageous! | maintain that
we were the better players throughout.
Simon and Andy got lucky at the right
moments, and we were victims of
misfortune rather than the cunning or
tactical expertise of our opponents. Tom
and | are viewing this as a victory. Well,
that'’s my excuse and I'm sticking to it!

On a more serious note, it's difficult
to talk about this game without genuinely
bemoaning our luck. I lost track of how
many miscasts we rolled, and we weren't
even being overly reckless with the number
of power dice we used to cast our spells.
We lost two of our Wizards to miscasts,
including one of our Arcane Fulcrums as
well! At least Simon did the honourable
thing and followed suit a few turns later.

The game was certainly a very bloody
one, and | was reduced to less than twenty
Chaos Marauders by the time the dust
settled. In fact, all Andy had left was his
Slaughtermaster. It seemed that every time
we wounded him, he recovered it moments
later with the Blood Gruel Lore Attribute.

I still firmly believe that our armies were
stronger and it was only our dreadful luck
that prevented us from romping home with
a comfortable victory. When it comes to the
crunch, there’s no doubt in my mind that
we designers are the best players. So there.

WARMONGERS

The Bloodletters, led by the Herald
of Khorne, and the lammasu kept
the Chaos alliance in the game.

Tom: What a crazy game. All of our
ingenious tactics were undone by
outrageously bad luck at the most
inopportune moments. We would surely
have won otherwise. Curses!

Actually, if you ignore how many of
our Wizards either exploded or were killed
off by some flukey dice rolls, our armies
performed quite well. | was especially
proud of my Herald of Khorne and his
entourage of angry Blood|etters. They
carved their way through everything that
they came across from start to finish, and
even accounted for Simon’s hideously
powerful Orc Warboss and his Wyvern.

But as much as my Herald of Khorne
was absolutely sensational, the guy
that kept us in the game, and earns the
undisputed title of Man (or Monster) of the
Match was the Lammasu. His combination
of the Lore of Shadow and the Transagar’s
Transportation Cantrip meant that he was
able to get exactly where he needed to be
to deny the Night Goblin Shaman towards
the end of the game. The Lore’s Cataclysm
spells may not seem as devastating as those
of the other Lores, but sometimes subtlety is
a better option to help you win the game.

| suppose that some grudging respect
has to go to our opponents, as they held us
to a draw despite their share of bad luck.



g — - S

e "A'"’a-"'ﬁ' —

NI ST P

SO WOZ WE!

The tenacity of the Orc Boyz and

| was the Warboss’ killing power.

Simon: Phew! That was a close one. When
| look back on the game though, there were
so many situations that, had they gone
differently, would have tipped the balance
of the game one way or the other. If the
Rock Lobber hadn't misfired and exploded
in the last turn, for example, we would
have been more than 100 victory points
clear of Matt and Tom’s total, and therefore
outright winners. And the less said about
casting that spell with my Dark Emissary,
the better!

Having said that, I think that a draw was
a more than fair result, as the luck swung
wildly in both directions for much of the
game, with neither side able to gain a clear
advantage for long enough to make the
game safe. After a laborious start, we finally
got our groove going and all but smashed
Matt and Tom's right flank to pieces.

But even though we had Dominance
for a number of turns, the Winds of Magic
just weren’t with us, so Matt and Tom were
able to counter many of our spells. With
our inability to get a grip on the Magic
phase, it was up to our shooting (which, |
must say, was nothing less than magnificent
on occasion), and close combat to win the
day. But against an army of Daemons and
Warriors of Chaos, the latter was always
going to tough. Next time, designers!

Andy: Some may claim they were
unlucky, and our first turn was certainly
no picnic, as Simon and | watched our
army slowly disintegrate around us through
Jabberslythes, spells and shooting! Then
again, the luck seemed to equal out in later
turns as our opponents kept miscasting.
Suddenly, through no tactical guile of our
own we were leading the game. Alas, a
draw was all we could muster, if ever there
was proof that Storm of Magic battles are
anything but predictable then it was here.

Simon’s already made mention of the
frivolous spellcasting that was our downfall,
so I'll concentrate on my own performance
and rate myself mixed at best. Basically |
was too cautious with the Ogres, | decided
to have a first turn of shooting and then
charge in the second with my Ogres,
Ironguts and monsters. With hindsight this
was silly, I should have got stuck in to those
Bloodletters as soon as possible. As it was,
we reduced them to just one by the end of
the battle and if we'd finished it off before
the lone Daemon was spirited to safety all
those victory points would have been ours,
and with a fulcrum each, we could have
claimed victory.

Which brings me on to the accursed
Lammasu, that thing just would not die,
and kept Tom and Matt in the game.

Slaughtermaster was crucial, as )

100 had fallen beneath its

il v

Just as the Daemon 4
suspected, the battle was @

a farce, The Herald had .

claimed the skullsof = %"

countless foesywinning | {

: %:la! honour and glory for ¥

orne, butnot a single. !

opponent had been more |
than a distractions &

 The Ogresithad {
fought had fallenso |1 |
easily that it had been
more of a harvest than '
acontest of arms. The =
beast pulling the strang
cannon confraption ha
been readily slain. Its
sword arm had been
slowed by the giant tuéﬁﬂ
creature’s aura, but that

smouldering blade. The
thuggish Orc chieftain
and 1ts serpentine mount
had rovicﬁ:d_ lirtle sport,
nor had the cyclopean
monster. The Wastes had
been disappointing...
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It’s been a while, !
but this month l,
GW art director, |
John Blanche, i
returns with his !
irregular column |
to share his '
extraordinary

views on the

hobby. This issue

about different
painting styles.

|

|

|

F

John wants to talk ‘
o

et’s talk about painting miniatures.

It's a topic | come to again and

-again, and one I've discussed before
in the pages of White Dwarf. That’s because
I'm obsessed with it. If I'm not painting
the hobby on canvas, I'm painting my
miniatures. Something that spurs me on is
the brilliant work done by the ‘Eavy Metal
team. The 'Eavy Metal style is all about
stunning execution, a clean look involving
highlighting, shading and blending to a
degree that is hard to replicate. After all,
that’s why they are the world’s best painters.

When I've painted a figure in the past
I've always had the 'Eavy Metal image in
my head as what I'm trying to achieve, even
though I'll never be able to match it. A few
months back, | had a bit of a revelation. |
thought, why am I doing this? My style is
not (and hasn't been for a long time) ‘Eavy
Metal, and nor should it be. | have my own
intrinsic way of painting that I've developed
over the last four decades. Talking about it
now it seems quite obvious that my models
rarely look like the work of the 'Eavy Metal
guys, but that never stopped me thinking
that they should. What I've now done is
given myself permission to paint my own
way and not worry about trying to achieve
a standard that simply doesn't fit my style.

My figures have a scruffy, debased
quality much like my drawings, which is
why | find it hard to draw a distinction
between the two. They're both creative
works that | approach in the same way,
it just happens that one is on canvas and
one is a three dimensional model. | have a
‘painterly’ style in that | paint what | feel,
rather than clear-cut lines. This feeds into a
rather impatient need to see a result. Time
is my enemy, so there is a frenetic edge to
my style, born out of need to get the model
finished in one sitting, or else I'll never go
back to it.

Over the years I've encountered many
hobbyists who have very individualistic
painting styles, and I'd like to present two of
them to you in this article. While my style
has formed from both a practical need to
paint quickly and artistic endeavour, both of
these Golden Demon winners sit at either
end of this spectrum.



teve Buddle, who has just joined
Sthe Citadel Design Team, is an
accomplished painter with 12
Golden Demon trophies under his belt.
Since the advent of the Citadel Washes,
Steve set about creating a technically
" proficient style that gave good results in
little time. Over to Steve to explain more:

When painting my models, I've always
striven for a very high level of smoothness
and precision but started feeling like
a change was in order and | wanted
something a little less intense in my painting
process. | began thinking less in terms of the
challenge of technical greatness and more
along the lines of how far | could push the
quality and character of figures with less
than an hour of actual painting.

In a broad sense, the real time taken
on painting figures is in the layering of
highlights. You can take forever if you aren't
careful so I thought about how to minimise
the amount of highlighting or even how to
avoid it altogether. | looked to the Citadel
Washes as my weapon of choice and
started experimenting with finding how
well a basecoat and wash could look. |
discovered that washing an area twice gives
a much cleaner look than once and that
you could get all kinds of wonderful effects
by choosing different colours for each layer.
I learned to lighten my basecoats quite
considerably as the washes would darken
them. [ also began to enjoy giving figures an
all-over wash of Gryphonne Sepia to even
out tones and give a lovely warm quality to
the figure.

One of the figures [ recently tackled
was the Wood ElIf Lord with great weapon.
Over a black undercoat | basecoated him
with mostly Foundation Paints. The flesh
was pure Dheneb Stone, the cloak painted
Orkhide Shade on the inside and Knarloc

FTeve B0 DwLe

Green on the outside. | painted areas of
leather in Calthan Brown with varying
amounts of Dheneb Stone or lyanden
Darksun mixed in to give me several tones.
The hair was a mix of Calthan Brown and
Chaos Black, the Spite was painted lyanden
Darksun and | used some Mechrite Red for
a few areas. | highlighted these areas fairly
roughly, just for a little volume. The armour
was painted Shining Gold and highlighted
with a little Mithril Silver added. At this
stage the model looked unimpressive,

but it was only half done. I covered the
whole model in my custom brown wash
(Gryphonne Sepia with a little Asurmen
Blue and Baal Red mixed in) being careful
that while the wash was quite heavy, it
didn’t pool anywhere. This then required
me to walk away and wait for the wash

to dry. | enjoy this part as | get to go back
twenty minutes or so later and see how it
all worked out. It can be a magical moment
and | rather like the lack of being able to
control the final result. As | normally do, |
then repeated the wash and this built the
depth and neatened the result. Beyond
this | then washed the whole figure with
Cryphonne Sepia to give him an even
richer tone.

After the washing stages | went to work
making minor adjustments. | highlighted the
flesh basically with a mix of Skull White and
Gryphonne Sepia (adding the wash to the
paint aids transparency and helps to match
the tone to the colour beneath). A smidgen
of drybrushing on his hair and some tidying
up left me with the result on the right. He
ended up taking a little over an hour but
I'm not too worried about that.

Probably not the stuff of Golden Demon ;

trophies but then, I've won a fair few of
those and [ say these figures are good
enough for me!

Before: This is the Wood Flf Lord
with just his basecoat colours on,
not much to look at yet.

After: Here’s the same model after
Steve has used his wash magic,
now looking, frankly, great.

eft to rig eve’s Jokaero, Grey Knights.

- Justicar, Grey Knight and Wood EIf Dryad,

| using his distinctive and quick
imalistic style.
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Julian usvally starts off with one
model, which will then grow into a
warband, as it has done here.

A lone Chaos Marauder stands
atop a rocky plateau, surveying an
unseen massacre.
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JOLIAN BaYLISY

other end of the spectrum. Rather

than the clean technical finish of
Steve's models, Julian Bayliss’ style is
exuberant. There is little planning and
no time frames here; Julian follows his
instincts and muse to produce brilliantly
painted models, almost forming an
emotional connection to the subjects of his
paintbrush. Il let Julian clarify:

Many of my models are influenced by
the amazing artwork found in the army
books and Codexes. [ find the black and
white prints to be especially evocative, and
have had a direct influence on my painting
schemes. The Warhammer world and 41st
Millennium are dark and gothic places,
which is why I shy away from bright and
strong colours and use a limited, almost
monochrome palette. | also follow this
through onto the bases, with the same
colours unifying both elements of the
figure. The only exception to this is when |
use Modelling Snow;, which gives a strong
contrast against my dark models.

[ rarely, if ever, am able to leave a model
in its original form. | am a compulsive
converter but never start out with a plan,
other than a vague idea of what | want. |

F or my second guest, we go to the

then build up the model with parts from
my bitz box until I'm satisfied. My favourite
components all come from the Chaos
Knights frame. Despite having bought at
least six of these kits, I've yet to actually
make a Chaos Knight! The frames are
cannibalised for my other projects — the
shoulder pads are brilliant and work equally
well on 40K and Inquisitor models, and
you'll find the Chaos Knight weapons
dotted around many of my models. They're
big and meaty and instantly give my figures
an overwhelming presence.

Even though I've never used Chaos
Knight frames to make a Chaos Knight,
without doubt my favourite army to model
and paint is Chaos. Quite simply it’s the
force that best suits my style. With Chaos
there are no rules, and this allows my
imagination to wonder completely free of
any preconceptions, which gels with my
painting style, making it very distinctive.
Like John, I've been recognised by my
models at Games Day and elsewhere, and
I think that is very flattering. My style does
not appeal to everyone, but I'm fine with
that. It’s different, and if we all painted in
the same way, then the hobby would lose
its originality.



This model, and the two below; ail
have one large subject with smaller
figures to the left.

Julian’s dread Vampire Lord
rides a Zombie Dragon in the
throes of decomposition.

This mini-diorama is pure
Warhammer 40,000 ephemera,
inspired by john's ilustrations.

So, there you go. As you can see with all the pictures
of these fantastic-looking models, having your own
painting (and modelling) style is like a visual signature.
In a way, it’s an extension of your personality
showcasing your own hobby preferences. And the
more people who develop their own unique painting LF
style, the richer our hobby becomes. Until next time...

A Tech-Adept with a coterie of
needle-legged servo skulls in the
midst of some investigation. - el CREE SE IR
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Millennium there is only war. The
galaxy's mightiest warriors lead vast
regiments of soldiers and armoured
columns stretching from horizon to horizon
into battle. Gargantuan war machines
and colossal Titans stride the battlefield
like gods of war, whilst super-heavy
tanks unleash hellish weapons that can
slay entire battalions. Supersonic aircraft
scream overhead, dropping bombs on the
battlefield below, whilst spaceships orbiting
far above launch devastating barrages. This
is a war like no other. This is Warhammer
40,000: Apocalypse!

Apocalypse is an Expansion for
Warhammer 40,000, allowing you to fight
battles on a nightmarish scale using the
Apocalypse scenario. Games of Apocalypse
are ideally suited to multi-player battles,
with multiple generals aside and thousands

l n the nightmare future of the 41st

Warhammer 40,000:
Apocalypse

Apocalypse allows you to take
your games of Warhammer 40,000
to a unprecedented scale. You will
command an army of hundreds of
men and squadron after squadron of
vehicles and towering war machines.
This 200-page large-format, hardback
rulebook contains all the information
you need to get started playing games
of Apocalypse, including: full rules for
fighting really large tabletop battles,
a guide to mustering apocalyptic
forces, four gatefold spreads featuring
spectacular battle reports, and a hobby
section with advice on making Strategic
assets, counters and objectives.

www.games-workshop.com
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Datasheets for Dark Eldar, Grey Knights and the Sisters of Battle

Apocalypse takes your games of Warhammer 40,000 to the next
level. In this article, Mat Ward, Robin Cruddace and Phil Kelly
present six new datasheets for you to use in your games.

of points of miniatures on the battlefield.
Apocalypse encourages players to use their
entire collections on the tabletop, so if
you've ever fancied using your complete
Space Marine company (or Chapter!) or
Tyranid hive fleet on the battlefield, then
this is the opportunity to do just that! You
can also use super-heavy tanks, gargantuan
monsters and towering Titans too.

When picking an army for Apocalypse
you use datasheets, which allow you to
field these towering war machines and
unique formations on the table top. These
datasheets provide special abilities and
advantages for fielding the models in the
formation listed.

Over the following pages we've got a
fresh batch of official datasheets for the
Dark Eldar, Grey Knights and Sisters of
Battle, bolstering the lines of these forces as
they enter the fray.

_' (44 One cannot consider the fate of a single man,
nor ten, nor a hundred, nor a thousand. Billions
will live or die by our actions, and we have not
the luxury to count the cost. ,j
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CRUSADE OF FIRE

The Purifiers seldom fight as a single formation. If Grey
Knights are rare then the Purifiers are doubly so, and their
talents must be applied sparingly across the very breadth
of the war-torn Imperium. However, should circumstances
prove dire enough, the Castellan of the Order sends word to
his Brother-Purifiers that a Crusade of Fire must be formed.
Few have seen such an assemblage and survived, for such
battles leave little in the way of living observers. Indeed,
at the battle’s conclusion the Purifiers swiftly turn their
flames upon those allies who might have seen too much,
eliminating such witnesses.

By focusing their psychic might, the Purifiers can
summon vast constructs of living fire to consume the foe.
Whilst the cleansing flames of a single Purifier Squad can
incinerate tightly-knit groups of enemies, when a Crusade

POINTS: 50 + MODELS

of Fire advances it is preceded by a bow wave of towering
azure flame that can sweep a battlefront clean of taint.
Any enemies fortunate enough to survive this attack are
overwhelmed as the Purifiers charge through the smoke and
ash to bring swift death.

One of the most famous — amongst the closed ranks
of the Grey Knights only, of course — instances when a
Crusade of Fire was deployed was in the final throes of the
war against the Daemon legions and corrupted mortal allies
of Atrophus the Foul on Castigon Prime. So foul were the
blessings of Nurgle that virus bombs had proven ineffective
and attempts to engage them with other forces resulted in
unacceptable losses. The orbital deployment of the Crusade
of Fire slew Atrophus and his retinue, before cleansing the
planet — defenders and invaders alike — in purifying flame.

GARREN CROWE
PURIFIER SQUAD

PURIFIER SQUAD

quad Harloc

PURIFIER SQUAD

Formation:

e Castellan Garran Crowe

e 3-10 Purifier Squads (each unit must contain ten
models, cannot split into combat squads or take a
Dedicated Transport).

Special Rules: oy _
Strike Force: All units in the strike force must be
deployed within 6" of Castellan Garran Crowe or, if

coming on from reserve, must enter the table within 6"

of Crowe’s point of entry.

Tide of Cleansing Flame: Each turn the Purifier
Brotherhood can unleash a torrent of fire to scour the

model that resolves the attack, must take the Psychic
test, and so on. Tide of Cleansing Flame does not

‘additional unit from the strike force within 6" of the user
of the psychic power,

use in a turn.

Range

| Str AP Type
Cleansing Flame Hellstorm 2* 6*

Assault 1

The Strength increases by 1 (to a maximum of 10)
and the AP drops by 1 (to a minimum of 1} for each

LIBER APOCALYPTICA



EXTERMINATION STRIKE FORGE romrs: 100 + mooeLs

Many an army loses all chance of victory once its warlord
is slain. The daemonic hordes of the Immaterium are as
prone to this truth as any other force. Indeed, they may
even be more vulnerable. The Exalted Greater Daemons
that inevitably command major incursions are not only
unbelievably mighty combatants in their own right, but
are also locus-points of the Warp energy that sustains their
lesser kin. Accordingly, the Grey Knights have developed
many tactics focused on swiftly eliminating specific targets
in a Daemon horde, and the Extermination Strike Force has
long proven itself amongst the most effective.

A Nemesis Dreadknight forms the vanguard of the
Extermination strike force, its armaments subtly altered to
allow it to fire specially crafted tracker rounds. When these

Hammer of Titan
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rounds strike a target, the shrapnel laces the target with

a fine layer of psychic spoor. Once the target is marked,

a squadron of Stormraven Gunships roars into the fray,
guns blazing. The psychic spoor marking the target shines
out bright as day for the gunships’ specially trained pilots,
allowing them to guide their own psychically charged
shots with otherwise-impossible accuracy, driving fire

into otherwise invisible weakpoints on the foe. Even an
Exalted Greater Daemon cannot last long under such a
barrage, torn to shreds by augmented assault cannon fire or
banished to the Warp by the impact of mindstrike missiles.
Once such a mighty foe as a Greater Daemon has been
slain in this manner, his daemonic host invariably succumbs
to instability, forced back into the Warp once more.

Cassini's Wake

STORMRAVEN
GUNSHIPS

STORMRBAVEN
GUNSHIPS

Storm’s Herald

STORMRAVEN
GUNSHIPS

Formation:

1 Nemesis Dreadknight with heavy psycannon (can
take additional options).

3 Stormraven Gunships with the psybolt ammunition
upgrade. One Stormraven must be designated as the
command vehicle.

Special Rules:

Strike Force: The Stormraven Gunships in the strike:
force must start the game in strategic reserve. They must
enter the table within 6" of their command vehicle. The
Nemesis Dreadknight must start the game on the table.

Marked for Extermination: Instead of firing normally,
the Nemesis Dreadknight can choose to fire a special

tracker rour_:d.with the pro_fi'[e.g\i_ven below.

Range
Tracker Round 48" 7ind

Str AP Type

Heavy 1,
Psychic Spoor*

*Psychic Spoor. A unit hit by this shot is marked by
Psychic Spoor for the remainder of the game and is hit
automatically by shots from the strike force’s Stormraven
Gunships (blast weapons do not scatter). Additionally,

a Daemon unit marked with psychic spoor counts its
Toughness and Armour Values as half its normal value if
hit by Mindstrike missiles or psybelt ammunition shots.
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REPENTANT HOST

Repentant Hosts are formed when several Orders Militant
have cause to join forces. The Sisters Repentia and Penitent
Engines that comprise a Repentant Host are therefore rarely
from the same Order, but they are united in their desire

to atone for their sins. Individually a penitent warrior’s
desire for absolution borders on the maniacal, but when a
Repentant Host is formed the collective need for forgiveness
is amplified to new heights. As the fervour sweeps through
the assembled masses they renew their efforts, refusing to
die whilst there is even the slimmest chance of slaying the
Emperor’s foes and earning redemption.

POINTS: 50 + MODELS

The first known deployment of a Repentant Host was
during the Grathaxian Crusade when both the Orders of the
Valorous Heart and Ebon Chalice had suffered great losses
against Warboss Blackaxe’s Orks. The greenskins were held
back by Canoness Sybria, who gathered to her every Sister
Repentia who could still walk. The Repentia fought with
renewed passion and though hundreds were martyred, their
sacrifice bought the surviving Battle Sisters time to open
the vast cathedral gates. The greenskins were slaughtered
shortly thereafter as two dozen Penitent Engines strode
across the battlefield, staining it with Ork blood.

5 Y

Canoness Usurgia Squad Penitent

b i

SISTERS REPENTIA

Forgiveness

PENITENT ENGINE

Squad Castigatia

SISTERS REPENTIA

Compassion
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Merciful

Formation:

1 Canoness

3+ Sisters Repentia Squads
3+ Penitent Engines

}Spe;::aal Rules:
:Stﬂke Force: All umts in the formatlun mus’r be depioyed

from reserve, they must enter the table wuthm 12" of the

point entered by the formation’s Canoness.

Revereht Passicm- AII uni'ts:from the' forma't'io'n wi't'h'in .

the Can‘_o‘ness 'succe;ssfuliy uses: the P_ass_[e-n Act of Fanth

all units in this formation '{'i'ricIUd'ihg Penitent Engines)
that are within 12" of her also count as having used the

Passion too (no additional Faith Points or Acts of Faith

are required.

Only in Death Does Duty End: All units in this

formation gain a +1 bonus to both their Feel No Pain
and Shield of Faith rolls.
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PURGE SQUADRON

In engagements where the enemy is wont to overwhelm the
Sisters’ lines, a Canoness may sanction the formation of a
Purge Squadron. Such an action is never taken lightly, for
deploying most of the Order’s Retributors can leave other

POINTS: 50 + MODELS

units without fire support of their own. However, there are
few foes that can stand against such combined firepower —
a rolling wall of bolter shells, flames and melta blasts that

devastates everything that dares to stand in its path.

BOLTER TEAM

Squad Myrtia

FLAMER TEAM

=
i
—
=z
=
Lt
=

Formation:

3-5 of the following teams*:

* Bolter Team: Retributor Squad with 4 heavy bolters and
an Immolator with twin-linked heavy bolter.

* Flamer Team: Retributor Squad with 4 heavy flamers
and an Immolator with twin-linked heavy flamer.

Special Rules:

within 6" of the Command Vehicle, or, if coming on
from reserve, they must enter the table within 6" of the
point entered by the Command Vehicle.

Wall of Fire: If three or more teams (both Immolator

Pfoflles_belﬂw The p.ro_file_ you USE.WI.”. depeﬂd on the
composition of the Purge Squadron:

Composition Range Strength
3+ Bolter Teams 36" 5.
3+ Flamer Teams 12" 5,
3+ Melta Teams 24 8
1+ of each team 24 6

Strike Force: All units in the formation must be deployed

and Retributor Squads must fire to count as a team) from

Wo— s 3

* Melta Team: Retributor Squad with 4 multi-meltas with
an Immolator with twin-linked multi-melta.

*One Immolator in the formation must be designated as
the command vehicle.

* To resolve the attack, place two counters (coins or
other suitable markers are ideal) up to 18" apart such
that both are within range and line of sight of the

Command Vehlc]e Draw a stralght line between the

number of hlts as shown in the re!evant profrle Remove
the markers once the attack has been resolved.

Fire and Faith: Before making a Wall of Fire attack (see
above) declare how many Retributor Squads will attempt
to use the Divine Guidance Act of Faith. If at least one
squad passes their Act of Faith test, the resulting Wall of

Fire attack will gain the Rending special rule. ~

Yype 2 A

Heavy 1%, 3D6 Hits*

Heavy 1% Ignores Cover, 6D6 Hits*
Heavy 1%, Melta, D6 Hits*

Heavy 1*, Melta, Ignores Cover, 4D6 Hits*
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DARK OLYMPIAD

The Wych Cults strive to outdo each other with the
spectacle of their gladiatorial bloodsports, but even the
most audacious of spectacles is nothing compared to

the Dark Olympiad. The three-year build up to a Dark
Olympiad consists of a gruelling program of gladiatorial
contests that elevates the greatest of Wyches to glory whilst
leaving their lesser sisters dead. By the end of the games,
competitors and audience alike are frantic with pent-up

Blessed of
Lhiutu

The Inysible Blade

-
PRS

The Scarlet Talons

POINTS: 100 + MODELS

energy. At the finale, a realspace portal is opened in the
arena, and Wych Cult and audience alike are invited to
pour out into the realm of mortals to bathe in an orgy of
killing. The spectacle of a Dark Olympiad is very different
from the Wyches' usual fare for there is only one criteria
for success — she who takes the most lives and returns to
Commorragh alive is declared Queen of the Olympiad and
promoted to the ranks of the ynnitach then and there.

The Brides of Shaimesh

A

BLOODBRIDES
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The Handmaidens of Lhiutu
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isfashed Face ! The Virago Sisterhood
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Formation: 1+ Unit of Hellions
1 Succubus 1+ Unit of Reavers

1+ Unit of Hekatrix Bloodbrides
2+ Units of Wyches

:d(eployed wsthm 124 of the Succubus or, if commg on
from reserve or by webway portal, they must enter the
‘table within 12" of the point entered by the Succubus.

Orgy of Scarlet: Whenever a unit from the Dark
‘Olympiad gains a pain token as a result of causing an
‘enemy unit to be removed from play, choose another
‘Dark Eldar unit within 24" and within line of sight. That

unit also gains a pain token.

The Grand Finale: The Dark "O'Iymp'iad has saved the

1+ Unit of Beastmasters

‘games. An army that includes a Dark Olympiad may

roll an extra dice on the chart when determining which

‘combat drugs are available, and apply two of the results
‘generated instead of the usual one. Note that an army
that also includes Duke Sliscus could roll three dice and
‘choose the best two! The results do not stack.

Frenzied Beasts: The a{ieh;bealsts employed by the Dark
Olympiad are injected with combat drugs before the

battle and then driven into a frenzy by the overwhelming
spectacle of full-scale war. Beastmasters, Donorian
‘Clawed Fiends, Khymerae and Razorwing Flocks in a

‘Dark Olympiad are all treated as having combat drugs.
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RAZORWING SICKLE SQUADRON roinrs: 75 + mopELs

The pilots of Razorwing Jetfighters are almost always
ex-arena champions who have amassed such a fortune
they have left their jetbikes behind. The thrills of flying

a jetfighter are indisputable, but there are many who
miss the spike of sensation they get when slamming their
vehicle’s bladevanes through a foe’s body. Such pilots

often customise their craft, installing generators along the
sicklewings so that monoscythe fields project outward like
blades of force. As they approach the foe, these pilots turn
their wings perpendicular to the ground. Anyone caught by
the field will be treated to the most sudden death the Dark
Eldar have to offer, bisected cleanly from scalp to groin.

