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I still remember playing
my first game of The Lord
of the Rings Strategy Battle
Game. | was at university
and my friend Owen
brought The Two Towers
boxed game along to our
: wargames club,

Not wanting to mess about, we leapt
straight in and set about recreating the siege

‘of Helm’s Deep. | was hooked right away not

only by the fact that | was stepping into the

‘boots of the brave defenders and recreating

such an iconic scene from the movies, but

by the cool rules and great gameplay. It goes
without saying that | lost and the defenders of
Helm'’s Deep were swept aside by the armies
of the White Hand, but nearly 10 years on |
still play with my trusty Rohan army.

So why do | bring this up? Because this
month The Lord of the Rings is very much on
all of our minds — and on our gaming tables,
and on our paint stations — because there’s
a whole host of brilliant new miniatures and
sourcebooks launched this month. It sounds
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a little treacherous to even think it, let alone
type it here, but I'm pondering starting a
Mordor army for one reason — | want to
trample all before me with that Great Beast of
Gorgoroth. Coming through!

That's not all though — we also have
the second part of the exclusive Civil War
Expansion for Warhammer and Jervis has
written some new scenery rules.

And The Lord of the Rings Strategy
Battle Game is not the only thing we're
celebrating this month, for 2012 marks the
25th anniversary of Warhammer 40,000 and
we've got a whole chunk of the issue devoted
to all that makes the grim darkness of the
41st Millennium a place we want to spend
so much of our time. There’s a round-table
discussion with some of the architects of
40K, some of the iconic battles of the 47st
Millennium and a huge battle report. What
do you mean they’re missing from your issue?
You might want to turn it upside down... and
flip it over. Yup, there you go — | hope you
enjoy delving into the history of 40K as much
as we did!

Andrew Kenrick, Editor
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BATTLE G/Mr
THE GREATEST BATTLE OF OUR TIME

This month sees the release of a veritable army’s worth of new miniatures for
The Lord of the Rings Strategy Battle Game, along with some new sourcebooks, so
we thought it time t(?take a fresh look at the game. Turn the page to find out more.

(!
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THE LORD OF THE RINGS

in this article we take a look at what make% The

g
5.
=Y

| THE ARMIES OF MIDDLE-EARTH
Simon Grant takes a look at the new The Lord of the Rings
sourcebooks and the armies that fight to rmine the
fate of Middle-earth.

WARHAMMER: CIVIL WAR

Part 2 of our exclusive new Warhammer Expansion, Civil IHIB!‘TD THE RUINS ,

War, including r g the Warriors of Chaos, ln._th:; battle report, the Fellowship are ambushed by
Tomb Kings and Orcs & Goblins in your civil wars. Goblins —and worse — ort the road to Moria.

STANDING WATCH TNESTORMNBUERRION, e s
Jervis Johnson presents some official new rules for using m Ithe r..e__e(_._o.nd of t.hlb m Irnth s battle re nq;rlq the Men of
the latest Warbarmr L Ainas Tirith do battle with :

your games — and a new

ARMIES OF THE NIGHT 8 NEW RELEASES
With the r of the new \*ampile Counts Battalion, we The latest releases from the Citadel forges.
caught u 2 Studio’s hobbyists to 3
how they've used it in thmr armies. NEWS
All the goings on in the hobby world.
STANDARD BEARER
ARmy WIIBISI'IIH' MECRONS - This month Jervis is obsessing over gaming paraphernalia.
ARMIES ON PARADE

Nick Bayton's Ultramarines army.

YOUR LOGAL STORE

Find out what's happening in a Hobby Centre near you.

www.games-workshop.com
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These are dark days indeed. Fell legions of Orcs march from Mordor, and Isengard
has declared for Sauron. The nations of Elves and Men must unite or be forever
doomed. Andy Hall travels to Middle-earth to witness the great battles of our time.

The One Ring

“One ring to rule them
all, One ring to find
them, One ring to bring
them all, And in the
darkness bind them.”

Frodo has taken the
dubious honour of
Ringbearer. It is he who
must carry the burden of
the One Ring all the way

from the Shire to Mordor.

s the Third Age drew to a close, a
small band of Hobbits accompanied

by an Elven prince, a lost king, a
steward’s heir, the son of Gléin and an
itinerant wizard journeyed across Middle-

earth in an attempt to destroy a powerful
magic ring and defeat a Dark Lord. So
> Lord of the Rings — an epic tale
nted the perilous quest of the
Fellowship of the Ring and the epoch-
shattering events of the War of the Ring.
ration to seek out the One
onquer the Free Peoples once

and for all, the Dark Lord, Sauron, sent

his forces-against the lands of Men, Elves
and Dwarves. Middle-earth was ravaged
by bloody war as nations rose in defence
of their homelands while O cs, Goblins,
Trolls and dar uler creatures emerged
from the fell places of the world. The War
of the Ring was no less than the battle for
Middle-earth, a cataclysmic event that
would define the end of one age and shape
the dawn of the next.