Y'threllia

RAZORWING JETFIGHTER

Kharagas

RAZORWING JETFIGHTER

Uluathrys
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Formation:
3+ Razorwing Jetfighters

Special Rules:

Strike Force: All units in the Sickle Squadron must

be deployed within 6" of the command vehicle or, if
coming on from Reserve, they must enter the table
within 6" of the point entered by the command vehicle.

Sicklewing Fields: In the Movement phase a Razorwing
from the Sickle Squadron may slash its foes with its
sicklewing fields. Mark the start point of the model’s
move, move the Razorwing model, and then mark the
end point of its move (these two marked points can be

*One Razorwing Jetfighter must be marked as the
command vehicle.

anywhere on the model's base). Then trace an imaginary
line between the two markers (considered to be about
Tmm thtc_k_} The Razorwmg inflicts Dﬁ S8 A_P hlts with

lf ad+is rolled for the number of hits, and at [east

one wound is caused, then the player controlling the
Razorwing may _a_ilo_ca_te ‘one of the wounds to any
model in the enemy unit. The rest of the wounds (if any)
are distributed as normal. Cover saves may be taken
as normal.
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THE CONTEMPTOR DREADNOUGHT

| Revered beyond compare by thase Chapters fortunate enough to boast these war-
. religs am(mg*thel ranks, tl’tf:1 stride ofia Goptemptor-l’attern Dreadnought is an echo

“of apuen ﬁa‘,? Mah im' ory ﬁle][eq by the: Asﬁrﬂfs Legmns of old.
1 s 1 ‘t* = gl

¥ |

SPACE MARINE
I}II_HTEMPTIIII-PA'ITEHH IlIII.ﬂIIIIIlIIEIIT

: re]m of tlw tec |mu| or once achieved by
nce a mainstay
ha]lom ed Great Crusade, the
ught is both Earger Emd strf_'mfe,'er
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IMPERIAL FISTS
 CONTEMPTOR-MORTIS DREADNOUGHT

The Contemptor-
pattern Dreadnought
is capable of fielding
many arcane and
rare weapons

such as the heavy
conversion beamer,
or the Kheres

assault cannon that
is larger and more

powerful than its
descendant. Even
the sacred mysteries
of the graviton gun
can be fitted to

the Contemptor’s
targeting systems.

smmnmsenmmnn
PATTERN DREADNOUGHT

that, combined with the shadow left by the Razing of
Prospero, has seen only those Space Wolves whose
Own sagas are more sinister interred in these relics.

TR

The Contemptor-Mortis utilised the advanced chassis
as a heavy weapons carrier. It was also fitted with
advanced targeting auguries and tracking systems,

allowing it to provide close air defence where needed.

reputauor: for battlefield excess and unwonted 5avagery

Imperial Armour Apocalypse
Second Edition fully updates
and expands the first edition
with 32 entirely new entries,
It is packed with over 90
Apocalypse datasheets, from
the mighty Crassus Armoured
Assault Transport to the
Daemon Lords of Chaos.
Also included are new Forge
World units including no less
than five Contemptor-pattern
Dreadnought variants and the
Dark Eldar Tantalus. A 128-
page, full-colour hardback
book, Imperial Armour
Apocalypse Second Edition
provides comprehensive and
updated descriptions and
rules for using all of Forge
World's recent additions

as well as new Apocalypse

| battle missions, including

[ ‘The Lion and the Hawk’,
‘Shattered City’ and ‘Fortress
Assault’ as well as lots of new
options and background to
enhance your games.

www.forgeworld.co.uk
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Imotekh the Stormlord, ruler of the
Sautekh Dynasty and aggressor.

Mat Ward presents a mini-campaign recreating a pivotal
clash between the Necrons of the Sautekh Dynasty and Space
Marines of the Black Templars Chapter.

frozen world of Shrédinger VIl became

the latest target of Necron expansion.
It was to be the most recent in a series of
conguests masterminded by the ruthless
genius of Imotekh the Stormlord. Unlike the
other worlds however, Shrodinger VIl was
not taken entirely unprepared. As the silent
Tomb Ships slipped into orbit, the world’s
Astropathic choir were able to broadcast a
distress hymnal before a blaze of emerald
light obliterated them and every other living
thing on the planet’s surface for a dozen
miles in every direction.

In the early months of 930.M41, the

SLAUGHTER ON SHRODINGER VII

This early triumph aside, the defence
of the planet did not go well. Slab-sided
Monoliths descended upon the planetary
capital, blasting apart opposition wherever
it gathered. Upon landing, they acted
as relay portals for innumerable legions
of Necron Warriors and Immortals who
methodically swept aside the remaining
defences. Within three days, the sprawling
hive from which Shrédinger was governed
had been reduced to blood-soaked ruin.

Yet once the capital was seized, the
Necrons initially advanced no further.
Great excavation machines were brought



down from orbit and, under the steady
guidance of Crypteks, bored deeper into
the planet’s surface than the humans'’
cryonite mines had ever reached. There,

a dozen miles beneath the surface, the
Sautekh found a slumbering Necron
tomb. Imotekh wasted no time in ordering
the revivification process activated, so
that the tomb’s legions might add their
strength to his. In that moment, the plight
of Shridinger went from desperate to
impossible. When the Necrons renewed
their advance they did so unrelentingly.
Little by little, the newly awakened legions
began to scour all traces of humanity
from the planet. Destroyers roamed the
empty streets, toying with fugitives for
their own malicious amusement. Flayed
Ones, drawn by the choking stench of
death, picked corpses clean, then darted

off to seek more fleshy trophies. Within a
week, much of the northern hemisphere
was as silent and empty as the ruined hive
had been seven days before. Only on the
southern continents did the humans hold
out — pockets of resistance with no hope of
victory and scant hope of survival.

Then, as if in answer to the defenders’
prayers, the Black Templars arrived...

PLAYING THE CAMPAIGN

This campaign comprises a series of four
linked scenarios designed to be played
through in order. The outcome of one
scenario affects the next scenario, and so
on, so you might like to record the results
of each scenario, the dispositions of the
forces that took part and any survivors.
You can play the scenarios individually, of
course, and each explains how to do so.

Marshal Helbrecht, as was his rank
at the time, led the Black Templars.
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TEMPLAR STRIKE

“ Orbital incursion? I find it incredible that any foe could ever be surprised by so
obvious a strategy. Order the phalanxes to fire on my command - we shall teach these

sombre fellows the price of their predictability. ,,

Serried ranks of Necron Immaortals
lie in wait for the Black Templars.

The Emperor’s Champion

spearheaded the Drop Pod assault.

— Imotekh the Stormlord to Vargard Akyntor

has not gone unanswered. Engines

blazing, the ships of Marshal
Helbrecht’s crusacde emerge from the
Warp and engage the Necron blockade.
Yet Helbrecht knows that this war cannot
be won in the skies, only amid the ruins of
Shrédinger’s refineries and manufactorums.
So it is that Helbrecht orders a drop assault
into the heart of what appears to be a
major Necron staging area. His goal is to
disrupt, or at least slow, the flow of Necron
reinforcements. Unfortunately, Imotekh
the Stormlord has accurately predicted
Helbrecht’s strategy, and has prepared a
lethal welcome. ..

ARMIES

This mission is fought between 3000

points of Black Templars and 2500 points
of Necrons. The Black Templar army is
selected using the Force Organisation
chart, but can include any number of
Troops choices and must include Marshal
Helbrecht (use the model and rules for
Grand Marshal Helbrecht - though he has
a power sword, rather than the Sword of
the High Marshals). Furthermore, only units
capable of Deep Strike or that can arrive via
a Drop Pod can be selected. The Necron
army is chosen normally, but must include
Imotekh the Stormlord.

BATTLEFIELD

This mission is fought on the permafrost
wastes outside Kepplen Refinery — the site
of the Imperial Guard's defeat. It is a 6'

x 4' board covered in craters and other
battlefield debris.

S hrédinger VII's hymnal of assistance

MEMORABLE MUTILATION TABLE

D6 Result

-1 penalty.

Leadership.

(=l B -

1 Beheaded! Imotekh is so appalled at the captive’s lack of battle skill
that he removes him from future rosters in a very final fashion. You
cannot use this character again in the campaign (ignore this result if
you roll it for Helbrecht — he has a destiny).

2 Plucked Eye. The character’s Weapon Skill and Ballistic Skill suffer a

3 Tongue Torn Out. Other models cannot use the character’s
Severed Hand. The character has -1 Attack.

Lopped Foot. The character cannot Run.
Terrible Scar. No effect.
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SLAUGHTER ON SHRODINGER VII

OBJECTIVES

The Black Templars are trying to secure
their drop zone to allow heavy equipment
to be brought in. The Necrons are trying to
stop, or at least delay, them. The Necron
player places 5 objective markers on the
battlefield, each at least 12" away from
another marker and from any board edge.

DEPLOYMENT

The Necron army deploys anywhere on
the board — units can be held in reserve
or Outflank if the player wishes. All Black
Templars units must begin the game in
Deep Strike reserve,

FIRSTTURN

The Black Templars have the first turn.

GAME LENGTH

The game ends instantly if the Black
Templars control all five objectives at the
end of any game turn. Otherwise, the battle
ends after 8 turns.

VICTORY CONDITIONS

At the end of the game, the Black Templars
win if they control at least three of the
objectives. Otherwise, the Necrons win.

SPECIAL RULES

Welcoming Volley: In the Necron’s first
Shooting phase, all Necron shooting
weapons are treated as being twin-linked.

The Bloodswarm: Imotekh’s plans included
seeding the battlefield with Bloodswarm
Scarabs. As a result, Flayed One units do
not scatter if arriving from reserve, and can
always arrive from Outflank on a table edge
of the Necron player’s choice.

CAMPAIGN SPECIAL RULES

Humbled by the Stormlord: Any Black
Templars character slain by the Necrons

in this mission is assumed to have been
captured and then set loose — but not
before Imotekh marks them for their
failure. At the end of the game, roll on the
Memorable Mutilation table for each such
character — if you use that character in a
later game in this campaign, he suffers

the penalty listed. For example, if your
Emperor's Champion is mutilated, you must
use the same Emperor’s Champion in later
scenarios (unless he’s beheaded, of course).



“WARHAMMER

£ 40000,

BENEATH THE SURFACE

‘ ‘ One lost battle does not equate to lasting defeat. Not whilst I still hold my blade. , ,

ith his initial strike’s momentum

blunted by the Necron ambush,

Helbrecht is forced to draw other
plans — the balance of power must be tilted
in the Black Templars’ favour, and quickly.
Taking council with his Battle-Brothers,
Helbrecht opts for a subtler strategy. Recon
Land Speeders have identified a tomb
complex several miles south of the drop
zope. Energy readings indicate that this
is a pivotal link in Imotekh’s command
and control network. Deeming that the
destruction of this nexus will disrupt the
Necron onslaught, Helbrecht readies a
strike team and sets off into the darkness...

ARMIES

This mission is fought between 1500
points of Black Templars and 1500 points
of Necrons. The Black Templar army is
selected using the Force Organisation
chart as normal, but must include Marshal
Helbrecht (use the model and rules for
Grand Marshal Helbrecht — though he
has a power sword, rather than the Sword
of the High Marshals). The Necron army
must include a Monolith (this is free and in

addition to the forces listed above) to be the

Tomb Nexus — this apart, neither army can
include non-walker vehicles.

BATTLEFIELD

This mission is fought in a dust-laden
antechamber of a Necron tomb complex.
Itisa2' x 8' board — we can assume that
the edges of the board are the walls of the
tomb.

OBJECTIVES

The Black Templars are attempting to
destroy the Tomb Nexus. The Necrons must
defend it.

DEPLOYMENT

The Black Templars player chooses one of
the short board edges — this will be where
his models enter the antechamber at the
start of his first turn. The Necron player
deploys the Monolith in base contact with
the opposite board edge. Up to half of his
remaining units are then deployed up to
18" away from the Black Templars board
edge. The remaining Necron units are
deployed within 18" of the other short
board edge.

FIRSTTURN
The Black Templars automatically have the
first turn.

GAME LENGTH

This mission only ends when the Black
Templars have all been slain or the Tomb
Nexus has been destroyed.

VICTORY CONDITIONS

If the Black Templars destroy the Tomb
Nexus, they win the mission. Otherwise,
the Necrons win.

SPECIAL RULES

Tomb Nexus: The Tomb Nexus is treated
as an immobile Monolith. However, it is
protected by an array of powerful force
fields and ignores all damage results on a
roll of 3+ (roll each time the Tomb Nexus
suffers a glancing or penetrating hit).

CAMPAIGN SPECIAL RULES

Humbled by the Stormlord: (see Templar
Strike for details).

Shattered Command: If the Black Templars

successfully destroy the Tomb Nexus,
the Leadership characteristic of all non-

character Necron units is reduced to 7 for

all subsequent campaign games.

— Marshal Helbrecht

— = DSRS0

The Tomb Nexus is defended by
Imotekh’s elite warriors.
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Squads of Deathmarks were
dispatched to sfay Helbrecht.

MARKED FOR DEATH

‘ ‘ I leave the matter of the honourless wretch to you. Bring me his head. ,,

~ Imotekh the Stormlord to Lord Tzernog, Vizier of Deathmarks

ntil Helbrecht’s strike against the
| l Tomb Nexus, Imotekh bore the

Black Templars no malice — they
were a martial opponent to be treated
and honoured as such. However, after

Helbrecht’s strike at what Imotekh

; considers a forbidden target,
all protections granted by the
Triarch codes of battle are angrily
discarded. Moreover, Imotekh orders that
the Necron retaliation will be carried out
by Deathmarks and psychomancer-led
phalanxes. As night creeps over the Black
Templars’ base, a darkness of a different
kind threatens to engulf their Marshal...

ARMIES

This mission is fought between 750

points of Black Templars and 500 points

of Necrons. The Black Templar army is
selected using the Force Organisation
chart as normal, but must include Marshal
Helbrecht (use the model and rules for
Grand Marshal Helbrecht — though he has a
power sword, rather than the Sword of the
High Marshals). The Necron army cannot
include vehicles, but is otherwise selected
using the Force Organisation chart. At least
one unit of Deathmarks must be taken.

BATTLEFIELD

This mission is fought in the ruins of the
Kepplen Refinery. It is a 4' x 4' board
covered in ruins, craters and other
battlefield debris.

OBJECTIVES
The Necrons are attempting to assassinate
Marshal Helbrecht. The Black Templars
must defend their commander and drive off
the Necron attackers.

DEPLOYMENT

Helbrecht must be deployed in the

centre of the battlefield. One unit can be
deployed with Helbrecht, provided that he
has joined that unit. The remaining Black
Templars units can be deployed anywhere
on the board, at least 12" from Helbrecht,
The Black Templars cannot place units in
reserve. All Necron units must begin the
game in Deep Strike reserve (see Teleport
Attack below).

FIRSTTURN
The Necrons automatically have the first
turn in this scenario.

GAME LENCTH

The Black Templars player rolls a dice at
the end of game turn 5. On a 1-2, the game
ends immediately, and on a 3 or more the
game continues. If the game continues,
then the Black Templars player rolls a D6
again at the end of the 6th game turn, and
this time the game ends immediately on

a roll of 1-3, and continues for a 7th and
final turn on a roll of 4+. The game ends
automatically at the end of game turn 7.

VICTORY CONDITIONS

If Helbrecht is slain by the time the game
ends, the Necrons win. If Helbrecht is
wounded, but not slain, the game is a
draw. If Helbrecht is unwounded, the Black
Templars win.

SPECIAL RULES
No Retreat: Marshal Helbrecht is Fearless
in this scenario.

Teleport Attack: The Mandragoran Crypteks
have placed a massive teleport array at the
assassination force’s disposal, allowing the
Necrons to beam into the heart of the Black
Templars. All units in the Necron army have
the Deep Strike special rule in this mission,
and must be deployed in Deep Strike
reserve. Additionally, Necron reserves are
rolled for from Turn 1, rather than Turn 2.

CAMPAIGN SPECIAL RULES

Broken, But Unbowed: Marshal Helbrecht
starts the next mission with a number of
Wounds equal to the number he had at
the end of this one. The only exceptions is
if Helbrecht was removed as a casualty, in
which case he starts with a single Wound
on his profile in the next mission — clearly
the Necrons underestimated a Space
Marine hero’s superhuman resilience.



ICE CAVERN SHOWDOWN

‘ ‘ Your fate is sealed, primitive. Accept it,
and | may yet prove merciful. ,,

— Imotekh the Stormlord

hen the final battle arrives, it does
so quickly. Both commanders
know that the battle for
Shrédinger VIl must end soon. Helbrecht
wishes to see the campaign ended before
he succumbs to his grievous wounds, whilst
Imotekh needs a moment of peace to undo
the disorder caused by the Tomb Nexus’
destruction. So does the fate of the world
hang on a desperate battle deep beneath
the surface, with the remnant of the
Black Templars strike force set against the
Stormlord’s household guard. If the Black
Templars prevail, the Sautekh conquests
will be stalled for months — possibly
even years. If the Necrons carry the day,
Shrédinger VI, and all those who live upon
it, are doomed...

ARMIES

If you're playing this as part of a campaign,
don't pick an army for the Black Templars,
but use all the surviving units and models
from the previous missions. The Necron
army is 2000 points chosen normally, but
must include Imotekh the Stormlord. If
you're playing this mission as a one-off,
choose a Black Templars army of 2000
points. You must include Marshal Helbrecht
(use the model and rules for Grand Marshal
Helbrecht — though he has a power sword,
rather than the Sword of the High Marshals).

BATTLEFIELD

This mission is fought in a large cryonite

cavern. It is a 6' x 4' board scattered with
jutting cryonite crystals and frozen ruins.

OBJECTIVES

This battle will determine the fate of
Shrodinger VI — only by the slaughter of the
enemy will either side prevail.

DEPLOYMENT

Players roll off, the winner choosing one of
the long table edges — his opponent takes
the other long table edge. No units are
deployed at the start of the game. Instead,
any units not kept in reserve move onto the
board at the start of their first turn.

FIRSTTURN
Roll off with your opponent to determine
who gets the first turn.

GAME LENGTH
The Black Templars player rolls a dice at
the end of game turn 6. On a 1-2, the game

“ I have no interest in your mercy, only
in your destruction. ,,

— Marshal Helbrecht

ends immediately, and on a 3+ the game
continues. If the game continues, then the
Black Templars player rolls a D6 again at
the end of the 7th game turn, and this
time the game ends immediately on a

roll of 1-3, and continues for a 8th and
final turn on a roll of 4+. The game ends
automatically at the end of game turn 8.

VICTORY CONDITIONS

Each side scores 1 victory point for every
enemy unit destroyed. The Necrons score
an additional 3 victory points if Helbrecht
is slain. The Black Templars score an
additional 3 victory points if Imotekh is
slain. The side with the most Victory Points
at the end of the game, wins.

SPECIAL RULES

Molten Footing: The ice floor of the cavern
is incredibly unstable, apt to dissolve into
molten ice. Whenever a non-skimmer

unit is going to Move, Run or Assault, its
controlling player must roll a D6 before the
action is carried out. On a score of 1, the
ice has given way — D3 random models in
the unit are removed as casualties by the
controlling player.

The Sword Brethren stood ready to
deliver the Black Templars’ fury.

Ice Tomb: As this battle takes place deep
underground, Imotekh’s Lord of the Storm
special rule is not used. Only troops that
arrive by teleport (Terminators, Deathmarks,
Flayed Ones and so on) can arrive by Deep
Strike in this mission.

Imotekh’s personal guards prepared
to face the Black Templars.

HISTORICAL NOTE
Ultimately, even the zeal of the Black Templars and the valour of their
Marshal are not sufficient to defeat the Necrons on Shrédinger VII.
The tomb awakens to full function, and a new world in the Sautekh
Dynasty is ancinted in the blood of its erstwhile human inhabitants.
Though Helbrecht and many of his Battle-Brothers are able to
escape the doomed world, the shame of defeat hangs heavy on them.
For Helbrecht it is a burden made physical by the severance of his
hand - Imotekh’s mocking token of victory. It will be many decades
before Helbrecht’s burden will be lifted, when the Black Templars can
finally exact a measure of revenge upon the Stormlord. But that, as
they say, is a story for another time...

You have been an excellent foe, if one slow to accept
his place in the cosmic order. Here, | shall grant you a
lasting reminder of your insignificance. ’ ,

— Imotekh the Stormlord to Marshal Helbrecht
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Last month we released a book and a brush set under the iconic ‘Eavy Metal
name, but who and what are the "Eavy Metal team? We talk to Joe Tomaszeweski
about the world-famous team of painters and what they have been up to of late.

Masterclass Book

Collected together from
the pages of White
Dwarf and featuring an
exclusive Urien Rakarth
Masterclass, this "Eavy
Metal book is packed
with techniques and
step-by-step guides

from the world’s best
miniatures painters.

The 96-page full colour
book includes subjects as
diverse as the Daemon
Prince, Captain Sicarius
and the Ork Warboss,

all for your painting
pleasure. You can order it
from the website.

T he "Eavy Metal team need no

real introduction; for hobbyists
everywhere they are the world-
renowned group of professional miniatures
painters who reside in the Games
Workshop Design Studio. The majority of
models you see throughout the pages of
White Dwarf and on the box covers of our
kits will have been painted by the 'Eavy
Metal team.

Pictures of ‘Eavy Metal painted models
are all well and good, but the miniatures
have to be seen up close to be really
appreciated. That's because an 'Eavy Metal
figure has to work on so many different
levels, ‘When you're painting for ‘Eavy
Metal you have to keep in mind that the
models will be photographed and seen in
many different contexts,” says Joe. ‘Every
model has to work on a grand scale in
an army, in a unit or squad, individually,
and even at a super detailed level. White
Dwarf will often show zoomed in images or
particular areas of a model and the painting
has to stand up even when shown at 200%
its normal size. That's a tall order and takes
a certain kind of person with the patience
and ability to be able to paint to that
standard all day, five days a week.’

‘Eavy Metal painters don't just have
to think about quality but have to work
creatively with the sculptors and writers,
as often their choices of paint colours will
define the look and feel of models for

‘Ork Boss Snikrot
As an Ork that displays an
‘uncanny knack for steafth,
‘Anja Wettergren added a
‘number of clever details

to Boss Snikrot, such as a
compass on the pommel of
each of his combat blades
‘and a camouflage pattern
on his combat fatigues. She
chose an ‘urban camo’ colour
scheme so that these details
would also work as a spot
colour in conjunction with

| the glowing blue lenses on
| Snikrot’s faceplate.

The model’s pallid skin
tone works perfectly to
contrast with the dull metal
of its blades and armour. As a

final touch, black and white

dags were painted onto the

| bands around Snikrot’s arm

and leg.

WHITE DWARE  ‘EAVY METAL

years to come. ‘The Dark Eldar are a good
recent example. Working closely with Jes,
we developed a new style for the range,
coming up with overarching dark-tones
and brilliant flashes of neon-like colour,’
explains Joe. ‘There is a lot of research

and development that goes into every
project. The colour schemes we use are not
improvised; it's all carefully thought out to
help enrich the background.’

That's not to say the guys work in a
rigid fashion, as the world’s top miniatures
painters they are always keen to invent and
develop techniques, and come up with new
ways of painting, ‘It's always been — since
the beginning — a key trait of ‘Eavy Metal
to constantly evolve the figure painting
discipline, and that is what's so great about
working in a team. We all look to each
other and feed off everybody’s ideas and
we're excited by each other’s work,’ says
Joe. ‘If Neil or any of the team is working
on something we've never done before |
genuinely look forward to seeing what they
come up with. It's a great team dynamic
and there are no egos, we like to learn from
each other. It's one of the things we look
for in "Eavy Metal recruits: you have to be
good — the best, in fact — but there has to be
humility and a willingness to learn as well’

Over the next few pages, Joe and the
team have chosen some of their recent
favourites that they feel really showcase the
team’s abilities. Let’s take a look...

Lhamaen

Darren Latham painted this
poisonous consort of a Dark
Eldar Archon with pallid skin
and vibrant pink hair to contrast
with her dark robes. He painted
the stylised freehand design on
the robes as a spot colour, but
also to look more threatening.




| Sanguinor is a masterclass

| people have emulated the

The Sanguinor

Daemonette by Anja Wettergren

Darren’s rendition of the

in painting non-metallic
metal. Since this modal
was first seen, many

look, which is a welcome
sight to the “Eavy Metal
team who delight in
inspiring others.

Chaos Lord
This Chaos Lord of Nurgle was painted by Joe, who enjoyed tackling
such an organic figure. The exposed intestines and gore spilling over the
axe handle allowed Joe's imagination to really run wild.

The Changeling by Anja Wettergren

Necromancer

Kornel Kozak’s Necromancer
blends dark red and black to
create a multi-layered effect on
the cloak. The skin is the spot
colour, but the pinkish tone also
complements the cloak.

L

“So, why are our figure

Prince Apophas by Kornel Kozak

painters called "Eavy Metal
instead of just ‘the figure
painters’. We asked John
Blanche, who founded the
first "Eavy Metal team way
back in the 80s.

John: ‘Eavy Metal was
actually the name of the
White Dwarf column | used
to write that showcased
great miniature painting.
Gradually that name
transposed to the in-house
miniature painters who
came to embody figure
painting at its finest.

The name came about

in no small part to the

fact we were painting
metal models, and that
heavy metal music was
the sound of choice,

piped through the Citadel
factory in Newark’s tinny
speaker system. We're
talking proper heavy metal
thunder here and to further
emphasise this, the length
of Rick Priestley and Dave
Andrews’ (who designed
the first ever ‘Eavy Metal
logo) hair at the time was,
frankly, astounding.

The first conscript of what
would later become ‘Eavy
Metal was Colin Dixon
who | met at a Citadel
Open Day. Soon after, |
recruited Mike McVey and
taught him to blend in the
manner of 18th century
water colourists and the
rest, as they say, is history.
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: The White Dwarf

. | The White Dwarf is a light-hearted
: | model and Joe wanted to reflect

that in the painting. Hence the

bright colours, and ves, he really

did freehand those tiny (and

accurate) pages of White Dwarf!

Medusae by Dave Heathfield High Queen Khalida by Anja Wettergren

e ; e Uidion Rakarth
Astorath the Grim | Neil Green's version of Urien

One of the first Citadel Finecast models the ‘Favy Metal team got to | Rakarth is full of subtle details and
paint. This model is a dark reflection on the Sanginor pictured on the a brilliant use of flesh tones that
previous page. Both models have been painted by Darren, whose mix of | really sets off the model. The cold
muted reds and non-metallic gold look beautiful. { tones of the armour contrast well

against the warmer tones of the
skin and in the writhing tentacles
that carry the master Haemonculus
ta his next victim.

See for Yourself
On the previous pages we mentioned
that to really appreciate 'Eavy Metal
miniatures you need to see them in
person. We send 'Eavy Metal models
to Games Days around the world

but the best way is to come and view
the entire collection at the Citadel
Miniatures Hall in Warhammer World,
Nottingham. The Miniatures Hall is
open daily with thousands of 'Eavy
Metal models new and old on display,
so come and see them for yourself.
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Ikit Claw

Anather of Neil’s brilliant paint
schemes. Note the object source
lighting around the eyes and the
glowing phials.

' Grey Knight

| This exquisitely painted Grey

| Knight is afso by Darren. Its a

| technically precise paint job
that makes the model stand
out on any battlefield, The red

| banner contrasts against the

| cool silver armour making it
extremely easy on the eye.

Tools of the trade

The 'Eavy Metal Brush Set was released just
last month. Inside the steel case you'll find two | !
exquisite paintbrushes handmade by master |
brushmakers from finest kolinsky sable hair.

Also included are two pots of 'Eavy Metal
Medium, a pigment-free matt liquid that can

be applied to paints and washes to create fine
glazes. Finally, there is a tips booklet, featuring
invaluable advice from the 'Eavy Metal team.

eI IR I

EAVY METAL

MEDM

EAVY METAL

MEDILM

Herald of Tzeentch
Painted by Mark Holmes, this
miniature may be a riot of colour
but conforms to the rules of colour
theory. Which is why the mix of
such bright colours as turguoise,
gold and pink works so well and
doesn’t clash.

' Become 'Eavy Metal

| Have you got what it takes to join the ‘Eavy Metal
team, the world’s finest miniature painters? We're

| always on the look out for extremely talented figure

| painters with a great attitude and a burning desire to

| have a career in the Design Studio.

If this sounds like you, then here’s your chance to

get noticed by sending us pictures of your recently

painted models. Bear in mind we're only after

the best. A successful candidate must be over 18

and willing, as well as able, to live and work in

Nottingham, England.

Send us an email to the address below, attaching
clear, in-focus pictures of your work. Also include a
covering letter telling us about yourself, and why you
want to work for the best miniatures painting team in
the world. Contact us at:

eavymetal@games-workshop.co.uk
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MODELLING
vonsno: SKULLVANE MANSE
Our first Modelling Workshop for this issue takes a look at the Astromancer’s lair,

Skullvane Manse. Chris Peach guides through painting this lovely terrain kit, making
it ready for your own Warhammer battlefield.

ieces of
T

tackling the tiles, and
know it you're painting
details, like the door ha
nearly finished, Finally, | ad
weathering to the whole ma
But before you begin, yo :
assemble the building and this is very
" straightforward. | built the model almost
to completion, only leaving the very top
of the model, the observation dome, off
it this stage of the project. The entire
del was then given an undercoat of

You will need:

* Plastic Glue

e Plastic Cutters

* Chaos Black Spray
* Citadel Spray Gun
* Large Drybrush

* Wash Brush

» Standard Brush

* Basecoat Brush
 Badab Black

¢ Bleached Bone

* Blood Angels Red
e Camo Green

¢ Chainmail

¢ Charadon Granite
¢ Codex Grey
 Dark Angels Green
¢ Fortress Grey

* Graveyard Earth

¢ Gryphonne Sepia
¢ Hawk Turquoise

¢ Khemri Brown

s Mechrite Red

» Mithril Silver

= Necron Abyss

* Ogryn Flesh

* Rotting Flesh

= Scorched Brown

» Shadow Grey

* Shining Gold

o Skull White

* Space Wolves Grey
* Tin Bitz




PAINTING THE STONE

Stage 1: Start by basecoating the entire
model with Charadon Granite. | used the
Citadel Spray Gun for a smooth, even coat
but you can also use a large brush.

Stage 2: Focusing on the stone areas, coat
with a heavy drybrush of Codex Grey. Use
the Large Drybrush, as it was specifically
designed for this type of painting.

Stage 3: Next apply a lighter drybrush layer
of Fortress Grey.

Stage 4: Pick out stones and bricks
randomly with either Gryphonne Sepia or
Ogryn Flesh.

Stage 5: To finish, apply a very light
drybrush layer to the stone walls with
Bleached Bone.
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| painted the dome separately, so there was
no need to spray it Charadon Granite. The
stages below start from an undercoat of
Chaos Black.

Stage 1: Basecoat the entire dome with a
liberal layer of Tin Bitz. Using a Large Brush
well get the job done quickly.

Stage 2: Using Shining Gold, give the dome
a heavy drybrush. The exception is the
comet motif which was carefully painted
with Shining Gold.

Stage 3: Now drybrush the whole area with
Burnished Gold.

Stage 4: Next, apply a really light drybrush
of Mithril Silver so you're just catching the
edges of the raised detail.

Stage 5: Then create a verdigris mix, using a
1:1 wash mix of Hawk Turquoise and Dark
Angels Green. This is liberally applied onto
the dome, then, before it has a chance to
dry, carefully wipe away the excess with a
damp cloth.

Stage 6: Reapply the Mithril Silver
drybrush, keeping it light. You can also
highlight the comet motif with the same
colour if you wish.

PPAINTING THE WOOD AND METALS

Here | show how to paint the wood and
metal support braces. Don't forget that
there are lots of wooden areas on the
model, from doors and window shutters to
walkways and platforms. All these use the
same technique as explained below. In the
pictures to the right you'll also notice the
tiles being painted as well — don’t worry,
that method is covered over the page.

Stage 1: Start by painting the wood
Scorched Brown. Give the metal strips a
basecoat of Chainmail.

Stage 2: Wash the whole area with a liberal
coat of Badab Black.

Stage 3: Then you need to drybrush the
wood with Graveyard Earth. For the metal
braces apply a second wash layer, this time
with watered-down Bestial Brown. The
skulls in the alcove should be washed with
Devlan Mud.

Stage 4: Then all you need do is drybrush
the skulls with Skull White. Finally, the
metal strips were lightly drybrushed with
Mithril Silver.
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Weathering Heights
| only weather terrain right at the end of
the process. This is because the ageing
of materials and the wearing of stone
happens to all things at once, the taint of
weathering should be applied equally to
all surfaces, or else it can look artificial.

| applied the weather effect into
the recesses across the entire model by
creating a 1:1 mix of Camo Green and

Graveyard Earth, which I drybrushed
directly into the recessed areas.

In the deeper recesses, water down
some Graveyard Earth to create a wash
and carefully apply it to the parts of the
model you have already weathered with
the brown/green mix. You can see how
effective this technique is in the image
on the right.
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PAINTING THE ROOF TILES

The secret to painting tiles on a building
like this, which has a ramshackle
appearance, is to not paint all the tiles
exactly the same way. If you do the

roof will look overly uniform and out of
character with the rest of the model.

Stage 1: Start by basecoating all the tiles
with Necron Abyss.

Stage 2: Then wash the whole roof with
Badab Black. What you're after here is
definition of the tiles, so make sure you put
plenty of wash in the gaps.

Stage 3: Now paint the tiles Shadow Grey,
using a generous drybrush coat to help pick
out the edges of the slates.

Stage 4: This is where you should start to
diverge. Water down some Shadow Grey
into a wash and then pick patches of tiles
to cover, creating lighter and darker parts of
the roof.

Stage 5: Layer some of the tiles with Space 9
Wolves Grey. Do this in a random fashion
— try to avoid creating a pattern which is
actually harder than it sounds!

Stage 6: Finally, selectively apply Asurmen
Blue wash onto some tiles. These can be
darker or lighter tiles, or both. The idea is
that you are creating a ‘patchwork’ look so
there is no right or wrong way to do this.

A Necromancer emerges from
his dark tower, at its foot, the
mausoleums of the Undead.

82 WHITE DWARF MODELLING WORKSHOP: SKULLVANE MANSE



FINISHING TOUCHES!

At this point all there was left The lens of the telescope was

to do was pick out the details. also painted with Necron Abyss,
The dome was left separate to be followed by a layer of Mordian
placed on the model whenever Blue and then lightened with
needed. You could, of course, go Astronomican Grey. The lens flare
for the other option and have a was simply a highlight of Skull
crenelated platform, in which case White, and when dry, the whole
the ramparts are painted in exactly area was covered with gloss varnish
the same manner as the rest of the to make it look like glass.
brickwork. It's at this point that And there you have it, one

Warhammer observatory, ready to
be fought over!

extra details like bird droppings
(see below) can also be added.

To really add an aged feel to
the roof, Chris added some bird
droppings by simply stippling on
small amounts of Rotting Flesh.

The lens was painted, from a
basecoat of Necron Abyss — see
above for full details.

The skull-filled alcoves add flashes
of white that contrast well with the
grey stone,
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MODELLING
WORKSHOP

As well as being one of
the Studio’s foremost
terrain builders and army
painters, Chad Mierzwa
is also well-known for

his fondness for gribbly
beasties and monsters.

If you need proof, you
only need look at his own
as his Beastmen army.

In this article, we've
asked him for advice on
building and painting
monsters. Although he
uses a Thundertusk to
illustrate his points, his
tips apply equally well
with any monster.

B1

Chad: A big monster is a perfect
opportunity to not only reward yourself for
painting all those infantry and cavalry, but
to create something spectacular for your
army. While a monster will undoubtedly
stand-out in your collection, you still have
to think about how to paint it. You need to
give it the attention it deserves but at the
same time the model still has to fit in with
your force, or else it will lack cohesion and
stand out, not because of its majesty but
because it jars with the rest of the army.
Fortunately, this is very easy to

ercome with just a little forethought.
Look for common elements on the model
and in the army and use these to tie the two
things together. The Thundertusk had quite a
few areas | could align with from the rest of
our Ogre army to get a consistent feel. For
example, with the riders, | made sure they
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both had the same red fist and their trousers
matched those found elsewhere in the
force. The shields that rest on the shoulders
of the Thundertusk have also been painted
in a similar style as the belly plates in the
same army. By doing this you're introducing
a few touchstones that bind the collection
sgether. Once you have a couple of these
arts then you should not be afraid
r imagination run riot - after all,
e dealing with a creature from the
hammer world.
Once you've thought about the
painting, it's time to actually get started.
It's always best to begin with a tidy work
area, but kee
to hand. For
Plastic Glue, a Ho
Cutters, to clip out compo from the
frame and clean them up as | go along.




ASSEMBLING THE THUNDERTUSK

If you wish, you can fully assemble
your Thundertusk and then paint it

as a single model, but | recommend
painting it up as several different sub-
assemblies (see below). Quite simply,
this makes painting the entire model
easier, allowing your paintbrush to reach
areas that would be difficult or even
impossible if painting the project as a
whole. This is not a method unique to
the Thundertusk either; most large kits
benefit from being sub-assembled then
painted before the final build.

Sub-assemblies
@ Thundertusk
(8 Thundertusk armour
© Saddles

© Saw ftotem

® Rear spike

® Ogre Rider 1
© Mantrap

@ Ogre Rider 2
(D Quiver

(D Reins
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PAINTING THE THUNDERTUSK

Most of the Thundertusk is covered in fur and so

drybrushing and overbrushing techniques are really WHAT IS OVERBRUSHING?
Effe‘"'““’]? a?.‘i quick to appcjiyltoo " eipe?la“yh""heﬂ SONEERS Whilst you might be familiar with the term drybrushing,
fine 3 ke on this model and others such as the it's worth explaining what overbrushing is. Basically,

Manticore, or scales on a Dragon or the Stegadon. overbrushing is an extremely heavy drybrush coat. At its most
Drybrushing is anything but a precision method, s0 you rudimentary level, an overbrush is dipping a dry paintbrush

need to work out a painting order to ensure that you don't int e ot and oudversravine e o .
mess up painted parts. This is what | did on the Thundertusk, gt s S SRINIVAIG e USAYy AWt !

as shown on the stages below. You start with overbrush excess paint, and then applying it straight onto the model in
layers, working Llp to drybrushing. Once the fur stages are light, even strokes. This means that the raised areas will catch
compiete you can work on other parts 6f the matlel that a-re a lot of paint and so will have a thicker coat than drybrushing
nestled within the fur, such as buckles. When drybrushing ;]IO':E*" Ca:eu::gs tlo [": taken fo sncare youdon't get a

over large areas make sure you have the best tool for the e e o

job — the Large Drybrush excels at this type of task. |

D

from a Chaos Black spray undercoat, overbrush the main body of the Next, apply an averbrush of Graveyard Earth, using the same technigue as in

Thundertusk with Charadon Granite. It's the fur you're primarily after but do the previous stage, the only difference js that you are building up the layers
not worry about catching straps and hald patches at this stage. and so should be a shade lighter with your brush strokes.

Apply a 1:1 mix of Graveyard Earth and Bleached Bone. This time you are Using the Wash Brush, apply a wash of Gryphonne Sepia over the entire fur
drybrushing and so can be more selective where you place the paint - aim area. This will help blend all your previous layers into one, giving the fur a
for the areas of the model further away from the body. real shaggy, but natural fook.

For the final fur stage, create a 1:3 mix of Graveyard Farth and Bleached With the fur complete, you can focus in on the metal parts — straps, buckles

Bone. Apply this as a light drybrush highlight to the mast raised areas of the and the rear of the saddle. Start by basecoating these areas with a solid layer
model, mainly around the shoulders and on the monster’s back. of Tin Bitz — be careful not to catch the fur.
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Now overbrush the metal parts with Boltgun Metal, You have to be careful The next step is to wash the areas with Devlan Mud. This will dull down the
here — keep your brush strokes tight to minimise the chance of catching the previous stages and lend the metal a more aged and corroded look - perfect
painted fur. for the Ogres and their beasts.

The last metal stage is to give all the metallic areas a light drybrush of Mithril The tusks were basecoated with a solid coat of Charadon Granite, Note that
Silver. Keep the brush strokes high so the paint just catches the sides of the the beaten metal plates have already been painted so be careful not to cover
straps and tips of the studs. them in this or later stages. You can paint the tusks first if you prefer.

Using a 1:1 mix of Codex Crey and Graveyard Earth, apply a drybrush layer Add Fortress Grey to the previous mix. You're aiming for a 1:2:2 mix of
over the tusks. Try and catch all the ridges to add definition but don’t worry Fortress Grey, Graveyard Farth and Codex Grey. Use this to apply an edge
too much about covering the metal studs, we'll get to them later. highlight fo the tusks.

With pure Fortress Grey, highlight the area, concentrating towards the end Paint the metal studs as already described in stages 6-9. The twine holding
of each tusk. Carefully add line highlights with a Standard Brush so that they the studded plate in place is then painted Dheneb Stone, washed with
converge at the point of the tusk. Devlan Mud and then highlighted with Bleached Bone.
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PAINTING THE RIDERS

Even if you don't paint the kit as sub-assemblies, | would
highly recommend keeping your riders separate from their
mounts or at the very least, not permanently gluing them

in place until they've had a basecoat applied at minimum.
This is especially true for the Thundertusk as it has two
riders, so painting the front of the rear rider (and the back of
the front rider!) will be almost impossible in situ. Monsters
with howdahs like the Araknarok Spider and Stegadon also
benefit by keeping them separate.

After you have undercoated the riders Chaos
Black, pick out all the metal areas with a
basecoat of Tin Bitz.

g -

To finish off the metal, add a light drybrush of
Mithril Silver. Use this to pick out the studs, edge
the dints and cover the chain.

hands, face and back.

Leave the wash a good while to dry and then
layer on Tallarn Flesh, keeping the paint out of the
recesses so the darker shade is still showing.
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REPEATING TECHNIQUES

Once you've applied a technique that works then there’s no
point reinventing the wheel every time you come to paint a
similar area. The flesh stages here can also be used on the
bald patches of the Thundertusk, while the metal method has
already been used on the monster itself.

Next, apply a heavy drybrush of pure Boltgun
Metal onto the armoured areas of the Ogre, don't
worry about catching other parts of the model.

Using Tallarn Flesh that has been watered down
a little bit, basecoat all the skin areas, including

Start building up the highlights of the skin with
Dwarf Flesh, Paint this onto the raised areas of
the musculature.

Now apply a generous wash of Devlan Mud
onto the metal parts, ensuring a good coverage to
age the metal.

Once dry, give the flesh area a wash of Ogryn
Flesh. Cover all the skin but concentrate on
applying it into the recesses.

Finally, line highlight with EIf Flesh. Carefully paint
on thin lines that follow the contours of the bady
and on the face.



FINISHING TOUCHES

Our army is from the Bloodied Fist tribe, so their right hands highlighted Camo Green. The blue trousers were painted

: are covered in gore. This is painted Mechrite Red, layered Shadow Grey washed Devlan Mud and highlighted Space
i with Blood Red and washed Baal Red. The green trousers are Wolves Grey. Finally, the Ogres’ teeth are picked out with
| basecoated Dark Angels Green, washed Devlan Mud and Bleached Bone. The other details are painted as below.

THE REMAINING SUB-ASSEMBLIES

Once you've painted the monster and any riders, you
can turn your attention to the other parts, which when
assembled, will help make your monster look great. There’s
no right or wrong when it comes to adding details, and you
can affix them to your model before you paint it if you like.

The leather saddle was painted Scorched Brown and then highlighted with a
1:1 mix of Scorched Brown and Bleached Bone.

The wood on
the totem pole
was basecoated

Charadon Crani The harpoon stems The verdigris on the shields was painted on using a
h i E; an 0‘! anfie; were painted 1:1 mix of Dark Angels Green and Enchanted Blue.
fman layere Charadon Granite, It was highlighted by adding Skull White to the mix.

Graveyard Earth
and highlighted
by adding some
Bleached Bone to
Graveyard Earth.

The leather reins were painted
using the same method as
explained above for the saddle.

The Thundertusk kit comes with numerous bits of food and |

The horn is painted in a much lighter The chain trap has been accoutrements to hang onto the beast. The hooks are painted Boltgun
tone with lots of line highlighting to painted Skull White to look Metal but are not dulled down with a wash this time.
distinguish it from the other tusks. like a jaw.

www.games-workshop.com

89



FINAL ASSEMBLY

We've now come to the most satisfying part of the whole
process. There's nothing quite like seeing all your hard work

come together. When doing the final assgembly, use the glue STICKY FINGERS
sparingly to prevent surplus liquid squeezing out of joins to
create unsightly blobs or pools of gloss on your paintwork.
Do some test fits and plan the order in which you stick the
sub-assemblies together to get the most efficient method as
this will cut down on the chance for errors. Super Glue is
best for this, as it will bond the painted parts nicely. .

When gluing sub-assemblies together keep your hands, and
especially fingers, free of glue. If you do get any on your
hands wash it off before continuing or else you'll end up
taking the paint off your models before you have actually
fully assembled it - very frustrating!

Attach the rear saddle to the banner pole via the Slot the lone Mournfang horn into the raised Naow place the rear saddle onto the
nub at the bottom. pedestal on the rear hump of the monster. aforementioned pedestal,

Then carefully affix the quiver of harpoons onto Stick the right-hand side shield into the slot upon Do the same with the left-hand shield, making
the right side of the totem pole. the shoulder of the Thundertusk. sure it is aligned correctly.

e

Now place the front-facing saddle onto the Carelully sit the harpoon-carrying Ogre into the Before placing the remaining Ogre into his seal,
empty pedestal, rear saddle. place the chain trap onto the end of the chain.

You can now fit the front rider snugly onto his Align the reins from the hand of the front rider Finally, hang the foad, barrels and other various
leather saddle. onto the head horns of the Thundertusk. bits wherever you find a hook.
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Once you've assembled and painted the model, the only thing left to do
was base it. It's easier to place the model on the base and trace round where
the joins will be, then sand and paint it before affixing the model. Paint

the base Calthan Brown, then wash it Devlan Mud before drybrushing it
Bubonic Brown and Bleached Bone. The rim is painted Graveyard Earth.
With large bases such as this, you can add all manner of details from the
Warhammer basing kit or the even the actual Thundertusk kit.

A close up of the Thundertusk’s head reveals a mouth
full of teeth simply painted Bleached Bone, The tusks
protruding from its mouth were basecoated Graveyard
Farth, washed Gryphonne Sepia and then highlighted
with Bleached Bone.

www.games-workshop.com 91



Middle-earth echoes once more to the savage roars of an ancient Dragon. Donning
his shiniest suit of mithril armour and with axe in hand, Simon Grant gathers his
retainers and sets forth to do battle with Duncan Rhodes’ dread beast.

BATTLE FACTS

Scenario
Dragon Hunt

Forces
The Dwarf Holds vs.
The Misty Mountains

Players
Simon Grant vs.
Duncan Rhodes

Scribe
Simon Grant

WHITE DWARF

he Dragon is back this month, and
I in Citadel Finecast no less. But it has

not returned alone. Accompanying
the great beast’s debut in resin are, amongst
others, the stoic warriors of the Iron Guard
— an elite corps of veterans that defend the
Dwarf strongholds against any foe, be it
man or beast. But what would happen if a
Dragon attacked their hold? There was only
one way to find out — on the tabletop!

We decided to fight a battle where
victory would be determined by the
slaying the opponent’s most powerful
Hero. A Dragon has emerged from its lair
and started to cause mayhem within the
boundaries of the Dwarven realm in the
Iron Hills. King Dain Ironfoot has set forth
with a small host from Erebor with all haste
to combat this new devilry, swearing to see
the Dragon dead before it can cause any
more harm to his people or die trying.

Such a simple concept as this is often
all that is needed to add a bit of extra
narrative to a game, making it that much

more exciting to play. All we needed now
was a challenger. Thankfully, we didn’t
have to wait for long, as Duncan Rhodes
volunteered to lead the Dragon in battle
(though we've long suspected that he has a
thing for big, gribbly monsters), so | would
be commanding the army of Erebor.

With the scenario sorted and narrative
set, Duncan and | headed off to plot,
scheme and select our respective armies.
Having already invested a lot of points on
the Dragon, Duncan wisely chose to bolster
his numbers with a horde of Goblins. |
initially considered a Dwarf Ballista, but
it didn’t really suit the narrative we had
created for the game, as carrying such a
contraption would surely have slowed
their journey to the Dragon’s lair. Instead,
| figured that Ddin would likely enlist the
services of renowned Dwarf hunters Mdrin
and Drar to aid him in this venture — that
would be far more appropriate.

Now where is that overgrown lizard?
My axe thirsts for battle!




e

DAIN’S OATHSWORN
EREBOR
GOOD HEROES

Diin Ironfoot, King of Erebor
125 points
) Gimli, son of Gléin

90 points

GOOD WARRIORS

@ 6 Iron Guard

10 Dwarf Warriors
with shields.

90 points

90 points
10 Dwarf Warriors
with Dwarf b

90 points
8 Dwarf Warriors
with two-handed a

64 points

THE WANDERERS IN
THE WILD
GOOD HEROES

@B Miirin and Drar
:@ 150 points

TOTAL: 699 points

THE DRAGON'S HORDE
MORIA

EVIL HEROES

o Gundabad Blackshield Captain
45 points

@ Gundabad Blackshield Shaman

50 points

EVIL WARRIORS
6 Gundabad Blackshields
2 with spears.
44 points
@ 25 Moria Goblin Warriors
8 with shields, 8 with spears

and 9 with b
@ 125 points

¥ 9 Moria Goblin Prowler:
with two-handed weapol

@ 2 Bat Swarms

THE MONSTERS OF
MIDDLE-EARTH

EVIL HEROES
7 7. Dragon
A with Fly.
| 300 points

TOTAL:697 points
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THE DRAGON COMETH turn:

4 o
The Dragon emerges from its
mountain cave, but a host of
Goblins follows in its wake. ..

DEPLOYMENT

Both players deployed within 18"/42cm of opposing corners, Duncan
setting up his army around the Dragon’s cave in the south-east corner,
and Simon’s Dwarfs opposite them in the north-west. The hunt was on!

94 WHITE DWARF DRAGON HUNT

fter many long days of travel, the
A Dwarfs of Erebor finally reached

the Iron Hills. Mdrin, Drédr and their
trusty warband of adventurers awaited
them there to greet Ddin on his arrival,
true to their oath to aid their King in his
quest to slay the Dragon. Guided by such
experienced scouts, it wasn't long before
the Dwarves had discovered the location of
their quarry’s lair, high up in the lron Hills.
They readied themselves as they waited for
the Dragon to come forth and give battle,
but a low, distant growl told them that they
wouldn't be waiting for long...

Having won priority, Duncan kicked off
the battle by making a general advance
towards the Dwarf army. He flew the
Dragon behind the trees to the north-west
of his deployment area to shield it from
Simon'’s archers, wisely choosing not to
commit his Dragon prematurely and leave
it unsupported. The Goblin archers took up
a position amid the rocks nearby and the
two Bat Swarms took up a position to either
side of the Goblin battleline.

Simon responded by moving forwards
to shore his battleline up against the
withered tree to his left, Gimli moving
southwards to guard their opposite flank.
The turn’s only shooting saw the Dwarf
archers launch a speculative volley high
into the air, but were rewarded by the
sight of a Goblin Warrior collapsing to
the ground in the distance, an arrow shaft
protruding from its throat.




OPENING SHOTS

Duncan retained priority at the start of the
second turn and continued to close on
Simon'’s army. His archers crept through the
rocky ground at the top of the hill as the
Dragon advanced with the mass of Goblins.

The Dwarves held their ground for the
most part, though Simon moved Ddin to a
safer position amongst the Dwarves armed
with two-handed weapons to ensure that
Duncan couldn’t swoop over his lines and
attack the King directly.

Both sides were still out of accurate
bow range for the moment, so any shooting
was once more limited to volley fire.
Duncan began to regret not including a
tenth archer in his army so he could launch
a volley of his own after the Dwarf Archers
cut down another three Goblins at range.

Turns 3 and 4 saw the Goblins steadily
advancing towards the Dwarves with the
Dragon in support, eagerly anticipating the
right time to attack. The Dwarves continued
to hold their ground for the moment and let
their archers soften up the enemy at range.
Simon’s luck continued to hold in the Shoot
phase, despite the Goblins starting to return
fire, and he struck down two archers and
yet another warrior in the centre for no loss.

Simon won priority in Turn 5, but
stoically held position, safe in the
knowledge that the Dragon was just outside
of its 12"/28cm charge range. He did,
however, try a cunning ruse, moving Gimli
south in an attempt to draw the Dragon
away and concentrate on breaking the
Goblin army, but Duncan saw through this
ploy. The Dragon swooped northwards,
landing beside the hill to threaten the
Dwarf Archers before his Goblins felled two
of them with arrows. In return, Simon only
managed a single kill after expending one
of Drar’s Might points to shoot one dead.

Priority reverted to Duncan and he
wasted no time in crashing into a pair
of Dwarf Archers with his Dragon in
preparation for a heroic combat. He then
cleverly used his two Bat Swarms to shield
the Dragon’s flank, forcing the Dwarves
to fight their way through them to get to
the Dragon. The Gundabad Blackshield
Shaman’s debilitating magical attack was
resisted by Ddin, who led a ferocious
counter-attack in response. The Dwarves
hurled themselves into the Bat Swarms as
their shieldwall parted to make way for the
Iron Guard, who felled three Goblins with
their throwing axes. Another fell to a well-
placed arrow from a Dwarf Archer.

Calling a heroic combat, Duncan's
Dragon swept through two Dwarves and
into another combat, though it was held at
bay for the moment. Simon spent a handful
of Might points with Mdrin and Drar, but
they finished off both of the Bat Swarms.

s

DAIN’S VENGEANCE

Attempting to leave him unarmed and vulnerable, Duncan used his
Gundabad Blackshield Shaman to cast Shatter on Dain’s mighty axe,
Barazantathil. Simon was forced to use all of his leader’s Will and a
Might point to resist the spell, but soon dealt with the threat, charging
with Ddin and beheading the Shaman with his trusty axe next turn!
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Winning priority in Turn 7, Simon attacked
the Goblin battleline with every Dwarf he
could muster. Gimli felled a Gundabad
Blackshield with a throwing axe as he
charged into combat and the Iron Guard
followed his lead, supported by the Dwarf
warriors. Sensing the danger of his centre
collapsing, Duncan sent his Goblin Archers
forwards as reinforcements, hoping to help
prevent Simon from breaking through or
enveloping his battleline.

In the Fight phase, Ddin also led by
example, slaying the Shaman that had
targeted him with such a cowardly magical
attack last turn. Inspired by their King,
the Iron Guard nearby cut down two
Gundabad Blackshields and another pair of
Goblins. Duncan had rolled poorly for his
Dragon, which was wounded after losing its
heroic combat, but he passed its Fate roll.

Simon retained priority and kept up
the pressure on Duncan’s Gaoblins in the
centre, whilst attacking the Dragon with
as many Dwarves as he could spare. Four
Dwarves failed in their attempt to engage
the terrifying creature, its Harbinger of Evil
special rule imposing a -1 penalty on their
Courage tests and filling them with dread.

Two more Blackshields were struck
down by the Iron Guard, and four more
Goblins were slain for no loss. The Dragon
won its fight but, to Duncan’s frustration,
only managed to kill a single Dwarf. A
quick tally of the Goblin dead revealed that
Duncan’s army was now broken...

The Dwarves remained on the offensive
in Turn 9, Simon refusing to cede his
advantage and hold back in the hope that

IRON GUARD

The throwing axes and
hitting power of the Iron
Guard were proving to be
a nightmare for Duncan’s
Goblins. As soon as
combat was joined,
Simon was able to use
these elite warriors to full
effect, smashing through
the centre of the Goblin
battleline and wreaking
total havoc.

With their solid
Strength of 4, the
Iron Guard were also
instrumental in helping
to counter the higher
Defence value of the
Gundabad Blackshields,
removing the threat of
Duncan’s most powerful
infantry models.

Dwarf Iron Guard

MURIN AND DRAR

Simon’s decision to bring along these inseparable companions proved
to be a wise choice, as they cut a bloody path through Duncan’s
battleline. The combination of Mirin’s blade granting him re-rolls to
wound Goblins in combat and Drar’s ability to fire twice each turn
took a heavy toll on the Goblin army, helping to break it quickly.