THE LORD QF THE RINGS

Gaming in Middle-earth
Many of you will afreadv he' hmll iar with

movie trllogy ar

the seminal novel — but if not, | heartily

mmend you take the time to read or
tch it, as it still has the power to enthral,

om its humble beginnings at Bilbo's

eleventy-first birthday party right throug
the legendary Battle of the Pelennor Fields.
There are battles involving earth-shattering

zavalry charges, enormous elephantine

5, due”mg wizards, vengeful spirits,

vosing war machines, righteous heroes
and iniquitous villains — the very stuff of
epic sagas!

e Lord of the Rings encompasses it
all, and for the last decade it has not only
been possible to read or watch the story
unfold, but to take part in it as well with
The Lord of the Rings Strategy Batt]c Game.

What if Aragorn had sta
Gandalf to fight the Balrog at Khazad-Dim?
What if Boromir had not died at Amon Hen




The Lord of the Rings Strategy Battle Game Rules Manual
is the ultimate guide to collecting, painting and gaming
in Middle-earth. This 240-page hardback book contains.
the complete rules of the game, profiles for many of the
models in The Lord of the Rings range, advice for writing
your own scenarios and for assembling and painting
your miniatures. With a copy of this book, a collection of
miniatures and a sourcebook, you'll have everything you
need to fight exciting battles. '

THE LOREY OF THE RINGS - £35
STRATEGY BATTLE GAME RULEBOOK.

FProduct code: 60041499012
€50, 3A50elkr; dd0ske ik, 530, 17520

- including the Fellowship themselves, a pocket-sized

Mines of Moria

The Mines of Moria box set is packed with Citadel
miniatures and scenery allowing you to refight the
Fellowship of the Ring’s journey through Moria. It is the
perfect introduction to The Lord of the Rings Strategy
Battle Game as it contains everything you need to play
right away! Inside you’ll find 34 plastic Citadel miniatures

rules manual and much more.

THE MINES OF MORIA. £51.25
Product code- 60017499004
€65, S00dks B30kl X50imb, 25024

www.games-workshop.com 3
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warrior and a noble
leader. His skills as a
ranger, prowess with
a sword and status

as a mighty hero are
all represented in his
characteristic profile,

Frodo

Frodo is in possession
of the most powerful
artefact in Middle-
earth — the One

Ring. However, the
Dark Lord’s influence
infuses the Ring so
wearing it is not
without risk, as it
corrupts all nearby.

Cave Troll
Ill-tempered and
brutally strong, a
Cave Troll is a tough
opponent, able to
fell opponents with a
single blow.

Moria Goblins

The Goblins of Moria
are a twisted and evil
race, They are a lesser
breed of Orc but what
they lack in sheer
brutality they make
up for in numbers and
low cunning.

1 and led the defence of Minas Tirith against simple to learn with a tactical depth that
¢ the Journey | the Witch-King's forces? What if the Nazgul has kept devoted gamers playing for years.
The Liord of the Rings . had managed to pluck Frodo from the top ~ Games of The 1ord of the Ri re
Journey Books take you of the Osgiliath ruins and spirited him away ~ fast and frenetic, the range o arios is
‘to Mordor? When you are a participant in vast and can be tailored to any scene from

on an epic quest all the —— i
way from the Shire to the story, instead of merely an obs all the film or chapter of the book. When you

Mount Deom. Each of these possibilities and many more can be chain the scenari ogvther you really

the Journey Books are ‘explored. Using your collection of Citadel feel like you're takmg part in the s

packed full of exciting miniatures you can‘enact all manner of an active pa ant in the Fellowship’s

scenarios, terrain projects | narrative scenarios, take part in the many journey across Middle-earth or a general on

a'_?d painting advice battles that were never shown or you and the battlefields of the War of the Rnw

he:rlgtg you to build your an opponent can simply re-pla f

bl the most exciting battles as told in The Lord  Retelling the Story
of the Rings to see if you can affect the Your path through The Lord of the Rings
outcome for good or ill. hobby can be many and varied — with

) nothing more than the Mines of Moria

Getting Started boxed game you have all you need to tell
Getting started in The Lord of the Rings the tales of the Fellowship’s fight in Balin’s
hobby is incredibly easy: all you need are Tomb. By adding more miniatures to the
some miniatures from The Lord of the Rings contents of the box, you and your friends
range, a playing surface with a few plecer. can continue to replay the journey of the
of terrain and a copy of the Fellowship and its heroes as they strive to
yet, get someone who already know«. the reach Mount Doom. The Journey Books are
rules to show you how to play! A hero or your companions here, each telling part of
two and a handful models will provide a the tale of The Lord of the Rings a[ong with
suitable warband to play your first game scenarios, rules for models and invaluable
with, and you'll find the rules deceptively hobby advice.