DRAGON HUNT

WHITE DWARF

LAST ONE STANDING

TURNS 7-10

KING OF THE HILL
The Dragon holds the hilltop, repelling
wave after wave of assaults, as the last few
Goblins are routed or killed further south.
The fate of the battle would be decided
here, but who would emerge victorious?

a few Goblins might flee. Duncan gambled
his Dragon’s last Might point to call a
heroic move and keep it on the front foot.
Mercifully, it passed its Courage test and
charged into combat once more.

Simon kicked off the Fight phase with
a heroic combat from Gimli, who swiftly
cut down the Gundabad Blackshield he
was fighting to sweep into the Blackshield
Captain. The deadly Goblin Hero had
accounted for a number of Dwarf warriors
already, so Simon spent a point of Might
to ensure that Gimli inflicted the full three
wounds, leaving no chance for a successful
Fate roll to keep the Captain alive.

An Iron Guard fell victim to a Prowler,
and another of the elite Dwarves was
surrounded by four Goblin Archers and
dragged down by weight of numbers. But
Mdrin and Ddin honoured their fallen
brethren, striking down two Goblins apiece.

Yet again, Duncan’s luck let him down
as his Dragon was defeated against all the
odds. Surrounded on all sides, the Dragon
suffered four wounds, though Duncan
passed both its Fate rolls and Survival
Instinct Courage tests to prevent it fleeing.

In Turn 10, Duncan won back priority
and retreated with his Dragon after passing
its Courage test. He wisely used the
monster’s Fly ability to withdraw to a safer
position on top of the hill nearby in order to
avoid being trapped once more. However,
two more Goblins and the last Blackshield
fled, leaving the Dwarves free to surround
the survivors and slaughter them. Only two
Goblins survived the ensuing massacre,
though the Dragon killed three Dwarves in
return. Whilst the Dragon’s Courage held,
the battle was far from over...




BRINGING DOWN THE BEAST

In the last few turns, as Dain and Gimli finished off
the last few Goblins, Duncan’s Dragon fought a bloody
last stand atop the blasted hilltop nearby. With the
advantage of a higher Fight value over any of Simon’s
models, Duncan was confident that, as long as his

Dragon'’s Courage held, he could still emerge victorious

if he managed to engage Ddin in combat - even his
Defence of 9 would be no match for its Draconic .
Charge. But after a few more defiant turns of fighting, i
the Dragon finally lost combat and was overwhelmed. |

. |

THE AFTERMATH

Simon: Well, that was fun! | have to confess that Duncan’s
luck was tragic throughout the majority of the game, and |
couldn’t have conceived that my Dwarves would perform
so well as a result. However, | was beginning to doubt if
| would ever win the crucial combat | needed to finish
off the Dragon in combat. When fighting against a model
with a Fight Value of 7 and 4 Attacks, it's difficult to make
your presence felt! Thankfully, Duncan’s rolls to wound my
Dwarves with his Dragon were poor, and my casualties
were mercifully light considering how many fights it won.
My plan was to try and break Duncan’s army as quickly
as possible by concentrating my archery and combat efforts
on the Goblins. This method did cost me the majority of
my archers and a handful of warriors, but it kept Ddin
away from the Dragon, which could have killed him with
relative ease if I'd given it the opportunity to charge him.
By keeping Ddin in the centre of my battleline, he was able
to lend his strength to the fighting whilst remaining in a
position to use his Stand Fast! ability if Duncan managed to
break my army. But a final mention has to go to Gimli and
the Iron Guard, who tore apart the Goblin battleline in short
order with their throwing axes and multiple Attacks.

Duncan: | really enjoyed that game, despite my poor luck.
Who would've thought that I could lose so many fights so
consistently over so many turns? The notable exception was
my Dragon, who won most of its fights, but usually failed
to wound instead! My plan for the game was to use the
Goblins as fodder, shielding for the most part and holding
up the Dwarves whilst my Dragon caused carnage. | was
hoping that it could slowly roll up Simon’s flank whilst
| kept most of his army occupied, using its Fly ability to
attack Din if the opportunity arose — | was confident my
Dragon could kill him in a fight, especially if | was able to
initiate combat and take advantage of its charging bonuses.
What I've learned is that whilst there is certainly nothing
wrong with spending a lot of points on a big monster,
you've got to make sure that you get the most from your
investment. The Dragon was fantastic at first, but | lost a
few crucial fights that hampered its effectiveness, resulting
in two wasted heroic combats. It’'s certainly advisable to
take plenty of cheap models to support your monster and
raise your break point, and Goblins are perfect for this. The
Bat Swarms were also useful, as they kept pace with, and
protect the Dragon’s flanks when it made its move.
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Painting Masters is
a series in which
we showcase the
works of some

of the world’s
finest miniatures
painters. This
month is the turn
of "Eavy Metal

painter Neil Green.

he ‘Eavy Metal team are renowned as

I some of the most talented miniature
painters in the world. Having

been one of their esteemed number for

many years now, Neil Green is almost as

synonymous as the brand itself.

‘I've been painting for twenty-odd years
now,’ says Neil, ‘of which fourteen years
have been with Games Workshop painting
with the ‘Eavy Metal team.’

Such a lengthy tenure at the pinnacle of
miniatures painting is certainly a record to
be proud of, but how did Neil get involved
in the hobby in the first place?

‘Initially, | started painting some models
for my friends. | was really into artwork,
particularly fantasy art, and that's what
made me want to give painting a try. |
was awful when [ first started! But after a
while, as | began painting some of my own
models, | wanted to learn

Neil Green is a real painting veteran, as he
is the longest-serving member of the

’Eavy Metal team. Well, we thought that it
was about time that you learned a bit more
about him in this Painting Masters. Whilst
we’re at it, we’ll show off some of his
world-class miniatures as well.

Even though Neil has been painting
miniatures for so many years, he remains
as enthusiastic as ever about the fresh
challenge that each new model provides.
We asked him what his secret was.

‘Freedom of creativity. | enjoy the
challenge of creating colour schemes.
Painting madels is another form of art, and
it has always appealed to me in that way.’

One of the primary roles of ‘Eavy Metal
is, of course, to paint a variety of different
colour schemes to contrast with that of the
main Design Studio armies, both to inspire
other hobbyists and to experiment with
different colour palettes. But in Neil’s own
collection, is there a particular painting
style to which he adheres?

‘I try and stick to a limited palette,
sometimes only three or four different
colours. It's quite difficult to plan and

ooy e camee 66T like to challenge myself

Workshop, on Friar Lane
in Nottingham, and the
staff showed me some of
the models in the cabinet
and the techniques they
had used to paint them.

‘By this point, | had decided that |
wanted a career in painting miniatures, so
| kept on returning to the store, showing
the staff my most recently painted models,
learning everything | could and practising
relentlessly. Three years later, | had an
interview with Mike McVey and got offered
the job. I haven't looked back since.

If ever there was a reason to pop down
to your local Hobby Centre and book a
painting lesson with the staff, then Neil’s
success story is certainly one of them.
Remember that they are responsible for
painting all of the miniatures in the store
cabinets, and are always happy to pass on
their skills to anyone who is interested to
learn more about how to paint.

But during our chat with Neil, one of
the subjects that interested us most is why a
painter of such obvious skill and experience
has never entered Golden Demon.

‘I was thinking about entering Golden
Demon once, many years ago,” explains
Neil. ‘I had even started painting my
first entry but, before | could finish it, |
got offered the job with ‘Eavy Metal and
decided against entering it in the end. |
think I was scared of not winning!’

as it makes painting each
model interesting. 99

organise the composition of the miniature
with so few colours to work with, but | like
to challenge myself as it makes painting
each model interesting.’

This style of painting is prevalent on
many of Neil’s miniatures, as you can see
over the next few pages. When we asked
Neil what inspired him to first try painting
in this way, he didn’t have to think long.

‘Comic books mostly, especially manga.
They're excellent examples of adopting
limited palettes. The artists tend to use
lots of different shades of a particular
colour to maximise its visual impact.

This is especially obvious in the more
sci-fi oriented series, as they often feature
large, flat surfaces that actually display an
enormous variety of a single colour.

‘This method is also used in a lot of
3D art, graphic design, and particularly
in classic arcade or console games, as the
technology wasn't there to apply suitable
detail to objects in any other way.’

Neil has no specific collection of
miniatures, preferring to paint whatever
take his fancy. ‘I don't collect an army as
such,’ says Neil, ‘but | certainly have a soft
spot for Orks and also the Tau Empire, no
doubt inspired by my love of manga.’



Ork Stormboy

Neil painted this Ork Stormboy
in order to try out a number of
different painting techniques
that he had in mind. Firstly, the
lenses of the goggles that the
Ork has wrapped around its
leather cap have been painted
to look as though they are see-
through. He therefore painted
the brown of the leather to be
visible through the glass.

In addition, Neil wanted to
try out a different method of
applying ‘Orky’ camouflage to
the model, so he used a digital
camouflage technique. He
applied the style on the rocket
fuselage as well as on the
model’s shoulder pads.

The lenses of the

to look transparent.

4

A close-up of the
‘digital” camoufiage
technigue Neil used.

goggles were painted

Nurgle Sorcerer

Imperial Guard Infantry Squad

These Imperial Guardsmen

are a perfect example of Neil’s
preference for painting with a
limited palette of colours. The
armour, combat fatigues, tunics
and skin colour each incorporate
one of the colours that Neil has
chosen, with the white stripe

on the helmets and hair of

the squad’s Sergeant the only
deviation he allowed himself. The
lighter shade of the tunics really
helps the armour to stand out.

The Chaos Sorcerer’s
face looks revolting,
but beautifully painted!

The scrolls are covered
in archaic script and
Murgle imagery.

This Chaos Sorcerer of
Nurgle is a model that
Neil has lavished with
intricate details, despite
its appropriately drab,
dishevelled appearance at
first glance.

He chose to paint
the model’s skin in an
unwholesome shade of green,
picking out the warts and
bubges in a more pallid tone.
The exposed flesh and slimy
tentacles bursting out from
beneath the Sorcerer’s cloak
were picked out in a darker,
deeper shade of green to
further draw the eye towards
the model’s face. Finally,
Neil added some incredibly
intricate details to the scrolls,
replete with Nurgle symbols.

Not only does this Grot
feature non-metallic
metal techniques, but also
nuanced shading beneath
the horns and head.
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Prince Yriel of lyanden

This model was painted in
hugely contrasting tones, yet
Neil has cleverly balanced
them with one another. The
creamy yellow colour of
the cloak works beautifully
to offset Prince Yriel’s dark
armour, and is balanced in
turn by the icy blue of the
cloak’s inner lining.

Neil actually removed
the metal banners, opting
to replace them with paper
banners for a more delicate
look. He applied a
selection of heraldry and
painted runes to the banners
by freehand, and used non-
metallic silver and white hair
as spot colours for balance.

The pale skin and while hair offsels Meil applied no less than seven The shield generator on the model’s The silver blade of Frince Yriel’s
the black banners perfectly and layers of blending on each gem to left arm seems to be wreathed in weapon was painted in the style of
really draws the eye. achieve this flawless effect. energy emanating from the gems. non-metallic metal.

Forest Goblin Spider Rider

Neil painted this Forest
Goblin Spider Rider in
more neutral, earthy tones
than he normally would for
’Eavy Metal, as he wanted
to capture a more realistic
look to the miniature.

He used a stippling
effect on the mottled skin
of the spider’s abdomen,
using a pastel green as a
highlight to complement
the Goblin’s skin colour.
The shield’s design also
matches the mottled effect.

This Orc Shaman is one of Neil’s all-time
favourite models so it is unsurprising that
it has found its way into his collection
(And it’s no surprise that it’s in the Citadel
Hall of Fame - Ed). He took great care
when painting this model, and the eyes of

A topside view of the madel shows how Neil has the skulls carved into the staff seem to be
matched the emblem on the shield to the spider itself. glowing with power.
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Space Marine Scout Ork Nob

Neil painted this Ork Nob to be a member of the feral

To represent the model’s role as a stealthy infiltrator,
Neil painted this Space Marine Scout with a limited
palette of dark colours. Inspired by the sort of special
ops. characters that regularly feature in movies and
console games, Neil offset the shadowy colours he
used with contrasting neon blue lenses and details.
He also picked out the rifle’s tubing with cross-etched
highlighting to give it some subtle texture.

Commissar Yarrick

R i
The purity seal’s
green wax offsets
the red and acts as
a nice spot colour.

Another one of Neil’s
favourite model’s this is
actually the second version
of Commissar Yarrick

that he has painted. As a
result, Neil chose to use a
different palette of colours
this time around.

He decided to paint
Yarrick’s breastplate as a
white enamel, as if made
of ivory, instead of metal.
Ostentatious this may
seem, but as Yarrick is
an honoured hero of the
Imperium, Neil figured
that if anyone would wear
such an extravagant piece
or wargear, it would be the
Old Man of Armageddon.

He chose to use
a selection of warm,
rich colours to further
complement Yarrick’s
status, with gold lining
to his uniform, a vibrant
red featuring heavily
throughout the model and
green as a spot colour.

Snakebites clan. He used an appropriate banner pole to
represent the model’s allegiance, but painted dags and
totem using colours inspired by native Indian imagery. He
also added further Snakebite iconography on the model’s
shoulder pads and iron jaw. In fact, the symbol Neil
painted on the Ork’s jaw plate is the Ork glyph for mouth!

The Nob's armour
is covered in battle
damage and grime.

This shoulder pad
features the Ork glyph
for the Nob'’s rank.

Neil is a big fan of the Zombies that
pull the Corpse Cart. He didn’t want
to paint the entire Corpse Cart, but
couldn’t resist getting hold of a single
Zombie and giving it a go — hence his

decision to use a round base.

J

He painted the bark Neil tried out a way of

on the stake through painting non-metallic
the Zombie'’s chest. metal verdigris.
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Tau Fire Warrior Squad

This squad of Fire Warriors was the product of Neil’s first
dabble with the Tau. He chose a simple, quick colour
scheme, applying a base colour followed by a two stages
of edge highlighting. He didn’t even highlight the black
of their combat trousers, as he didn’t want to draw any
attention away from the armour and weapons.

As with the Space Marine Scout shown earlier, Neil
opted for a neon blue spot colour on all of the lenses,
scopes and even on the inner light that emanates from the
internal energy sources of the pulse rifles. This also had
the added advantage of complementing the blue skin tone
of the squad’s Shas’ui. This model also features a shoulder-
mounted markerlight.

The Tau symbol on each Fire Warrior’s shoulder pad is
painted in a slightly lighter shade to the rest of the armour,
and is also framed by the blue spot colour.

Dark Eldar Kabalite Warrior Squad

What is immediately noticeable
about Neil’s Dark Eldar
Kabalite Warriors is how their
splinter rifles feature two
colours that run the length of
the barrel. This was designed to
act as both a nice contrast to
the black armour, but also as a
clever form of camouflage at
the same time. He matched this
on any wargear that the models
have hanging from their belts,
as can be seen below. The light
grey colour was complemented
by the bones and helmet icons.
The squad’s armour was
painted using a two-stage edge
highlight, with the tabards of
flayed skin standing out and
offsetting the dark colour of the
armour in the characteristically
macabre fashion of their kind.
Neil used a bright yellow
as his spot colour for these
models, applied to the helmet
lenses, gun details and tubes on
their armour.
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Neil painted this stunning Tau
Piranha after the squad of Fire
Warriors displayed opposite.
He decided to match the
colours he had used before, but
with a number of noticeable
differences. He confesses that
the style of the paintwork

was influenced by a futuristic
racing game that he had been
playing at the time, and the
overall look of the Piranha is
undoubtedly that of a racer.

Whereas a racing car
would be covered in logos and
advertisements, Neil instead
painted Tau lettering in its
place, even on the helmets of
the pilots!

The camouflage scheme
that Neil employed was
inspired by some digital art that
he had been working on. He
decided to replicate the stylised
shapes that he had been using
on the model.

The topside view of the Piranha
reveals the unique camoullage
| scheme in all its glory.

As with the Fire Warriors, Neil
incorporated neon blue lenses as a
spot colour on the vehicle.

Some of the authentic Tau lettering
that Neil applied all over the
Piranha’s chassis. s it an advert?

Neil decided to paint the combat
fatigues of the pilots in icy blue to
complement the spol colour.
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SCENERY MASTERCQ S5
UNHOLY GROUND

Come and spend a day in the Warhammer World
Scenery Masterclass workshop, and learn how

to create and paint your very own version of the
converted Chaos terrain from White Dwarf 370, with
scenery masters Chad Mierzwa and Gareth Wiliams. Chaos terrain as seen in White Dwarf.

Make your own version of this

10th March 2012, 10.00am-6.00pm,
Warhammer World, Nottingham

Materials provided for you on the day: What does the ticket cover?

* An Honoured Imperium scenery set, as well as enough * Hands on tuition from Chad Mierzwa and Gareth Williams,
sprues, bitz packs and the extra materials you will need to experts from the Design Studio and Warhammer World
turn the set into defiled Chaos ground! Scenery teams.

* Attendees must be aged 16 or over, e Tea and coffee will be provided throughout the day.

e For any further information regarding the event, e-mail us at e A hot lunch with your tutors.
whevents@games-workshop.co.uk, or call us on e Access to all of Warhammer World’s facilities, including the
0115 9004994, Miniatures Hall.

* Tickets cost £115 per person and are available from
www.games-workshop.com

Tlckets available from 7th December 2011!




GAMES WORHSHOP

THE AUGURY

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

Events & Community 106-110

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

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

Store Information  111-11]

® 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
If all the talk of siege warfare and castles in Blood in the Badlands has
gotten you excited, remember that there are plenty of siege-related
products available to order online from the Games Workshop website.




106 WHITE DWARF

EVENTS DIARY

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

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

.

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

1|8
QS WORTSHOR

games-workshop.com

THE AUGURY

January 21st

‘EAVY METAL MASTERCLASS:

DARK ELDAR WYCHES

Date: 21st 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-workshop.co.uk

Website: www.games-workshop.com

January 28th

WARHAMMER 40,000 THRONE OF SKULLS

Date: Saturday 28th-29 January, 2012

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

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

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

Website: www.games-workshop.com

L ¢

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 Warkshop is not responsible for events not run by Games Workshop.



February 2012

HEROES OF MIDDLE-EARTH

Date: 4th-5th February, 2012

Venue: Warhammer World, Nottingham, England

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

Details: Play six games 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!

You will need two 700 point armies, one Good and one Evil, selected from
either the rulebook or the Legions of Middle-earth Expansion, to play in six
Games of The Lord of the Rings Strategy Battle Game.

Tickets: £58 per player and includes lunch and desserts on both days, an
evening meal on the Saturday, and a host of themed The Lord of the Rings
evening activities for you to take part in, including a pub quiz.

Tickets are available from Customer Services on 0115 91 40000 and from
wwiw.games-workshop.com

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

February 11th

WARHAMMER FORGE: MONSTROUS MASTERCLASS
Date: 11th February, 2012

Venue: Warhammer World, Nottingham, England

Age Limit: 16+

Details: 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.

On the day you will receive an Ogre Kingdoms' Stonehorn, built,
undercoated and ready to paint, as well as access to weathering
powders, water pols, paint stations, all the colours that you will need

to paint the model, a selection of brushes, palettes, tweezers, scissors,
sponges and all the materials that you will be using during the day.
Tickets: £115 per person and includes tea, coffee, bottled water and
hiscuits throughout the day, as well as a hot lunch from Bugman’s Bar
with your tutors.

Tickets are available from Customer Services on 0115 91 40000 and
from www.games-waorkshop.com

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

February 25th

WARHAMMER 40,000 DOUBLES WEEKEND

Date: 25th-26th February, 2012

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 opponents and
swapping your best war-stories.

You will need two fully painted and based 875 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: £90 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 Waorld Events Team
at: whworldevents@games-workshop.co.uk

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

SOUTH WOODFORD
LIBRARY GAMING CLUB

Contact:
Archie Black
Tel. 0208 708 9067

Below: South Woodford Library

is the perfect venue for a gaming
club, with plenty of space to set up
gaming tables and hobby areas.

Right: Club members constantly
wark on, expand and develop their
armies, all hoping to once again
compete in the School league,

Far Right: This year’s School
league team take time out to pose
with our imperious Space Marine.

WHITE DWARF  AUGURY

Profile: South Woodford Library

Wherever you are, there’s a gaming club near you. We caught
up with Archie Black, club leader of the South Woodford
Library Gaming Club to find out what makes a great gaming club.

Archie: We have run a Games Workshop
hobby club at the South Woodford Library
since 2009. The club is a major part of our
weekly Teen Evening activity and gives the
young people in the London Borough of
Redbridge a fantastic way to spend their
Friday evenings. | started the club because
| recognised that it was a hobby which
provided a useful context to encourage
young adults (boys in particular) to read,
which appeals to the age range where
reading often drops off,

The club has approximately thirty
members, of whom between a dozen and
twenty regularly attend each week. We
allow participants up to age eighteen, and
have a starting age guideline of eleven — but
if someone younger wants to ‘have a go’,
and parents are willing to stay, we are happy
to oblige.

If the need arises, some of our players
are very happy to instruct new hobbyists —
the realisation that this nurtures opponents
of the future has sunk in to a few key
members! In fact, this is a cycle which has
repeated itself several times over the history
of the club.

We run a range of ‘one-off’ events
during school holidays, ranging from School
League Preparation sessions to Apocalypse
days. These are usually well attended,
and require, we find, relatively little staff
involvement. These events provide a great

boost to the club and even attract some new
members.

From time to time, ex-members visit us,
having come down from university, to find
out how the club is getting on and many
have expressed interest in volunteering, and
it is always nice to see them!

Library membership of a London
Libraries Consortium Library is required for
club membership, and we promote books
and reading, especially many Black Library
titles at the club.

Club members have access during club
events to the complete range of Games
Workshop paints, and spray undercoating
of models is usually available, done by
staff or parents. A good range of rulebooks,
army books and codexes are available, and
from time to time large terrain pieces, for
club members to build and paint as group
projects, are purchased. We provide boards,
dice, templates and scatter terrain, all
funded by the fee charged for club activities
— £1 on club night, and occasionally more
for special holiday events. This, together
with the fact that the club is run by the staff
on duty and volunteers, helps to keep the
whole operation of the club ‘cost neutral’.

We have small collections of models
for beginners to borrow, but otherwise
we require members to bring their own
equipment. Although paints are also
provided, we insist that participants provide




their own paint brushes, as when we initially provided a
supply, they quickly became wrecked. As a result, a quick
lesson in brush care is now a part of the induction we
provide to beginners!

Since October 2010, the library has also been operating
as an independent stockist of Games Workshop products,
so club members are able to obtain supplies from an on-site
retail outlet — perfect for those must-have army additions or,
given this time of year, last-minute Christmas presents.

The School League

Our club has taken part in the School League competition
for the past three years with great success; this year our
Warhammer team got to the National Final, and last year
both our Warhammer and Warhammer 40,000 teams got
through.

The School League gives club members a structure to
work to — something that is vitally important in a setting
where time is limited. Games can be set up, played and
packed away within a couple of hours, which is great for
younger members who are just starting to begin the hobby.

It also helps to focus the attentions of club members

Archie’s Top Tips

As Archie has run a library club for a long time we asked
him what advice he would give for getting a library gaming
club up and running. It’s easier than you might think.

1.  Enthusiasm is the key to success.
Although you do not have to be an expert to start
up a gaming club, taking a keen interest in the
games and models can really help you engage
with your club members.

2. Make sure no one is left out.
If you have younger members in your club, make
sure they are prepared to commit to the hobby
and can play games using the rules.

3.  Never mix the game systems.
However tempting it may be to let them try, do
not allow your club members to ‘mix’ the many
different game systems — it doesn't work!

and gives them something to strive towards. Lots of practice
games are played with constant tweaks being made to army
lists from wargear options to entire army compositions, all of
which helps club members develop their skills and expand
their armies.

Most important of all, however, is that it is such great fun
for everyone involved.

Setting up your own club

After our initial publicity drive to schools (all those years
ago), word of mouth has been sufficient advert for our club,
which has grown considerably. Feedback from parents
through the years has been very encouraging, and I feel that
the club is a very positive thing for the library service to
provide for the young people of the area.

If you would like to set up your own Gaming Club the
first thing you should do is contact Games Workshop's
Community Coordinator, Bek Hawkby on 0115 900 4821,
as she will give you all the advice you need on the basics of
setting up and running a club. This includes providing packs
for schools, libraries, independent clubs and information on
the Gaming Club Network.

SCHOOL LEAGUE

The League is a great opportunity for school clubs

; ' ed in a series of activities in their local
Gam forkshop culminating in a tournament
— the Regional Heat; the winners of which are
invited to the Regional Finals to fight for the chance
to attend the International Final and to find who the
best players are!

The League is open to all pupils aged between 12
and 18; this is to say all pupils in

13 are able to take pa

are in a sec

The School League Heats take place in February and
it is not too late to book your space — to start your
journey to glory just give Bek a call on 0115 900 4821,

You can read more articles about the School League at

www.games-workshop.com
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Come and spend two days in our fantastic Warhammer-themed gaming venue,
play five awesome games, see some great armies and swap war stories.
If you want to make a weekend of it, come down on Friday evening and
pre-register for the event, get dinner in Bugman’s and then take advantage of
the late night gaming until 22:00.

17th-18th March 2012, Warhammer World, Nottingham
Tickets available from 7th December 2011

What will you need to attend?

* A fully painted and based 2,000 point Warhammer army.

* A copy of the Warhammer rulebook and your relevant Army
Book, as well as dice, templates and a tape measures.

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

* The Event Rules Pack and Warhammer World Events Guide.
These are available to download from the Warhammer World
section of www.games-workshop.com.

* Players must be aged 16 or over.

* For any further information regarding the event, e-mail us at
whevents@games-workshop.co.uk, or call us on
0115 9004994,

What does the ticket cover?

* Five great games of Warhammer over the weekend!

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

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

» Organised entertainment on Saturday evening, including a
Warhammer-themed pub quiz!

» Access to all of Warhammer World's facilities, including the
Miniatures Hall,

* Tickets cost £58 per player and are available from
www.games-workshop.com



STORE FINDER

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

staffed by expert hObbyiStS. can be found up and
down the land, in cities

Games Workshop stores

Full range of products Free painting & modelling advice  and towns, on high

All our Hobby Centres stock a full range of ~ No matter what your level of painting or streets and in shopping

Warhammer 40,000, Warhammer and The modelling skill, if you spend 30 minutes centres. Consequently,

Lord of The Rings games and models as with one of our members of staff you will the opening hours of

well as all the hobby materials you need to  see those skills improved and might find individual stores may

collect, build and paint your armies. out something you never knew. vary greatly.

In-store order point Free gaming & tactics advice We therefore

All our Hobby Centres also have a All our staff are experienced gamers (after recommend you

webstore order point through which all it's what they do for a living!). They can contact the relevant

you can choose from our entire range of give you sound tactical advice, help you store for individual

Citadel miniatures, including the Specialist  build battle-winning armies and clear up opening times before

Games and Collectors ranges and the ever-  most of your rules queries. visiting.

expanding range of Bitz Packs which allow :

you to further customise and add character Free Beglnners programme You can find your local

to your armies. Our special Beginners programme teaches store’s details online
What's more, if you have your order you how to play and helps you take your with our Store Finder:

sent to your local Hobby Centre, we'll first steps into the Games Workshop

send it POST FREE! hobby. All you need to do is come along. www.games-workshop.com

STOREFINDER KEY
e s e o s o s

PREMIUM STORE

Stocks most of the priduct rangs,*

NEW STORE OPENING
Indicates new dockists
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BARROW-IN-FURNESS, Heaths:
[ESERITE Tol: 01229 320 435

BOVWNESS-ON-WINDERMERE, Ernest Afkinson & Sans:

LAZI HAF Tel: 1539 443 047
COCKERMOUTH, The Toy Shop:
CATL9LU Tel: 11HI0 825655
KEMDAL, Aireys of Kendal:

148 4RA Tel: 01539 720 761
PENRITH, Harpers Cycles:
CAITTPG Tel: 11768 B4 475
WORKINGTON, ToyTown:
CAT4THG Tel: 01900 B71 322

DERBYSHIRE

* GW CHESTERFIELD:
21 Knifesmithgate,

540 1H Tel; 01246 271110
faceboak.com/GW Chesterfield

GW DERBY:

42 Sadler Gale,

DT 3N Tel: B133 237 1657

facebuok.com/GWDerby
ASHEOURNE, Lumbards Toy Shop:

DEG 1GG Tek: 01335 345115
BUXTON, Knowles Toys and Models
SK17 )Y Tel: 01245 24201
CHESTERFIELD, Midland Co-op:

540 1UN Tel: D1246 220 200
DERBY, Tokyo Otaku:

0¥ 2K H Tel 322 311355

THIT 34774

S Tel:
MATLOCI(, Shaw
DES 240
RIPLEY, Chlmur.l lEI!ﬂ
DE5 3L ol 117

]

STANLEY COMMON Oakfield Farm:

DET 6FP Tel: 07469 534912

# Quecns House, Gueen Street,

EX32 BH) Tel: 03271 B59115
faceboolcom/ GWHarnslaple

GW EXETER:

3T Sidwell Struet,

EX4 6NN Tel: 0149 249 0305
facebook, com GWEReter

GW PLYMOUTH:

4 Cormwall Strev,

PLT IR Tel: 0175 225 4121
faceboak com/GWRIymouth

GW TORQUAY:

12 Market Street,

T 3A0 Tel: 0180 320 1036
facebaok,com/GW Tarquay
BRIXHAM, Mainly Miniatures:
] Tel: 01003 §42 557
CULLOMPTON, Nanna's Toy Chest:
EX15 110 Tel: 01864 B39317
DARTMOUTH, WG Pillar & Co:
O 9AN Tel: 01803 832 139
EKMOUTH Cnllelt s Model Trains:
7803 8057
HON!TON, Prl'ssf}l :

EX141PG T ?:xru 549612
KINGSBRIDGE, The Trading Post:
TQT 1PG Tel: 01548 054 923
NEWTON ABBOT, Trago
Q12 60 Tel: 1626 &2
OKEHAMPTON, Kinderhox:
EX20 1AW Tel: V1637 659950
PAIGNTON, P fgr;ti:m Model Shop:
T4 58Y (1803 555882
PLYMOUTH, Antics Model Shop:
(LR IE] Tel: 01752 221 851
PLYMPTON, Nimrif Models:
PLT 2AL Tel: 1732 511999
SIDMOUTH, Gliddons Toymaster:
EX10 BLE Tel: 01395 516695
STJBBGCROQS, ‘Quorum Games;
EXa8) Teli 01845 A4 074
TAVISTOCK, Kaleidoscope:

PLIY OHE Tel: 11022 615 236
TAVISTOCK, Games and Compulers:
PLIO 000 Tel: 01022 616281
TEIGNMOUTH, ]al:kmans 'lorhon
T4 AEA : 01626 THAT
TEIGNMDUTH, M Cuhed:

T4 BPE Teh 01626 §70995
TIVERTON, Banbury’s:

EX16 6QD Tek: 01484 252627
TORRINGTON, Toyzone:

X8 BHO) Tek: D1ADS 624 790
TOTNES, Finishing Touches:
109 SRW Tel: 01803 #4224

DORSET

GW BOURNEMOUTH:

13 Commercial Raad,

BHI 3RT Tel: 01202 319 292
facebank.con/GWBnarmemouth

GW POOLE:

Unit 12 Tawngate Centre,

BH15 1ER Tel: (120 268 5634
lacebonk.com/CWPowle
BLANDFORD, Inspirations:

DI 7R Tel: 1258 180999
BOURNEMOUTH, HobbyCrait:

BH22 4D Tel: 0845 051 6520
BRIDPORT, Frosts Toymaster:

DTh 307 Tel: 01308 422 271
CHRISTCHURCH, Simple Miniature Games:
HH23 1E8 Tel: 01202 489721
DORCHESTER, Dorchester Toys:

011 18Y Tel: 01305 261 152

SHERHOURNE The Corner House:

D79 3L Tel: 7935 B15 615
SHERBOURNE The Toy Barn:
Tel; 01935 015 IJ-“I

Tel: 01929 426096

BH19 1BT
WEYMOUTH, Howley's Toymaster:

074 8HG Teh 01305 776265
WIMBORNE MINSTER, Riverside

BH21 1IN Tel: 01202 AH1754
GW CHELMSFORD:

Unit 4, The Meadows Centre,

CM2 GFD Tel: 0124 54
facelsokrom/GWChelmsford

112 WHITE DWARF  AUGURY

Toys:

GW COLCHESTER:

2 Short Wyre Street,

CO1ILN Tel: 0

fncehonhcom/ GWColchester

GW SOUTHEND:

12 :(IIIlllLlﬂlr\Jl iad,

Tel: 0170 246 1251

fac onl. comGWSoulhend

CW THURROCK:

Unit 4158, Level 3, Lakeside -hnppma Centre,

RM20 27} Ted: 0170 806 7133

facehook.com/GW Thurrock

@ HARLOW, Marquee Models:
CM20 XS Tel 01279 423 514

BASILDON, HobbyCraft:

5514 TWP Tel: DHAS 051 6596

BILLERICAY, Tu]ys N Tuck:

CMIZ UYE 0177 R50444

BRAINTI!EE, Kidzone Toys:

CMT 2YN Tel: 01474 5
BRENTWOOD, B&M Cycles:
CM14 4RG Tel: (1277 214 142
CHELMSFORD, Habl:yCrarl
M2 BXE Tel: IS4 057 &
CLACTON ON SEA, (Imnn Arl & (‘raft Cenlre:
CO15 1JA 11255
COLCHESTER, -iTK Gam

€04 586 Tel: 31206 7

HARLOW, HobbyCraft:

CM20 20A Tol: 8435 151 6565

RAYLEIGH, Gamurz MNexus:

556 THL Fel; 17875 957506

SOUT!IEND ON EEA Wayland Games:
Tel: 11702 bAHT7S0

HORNCHURCH I'Dle Haven:
RMT2 4TN Tel: 11708 475051
M.AI.DGN Calin ﬂllss Model
MY 51 Tel: D1AZT B51 327
RAYI.EJE.H. Toys N Tuck:

56 7EW Tel; 1268 775 501
SAFFRON WALDEN, Game On:
CBIU1AX Tel: “Ing 506 022

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pithville Street,

G52 20 Tel: 0124 222 #419
facebook.com/GW Cheltenham

= GW GLOUCESTER:

45 Clarence Street,

GLT TEA Tel 0145 250 5093
taceboak com/GW Gloacester
BOURTON ON THE WATER, Bourton hodel Railway:
GL54 2AN Tek BI451 B20 606
CI ENCESTER, Crocodile Toys:
Tek 01285 636 D50
GI.OUCESTER, HobbyCraft:

GL1 55F Tol: 0H45 051 6521
STROUD, Alan Tv{ndal] Lid:
GLS 1AN 1453 7659040

GW BASINGSTOKE:
1 Potters Walk,
RO 7GQ Tel: 0125 646 6050
facebaok. comy/GW Rasingstoke
GW PORTSMOUTH:
34 Arundel Street,
P01 INL Tel: 239 287 6266
facehank.com/GWPartsmouth
GW SOUTHAMPTON:
21 East Street,
S04 3F Tel: G234 033 1962
facehouk.com/GWSaathampton
= GW WINCHESTER:
35 Jewry Streel,
023 8RY Tel: 0194 286 0199
facehook.com/GWWinchester

ALDERSHOT, The Game Shop:

GUITIDZ  Tel: 01252 311 443
ALTON, Alton Model Centre:
GU34 10D Tel: 01420 542 244
ANDOVER, Andover Toys:
P10 10K Tel: 01264 352 263
EASINGSTDKE Hubbyl':lal't

el OB45 051 6571

E Wargames
SO WA  U23B0 644 179
FAREHAM, Crail Crazy:

PO OFF Tel: 01320 285 571

FARNBOROUGH, Dark Star:

GU4 TEN Tel: 01252 545019
FLEET, Fleet Toys:

GUIS J8L Tel: 01252 613949
GOSPORT, TD Books and Wargames:
POIZ LR Tel: 07969 494835
HAVANT, HobbyCraft:

o9 IND Tel: 0045 051 6554

LYMINGTON, HE Figgures:

5041 UACH Tel: 01590 672002
MILFORD ON SEA, Milford Models and Habbies;
S041 000D Tel: 01590 642 112

NEW MILTON, Toys of New Milton:

BH25 6HY Tel: 11425 617 805
NORTHEND, Fun Toys and Games;
POZ OLH Tol: (2302 696734
PETERSFIELD, Folly Models:

GUI1 4AD Tel: (11730 267 932
RINGWOOD, To ! of Ringwood:
BH24 TAT 11425 479 444

ROMSEY, Roundnbout
5051 8GD Tel: 01794 512 145
SOUTHAMPTON, HobbyCraft:
SO18 THW Tel: 0843 031 6521
SOUTHSEA, Solent Wargames;
PO OP Tel: 42392 363575
SOUTHSEA, Southsea Models:

P05 150G Tel: 02392 733 208

= GW HEREFORD:

41 Eign Cate,

HRA BAR Tek: 01432 355 040
faceboak.com/GWHernford

HEREFORD, Weobley Bookshop:

HR4 854 Teh 01544 A19292
LEDBURY, Little Shop of Wonders:
HRY ZAA Tel: 01531 h32200
LEOMINSTER, Martin's Models & Craits;
HRG DS Tel: 00560 613 702
ROSS ON WYE, Revolution:
HRY TDY Tel: 01909 562 63%

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:
Nis Bridge Street,
HPT1EF Teli 0144 224 9752
facebuab.com/GWHemeHempstead
GW 5T ALBANS:
i Herilage Chose,
ALY AER Tel: 0172 7 1183
facebook com/GWSLATbans
= GW STEVEMACGE:
5 Quensway,
SG1 DA Teb 01434 135044
facehoak com/GWStivenage
BERKHAMSTEAD, Hamlins:
Hia 2al Tk 01442 H64 64T
CHESHUNT, Creative Thinking:
Enat amLl ol 3
HITCHIN, Battle Worlds:
505 10Y Tel: 01452 436584
HITCHIN, Mamly Muodel
505100 ol 144
LETCHWORTH GAI{IJEN CITY, Cuthbert's Toys:
SGA 304 Tel: 111462 480030
LETCHWORTH, Rowells Toy Emporium:
S04 40N Tol: 111462 Bl 717
STEVENAGE, Hubby('rail
SG1 XN
STF\"FN!\GE KS Modt[s

13AW Tel: D1438 746 616
WEI.W\"N GARDEN CITY, Fun House Ty Store:
ALS GHA Tel: 03707 391 319
WATFORD, HohbyCraft
WDI7 ISk Tel: 0845 057 6538

NEWPORT, Cheap Thrills:

1 B65E

PO30 1P Telt 01983 530 570
NEWPORT, Toy & Models:
FO30 180 Tel: 01983 528 250

RYDE, The Sports & Model Shop:
FOE3 207 Tel: 01983 B62 454

KENT

GW BLUEWATER:

Winit (15221, Upper Thames Walk, Blaewater,
DA9 950, Tel: 0132 142 78RO
facehnok.com/GWBluewater

GW CANTERBURY:

from Bar Lane,

8 Tek: 0122 745 2800
Fau.bnd’ cam/GWCanterbury

GW MAIDSTONE:

7a Pudding Lane,

MET4 1A Tel: 0162 367 7435
Tacelsok, cam/ GWMaidstone

GW TUNBRIDGE WELLS:

36 Grosvenor Road,

TNT 24P Tel: 0180 2
Tacehok, com GW Tunbridgewells
ASHFORD, Kid's Stuff:
T3 TAR Tel: 1233 630200
ASHFORD, XPRESS Games:

TH14 BIN Tol: 11233 621710

BEXLEY HEATH, Kit Krazy:

DAR BDT Fol: 4208 208 7177
BROADSTAIRS, Time & Space:

CT10 1L Tel: M543 866 006
CHATHAM, Maynes:

ME4 4EP el 01634 4141 031
CRAYFORD, HobbyCrait:

A1 4D Tel: 0845 157 6535

DEAI. Ialm Roper:
Tel: 07304 161404
DO\"ER Turners Models
Tel : 07304 203 711
DCI\"ER, XPRESS Games
CT16 18 Tel; 01304 449158
FGLKESTDNE Penkraft:
€119 408 Teli 01303 279292
GRAVESEND, Steve’s Collectables and Toys:
DA12 ZEQ Tel: 01474 564 465
GRAVESEND, The Stamp Centre:
DATT DAY Tel: 07474 534 166
HERNE BAY, Spearlng :
€T SER Tel: 01227 374 049
HYTHE, Apple ]ax
121 51U Tek: 01303 262 602
MAIDSTONE, HobbyCraft:
METS 05N Tel; D5 051 6539
MAIDSTONE, Model World:

ME14 5LH Tl 01622 73 5
ROCHESTER, Rochester Camei
ME1 1T Tel: 07952290878

SEVENOAKS, |H Lorimer:

THNI3 1R Tek: 01732 452 840
SEVENOAKS, M-.'lrtklcm!

TH14 BAR Tel: 54 452
SITTINGBOURNE, FI Habbies:

MEID 3TH Tel: 045 2602622

SITTINGBOURNE, Nickel Books:
ME1D 41D Tel: 01795 429 546
THANET, HobbyCrait:

CT10 2BF Tel: 0845 031 564
TUNBRIDGE WELLS, HobbyCrait:
TN2 3UR Tel: D845 051 G568

* GW BLACKPOOL:
A Birkoy Street,

SCII.TON H:rbl:yCm
(71

e OIS 051 6511

BOLION Pﬂrl.t.uﬂls Wargamcs Emporium:

104 778 522
BURNI.E\’, Com m‘h
HE12 B0 el 07 z.!i 457 060

CHORLEY, Hampsons Toys & Nursey Workl:

PR 250 Tel: 01257 263045
CLITHEROE, angllls of Clitheroe Lid;
AH7 204 1200 423 507

COlN’E Wiest Fn:l Maodel Centre:
Tel: 01202 067711

I.E I l' H, Storktown Ltd:

WNT TAW Tel: D142 671 116
ORMSKIRK, Taylors:

L34 240 Tel: 01605 573516
PRESTON, HohbyCraft:

TH1 hAF Tel: 0845 051 6529
THORNTOM, Toys 2 Save:

Y5 )2 Fel: 11253 855 905

LEICESTERSHIRE

GW LEICESTER:

Linle 2,1 6/20 Silver Sireet,

LEL SET Tel: 0116 251 0510
Tacelionk com/ GWLelrester

= GW LOUGHBOROUGH:

Tel; 1150 923 Bi07

facehiook com/GWLoughhoroy

@ LEICESTER, Table Top Tyrant:
LETOIR  Tel 01162 533 954

ASHBY-DE-LA-ZOLCH, Steve’s Models:

LETT TUA

LEGS 1HP Tel: 01530 416 027
LOUGHROROUGH, Wargames Inc:
LETT 1A Tel: 01509 235505

IU'I'FFRWDRTH !\ce Cnnneclmns
LE17 4E)
MELTON MOWEIIM' C hwehs
LE13 1XA Tek: @164 500700

LINCOLNSHIRE AREA

= GW BOSTOMN:

45 Wile Bargate,

PE21 65H Tek: 01205 456596
facebook.com/GWEoston

= GW GRIMSBY:
% Wiest 51 Mary's Gal
D31 18 T 147 234 7757
facebook.com/ GW Grinsby

= GW LINCOLN:

Uit $UIA, Saltergate, (autside of Waterside Ceatro),
N2 1DH Tol: 3152 254 8027
facebook.com/GWlincoln

NG 95E Tel: 1476 5
LOUTH, Castaline:
LN11 SET Tel: 1507 602 149

MABLETHORPE, Belas Taymaster:

LN1Z 1AD Tel: 01507 473 328
SCUNTHORPE, Shemmns Model Shop:
DN15 6LD Tel: 01724 842 430
SKEGNESS, The Model Shap:

PEZS 3NY Tel: (1754 763 429
SKEGNESS, Warlords of the Coast:
PEIS TRY Telt 11754 763086

SPALDING, Mason's Models:

PE1T1DQ Tel; 01775 712 436
STAMFORD), Staméord Models and Hobbies:
FEF ZAZ Tel: 01780 767934

* GW ANGEL:

A6-37 Myddlgton Street, Angel tifingtan,
ECTR 1UA Tel: 0207 7130835
faceboak.com/ G Angel

GW BRENT CROSS:

Unil 74, Lower Mall, Hrent Cruss Shopping, Centre,
WA SFE Teli 0208 202 4979
facebouk.com/GWBrentCross

GW BROMLEY:

Unit 24, The Mal, Eromley,

BR1 115 Tel: 0206 466 0675
facebosk,com/GWBromley

GW COVENT GARDEN:

Unit 33, The Market,

Tek 0207 240 5104
faceboak.com/GW CaventGanden

GW CROYDON;

Uil 35, Cenlrale Shopping Centre, Kecley Road,
CRUTTF Tel: G200 GHO 4600
iacelaak, com! GWCraydon

= GW EPSOM:

1 High Streel,

KT19 8AD Tel: 01372 751881

facelaok, con/ GWEpsom

GW KENSINGTON:

Shop 7, Lancor Square, Kensington Church Street,
WB 4EH Tel: 0207 937 7011
facohaok, com/GWKensington

GW KINGSTON ON THAMES:

33 Fife Road,

KT1 15F Tel: 0208 54% 5224
facehook com/ GWKingston

GW OXFORD 5T:
Unit F10, The Plaza Shopgi
WD LT Tele (K207 4736 DU
Taebook.com/GWlondonMaza

= GW MUSWELL HILL:

117 Alexandra Park Road,

Y1 1pu Tel: 0125 375 2056 N10 20 Tel: 02048 183 4901
facchonk.comdGWHLackpoal Tacehook. comdGyWidusw elIHIl
GW BOLTON: GW ROMFORD:
Uit 14 (161 loark, Crampton Flace, 12 Quiadrant Arcade,
BL1 TDF Tel: 01120 436 2131 RM1 3ED Tel: 01708 742 140
facehook.com/Giwilalion lncehoolcom/ GWRamlord
GW BURY: * GW STAINES
16 Cromptan Strect, B Clarenco Street,
B9 0AD Telt G1HT 797 G340 TWig 4sp Tel: D178 446 0675
facebook.com/GWHuary facebpak_com/GWStaines
GW PRESTON: GW SUTTON:
15 Milles Arcade, Unit 26, Times Syuire Shopping Centre,
FRI 20Y Tel: 0177 202 1855 SMI1ILF Tel; n208 7
facebook i /i pPrestan facebuak, . i

W WIGAN: GW UXBRIDGE:
12 Cromptan Streel, Lt 2, Chisguers all, The Panifions Shopping Centre,
WNT YR Tel 01942 029121 [TERIEY Tek 0189 525 2600
facebook,com/GWWigan favebuok.cor/GWUbridge
ASHTOM UNDER LYNE, Roundabout Toys: GW WATFORD:
OLR BAJ Tok 01613 432 344 Unlt @, 1A Gueen Streed, Harlegusin Centre,
BLACKBURN, Batcav WINT 2H 01923 245360
BEL ] ek o 67 408 favebook com/ GWWatiord
BLACKBURN, Mercers Toys: GW WOOD GREEN:
BAZ 201 Tol: 254 GATS0T Linit 93, The Mall Waod Green, High Street,
BLACKPOOL, iCollectables: N22 BBA Tel: 0200 0051079
Fy4 18W Tel: (1253 403834 facehank com/CWWondGreon

BARNET, Toys Tu s Toys:
EMNG X0 1 0208 3449 0964
BECKENHAM, ELLI:tham Toys:
BRI 1EN Tek: 02006 505 155
BLACKHEATH, Jnd Impress
SE3 OTA Tek 0208 BSZ 6792
BROMLE\!' Chatterlon Toys:
SON Tel: (2006330400
CHISWICIC, Turnham Arts and Craits:
Tel: D20l #5272
CRO\"DON Hobl:y(mfl
CRO 4XU 1.4
DUI WICH The !\rl S!a'noners
78 Tel: 0200 693 5938
EALING Maorthfields Models:
13 90U Tel: 0200 299 3444
EMT SHEEN, Pandemonium:
SWI4 BAE Tel: 260 A7 006G

» {I

FUI.HJ\M Fat(lrk s Toys:

SWE 75X Tel: 207 3859864
GREENFORD, HobhyCrait:

UG OLIW Telt 0845 051 6328
HAMPSTEAD, Ha Returns:
NWI INH Tel: 207 435 2431
HARROW, Toy Galaxy:
HAT ZRH Tel; Q208 424 0300
HERNE HILL, Just Williams:
SE24 9HL Telt 0207 734 9955
HORNCHURCH, Modellers World:
RAM12 SRX Tel; 017008 630633
KINGSTON, The Print Gallery:
W11 3HL Teh: 020 7221 6365
MUSWEI.L HILL, Art For Art's Sake:
NiO Tel: D20 H442 0512

I.ONDON 40 Modelshop:

Telr 020 7264 1208
OIII'IJ%h'J'lOI\lr Chips:
BRE OJR Tek 01642 227340
ORPINGTON, Hobhyfrafl
BRS 3RP
PUTNEY, 'laysln
S5 1TW Tel: 0208 705 9955
ROMFORD, HobbyCrait:
Rl 1AL Tel NH" 051 (545
nulsu?, John Sanders:

Tel: D185 034 548

E¥ THD 11,
WATERLCIO Dall: 54 B

Tel: 0207 o8 7120
WEST I.)RA\‘TON The Aviation Hoblby Shap:
LIBT BEA Tel: 01695 442123

= GW ALTRINCHAM:
Uit 1, 19 Grafton Street,
WAT4 100 Tel: 101 2% 9895
facehaok.cony/ GW.Allrincham
GW MANCHESTE
Uit B35, Marsden h Saulh, Arnidale Centre,
M AT TR1 B34 BETT
{aul|un5(.Lw|L"L:\\’MJ|m.|le-lrr
M.ANCHESTEII. Fanhoy 3:

Tel: 41422 370 532
MJ\NCHESTER Travelling Man:

Tel: 01612 371 877

GW LIVERPOOL:

13k Centrad Shopping Centre, Rancleiph Street,
L1 Q€ Ted: 0151 703 0963
farehoak.com/GWLiverpnal

* GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton St

PR BTE Tek: 0170 450 1255
faceboak.com/ GWSouthpart
BRIMSTAGE, Wargames Store:

CHEI BJA Tek: 01513 421 233

ST HELENS, Scott Rock Hobbies:
WAD 3N Tel: 07513 0915742

ST HELENS, Rennies Arts and Crafls:
WATD INW Tel: 01744 739660

NORFOLK

= GW KINGS LYNN:

23 Murfalk Sireet,

PEID TAN Tel: 01553 777 920
Tacebak, com/GWEIngiLynn

GW NORWIC
12-14 Exchange Street,

NRZ 1AT Tel: 0160 176 7656
facehaok com/GWhorwich
CROMER, Cromer Furniture:
NRZ7 aHT Tel: 11263 515153
DEREHAM, Starlings Toymaster:
MRITTR el 362 6497 6%
GREAT YARMOU‘I’H Kerrisons:
NRIN INZ Tel: ill-l'ﬂ 1091
HOLT, Starlings Toymaster:

NR25 BN Tel: 01263 713 101
HUNSTANTOMN, Pa\-lllon Toymastcr

PE3G SAH Tel: 014
NORWICH, HohhyCraﬂ

NRL1 Tel:

NORWICH, Kerrisons:

NRI ZRX Tel: 01603 494 006
NORWICH, Langleys:

NRIS 6LH Tel: 01603 621459

NORWICH, Starwynn Games:

NI 1DE Tel: 01603 631520
SHERINGHAM, Starlings Toymaster:
W26 B Tel: 01263 322 360

NORTHAMPTONSHIRE
* GW KETTERING:
4 Lower Street,
M1 BOH Tel: 0E530 411114
tacebuak.com/GWKettering
* GW NORTHAMPTON:
24 Abington Syuare,
NN 4AA Tol: 01604 b36 GHT
faceboak com/GWNorthamplon
e UK Lid:

| "HM_
NNTS SLA Tel: 01536725 903
NORTH-’\MI‘TON HobbyCrait:
NNS Tel: D045 051 6523
NDR'IHAMPTON, Wargames Workshop:

NI 4AE Tel: 07931 775263
PETERBOROUGH, HobbyCraft:
PE1 4YS Tol: 445 D51 6563



RUSHDEN, Oshorne Sports & Toys:
NNTO Tek: 01933 312 415
WELLINGBOROUGH, Software Seller:
MNNE 18O Tel: 07933 440 B6l

NORTHUMBERLAND
CORBRIDGE, The Village Square:
NEAS SAW Teli 01434 B34 D56
MORPETH, TG Alla

NEGT TEA Tel: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Centrall:
A Friar Lane,

NG 60O Tel: 0715 945 0851
faceboak. com/GW Nattingham

GW WARHAMMER WORLD:

i 0115 516 0410

'.‘ ook com/ GWWarhamamerWorld

@ MANSFIELD, Eye of the Storm:
NG186 5BU Tel: (1623 238979

ARNOLD, W Boyes & Co Lid:

NG5 7ER Tel: 115% 264 106

BEESTON, Chimera Leis

NGE 2LH Tel: 01159 29880

MANSFIELD, TC Pamtlng Studios:

NG 90A Tel: (7623 48T

MAMNSFIELD, The Games Emporium:

MG NG Tek: B1623 h40 022

MNEWARK, Access Models:

NG24 10E Tel: (1636 673 1160

NEWTHORPE, Callvu Books:

NG16 20P Tel: 2111

NOTI'IN[.HAM, Fﬂll

NG 1DE 1t

NOTTIN(.H.-\M. Hobh Crafl

NG2 361 fel: uaasu,:um
NOTFIN(.HAM. Vague Connections:
NG SFE Tel: (7816 970844

IIE'IFUIIIJ, aaokwor

N2 BEA : 01777 89224

WBT BIIIDGFORD Inspirations
Tek: 0115 962 1200

W(JRKSOP, Model Base:

a0 10y Tek: 01909 501 752

GW OXFORD:

1A Bush House, New Inn Hall Streed,
OX1 20H Tel: 01865 242 182
faeehaok com/GWOxlord
BANBURY, Trinder Br
QX146 SEN Tek 01
BICESTER, HobbyCraft:
OX25 INY Tek (H45 051 6557

, Giles Sports:
Tek: 01993 042 396

oxTH AL
DIDCOT, Toys-Uk:
OX11 8/] Ted: 01235 7559450

GORING ON THAMES, Goring Hardware:

RGE THG Teli 01491 B72420
OXFORD, Boswells Toymaster:
OX1 IAG Tel: 01865 241 244
WALLINGFORD, Kev's Toyshop:
OX10 UEW Tel: 014971 8251346
WITNEY, Dentons:

X I|H\¥' Tel: 01993 704 974

SHROPSHIRE

GW SHREWSBLIRY:

& Marked Streel,

5Y1 1LE Tel; 0174 336 2007

facehoak.com/GWShrewsbury
WELLINGTON, Qneslmg Knight Games:
TELIPS  Tel 01952417 747

JACKFIELD, Robert Harrop Designs Ld:

TFA 7L Telt 01952 BA4804
OSWESTIW, Tulal.ly Games:
SY11 252 Tol: 11601 666 494
DDNNINL‘.TON Sanda Games:
Tel: 01952 676 722
WHlTECHUIICH Maolibob Toys:
Y13 1AF Tok: 198 841390

SOMERSET

GW BATH:

15 51 James Paradr,
BAT UL Tel: 0722 533 4044
fncehonk.com/ GWRath
BRIDGWATER, Insane Games:
TAR I8 Tel: 01278 433554
BURNHAM ON SEA, GW Hurley:
TAB T4 Tel: 11278 784 241
CLEVEDON, Insane Games:
Tel: 01275 071612

1B
FROME, Frome Mndel Centre:
BAT 1DA Teli 01373 465295
MIDSOMER NORTON, pnals:
BA3 208 Tel: 01761 42404
SOMERTON, Somerton Hobbies:
TAN 600 Tel: 03458 273755
STREET, Insane Games:
Bl OHP Tel: 11458 4d 1443
TAUNTON, Krackers:
TAT 4ER Tel: 01823 335 057
TAUNTON, Hatcher & Sons
TAZ BRY Tek: ulw 278277
WELLS, Insane Games:
BAS JAW Tel: 01749 679971
WELLS, Kids Stufi;
BAS 20P Tel 017449 676 217
WESTON SUPER MARE, The Games Bunker:
w23 1M Tel: 01934 622141
WIRRAL PARK, Pﬁdaiers Tuymaslu‘

HAR 9XE Tel: 01458 B34 562
YEOVIL, Witch Englne
BAZO. INB Tel: 01935 427077

STAFFORDSHIRE

= GW BLIRTON ON TRENT:

Unit B, Union Courd, Unbon Street,

DES 144 Telk 0126 353 5865
facebuak.com/GWBrton

GW STOKE:

27 Stafford 51,

st U Tel: 0178 220 5287

facebook.com/GWatake

BURTON ON TRENT, Midco Toys:
DEN4 1E Tol: m:m 347734
FENTON, Guys That G

514 204 Tel: UZI‘!I.I! 330048
LEEK, Old-5-Kool:

5T13505 Tul: 67516 643600

LICHFIELD, Di:
Ws13 slr

ital Dragons:
ol 7941 637793

AN N

CINW. . Tel D72 LT
NEWCASILE UNDER-LYME, Chips:
515 2aH T.-EI! 017 snu 343
Nm YME, Jalicoeur:
15 2RY. - Teh ulm-m;‘:v
STAFFORD, HDbb}lCraﬂ
ST17 451 Tel: 01843 051 6544
STAFFORD, Midlands Co-op Society:
5T16 2BP Tel: 785 2234341

5116 ING Tk 01745 244 499
STOKE- O\IvTRENT, Sl.::ﬁs Gamlng
32NN b azi3

B78 IHB

GW IPSWICH:
63 Westgate Streot,

Tel: 01473 210 031

facebook, com/GWipswich

BECCLES, Toy Box:

N34 9HE Tel: 01502 712 705

Miniature Wargaming
LY Tel: B1284 747363

HUIIY 5T, EDMUNDS, Starlings Toymaster:

P33 1BE i 01284 741 bl

FELIXSTOWE, leards Workshop:

P11 ZAW Tel; 01394 277 233
LOWESTOFT, Annatar:
NRIZ 1HE Tel: 01502 513477

NEWMARKET, Moons Toyland:
CHA BUG Telr (B3R 663 147
STOWMARKET, D | Collectables:
IP14 TAH Tol: 349 771
STOWMARKET, Simpson & Sons:
1114 1HA Tel: 11449 612 914
SUDBURY, Tinelly's Toys:
o0 L ok 01707 372230
WOODBRIDGE, Toytown:

112 10H Tek; 01394 383 170

GW GUILDFORD:

Unit 1, 9712 Tursgale,

GuU1 391 Tel:0146 345 1793
farehonk com/GWGildiord

GW WOKING:

Unit 3, Cheary Cowrl, 169 Church Street East,
GU21 6H) Tel: 0140 377 1675
facchook com/GWWking

ADDLESTONE, Addlei!unz Model Centre:
KT1% ZBE Tek: D132 145440
CAMBERLEY, MDrmng Star:

GU1S 35G : 0127h 6A5TH0
COBHAM, Funlasla
KT11 2LR Tel: 01932 667374

DORKING, Dorking Models:

HHA 1BL Tel: G306 8 747
FARNHAM, Enchanted Wood:
GUY 7RY Tel: 01252 722282
GODALMING, The Toy Box:

GUT TNN Tel: 11483 424379
HA! M.EIIE Enchanted Wood:

GUIT 21 Tel: 01428 646900
DXTED, |H Lorimer:

RHE 104 Tel: 01863 715 305
REDHILL, Gamcrs Guild:
RHT 168
REIGATE,
RH2 BAE
RICHMOND, Toy Station:

TWS 1EE Tel: 0208 440 4096
SURBITON, Heroes and Legends Games:
KT6 TAR Tl (K203 258 D51
SUTTON, The Games Shop:

SM3 9H] Tel: 02006 446 660
WOKING, HobbyCraft:
GUZ2 AL Tak: GB45 051 6556

GW BRIGHTON:

Unit 7, Nike Pavifions,

BN THW Tedi 0127 320 3338
facebook.com/ GWHBrightan

= GW CRAWLEY:

11 Broadway,

RH10 10X Tel: 0129 355 2072
facehook, com/ GamesWorkshogCrawley
= GW EASTROURNE:

33 Corndield Road,

BNZ1 40G Tok 0132 364 1423
facrhaak com/ GWEasthourne

+ GW WORTHING:

# Bath Mace, Worlhin

BN11 3BA Tel: 171903 213 930
facobook.com/GWWarlking

BEXHILL ON SEA, Tiddys Tackle:
TH40 10X Tel: 01474 222024
BILLINGHURST, Aurora Gaming:
Tek 01401 701 991

BOGNOR REGIS, Trains Models and Hobhies:

POZ1 TEH Tel: 01243 864 727
BRIGHTON, Brighton Tay and Model Museum:
BN1 1AD Tek 01273 7494594
BRIGHTON, Onslaught Games:

OXT0 0EW Tek: 07927 963841
BURGESS HILL, Kid's Stuif:

RH15 9NF Tel: 01444 157 714

CH;aneru, k.d*s Stufi;
91 37

CHILHEST[R, Tnvw
019 105 Telr 01243 708 055

CRAWLE\’ Ho'bhrCraﬁ.

RH11 75T Tel: 0845 057 6552

EAST GRINSTEAD, Martells of Sulton

RH19 1HE Tel: 01342 321303

EAST WITTERING, Shell Toys and Gifts:

PXZ0 BRL Tel: 01243 672353

HASTINGS, Hastings Hobbics:

THA4 THL Tek: 11424 200021

HAYWARD'S HEATH, Clarkes:

RH16 dLL Tel: 01444 457551

HORSHAM, Battleguest Games:

RH13 548 Tel: 17403 242003

HOVE, Kids Dreams:

iIN3 5TD Tel: 01274 420 666

LEWES, Tashtori Arts and Crafts:

THB055

BNT 208 Tel: 01273 487670
SEAFORD, Toylown:
BNZS 1M Tel: 01123 895 6H1

ST LEONARDS ON SEA, Silverhill Models and Toys
TNIT 6PA Tel: 01424 431 133
STEYNING, The Dollhouse Shop:

EN44 2RO Tel 0190 116012
UCKFIELD, Kid's Stuif;
TNILSDO el 01025 768 390

WISBOROUGH GREEN, Aurora Gaming:
RH14 OES Tl 01403 F01991

TYNE AND WEAR ARER

GW NEWCASTLE (Central):
Unit &, Newgabe Shopping Centre,

NE1 5FY Tel: 0191 242 2418
facohank com/CWHewcastle

GW METRO (Metro Centre):
Unit 2, First Floor, The Arcade

inear the Mediterancan Village),

MNE1T YL Tek D191 461 0950
tacebook,

2930 High Strest Wast, §
SK13UH Tel: 01915 100 434
facehouk com/ GWSunderand

HOUGHTON LE SPRING, The Gamers Oulpost:
H4 )W Tel: 01571 385 M0
GATESHEAD: HobhyCraft
NETT DBD Tel: 0845 051 &5
NEWCASTLE UFON TYNE, Fantastic Toys:
NE1 SQE Tel: 0712311001
NEWCASTLE UPON TYNE, Travelling Man:
NEI SJE Tel: 01912 614 993
NORTH SHIELDS, SR Gladston & Son:
NE2Y 60} Teh Q1912 570 315
PELAW, Graham's Wuerkshopp:

NETO 0HW Ted: 01974 p90745
SOUTH SHIELDS, Hawthorn Arts:
NEIF AL Teli 41914 5h0822
SUNDERLAND, Toy and Computer Store:
SRT3H Tel: (491 565 5195

WARWICKSHIRE

GW COVENTRY:

Uit 30; Upper Level, Cathedeal Lanes Shopping Cistee,
C¥11LL Tel 0247 622 7411
favebaak, com/GW Caventry

» GW LEAMINGTON 5PA:

12 Regent Street,
(8% G Tek: 01926435771
lacebook.com/GWLeamingtonSpa

* GW NUNEATON:

3 Bridge Street;

CV114D7 Tel: (2476 325754
facehook com/GWNuneaton

= GW STRATFORD:

Unit 1, 27 Windsor Street,

CVI7 HNL Tel: 01709 297 262
farchook com/GWSiratiord
COVENTRY, Alan Tyndall Ltd:

VIS Tel: G476 531155
COVENTRY, Hohb){raﬂ
V3 6TA Tel: 0845 051 6534

LEAMINGTON 5PA, Avon Toys:
CV3i24RR Tel: 11926339922
LEAMINGTOMN SPA, Dwarf Hold Games:
CVI2TON Tel: 01926 732 991
NUNEATON, Heart of England Co-op:
CVIT Bpx Tel: 02476 382 131
RUGBY, Joto Railways & Models:
Cviz 5 Tel: 01704 562 372
SOLIMULL, HobbyCraft:

B0 4LD Tel: DIAS 051 6562
STRATFORD-UPON-AVON, Much ado about foys:
CVIT 6YW Tek: 01784 295 850
WARWICK, Castle Trains:

V34 4HS Tel; 01926 497 905
WOLVERHAMPTON, HobbyCraft:
WVIT BP Tel: 0845 051 6543

WILTSHIRE

GW SALISBURY:

1B Winchester Street,

SF1 THE Teh 0172 2133 0955

faceboak.cam/GWSalisbury

GW SWINDON:

16 Brunel Plazs,

N1 ILF Teb 0179 43 6036

facehoak.com/ GWSwindan

CHIPPENHAM, Thorntons Toymaster:

SN1S IWL Ted: 01249 463100

DEVIZES, Devizes Toys:

SNT TAG Teli 01380 713 #41

MARLBOROUGH, Ducklings Toys:
Tel: 11672 512170

SN12 BLE Tel: 07225 ?QIP‘JE-I
MELKSHAM, The Toyshop:

SN2 BLE Tel: 01225 703 204
SWINDON, Cleafalra’s Palace:
5N26 TEA 01763 724526
SWINDON, HobbyCrafl:
SN 4ES Tel: 0845 051 6551
TROWBRIDGE, The Toy Shop:

BATA BAS Tel: 011225 768 415
WESTBURY, The Gas Cul’J‘board-.

BA13 308 Tel: 01374 825 125
'WESTBURY, Triple Helix Wargames:
BA1D 415 Tol: 07173 455 30
WOOTON BASSETT, Mark’s Models Ltd:
SN TAL Tek: 01793 A51 242

WORCESTERSHIRE

GW WORCESTER:

I3 Lychgate Mall, Cathedeal Plara,

WRI 2005 Tel: 0190 561 6707
facehook.com/ GWWarcester
DROITWICH, HobbyCrait:

WY DG Tel: 0845 057 B340
DROITWICH, Look-rite Ltd T/A Toyworld:
WRY 5E| Tel: 01905 772 403
EVESHA.M Gift Horse:

1 Tel: D306 TH1535
EVEsHAM, Total Wargamer:
WRI Tel: 01386 513 013
MAI.\-'ERN, The Toy Corner:
WRI4 31T Tek: uu.au 577544
REDDITCH Hobby H

Tel: msz, 340 840
';TDURBIIIIJGE, Invasion Gamex
DYH TEF Tel: 01384 3735

* GW BRADFORD:

4 Piccadilly, Bradford,

B0 LW Tek: 0127 473 9430
facebock com/GW kradfard

STOREFINDER KEY

GAMES WORKSHOP HOBBY CENTRE

#) Fhese Holiby Contres are cosed oo Moisdays and Tuesdays.

PREMIUM STORE
Slochs most of the produsct range.”

hdsgw now. undﬂlu.

* Tio e sure ey hve what you want i stock, we recommend calling the store first.

GW DONCASTER:
26 High Street, Doncaster,
AN 10W Tel: 0130 237 0535
Taceluok com/ GWDancaster
= GW HARROGATE:
53 Station Parade,

HG11TT Tel: 0142 4310
facebook.com/GWHarrogate

GW HULL:

30 Paragon Street,

HU1 3KD Tel: 0144 250 9576
facehank, com/GWHull

GW LEEDS.

38A Lands Lane,

L51 6LB irl #1113 242 0634

facehook.com/GWLees

» GW SHEFFIELD i(.tntral]

1 Fitzwilliam Gale,

51 4IH Tek 0114 2750114
Eaceboak.com/ GWShefield

GW SHEFFIELD (Meadowhall Centre):
Unil W18, High Streed, Upper Mall

pexl fo entrance near Bools),

S91EN Tel: 0174 256 3036
facehonk, com/GWMiadowhall

GW WAKEFIELD:

48 Kirkgate, The Ridings Centre,

COLERAINE, Netramedia:
BT52 LN Tel: 07815 905960

COUNTY ARM.'\(H Cr!\alwe Ulﬂﬂlﬂwn:
241

BTRO 1TF Tal:
ENNISKILLEN, M.cld!llzrs Cumer.
Y74 TEW Tul: 028 GRIZII6T

GW ABERDEEN:

Uil 1, 12-14 Upgier Kirkgale,

AR THA Tel; 0122 464 9779
facebook.com/GWAberdesn

facebook, com/GWAyr
GW DUNDEE:
110 Commerclal Sireet,

DD 2A) Tek: D158 220 2ZIA2
facebuok.com/ GWDundee

GW EDINBURGH:

136 High Streel,

EHIT 105 Tel: 0131 200 6540
facehonk.com/GWdinhurgh

= GW FALKIRK:

12 Cow Wynd,

K1 1P Tel: 132 462 4553

WEI1TH Tel: (152 436 9431 facehaok comiGWFalkirk
Tacebook.com/GWWakefield GW GLASGOW:
GW YORK: b1 Union Street,
13A Lendal, G13FA Tel: 0141 221 1673
YOI BAG Tel: 0190 452 H014 fareboak.com/ GW lasgw
facebwok.com/GamesWarkshopYaork = GW LIVINGSTOMN:
SHEFFIELD, Warga p h I Centre,
S12ER Tel, 01142 754 826 EH54 6N Tel: 01506 443256
BARNSLEY, Janco Toys: facehiook.comy/ GWLVingston

570 5AA Telt (1226 1654

DHEZAN  Tel D177 423 283
BRIDLINGDON, W Boyes & Co Ltd:
YO15 20N Tel: 01262 609 111
DEWSBURY, Cnmoc‘k’ws nnd Culledahln:
WE13 1LF
DONCASTER, Zone OIIL

DN 27w Teb 01302 810285

DRIFFIELD, Sokells:

YOS5 bPS Tek: 01377 h'.’[ﬂl
LEY, Beachcomber:

Y04 GHU Tel: 01723 51440

GOOLE, Hall’s Music:

DN14 GBF’ Tel: 01305 764191

HALIFAX, Halifax Modellers World:
HX1 1RE Tol: (1422 349 157
HUDDERSFIEE_DJ Patriol Games:
HI 1DU Tel: (11484 511079
HUDDERSFIEI.D Ore-Ward Battles:
Tol: 01484 310 152
HUDDERSFIELD Snmellu }\Mcked:

HD1 18T 1484 559 126
HULL, Archemn G

HUT 3BA Tel: nual 221011
HULL, Heroes Hideout:

HUIS 45H Tel: 01482 B44 631
HULL, HobbyCraft:

HLT 27X Tel: 0843 031 6566

ILKELY, W Boyes & Co Ltd:
L5249 gHO Tel: 01943 601 344
LEEDS, Leeds Wargaming Centre:
LST 2jF Tel: 07581 125617
LEEDS, HobbyCra
LE10 TEW Tuk: DB45 051 (542
I.EEDS Travell Man

36 461

NOII'I'HAI.I.ERTON Clllps Northalleton:
DLE TNA BO97T 612
NGRTHJ\I.L‘:'RTCIN 'l & FM Grover Lid:
DL7 BLW Tel! 01604 773 334

PICKERING, Fn:kenn% Model Centre:
51 472762

YOI8 7A] el: 017

HGA 1PA Tol:
SCARBOROUGH, § oe. Mylh and Magic:
YO11 THG Tek: DBASH 441 113
SCAREOKDUGH, W Boyes & Co Lid:
YOI 1HS Tel (1723 375331
SHEFFIELD Hn'bhy(‘ raft:

5 051 6326
SHEFF!EI.D Imqatl UK,
525 2PN 01909 560 274
SKIPTON, Craven Model Centre:

F T

WHITBY, John Anderson Tuymler
Y022 4BG Tel: 01947 662 213

HUTTON LE HOLE, The Craft Workshop:

YOB2 GUA Tel: 01751 417926
\‘OIU( Travelling Man:
F o194 628 TA7E

YORK, W Boyes & Co Lid:
YO1 715 Tel: 07904 G10 GE0

GW RELFAST:

204 Castle Courl,

Itowards the back of the contre)

ET1 10D Tek: 0289 0233664
facchaok. com/GWBelfast
BALLYMENA, Camerons:

BT43 GEH Tok 028 25R4E021
BANBRDGE, Roger's Toymaster:

BTI237L Tel: O b i
BANGOR, Replay Games:
Y20 500 Tel; 020 91452210
BELFAST, Arts and Hohby Belfast:
071 415 Tel: 420 0033 2540
SELFAST N Coffee Ltd:

/ ‘ 140 667 07
BEI.Fnsr, Seren y Games:
E17 1R Tl 018 9024 9578

= GW STIRLING:

45 Barnton Street,

FKR 1HF Tel: 11706 459009
fancebond. com/GWStirlng
ABERDEEN, HobbyCraft:

AB11 5PF Tel: 0845 051 6567
ABERFELDY, Crossfire Hobby:
Ted: 01887 829 519
ANGUS, Haqs:
DDB 16P T
ARBROATH, H
DD THL
ARGYLL, Alba:
PA34 4AR |r] 01631 563645
.-l'ﬂ! Tuy Towi

D307 463263

o1241 BT2195

r-ol RULECH znm 5

408 606
DINGWALL, Sporls and Mu:ﬁel Shop

V15 9RY Tel: r" N‘J 62 346
DUMFRIES, Toytow
DG TBW Tel: OIJH? hdiBd

DUNFERML!NE Abbey Models:
Tek 01383 7311776
DUNFERMLINE Walker's Opticians:
Tel: 01383 B21 658
EDINBURGH HobbyCraft:
EHI5 38D Tel: 0845 051 6361
EDINBURGH, Marionville Models:
EH1Z BLX Tel: 01313177 010
E{)mnuncu Toys Galore (Mid Lothian):
Tel: 113133 20199
[D]NBUECH, Tays Galore (West Lothian):
EH1D 40P Tol: 0137 447 1006
ELGIN, Junner's Toymaster:
Win 1)z Tek 01343 ‘41 -I'J)
FALKIRK, Little Monster To
K1 1u) Tel: 01324 r;;lll}"‘l’
FORT WII.LIAM The Glan le- House
PHAY 6AD LE
GLASGOW, St;tllc Games

G AR Tel: 0141 5529785
GLASGOW, HobhyCraft:
G4 80L Tel: U845 U1 6555

GREENOCK, Arts, Crafts & Hobbies:

PATS 1DE Tel: rm 5 TRS 104
HAMILTON, Ink 5
ML3 BRLI Tel: DIuN 201311

HELENSBURGH, Acorn Art:
Gild BAW Tek: 0143 G667 2
INVERMNESS, Heroes For Sale:
V1 1DR Tel; 01463 711717
INVERNESS, Inverness Modelshop:
V1 Tel: 01463 712448
INVERMESS, junneu Toymaster:

IVT A Tel: 0146% 233 234
INVERURIE, Models Unlimited:

AB31 3%0 Tl M467 472 277
KIRKCALDY, The Hope Chest:

KYi 16D Tel: D152 260 116
KIRKCALDY, Kmqﬂum of Adventure:
KY1 1XF 01592 328121
I(illKCUDBIHGHT SDlway looks:

D6 4HT i 01557 330635
KIRKWALL, qrcle Orkney.
W15 1A0 Tel: 01856 &

LARGS, Bus Stop Toy Shop Lid:
KA BHR cl: 01475 689892
LIVINGSTON, Worlds at War:
EH34 5ED Tel: 11506 434013
PAISLEY, Paisley Model Shop:
PAL 3TS Tol: 41 Bi9 4227
PERTH, The Gamers Pad:

b U173 442 B35

ns:

Tel: 0173 856 1900
PETERHEAD, George Donalid
AB42 1DT Teli 779474 7
PETERHEAD, Peterhead Puifers:
AR42 1TE Toli 01774 4R 102
SHETLAND, Hzrrrs Depl Store:
7E1OLL 1595 493 097
STEWARTON, Annic Arls:

KA1 SHY Tel: 01560 484400

www.games-workshop.com
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STONEHAVEN, Taymasler Toyland:
A3 285 Tel: 01568 766131
STR:\\IRAER Discover:

RS Tek; 01774 7064
THURSO Durra
KW14 TAN Tel: O1847 193 164

WALES

CW CARDIFF:

31 High Street,

CFin 1P Tol: 0292 64 4917

Tagehook,con GWCardil

= GW CARMARTHEN:

1% Bridge Sireel,

SA31 s Tele (1267 231209

facebool.com/GWCarmarhen

* GW CWMBRAN:

30 The Parade, Cwinbean, Giwenl,

NP4 IPT Tel: 071633 w74 070

facehoak.com/ GWCwmbran

= GW NEWPORT:

11 Grlffin Street,

NP2 AGL Tel: (163 325 G295

faceboak, com/ GWNewprt

GW SWANSEA:

53 Kingsway,

SA1 SHGQ Teh 0179 246 3969

facelook com/GWSwansea

ABERYSTWYTH, Albatross:

SYZI 2N ‘l‘f 019740 617 K3k

BRECON 1 Clark Toys & s

Tek 01874 & 5

Cr\ERFHII.I.Y Jet Models and Hobbies:
115 Tel: 02920 AB0GH0

CﬁEltNMlFItON Austins:

LL5S IRR Tel: 17724 801101
CARDIFF, Firestorm Games:
CF10 500 Tol: 02920 227117
CARDIFF, HobbyCraft:

CF11 BAZ Tel: 1845 151 655K
CARDIFF, Otakuzoku:

CF24 4AA Tel: 07891610960

CHEPSTOW, Artists Corner;

NP6 SEW Tel: 01291 627 383
COLWYN BAY, Hippo Toys:

LL2% THS Teli 11492 534 169
DOLGELLAL, Waterloo:

1140 1A0 Tel: 01341 423 407
HAVERFORDWEST, Emirys Art Supplies:
SART TMH Tel: 01437 779646
LAMPETER, Lomax'
SA4B THG Tol: 01570 422 539
LLANDUDNO, Acme Games:

1030 271 ; 01240 354798
LLANTWIT MAIOH, Rainbow Plaza:
CF61 1XZ Tol: 0744 754 118
NEATH Fish N Things:
SA10 Tel: (9792 0112 199
NEWPORT HobbyCrait:

NP20 3BA Tel: (45 D53 540
NEWFPORT, D-‘J Models:

NP20 1DX Tel: (1633 222202
NEWTOWN, Craits and Co:
SY16 2P0 Tel: 1686627000
OSWESTRY, Totally Games:
Y1100 Tel: 01691 &A8994
PEMBROKE, E!raqnn Alley:

SAT1 DA 01646 621 456

PONTYPRIDD, Sugar and Spice:

CFI7 2TH Tel: 07879 221 379
PORTHMADOG, Porthmadog Models:
1141 4DE Tel: 01766 830363
RHYL, Games Excllan e
iy ||= 01745 336644
WELSHPOOL, me ine Games:
sYn A Tel: 07934 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA

BAHIA BLANCA, Las Cuatro Pluma
BUENOS AIRES, La Cueva del Enano:
Tek 011 52 91 49 11
BUENOS AIRES, Warzone SA:
LA PLATA, Sermmo Portall Comics:
Tel: 022 14 221
MENDOZA, EI Earon Rajo:
GW ANTWERPEN:
Viomincketraat 1, Anfwerp, Abtwerpen2oio
facehank, cam/GWAnTwerpen
GW GENT:
St Niklaasstraat 17a/19, Gent BS000
facehonk.com/GamesWarkshapdiont
HASSELT, Oberonn:
Tel: 071 3571 358
Tel: 015 34 50 07
AALST, Hermelijn:
Tek 053 41 48 G
Tel: (485 26 b4 47
AARSCHOT, Ingelberts:
Tel: 432 16 56 62 73

Teb 029 14 52 57 57
Tel: 011 47 10 00 40
Tel: 034 14 24 10 54
Tel: 03405 8627
Teki 09223 9120
MECHELEN, De Spelianaal:
AALST, Highharn:
AN WERFEl:IJ Celtic Cross:

RUSSEL, Au Chaudron Magique:
Tel: D470 67 B0 49

BRUSSEL, Inler!nys Anderlecht:
Tel: 0125 23 84

MOND[ Ulopia Games:
Tel: 052 52 31 99

GHENT World s End Comics:
Ted: +32 {09) 222 0% 76

HMLE Het Srelplezm—
Tel:

a4rz
HALLE, Mislu.\’s Playground:
Tek 023 61 58 51
HALLE, Top 1 Toys:

Tek 023 56 04 03

WHITE DWARF  AUGURY

HEIST-OP-DEN-BERG, RC Vulture:
Telt +32 473 82 54 b2
K(JKS[]DE, Dzila Toys:
Tel: 5
KON H, larmei(e Maan:
Tel 03 440 22 34

KORTRIJK, Albion:

Tel: 056 32 43 07

LEUVEN, Spelfanaat Leuven:
Tel: 076 B4 36 30

NEERPELT, ‘t Spellenhuis:
Tel: 011 7449 7%

OVERIISE, Inluloys Overijse:
Tek: 026 A7 42 53

OOSTENDE, King Arthur:

Tek: 059 51 o

ROESELARE, Black Border:

Tel: 051 20 82 50

R{I)NSE, Modelhouw Dekeyser:
Tek 055 45 79 &4

SINT NIKI.!\AS Krokodil:

Tel: 03 296 77 63

TURNHOUT, 't Bazarke:

Tel: 014 47 19 36

VILVOORD, Boekcenter BYBA:
Tel: +32 (02) 251 20 05
WESTKERKE, What Ever:

Tel: +32 (0473). 77 16 41
WESTOUTER, Domino:

Tel: 057 445166

BOLIVIA

LA PAZ, Bakovia Battle Bunker:
Tel: 35 1 775 13203

I.A I"AZ ; Las Dos Torres:

I

SANTA CRUZ, Uraloki:
Tok: 549 1 726 20510

<

CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343

CAYMANISLANDS i
GEORGE TOWN, GameShack:
Tel: 1 345 943 4263

CHILE E
LAS CONDES SANTIAGO, Fenrls £H
ar

Tel: 56 98 464 62
LAS CONDES SANTIAGO, Mirax:
Tel: 5622 46 14 60
FliDVIDENCIA SANTIAGO, Guild Dreams:
Tel: 56 22 1
PROVIDENCIA SANW\GQ Stronghold:
Tel: 56 97 905 4214
GW SHANGHAI:
1130 XinTian0i Style, 245 MaDang Road,
LuWan District, Shanghai 200021
Tel: $3765205
BEI|ING, Beijing Book Building:
Tek: QUG 11 BHORA5I4
BEIJING, Bujjlng ‘Warhammer Club:
Tel: 486 13601274736
BEING, QI-WAN Miniatures Wargame Club
Tel: D086 13 681244512
BEI|ING, Tong Yun Card Game:
Tel: 86 13801 324686
BEIING, Wa jing XinHua Bookstore:
Tel: 0BG 10 4 n}&hﬂ F
BENING, Warhammer Elite Club:
Tel: 1056 13 601274736
BEIING, Warhammer Elite Club:
Tel; (1066 10 82615654
BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 1004 10 42675654
BEIJING, Xinshi Hobby Zhongguancun Shop:
Tel: 1066 10 544637
CHONGQING, XinShangYou Game:
Tel: 0086 13 630392310
FUZHOU CITY, Play&Show Washammer Club;
Tel: 008& 591 B3339562
KUNMING, Kunming Elite Warhammer Club:
Tek: 008G 13656813609
KUNMING, Yunnan Lanyu Model:
Tek 6 571 4712937
QINGDAD, Qingdan Battle of Wits Club:
Tel: o6 1396355001 2
SHANGHAIL, Good Knight Board Game Store:
Tel: b086 21 35000800

GHAL You Lai, You Qu:
Tel: (086 11916719676
SHANGHAI, Fark:
Tel: (0BG 21 57631665
SHANTOL, Miniature Kingdom:
Tel: 0754 HAET091 6
SHENYANG, Shenyang Warhammer Club:

Tel: 10Bf 138497197052
TIANJIN, Tianjin Waaagh! Gaming Club;
WLUHAN, Stormcastle Warhammer Club:
Tel: 0046 13476097 121

Ted: 0BBG 27 BIB10761

XIAN, Xian Waaagh! Warhammer Club:
ZHENGZHOU), Zhengzhou Warhammer Front HQ:
Tek O006 13592517573

CALL, Magic Columbia;

Tk 072371 46 26

NICO! Ismgard Fantasy Shop

Tel: 040 35 72261

Tel: #3537 976 49072

Tel: + 420541214860

CESKE BUDEJOVICE, Chaotit:
HARADEC KRALOVE, Knibkupectyi Vathalla:
Tel: +4 4955229

Teki 44204955220

KOSTELEC, (_Elluv Pekelny Kotlik:

Tel: 0004 3682195161

WUHAN, Zhi-Li Model:

Teld: 006 13480470706

KATO P.-I\I'HDS Cyprus Crusade:
BRNO, Cerny Rytir:

Tel: +4 20602489158

KOPRIVMNICE, Magll:“

Tel: 4420605504448

LIBEREC, Battle Games-Obehodni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupecivi):
Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel: +420224514811

PRAHA, Cerny Rytir:

Tek: +42022231 2461

PRAHA, Cerny Rylir:

Ted: +42022231 2461

VSETIN, Atlantis:

Tek: +420371411697

DENMARK
GW KBBENHAVN:
Fraderlkshorg
Telk: 0045
Eacehoak.com/GWKabenhave
AALBORG, Dragons Lair:
Tek 45 96 12 16 18
ARHUS C, Dragons Lair:
Ted: 445 86 10 44 03
@ KOBENHAVN K, Faraos Cigarer;
Telk: 443 31 67 20 09
LYNGBY, Faros Cigarer:
Tels 445 32 10 23 13
@ ODENSE C, Draguni Lair:
Tel: 445 63 11

AALBORG, 9K Paintin

Teli981213 15 e

ARHUS, Gunzone:

: 35 12 45 43

ASNES, Bog & Ide Asnaes:

Tel: 39 65 00 14

BORNHOLM, Dorthes Hobbystue:
Tek: 56 95 04 49

ESBIERG, Arnold Busck:

Teki 7512 1177

GREVE, Greve Games:

Tel: 43 69 02 99

HELSINGE, Arnold Busck Helsinge:
Tel: 48 79 40 01

HELSING@R, Hobby og Fritid:

Tel: 49 21 45 42

HERNING, Farges Kalder:

Tol: 35 1018 97

H)BRRING, Arnold Busck:

Tel: 94 9230 40

HOBRO, Bsterskov Efterskole:

Tel: 61 6% 95 93

HOBAEK, Hack ‘n’ Slash:

Tel; 1 6624 12

HORSENS, Legekaden:

Tel: 75 61 601 11

HBRSHOLM, Bog & Ide:

Tel: 45 &b 04 08

HUNDIGE, Arnold Buschk:

Tek 43 90 0

K@BENHAVN K, Fantask:

Tek: 31 93 5 38

KﬁBENHJWN S, Pipi Legets)

Tek 3255 74 4 piLcental
KOBENHAVN N, Wicked Workshop:
Tel: &0 64 69 74

KOLDING, Good Games:

Tel: 75 50 03 04

LYNGRBY, Amold Busck:

Tel: 45 87 04 4

NASTVED, Guns and Games:

Tel: 51 2097 13

ODDER, Legekeden Odder:

Tel; 6 ;44 2 7h

RANDERS, Byrge Sorensen Hobby:
Tel: 86 42 58 14

RANDERS, Randers Hobby Import:
Tel: B 43 19 23

RINGSTED, Andros:

Tel: 27 20 36 71

RODOVRE, Arnold Busch:

Tel: 36 41 04 115
ROSENGARDSCENTRET, Arnold Busck:
Tek: 66 15 59 28

SILKEBORG, Asgaard Games:

Tek: 28 55 94 o

SKIVE h‘dsk Boghandel:
SLAGEI.SE Uldtotlen

Tel: 58 53 50 3
SOLROD STRAND, Fanfacia Games:
O PTRAND Py e

5T HEDDINGE, Hobbystalden:
Tel: 56 50 86 10
STENLGSE, HH Hobby:

214 % 61

S\"ENDB«CIIIG Farve & Hobby Hjornet:
Tel:sz221 21 9

TAA TRUP, Genbrugshnger

Tel: 161

VIBORG, Bng & Ide:

Tel: b b2 GH b4

ESTONIR
TALLINN, Apollo Kristiine:
Tel: 63 36 00

TALLINN, Ludo:
Tel 603 (4 37

TARTU, Ludo:
Tel: 7353369

FALKLANDS

STANLEY, Falkland Collectibles:

Tok: OGZ0021174

GW HELSINKI:

Skmomkatu U, 0100,

Tel: 09 75 15 45 25

tacohak com/GWHelinkd

@ ESPOO, Espoonlahden Pelikauppa:
Tel: 04 GYB000

® ESPOO, Tapiolan Pelikauppa:
Tek 09 - 412 9947

@ HELSINKI, Fantasiapelit Helsinkiz
Tel: (14) 650 1024

@ HELSINKI, Stadin Pelikauppa:
Tel: 09 (B0

@ JOENSUU, Fantasiapelit Joensuu:
Tel: (013) 204 314
IYVASKYLA, Fantasiapelit Jyviskyla:
Tel:{014) 216 G2%
KOUVOLA, Kouvolan Puolenkuun P
Tel: 031 222 52 00

L‘\HTI lahﬂen Puolenkuun Pelit:
Tek 03.75

@ IAM{NM‘NT& Fanlasiapelil Lappeenranta:

Tel: (05} 541 1375

@ OULU, Fantasiapelit Oulu:
Tel: () 374 906

@ PORVOO, Porvoon Pelikauppa:
Tel: 119,53 437

@ TAMPERE, F:tntasrapelll Tampere:
Tel: (03) 222 52 00

@ TURKL, Fanlasuapellr Turku:
Tel: (02) 332 84 1

AHTARI, Hnnlmmemen Kirjakauppa:

Tel: 06 553 BO27

ALAND, Dillen AB:

Tel: 01815578

EKENAS, Kungshokhandeln AB:

Tel: 0192461028

HAMEENLINNA, Lelushoppi:

Tel: D36HIIVFH

HEINOLA, Talousmuovi ja lelu:

Tel: 03 715 3905

HYVINKAA Ih:ya] Toys:

Tel: (19 4393

HYVINKAA, \farmappl'

Tel: 1749 414 700

IMATRA, Kirja-Lahja Alex Ky:

Tel: 0543 19555

JARVENPAA, Askartehutarvikeliike Taitaville:

Tel: 09 2794 0120

KARIS, BlA Lidan KD:

Tek: 010 234 84

KERAVA, Antikvariaatti Kersa:

Tel: 00330 44 965 7775

KERAVA, Keravan Pelikauppa:

Tek: 0942890813

KLAUKKALA, Hilma ja Huugo:

Tel: 09 679 2697

KOTKA, Eagle Card OY:

Tel: G038 5 214218

KOUVOLA, Muoviepox KY:

Tel: 053117935

LAPINJARVI, Onnimuxu;

Tel: 040 7389543

LAPPEENRANTA, Antikvariaatti Suma:

Tel: 05 4117761

MIKKELI, Lastentarvike Muppela:

Tel; 115361611

MIKKELI, Mikkelin Pelikauppa:

Tel; (9142690753

PUDASIAR\-'I Aarrearkku:

Tel: 4150 306 ﬁbllﬂl

RAAHE, Raahen Astartelu ja Paperi:
Tek: (B2236825

SAVONLINNA, Savonlinnan Antikvariaatti:
Tek: 015 534412

SEINAJOKI, Fantasialinna:

Tek: 040 5616338

SEINAJOKI, Pelikeidas:

Tek: QUI5H 6 4177860

TAMPERE, Pelimaa OY:

Tel: 050 3558311

TAMPERE, Kirja Karkkainen:

Tel: 03 2251850

VAASA, Pelimies OY:

Tel: 06 312 5111

GIBRALTAR
GIBRALTAR, K&M Hobby Centre:
Tel: 350 20070037

GREECE
HAL#NDII!, ln» nf War:.
Teli 0030 b8448125Y
ATHENS, Fanl.:\sy Shop:
Tel: 0030 210 82371072
ATHENS, Fanla:.}' Shup Exarcheia:
Tel: 0040 210 382087

ATHENS, Fantasy Slmp Kallithea:
Tel: 0030 210 959 2492

ATHENS, Hobhy Planut

Tel: 030 210 6042816

ATHENS, Kaissa Amamusiuu:
Tel: 0030 210 6141675

ATHENS, Kaissa G]yradas

Tel: 0030 110 8902 05

ATHENS, Kaissa Halandriou:
Tel: DO3R 210 GEIAANG

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 366404

ATHENS, Kaissa Monokeros:
Teel: D30 210 BH13 990

ATHENS, Kaissa Pagratiou:

Tol: 14130 210 7210 315

ATHENS, Strategy Hall:

Tel: DO 3M2104135757

CHANIA, Kaissa Chanion:

Tel: 0034 )HJ'II\lId'P"!I

CRETE IRAKLEION, Papercut:
s e

el 0010 447990700
HALKIDA, CD Corner:

Tek 0030 2221 087115
ILIGUPOLI, Kajssa llioupoleos:
Tel: 0030 2y14043055

KALLITHEA, Kaissa Kallitheas:
Tel: 0030 210 359950

KERKYRA, Digital Fantasy:

Tel: 0022611135279

LARISA, Kaissa Larisas:

Tel: BUAD 2410 538555
LOANNINA, Kaissa Loannina:
Tal: B0 30 26 ;uunll’;t‘

) ure Shop:
Tol: M1 30 "'ull(-‘llld.l
NEA SMYRNI, Games Vault:
Tel: 0030 213 0304722
PATRAS, Kaissa Patras:
Ted; 0030 261062
PERISTERIO, Kaissa Peristeriou:
Tel: (00 2105706707
THESSALONIKI, Kaissa Kalamaria:
Tek; 0040 2410 449377

THESSALONI| ohhrl.‘-am;é
Tek: 2110 252666 m‘
THESSJ\[ONIK[ Kaissa Thessalonikis:
Tel: 00 30 2310 257 107

THESSALONIKI, Underworld:
Ted: D030 2310 2407 93

VOLOS, Fanlasy Shop:

Tel: 0030' 24210 20702

HONG KONG

HONG KONG ISLAND, Jumbo Arts Co-
Tek: (B52) GA911 495

WANCHAI, Fun Atelier:

Tek: (852) 2664870

HUNGARY

BUDAPEST, Padimentum:
0036 3 360773

BUDAPEST, A Hely:

0036 1 7H7IS3

BUDAPEST, Beholder:

K36 1 2973660

BUDAPEST, Compaya:

DIFER HY 4281186

BUDAPEST, Dungeon:
361 3211313

BUDAPEST, Fonix:

1NISh 70 BOBORSE

BUDAPEST, Gamer Cafe:
THIG 20 4281186

BUDAPEST, Gemklub:

LLTET Ihli

BUDAPEST Holdfeny Fantasy:
0036 1 3430730

BUDAPEST, Jatck Box:

0036 | 2383710

BUDAPEST, Kristilcsarnok:
0036 209 251 0340

BUDAPEST, Madell Hungaria:
AD36 1 7691171

BUDAPEST, Sarkanytuz:

0036 70 3221093

BUDAPEST, Sas Military:
0036 1 266439

BUDAPEST, Snkla Fonix:
0036 20 5373303

BUDAPEST, Wargammers:
0036 30 6467670

DEBRECEN, Sarkanytuz:
D36 71 3163014

GYOR, Sarkanytuz;

D36 20 4218738

KECSKEMET, Sarkanytuz:
I 7 129000

MISKOLC, Sarkanytuz:

136 20 3962160

MISKOLC, Valhalla Paholy:
U034 30 9950564
NYIREGYHAZA, BitzBoat:
0034 20 4241471

PECS, Sarkanytuz:

0036 20 2962A60

SOPRON, Sarkanytuz:

0036 20 3962280

SZEGED, Sarkanyluz:

0036 70 3290245
SZEKESFEHERVAR, Holdfeny Fantasy:
0036 22 329793
SZEKESFEHERVAR, Sarkanytuz:
0136 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
0036 20 3179197

SZOLNOK, Sarkanytuz:

D36 20 3962050
SZOMBETHELY, Sarkanytuz:
0036 94 7H9208

TATABANYA, Sarkanytuz:
35 20 3100932

VESZPREM, Sarkanytuz:

B0Eh 20 361005
ZALAEGERSZEG, Sarkanytuz:
0036 20 I962870

ICELAND
REYKJAVIK, Nexus:

Tel: 00354 552 M7

INDONESIA
BANDUNG, Hobbyline:
Tek 0122 4218555
JAKARTA BARAT, Comics N Games:
Tel: 021 5696-3055

JAKARTA SELATAN, Fantasy N Games:
Tel: 071-600 50341

SURABAYA, Fantasy N Games:

Tel: 031.600-50343

SURABAYA, Fantasy N Games:

Tel: 031-740-2475
IRELAND i

GW DUBLIN:
Rinlt 3, Lawer
Tel: (M35 41
facebank, W Dhilslin

CORK, Other Realms:

Teb: 021 4279508

DUBLIN, Gamers World:

Tol: 0879299392
BALINA, World of Wonder Balina:
Tel: 096 76476
BLACK ICOCK, Arls and Hobby
Tel: 00351 12832
COBETT COURT Arts and Hohby
Tel 01 874 5312
COI!K Mnrpi\y s Toymaster:

4 411

Tel: 0035
DONEGAL, Tinnys Toys:

—
—

Street

COUNT
Tek: 074 91223

COUNTY I.OUIH Matlcy Model Mania:
Tel: 00353 419

H .MI and Hobby Navan:
300

coul Titlwel Bnoledw
Tel: 135351 873 95‘?
COUNTY WESTMEATH, Arls and Habby Athlone

Tely 11 G2 4500

COUNTY WESTMEATH, Arts and Hobby Mullingar:
Tel: 0035544335247

COUNTY WICKLOW, The Hobby Hut:
Tedy 0036304107 4706

DOUGLAS, Arts and Hobby:

Tely 021 436 4560

DROGHEDA, Arls and Hobby:

Tok: (41 587 4270

DUBLIN,
Tek 0035

and Hobby Dundrum:
2044



DUBLIN, Art and Hobby Liffey Valley:
Tk 00353 14565100

DUBLIN, Banba Toymaster:

Tel: 030 727 100

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Ted: 012 804 011

DUN LAOGHAIRE, Arts and Hobby:
Tel: 012805047

DUNGARVAN, Toymaster Murphys:
Tel: 058 41376

DROGHEDA, Arts and Hobby

Tel: 353 41 967 3270

ENNIS, 'I‘n- na hsog Toymaster:

KERRY, Caba l‘m-master
Tel: 0353 b6
LIMERIC
Tel: 061 309757

LIMERICK, The Gathering:

Tek: 061 115133

MARKET CROSS, Arts and Hobby

Tel 055 777 1904

NEW ROSS, Bridge Stores:

Tel: 031 422696

NEWBRIDGE, Arts and Hobby:

Tel: 145 450240

SANTRY, Arts and Hobby:

Tl (1 62 4500

STILLORGAN, Toymaster Nimble Fingers:
Yol: 01 2BB0T AR

THURLES, Bookworm:

Tel: 0504 22257

WEXFORD, Gamers Paradise:

Tol: 04353 53012115

WEXFORD, Readers Paradise:

Tek: 054 9124400

WICKLOW, Hopkins Toymaster:

Teli 00353 46 722 25

YOUGHAL, Mnlphys Toymaster:

Tel: 00353 58 413 7

HAIFA, Kitaro:

Tel: (972 48303252

HERZLIA, Freak:

Tel: D472 99589077

RAMAT HASHARON, Tapuah:
Tol: DO972 37403713

TEL AVIY, Freak:

Tel: 00972 36961026

TEL AVIV, Kitaro:

Tek 0072 36299320

GW JINBOCHO:
linbocho 147 1F, Chiyoda-Ku Kanda, Takya,
Teli 03 32496 2
facebank. com/GW. Jishochn

GW NAKAND:

Broardway Mg, 7332, Nakaao-Ku Nakasa 53215, Tokyo
Tel: 03 5300 4636

facebook.cam/GW. Nakano

RIGA, Games Shop:
Tel: 0371 27700390
RIGA, Ludo:

Tuk: 67214040

LITHUANIR

VILINIUS, D& Necona:
Telt 00 370 5 2133269

MACAU ?
MACALU, Game Fun Table Games :

Tel #1533 BRGTAALT

MADEIRA, Sétima Dimensdo:
51 247 230 244

MALAYSIA

BANDAR TANJONG TOKONG, Gameforce:
Tok 01 64445154 / (4BIDNEHT

KOTA I(FN.M!»\LI.J, Just Wargame:
Tel: hi)13 - f1B5 5268

KUALA I.UMPI.JR, Comics Mart:

Tel: 03 - 2207 06246

KUALA LUMPAR, Hobby Forge:

Tel: 68 176126670

PENANAG, Game Forge:

Tel: 60 1647001475 / Gl 40900381
PETALING m-'A Woli's Game Shop:
Tel: 01

MALTA Fl

MALTA, Fnrluddcn Power:
Tel: 00356 2
MALTA, K Hi bbi -sle
Tuk: 00356 21 §

i
MEXICO el
AGUASCALIENTES AGS, Tienda Omega:

Tel: 434 915 39 26

CANCUN 0 ROO, Gamer's Den:
Tl 940 B9R Oi 01

CELAYA GTO Ammnndu

Tel: i 200

CELAYA GTCI I.a Cueva Del Mago:
Tel: 461546 76 16

CUERNAV.I\CA Darkland:

Tel: 777 137 71 52

LOMAS, Quest Hobbies & Games:
Tel: 55 6383 60

MEXICO DF, Battlel Lore:

Tel: 55 15 18,07 99

MEXICO DF, (_apltal 5

Tel: 55 53 04 7657

MEx:c DF, Colecciones Colibri:

) 14 59 60

NAUCAJ.MN Quen Hobbies & Games:

SATEI.ITE EDO Entretente Toys:

Tol: 55 46 31 0

TOLUCA, War Cames

Tel 722 97 5277

MOLDOVA
CHISINAU, Adept:
Tel: 373 62819996

MONTENEGRO
FODGORICA, Neutron Podgnn(‘a:
Tek: 00 361 69 D60 h6Y

THENETHERLANDS
GW ALKMAAR:
Laal 68, 1611 EX
Tel; 07
facebook com/GWAlkmaar
GW AMSTERDAM:
Rokii 36, 1012 KT,
Tel
faceboak.com/€;
GW BREDA:
Torenstraat 21, 4
Tel: 0765 229 277
facehook.com/GWEreda
GW DEN HAAG:
Schonlstraat 125, 2511 AX,
Tel: 070 392 7436
facehook com/GWDenHaag
GW DORDREOCHT
Voorsirast 3A6G, 331 1CX,
Tek 078 611 S04
facebask,com/GWDardrecht
GW EINDHOVEN:
Kleine Beeg 50, 5617 V.
Tel: (4D 244 3448
facebook,com/GWEIndhoven
GW ROTTERDAM:
Wan Oldenbameveidplasts 452, 3012 AR,
Tel: 010 160 0268
facehook.com/GWRatterdam
ARNHEM, |;:Malk\-\'m'ner
Telt 026 370 2028
DEN BOSCH, De Dobbelsteen:
Tel: 073 614 3530
@ ENSCHEDE, Pijplines:
Tel: 153 430 5727
@ HAARLEM, SpE“Enhuls.
Tel: 023 53 13 18
@ LEEUWJ\RDEI\ Spellekijn:
Tek: 058 233 1112
@ LEIDEN, vhegmhup
Tek 0715132
@ MmTRlCHT Viieg-er-uit:
Tel: 043 425 1653
MIDDELBURG, De Burcht:
Tek: 071 8650044
NIMEGEN, Moenen & Mariken:
Tel: 024 323 6119
TILBURG, De Dobbelsteen:
Tel: 013 544 3700
UTRECHT, Subeultures:
Tel; 030 2311722
ZWOLLE, Games-n-Ls:
Tel: 038 421 6305
ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213
ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 0172473031
AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322
AMSTELVEEN, Het Ganzenbord:
Tol: 020 641 2552
AMSTERDAM, The Game Keeper:
Tel: (620 630 1579
AMSTERDAM, Snoek Strips:
Tel: 620 460 B 109
ASSEN, Plok:
Tek: 059 231 3292
BARENDRECHT, Peter's Posttrein:
Tel: 0160 619539
BERGEN OP ZOOM, Boz Spellen:
Tel: 0104 2489720
BERGEYK, Wouters Technohobby:
Tel: D41 755 0248
BEVERWIJK, Bmm Games:
Tel: 125 1216560
BREDA, Sp:-limwln!wl Breda:
Tel: 076 52217
DELFT, Speldorado:
Tel: 015 213 4516
DEVENTER, Knibbel Comics:
Tol: D57 061 HE79

LELYSTAD, Games of War:
Tel: 032 024 4 003
MAASTR?CHT Hounjet:

OLUENZML. Top 1 Toys:

Tk 05415

RIINSEURG, Toys 2 Play:

Tel: 071 40 21 24

RISWIIK, Top1 Toys In de Bogaard:

STOREFINDER KEY

GAMES WORKSHOP HORBY CENTRE

[#) These Hobhy Centres are closed on Mondays and Tuesdays.

PREMIUM STORE
Socks mast of the product range,”

m DOPENING

* T be sure they have wfaf o wantin stock, we recammend caiing the stare first.

Tek 070 39 31 411

ROERMOND, Bloemboetiek Hermien:
Tel 047 531 6624

ROSMALEN, Top 1 Toys Jovi:

Ted: +31 (73) 5212409

ROOSENDAAL, Top 1 Toys Jadin:
Tel: 0185 55 7964

ROTTERDAM, Rogue Trader:

Tek 010 2705233

SCHIEDAM, BTS:

Tel: D10 473 8755

SCHOONHOVEN, De Gruijter Boekhandel:
Tel: 0182 382490

SITTARD, Atomik:

Tel: D46 4515074

SLIEDRECHT, De Gruijter:

Tek: 0184 412 74,

UDEN, Goblln

Tel: 041327 D62

UTRECHT, I.ahyrmlh

Tel; 030 2 715

UTRECHT, Whoops:

Tel: (130 230 4123

VEMLO, Modelbouw Luthart:

Tel: 177 354 2688

WASSENAAR, Top 1 Toys Kouwenhoven:
Tel; 070 511 0217

WIN JK, Top 1 Toys

54 351 2827
WORMERVEER, Mini-Wonders:
Tek: 075 640 1H17
ZEVENBERGEN, Top 1 Toys:
Tek: 0768 330455

ZOETERMEER, RC-Pitstop:

Tek: 079 316 0560

facehoak.com/GWOsha

ALESUND, Brio Kremmerhuset Moa Syd:
Tol: +47 70143770

BERGEN, Outland:

Tel: +47 55314822

DRAMMEN, Drammen Spillforening:
Tel: +47 93319757

FREDRIKSTAD, Norstar Leketorvet:
Tek: +47 60315630

KONGSBERG, Rolf Liane:

Tek: +47 SBA19560

KRISTIANSAND, Outland:

Telk +47 38059420

MIDI RANA, Ringo Lekehjornet Mo:
Tel: +47 751517

MOS]GEN, Hobb}senler?l

Tel: +47 75170170

NARVIK, Ringo Barnas Verden:

Tel: +47 ?:.'Hémﬁ

SANDNES, Osland Hobby:

Tol: +47 51661509

SIEVEGAN, Outpost:

Tol: +47 95700245

SKIEN, Sokralis Hobby Garden:

Tek 447 15528764

STAVANGER, Qut[am:l

Tek: +47 51936080

STOKKE, Hobby Hagen:

Teli +47 30335292

TROMS@, Tromso Brukthokhandel:
Tel: +47 77686974

THONDBEIM, Wﬁaﬁdl

TRDNDHEIM Trundnl[nm
Tel: +47 70520040
TENSBERG, Brio Bamse:
\'u: 47 33416790

DOETINCHEM, Top 1 Tays Speelpl

Tek 0314 366368

DORDRECHT, Hobhy Madelbouw Dordrecht:
Teli 070 631 2711

EDE, Tinnen Soldaat:

Tel 0518 (5 3296

EINDHOVEN, Gameforce Eindhoven:

Tel 040 2447030

EMMEN, Spirithoes:

Tul: 0591 GAS7ET

GEMERT, Tup 1 Toys Van de Goor:
Tel: 457 1 a5

GENDT, Furomaxx Gendl:

Tol: D41 421 737

GOES, Het thhyhu:s

Tek 0113 1

GRONINGI
Tel: G50 374 ur:-l

GRDNINGI&N Purperen Draak:
Telk {163 Thi 197,

GRONIN: N Zinneheeld:

Teli 150 1
HEEMSKERK, Bnh Hes:

Tel: 431 (257) 24 1999

HEERIlU{JOWMﬁD Huider Madeltreinen:
Tel: 172571415,

HEERLEN, De Houten Sleutel;

Fol: #32 [045) 54 81 428

HENGELO, De Dondersteen:

Tel: 074 2595030

N, Wirwar:

HILVERSUM, Hilversumse Bockhandel:

Tel: 035 62 33 131
HOODFDORF, Spellenwinkel Wahalla:
Tek: 023 5578002

HOORN, De Spellenhoorn:
Tek: +31 (D229) 29 55 &5
HUISSEN, Euromaxx Huissen:
Tek: 026325 3330

LEIDEN, Tolkienwinkel:

Tel D71 541 2324

LEIDEN, Warp 9:

Tel: 071 5121380

G, Gledesh
1|I 47 s

PANAMA -
HATO PINTADO, Arkham & Hobbie Games:
Tel: 507 195 6011

AV ARENALES, Colores y Miniaturas:
Tel: 51 14 71 i 64

PHILLIPINES P
LAHUG CITY, Neutral Grounds:

Vel: (H3916) 1305040

MAKATAI CITY, Neutral Grounds:
Tels (6321 1155500

MUNTINLUPA, Neutral Grounds:

Tel: (432} B502033

QUEZON CITY, Neutral Grounds:
Tek: {632) 6344983

SAN JALI Nunlral Grounds:

Tuli (632 LE

TAGUIG, Hnbhes and Landes:
Teh: {632) 850939

POLAND

BIELSKO-BIALA, Gnom:
Tek DO4B 33 B213432
KATOWICE, Bard:
d: 0048 32 257107
KIU\KCIW Bard:
Tedi 0048 12 633 00 43
POZNAN, Bard:
Telt 0048 61 8538277
WARSZAWA, Faber i Faber:
Tol: 0048 22 0491265
WROCLAW, Bard:
Tel: D048 71 3417472
BIALYSTOK, Komnata Gier:
Tel; 0048 GGO3E166T
BYDGOSZCZ, Wszystko Gra:
Ted: 094 G0BE4 1900
GDANSK, Rebel Centrum Gi
Tel; 0040 58 3470204
GDANSK, Usmiech Naszego Daziecka:
Tol: (148 50 3057043

GDYNIA, Futurex:
Tek: 0048 501563066
GLIWICE, U Zyrafy:
Tek: 330091156

GLOGOW, Zielane Wgrza Centrum Gler:-

Tel: 784490775

GORA, Zielone Wagérza Centrum Gier:
Vel BOZIFTTEL

KATOWICE, Smok:

Tel: 32 605 (11 53

KIELCE, Wargamer:

Tel: D048 5071439335

KOSZALIN, Tecza Zabawki:

Tel: 54 3422075

KRAKOW, AGTOM:

Tel: 0048 12 3565670

KRAKOW, Bard:

Tel: 0048 12 2555140

KRAKOW, Magic Traders:

Tek: 12 3801543

KRAKOW, Sklep Imperium:

Tel: 514812564

KRAKOW, Sklep Smok:

Telt 0040 12 4330110
KRAKOW, Valkiria-skelp:
Tel: 141 12 41135
KRAKOW, Vanah
Tol: D46 12 4221137
LEGNICA, Skelp Feniks:

Tel: G040 69 AG066TH

LODZ, Da-ta:

Tal: 0048 42 37263

LODZ, Gamelord:

Tel: 0D48 42 6311161

LODZ, Slagraf Studio:

Tok: G5650752

LODZ, Slralugla Centrum Gier:

Tel: 1044 795395539

LODZ, Twoja Ksiazka:

Telt 0044 42 621326

NYS5A, Raptor Hobby:

Tel: GOB196524

OPOLE, HMS Computers I1:

Tel: DO4B 77 4547413

OSTROW WIELKOPOLSKI, Centrum Gler Arena:
Tel: D4 614877077

OSWIEGIM, Skelp Modelarski Model-Hit:
Tek 0048 603745514

PILCHOWICE, Imperator FF:

Tel: 0045 062230291

POZNAN, Cube-Q-Warkshop Polanka:
Tek: 061 6712415

POZNAN, Cube-Q-Workshop M1:
Tel: 061 6712415

POZNAN, Cube-Q-Workshop King Cross:
Tel; (M40 506079264

POZNAN, Cube-Q-Waorkshop Panorama:
Tel: 514812564

POZNAN, Cube-Q-Waorkshop Pestha:
Tel: F14612564

POZNAN, Wilczek:

Tel: DOAE 503652080

PSICZYNA, Red Scorpion:

Tel: 602656201

RADOM, Wargamer:

Tek 048 503502741

OW, W&W Skelp Modelarski Hobby:
Tek: 017 B5 38 11

SIEMIANOWICE, Jaga PHU:

Tel 0046 33 2390135

SZCZECIN, Fenix:

Tel: 4N (959345905

TARNOW, Salon Gier Jaskinie:

Tel: 73290405

TORUN, Sklep Papierniczy:

Tel: DO4D 56 6522593

TORUN, Wszystko Gra:

Tol: D4 56 6522593

WARSZAWA, Altdorf:

Tk G046 22 GIE0302

WARSZAWA, Graal KEN Centre;

Tek D48 22 2089090

WARSZAWA, Altdori:

Tel: U044 22 6280392

WARSZAWA, Graal Blue City:

Tely 0048 22 4117027

WARSZAWA, Graal CF Skorosze:
Tel: 00440 22 8827595
WARSZAWA, Graal Galeria Mokotow:
Tol: 041 22 5413315

WARSZAWA, Graal KEN Centre:

Tel: 45 22 20549090

WARSZAWA, Graal Sarmacka:

Tel: D04 22 1427044

WARSZAWA, Hobbyt:

Tel: D4E 22 834206

WAI]SZAW!\, Moru:m Bemowo:

Tok: 048 23

WARSZ Mnnon Bielany:

Tk 0048 22 4241062

WARSZAWA, Panda Zabawki:

Tel: D044 22 BTG

WARSZAWA, Paradox:

Tel: 0048 22 62n07HT

WARSZAWA, Sklep Superserie:

Tl 00411 515 434 434

WARSZAWA, Wargamer Centrala:
Tel: DO 72457515

WARSZAWA, Wargamer CH Targowek:
Tel: D048 72457513

WROCLAW, Bolter:

Tel: 0048 71 34919110

WROCLAW, Games R Us:

Tek 0048 GGGI723

WROCLAW, Wraclaw Model Centre:
Telt 713419991

WROCLAW, Ogryn:

Tel: (04 71 3771872

WROCLAW, Planszoweczka:

Teli 7923077 %

ZABRZE, U Zyraiy:
Tol: 51024058

ALCABIDECHE, CascaisPress:

Tek +451 114 604 530

CARCAVELOS, Escala Directa

Tel; +351 241 561 257

ERICEIRA, Tabacaria Ovni:

Tel: 4351 261 863 601

LARAN|EIRD, Discoeuropa:

Tel: +151 212 501 463

LISBOA, Fnac:

Tel: +351 219 404 700

LISBOA, Homem Azul:

Tel: 4357 213 625 342

LISBOA, Lojas Arena:

Tel: 4351 214 155 500

L BOA, Myrdmns Magic, Lda:

51 ili 032 250

LI&EOA Puros & Companhia:

Tel: +351 u 156 791

LISBOA, Rocha & Vasconcelos - Dentinho:
Ted: 4351 213 8%
LISBOA, Sete Rios Tabacarias:

Tel: +351 217 212 203

MIRAFLORES, Brinca Riscos ¢ Rabliscos:
Tel: +351 214 104 908

PAIVAS, Brinca Brincando:

Vel +151 212 254 B41

PALMELA, Devir lwrana, Lda:

Tel: +351 212 130 441

PORTO, Lojas Arena

Tel: 4351 222 011 363

SINES, Galeria BT:

Tek: +351 264 612 511

TELHEIRAS, Tabak:

Tel: 4351 217 165 574

TORRES VEDRAS, Papelaria Unido:
Tel: +351 261 314 186

BUCHAREST, Hobby Games:
Tel: D040 72 1204918

BARNAUL, Europa:

Tel: 6 (903} 072 0615

BOR, Karusel:

Tel: & (83159) 65 2497

CHELYABINSK, Hobby Store:

Tel: @ (312 320 7004

CHEREPOVEC, Galaktika:

Tek: 8 (921) 253 6347
EKATERINBURG, Magicportal.ru:
Tel: 0 (343) 310 3987
EKATERINBURG, Mosigra:

Tel: 8 (343) 372 3446
EKATERINBURG, World of Models:
Tel: B (343) 381 pO76

IRKUTSK, Krasivaya Igra:

Tel B (3953 722 972

KALININGRAD, Fangorn:

Tel: B (4012 521 524

KAZAN, U
Tol: & {917) 247 7938
KHABAROVSK, Karton:
Tok: 8 (924) 1019 100
KRASNODAR, Hobby Land:
Tob: @l (905) 477 0025
KRASNODAR, Astronomikon:
Tel: # (905] 477 0025
KRASNOYARK, Rodnik:

Tel: i (913) 573 3643
KRASNOYARK, Muslgril.

Tel: 1 (391) 293 7138
KPJ\SNDYAI!D Siek CD-DVD:

Tel: B (18] 759 44l
MAGNITOGORSK, Gostinniy Dvor:
Tel: B 43514 240 496
MOSCOW, Algeri
Tek 6 (4055 964 27

MOSCOW, Algeris:

Tel: # wm 137 386l
MOSCOW, Algeris;

Telh 0 (395) 261 5075
MOSCOW, Cardplace P
Tol # (495) H36 5429
MOSCOW, Edinorog:
Teel: 1 (906} DB5 BI07
MOSCOW, Mosigra:
Tol: § (495} 641 8331

NIZHNIY NGVGOROD Fishka:
Tel: B (831) 2777 hih
D OMO KOVSK, World of Models:

A% B404
NO\’GSEBIRSK Clever Games:
Tel: B (0231 155 0315
NOVOSIBIRSK, Clever Games:
Tel:'B (973} 923 2500
OREL, Hohbit Store:

Tel: 8 (3H0) 361 7957

PENZA, Blockbuster:

Tak: 8 (962) 474 3866

PERM, Petropaviovsky:

Telt A (912) 789 0412

RUSTOV NA DONU, Samalety, Tanki, Korabli
Tel: i (A63) 263 1353

www.games-workshop.com
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8 [§12) 920 5106
ST PFI":'RSE[JRG, Sargona:
Tek: 8 (812} 445 1054

Tek: & {710} 531 7654

TYUMEN, Perekrestok Mirov:
Tok & |
TYUMEN, Lahi Mirov:
Tal & (R4} 444 1780
ULAN-UDE, BMV:

Tol: B (KD} 1674 758
VOLOGDA, Mozgolom:
Tol: & (B172) 701 530

VURUNEZH llya Muromets:
: i

Tel [
\‘M(UTSK J\rlefaln

Tel: i (914} 790 0640
YOSHIKAR OLA, Kenga:
Tol: B (B362) 460 112

BELGRADE, ANET Hobbystore:
Tel: 00 381 11 1612 525
BELGRADE, A\IH Hohhyslore
Tel: 00 361 11 265
BELGRADE, EKIT thh}' store:
Tel: 0381 17 b7 78 27
BELGRADE, White Dragon:
Tel: 00 3871 h‘BJ
NOVI 5AD, Dragon:
i

Vel 100 361 11 62 240
NOVI SAD, Valhala:
Tel: 40 361 21 f

ZRENJANIN,
Tel: 0 381 2364572

381045
POI.lS Pmatlngm Infinitum:

IONS ORfHA RD, Prologue Bookstore:
Tel: 65 64651477

MIDPOINT ORCHARD, Paradigm Infinitum Pre Lid:
Tel: 65 67343858

PLAZA SINGAPLIRA, Comics Conmection PTE Lid:
Tel: 65 637300

SEREN CENTRE, Toy Station:

Tek 65 64683054

SUOMERSET, Harris Planerds:

Tek 65 146555

BRATISLAVA, Kristalovasala:
Tel: 4271 945844794

BRATISLAV. \dndmamn
Yol 421 2 524 52
KOMARNO, Iunnku SRO:
Tel: +36704550405

KOSICE, Draco
Teh +421557296: 421905518060
SPISSKA NOVA VES, War Gaming:
Tel: +421903219195

SLOVENIA ey

BLED, Pil: Puk

LIEFITA

I.IUBLIIANA Cma Luknja:

Tek: QIF3EGL '|‘IIJH_1II

lIUBLIIANA Dumnda] Citypark:
57 G

038G

SOUTH lﬂllﬂl

BELVILLE, The Roys and Mens Hi 3
Tek: 0027 21 %14 G6i6

BLOEMFONTEIN, The Games
Dungeon:

Tel: IK27 72 57 9970

CAPE TOWN, Pastimes Relail:

Tel: 0027 21 4271 1191

CAPE TOWN, Wizards Books and Games:
Tel: 027 11 683 G360

CRAIGHALL, OtherWorld Games:
Tel: 011 326 07

DORINGKLOOF, Battle Planct:

Tel: 00 27 0245 93931

DURBAN, The Hobby Specialists:
Tel: 0027 41 Sub 4005

EAST lONDON Slaters Toy Magic:

EDEN\MLE Plastiks:
Tel: 0027 B2 783 1469
BLRG, The Undergmund:

11 4883615

TUIMIN ESBURG, Outer Limits Johanneshurg:

Tel: 0027 11 4652 3

JOHANNESBURG, Outer Limits Pretoria:

Tl (12T 12 342 4360

JOHANNESBURG, Wizards Book and Cames:
Tel: 0027 71 890 9253
JOHANNESBURG, Warfair:

Tel; 0027 42 431 2242

JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 395

MENLYN, Top CD:

Teb 0027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tek: 427 33 342 9978

RUSTENBLIRG, Warcry:

Tek 0027 72 910 2608

UMHLANGA, The Hobby Specialists:
Tel: 0027 31 566 4804

SOUTH KOREA

SEQUL, Orctown:
Tek 02 6402 5946

SWEDEN

GW GOTEBORG:

Oratninggaten 52, 411 07,

Tek: 031-133934

facehoak.com/GWGotebory

GW STOCKHOLM:

Master Samuelsgatan 67, 111 21,

Tul: 0B-21 38 40

facebuak com/GWStockhakm

@ KARLSTAD, Spel & Fantasi:
Ted: 054-15 10 70

@ LUND, Playoteket Center:
Tel: 046127610
MALMO,
Tek: G40-
STOCKHOLM, Science Fiction Bokhandeln:
Tek: 08.21 50 52
UMEA, Fantasia:
Tk 090-77 13 60
LIPPSALA, Fantasia:
Tel: 018-100150

@ UPPSALA, Prisfyndet:

Tek 018-10 bé 07

Playotekel Center:
530

@ OREBRO, Batalj Painthall:
Ted: 01918 46 00

AVESTA, Vega Video:

Tul: 0226-80070

ESKILSTUNA, Lasses Leksaker:
Tel: 0161-303 35

FALKENBERG, Lekcenter:

Tul: 0346-807 60

FRITSLA, Fritsla Hobhy:

:?l__ DAMETI b

GAVLE, Hobbyshopen:

ol 02618 2
GOTEBORG, Goblin Games:
Tel: 131-245110

GOTEBORG, Toys Leksaker & Hobhy:

Tel: 031454400

GOTEBORG, Wizard Games:

Trl: D31-57 41 50

HALMSTAD, Lekcenter:

Tel: 035.15 %1 75

HUDDINGE, Humlan Lek & Hobby:
Tel: 8-689 &85

KALMAR, Lek & Hobhy:

Tel: MBO-24717

KARLSK"ONA, Leksakshusel:
Tel: 1)
HOI.M Game Maniacs:

i i
K!RUNJ\ Lekhuset Lekia:

Tel: (49B0-825 &5

KUNGSBACKA, Lek & Hobby:
Tel; U_\IH’!_—'I-UJM

KUNGALY, Friknarma Bus:
Tel: 0302-139 440

LAHOLM, Lekia:

Tel: 043010065

LIDKOPING, Game Maniacs:
Tel: 1510-25320

LINKOPING, Sagoland:

Tel: 0131-22290

LIUNGBY, Lekman:

Tel: 037213481

LULEA, Barnens Hus:

Teb: 0920.220095

LULEA, locus:

Tek: 092069954

, Hiirnan pd Limhamn:
Te: 040367520
NORRKOPING, Hobbyhirnan:
Tel: 011162120
NORRKOPING, Lekhuset:
Tel: 0112.87070
NORRTALJE, Lekplaneten:
Tel: 0176-12558
NYKOPING, Laka TV-spel:
Tel: 0155261000
NYNASHAMN, Asas Leksaker:
Tol: 08-520 112345
ORMINGE, “ippiEE
Tel: BB-715254
SALA, Elans I.tksakal
Tel: (2241 03 14
SKELLEFTEA, Legend:
Tel: 091.01 35 02

STOC!(HOI.M Arcane pa Hagagatan:

Tel: O
STOCK OLM Brio Higdalen:
Tolr 08-749 1146

STOCKHOLM, Dragons Lair:

Tel: 41-654 60 50

STOCKHOLM, Hobbyisterna:
Tel: 14-403 HI300

STOCKHOLM, Happies Hammarby Sjistad:

Tel: 08-52244000
SUNDSVALL, Orion Spel:
Tel: 060-155 947

STOREFINDER KEY

GAMES WORKSH!

{OBBY CENTRE

[#} These Hobby Centres are closed on Mandays and Tuesilays,

PREMIUM STORE

Stacks mast of the graduct rango,*

NEW STORE OPENING
Inficates new stockisks

* Ta bie sere they hiave what you want in stack, we recammend cafing the stare first.

TROLLHATTAN, Hobbyhiirnan:

Tel: 0500- 13563

TUMBA, Leksakskungen:

Tel: 08-530 340 00

UMEA, Incrade:

Tel; G116 S50

UDDEVALLA, Olles Leksaker:

Tel; U5 20-48520

UPPLANDS VASBY, Barnens Hus:

Ted: 08526 19 40

VARBERC, Fyndmagasinet:

Tels D240-B7 BU50

\-"IM EIIB\‘ Brio Vimmerby:
1108

\-’ISB\' Skuggspel
Tel 0498-21 10 82
VA

TERAS, Zetlerlumli

Tek: 0490-36171

VAX]O, Helges Hila:

Tek: 04702 18 40

YSTAD, Tv-Spelshirnan:

Tek: 041166680

ANGELHOLM, Leksaksmagazinet:
Tek: 0421-82350

OSTERSUND, Hobbyboden:

Tol @GA5-13310

TAIWAN [

CHANGHUA, Lian Xin:

Tok: 4816 4 1470420

GANGSHAN, Toys Cal:

Tel: +816 7 G214040

HSINCHU, Mini Shoppa:

Tel: +806 3 5231002

HSINCHU, Style Toy House:

Tel: +Bil6 3 5612499

KAOHSIUNG, Dwarf’s Goldmine:
Tel: +806 ¥ 2209067

KAOHSIUNG, Longmen:

Tel: +686 7 3113067

KAOHSIUNG, Toys Cat:

Tel: +506 7 6214940

PINTUNG, Texas TV Game Shops:
Tel: +6 8 7212720

TAICHUNG, Fantasy House:

Tel: +H86 4 231437200

TAINAN, Star Toy Castle:

Fel: +B6 b 2470027

TAIPEI, Akmigames:

Tol: #0416 2 27419904

TAIPEL, Cacaci
Tel: +886 2 220%
TAIPEL, MPK H
Tel: +186 2 20161465
XINBEL, Table Games:
Tel; +H36 T 29035804

y Shop:

BANGKOK, A Framing:

Tel: +66 8414 64313

BANGKOK, Battlefield Bangkok:
Tel: +46 2747 9719

BANGKOK, Sllce and Dice:
Tedi +66 8149 8739,
BANGKOK, Thlrvx Hobhby:
Ted: +66 H"v‘]'i' 31

CHIANG MAI, Hnbu Books:
Tel: +66 915
CHONBURI, Patla}'a Players:
Tef: +66 8909 }'| 523

UKRAINE
DN EP"UPETRO\"SK Golhin:
Toks D3 455

NEPRO
Tek: (i

0\"5](, Modelist:
055

KIEV, Budinok Igro:
Tel: 00 38 5 733 979
KIEV, Budinok lgroshek:
Tel: DI 38 5 121 385
I(IF\-r Budinok Igroshek:
| D0 302 306 150
I(IE\«'r Budinak Igroshek:
Tel: 00 34 4 567 671
KIEV, Game Hall:
Tel: DUBR0441456 7188
KIEV, Model Kits:
Tel: BUSRIOGTI7 64 4042
KIEV, Models:
Tel: BIARIDAT 417
KIEV, Toy St
Tol: DIFBH44)5

KlE\" Toy St
Tel: (4 IN?UPYNIA'-JWZI

567 G603
LEVIV, Hobb}' Worll‘l
Tel: (03440661764 2261
LEVIV, Toy Story:
Tel: 1030{DI2)ZF5 G329
ODESSA, Vanguard:
Tel: UN3HD501565 5577
SEVASTOPOL, Arcanum Store & Club:
Tel: DO3BIOSH354 5320
VINITSA, Spellscape:
Tel: DOIBIBEI 1440 1902
ZAPOROZHYE, Warhammer ZP;
Ted: DOININGTITH 5913

DUEBAL, Bishops Trading:
Tek: U0Y71559407670
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PREMIUM STORES

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

Premium Stores are independent retailers who offer a wide
range of Games Workshop products and are able to look
after all new and established hobbyists.

« Should you find a specific miniature or boxed set is not
available in the store, these stockists also offer a Mail
Order service giving you access to the entire Games
Workshop range.

Their knowledgeable staff are on hand to offer help and
advice on your army, from planning your next purchase to
plotting killer tactics for your games. Please feel free to ask
any hobby questions.

Premium Store for details.

In these stores you can expect painting lessons and other hobby activities such as conversion clinics — call your local

Premium Stores also have a number of dedicated gaming tables in their stores which are used to run introductory games,

hold in-store tournaments, bespoke mega battles or general open-play gaming where anyone can bring their armies

along for a game.

HELSINKI, Fantasiapelit Helsinki:

I, Stadin Pelikauppa:
Vuorikatu 14 A, 00100
Tel: 199 (980300

Check out the list below to find your local stockist!
\WORKSHOP,

@ PREMIUM

The following stores have been
designated Premium Stockists,

JOENSUU, Fantasiapelit Joensuu:
Suvantokalu 8, #0700

Tel: (01 2) 264 314

JYVASKYLA, Fantasiapelit |yvaiskyli:
Kauppakatu 2, 40000

and we plan to open more in Tek14) 216 €29

the future, so keep a look out in KOUVOLA, Kouvolan Puclenkuun Pefit:
i [ i Kouvalankafu 14 fent Valtakatu), 1400

White Dwarf for stockists near you. Teli 1031435 50

Lahden Puolenkuun Pelit:
BELGIUM et il

Tel: 037515
HASSELT, Oberonn:

Kernplzche Steomyryg 27, 1500

LAPPEENRANTA, Fantasiapefil Lappeenranta:

Tel: 011 35 13 54 Brahenkatii 3, 53000
MECHELEN, De Spelianaal: k= {0153,
Veemarkt 32, 2800

DULU, Fantasiapelit Oulu;
Rautatisnkatu 10, 90100

Tel: (O 374 904

PORVOOQ, Parvoon Peli;
Mannerhelminkatu 101, 06100

Teel: 015853 40377

TAMPERE, Fantasiapelit Tampere:
Kuninkaankaty 5, 13210

AALBORG, Dragons Lair:
Algade 63, 9000

Tel: +45 98 12 1618

ARHUS €, Dragons Lair:
Sk1, Knuds Torv 3, B0

534 5% 07

Tel: <45 6 18 d4 03 Fol: (03 222 5200
_\'KL%‘?‘E:‘\I,]LAFN ,'S';F"raﬂ“ Cigarers TURKU, Fantasiapelit Turku:
el 445 33 7 20 09 Humalistinkatu 1, 700
LYNGBY, Farans Cigarer: Tok: (o) 232 8413
Ienbanepladsen 63, 200

Teb: +43 32 10 23 2

ODENSE C, Dragons Lair: “:H.n."n

Grihendropassagen 9, 3000 . 2

Tel: 445 6311 1219 REYKAJAVIK, Mexus:

sgata 103, 'O BOX 5885, 125

ROSKILDE, Fanatic Roskilde:

Grannegae 2, 401 +354 55290171
Tel: +45 46 36 35 46

FiN n c CORK, Other Realms:
ESF_QO, Espﬂ“nlz':?ii? Puolenkuun Pelit: Paul Steset Shappin 4
akirinne 1 UH 5, 0232

Tel: 0% KUBHZOI Tek 00353 21 42,
ESPOO, Tapiolan Pelikauppa:
Kauppamichentie 1, 02100

Tok: 09 - 412 9941

THE NETHERLANDS

ARNHEM, Spelkwartier:
Ster 524 C)

Hinthammrrst
Tel: 073 674 5534
ENSCHEDE,
Fijpenuiraat 34
Tel: 053 430 5727

LEEUWARDEN, Spellekijn:
Voorstreek 84, 8971 [T

Ted 058 213 1112

LEIDEN, Vliegershop:
Turftmarki 2, 2321 €1

Tel: 071 513 2783
MAASTRICHT, Viieg-er-uit:
Brusselsestraat 70, 6211 MP

Tel: D43 325 i
MIDDELBURG, De Burcht:
Plein 1940 nes, 4331 LG

Tok 011 165

04

NIMEGEN, Moenen en Mariken:

Van Welderenstraat 70, 6311 MP
Ted: 024 323 6119

TILBURG, De Dobbelsteen:
Langesiraat 176, 3038 SH

Telt 013 544 700

UTRECHT, Subcultures:
Cude Grachi 194, 1511 NR

Tal 1 1132

ZWOLLE, Games-n-Us;
Dieserpanrbenplas, 3011 ¥V

Tel: 038 421 B3R5

POLAND

BIELSKO-BIALA, Gnom:
ul. S7knina 0 Biekko-Bialy
Tel: 0043 33 821 34 32
KATOWICE, Bard
Kissciuski §, 40049 Kak
Tel: (48 32 257 1017
KRAKOW, Bard Centrum Gier:
Batoregs 20, 31-135 Krakdw

Tol: O 12 631 80 63

POZNAN, Bard Centrum Gier:
S, Marchin 41, "

Tol: 0048 41 5
WARSZAWA, F
ul. Pulawska 17
Tel: 0048 22 B4

i Faber:
Warszawa

ntrum Gier:

WROCLAW, Bard Centrum Gier:
Szewska 31, 30-139 Wrackw
Tek: G348 71 341 74 72

SINEDEN

KARLSTAD, Spel & Fantasi:

Kungsgatan &, 652 24 Karlstadl
Tel: 05415 10 70

LUND, Playoteket Center:
Clemes 227 1 Lund

Tel: 036-12
MALMG, Playoteket Center:
[2jikmegatan 2, 211 35 Malmi

Teb 040-12 04 100

OREBRO, Batalj:

Storgatan 11, T3 61 Orebira

Bab

Tel: 10
STOCKHOLM, Science Fiction Bokhandeln:
Vistorlinggatan 48, 111 27 Stockholm

Tel: 0821 50 52

UMEA, Fanlasia:

Storgatan 44, 903 246 Limed

Tek: 09077 03 60

UPPSALA, Fai

nlasia:

apusala

]
UPPSALA, Prisfyndet:
Kungsgatan 39, 753 21 Uppsals
Ted B16-10 66 57

UNITED KINGDOM

ALDERSHOT, The Game Shop:

& Wellington Street, Hanpshire, GU11 1DZ
Tel: 01252 311443

HARLOW, Marquee Models:

LIkt 708, The Harvey Centre, Buss, CMZO 185

9 423334

LEICESTER, Tabletop Tyrani:

B68 Bedford Strect South, Leicester, LEL 31K

Fel: 1110 2547954

SHEFFIELD, Wargames Emporium:

Workshop 8, Orchard Square, Sheffiesd, 51 2F8
Tol: 0114 2754026

WELLINGTON, Questing Knights Games:
g , TF110S




Every product in our ever-expanding range is available to order,
and ordering them directly from Games Workshop ensures that S
you get exactly what you want, when you need it.

Games range and models that are exclusively  quick and convenient. There are three main get hold of it.
‘available to order’. Whether you want
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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 available fo ordel Bt
page has details on how to

ways to get your hands on the latest products.

Our online store offers a fast and convenient service that allows you to order
anything from our entire range, and have it delivered straight to your door. Games
Workshop online ensures that your order is just a click away, 24-7!

* 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.

e The benefit of ordering in-store is that our expert store staff are on hand to advise
you on your purchases.

* Don't forget — whether you order your miniatures from the in-store order point,
or directly from our website, you can still choose to have them delivered to your
local Hobby Centre free of charge!

See page 111 for the Store Directory

Games Workshop has a vast number of independent stockists across the globe who
carry our most popular ranges. Some of these are Premium Stores, who offer a
greater range of services and can place orders for you from our catalogue.

* To find a Premium Store near you that carries the entire GW range, just call our
Customer Services team on +44 (0)115 91 40000, or log onto
www.games-workshop.com

See page 111 for the Directory
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If all the talk of siege warfare and castles in Blood in the Badlands has
gotten you excited, remember that there are plenty of siege-related
products available to order online from the Games Workshop website. The
Warhammer Fortress may be the final say in a defensive fortification, but
there is also a wide selection of siege equipment to help to breach its walls.

Warhammer Fortress
99220299001
E61.50, €80, 650k 7505kr/nkr, 750rmb, 3002{

The Orcs & Goblins are barbaric
and warlike creatures, sweeping
into the civilised lands of men

in a wild tide of unrestrained
violence and bloodshed. For

an Orc, might makes right

and many an argument has
been settled at the end of a
blunt heavy choppa — an Orc’s
weapon of choice — and this
upgrade frame gives you more
options to equip your mob of
Boyz all with the same weapon
be it a hand weapon or spear.
The complete range of Orcs &
Goblins models can be found on
the Games Workshop website.

Orc Boyz Frame
99120209028

£, €7.80, 60ckr, 755krinks 90rmib, 302

ORCS & GOBLINS <
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DIREGT DEBIT
SUBSCRIPTIONS

Get your first 3 issues for only £5!

A saving of more than 60% off the cover price. Hereafter your subscription will be just £9 every 3 months
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01718 392 083

Call now to subscrihe <&

Alternatively 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!

* Have every issue of White Dwarf
delivered direct to your home

* Most importantly, it guarantees you never
miss another issue!

(] 1 would like to pay by Direct Debit

{1 understand that £3.00 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

To the Manager (Bank Name).......co...

DIRECT
Debit

.Postcode

Mame(s) of account holder(s) ..........

Bank/Building Society D DD DD D D D

Ref Mo (Office use anlyl
0 O

S R S i i i b e

Branch sort code [:] D [:H:IDD”

| would like 1o subscribe 1o White Dwarf beginning with issue: \n\."L)uDD

Surname. B icece et EAEL et L e SN gl )
Address ...
Postcode ...
Telephone (inc STD code)

The subscription is a gift for the person detailed belo
. FOTENAME ..oooeveneians
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Postcote i Country

Telephone:line STB codell e st v

RETURN THIS FORM TO
White Dwarl, Warners .‘iul:h(:rip‘.iuns: Dept, FREEPOST PE211, Bourne, Lincs, PE10 9BR

TERMS AND CONDHTION: " |
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