4 'WHITE DWARF THE LORD OF THE RINGS



With The Fellowship of the Ring Journey
Book, the first in the series, you can follow
the scenarios set in Moria all the way to
Amon Hen, or even go back to the start
and refight the events that led to the Ring-
bearer’s party taking the path to Moria — the
flight to Buckleberry Ferry, the desperate
encounter at Weathertop and the race to
the Ford of Bruinen.

The second Journey Book, The Two
Towers, is even grander in scope, including
the siege of Helm's Deep and the Last

€€ There are older and fouler things | i o
than Orcs in the deep places of reedlpgl il

the world.))

March of the Ents. Finally, there’s The
Return of the King, which covers events as
diverse as Shelob’s Lair to the opening of
the Black Gate. The Journey Books cover
all aspects of the hobby, so you don't need
to start a campaign with lots of models and
scenery. As vou play through each boak,
painting guides and terrain workshops help
you build up your collection organically

in preparation for the next scenario. By the

Lurtz

A brutal Uruk-Hai,
whose only care is to
destroy the enemies of
his master, Saruman.
However, Lurtz is
more than just blind
rage, for he is armed
with a bow and knows
how to use it.

Legolas

An archer without
peer and an extremely
agile warrior, Legolas
can fire his:bow three
times faster than any
other model.

Gimli

Gimli is a grim and
doughty warrior
capable of bringing
down Troll or Orc
alike with his mighty
axe, thus giving him
a bonus to wound
enemy creatures.

Uruk-hai

Heavily armed and
stronger than their
smaller Orc cousins,
the Uruk-hai are not
to be underestimated.

end you'll have a multitude of warbands
and armies that can take part in any clash The Forces of
across Middle-earth and a scenery set to Middle-earth
it!
help you stage it Sourcebooks are your |
s 2 guides to collecting [
Battles for Mlddlg earth ‘ armies:and felding (s
As The Lord of the Rings heads to its in games of The Lord
epic conclusion the canvas expands to of the Rings Strategy
encompass the whole continent. More Battle Game. There are

heroes — both good and fell - join the five sourcebooks — the
cast, the battles grow in scale to involve Free Peoples, the Fallen

vast armies, and the actions of all — from Realms, the Kingdoms of
i Men, Moria & Angmar

‘ and Mordor — each of

background that you

Gandalf the Grey

Hobbits to kings — become ever more
desperate as the fate of Middle-earth hangs
in the balance. The Strategy Battle Game
allows you to play any and all of these
exciting battles or dramatic scenes.

And this is the start of another path that
you might take through The Lord of the
Rings Strategy Battle Game; to fight such
exciting battles against your friends, pitting
two evenly matched armies against one

www.games-workshop.com 5




Massive Games

War of the Ring is a
hardback rulebook

that allows you to fight
mass battles with your
collection. In a War of
the Ring game hundreds
of models take part, from
massed infantry blocks,
to earth-pounding cavalry
charges to entire cohorts
of gigantic monsters.

L

another on the battlefields of Middle-earth.
To fight such battles all you need is a copy
of the game rules — either the hardback
Rules Manual or the pocket-sized rulebook
from the Mines of Moria boxed game — and
whichever sourcebook includes the army
that you wish to field.

The new sourcebooks have been
designed with balanced yet exciting gaming
in mind. As well as a detailed history of
the armies and a selection of flavourful and
challenging scenarios, the sourcebooks
provide army list entries, profiles and rules
for your favourite faction. This way you

Heroes and Villains

The rale of heroes is central to the story
told within The Lord of the Rings, and this
is reflected in the Strategy Battle Game.
Perhaps more so than any other game, a
Hero — especially a named character such
as Aragorn, Eomer, Samwise, the Witch-
king or Saruman the White — can have a
powerful influence over the game. And this
is as it should be, for the heroic actions of
a few can affect the fates of all. One such
act can shape the outcome of a battle, can
change the tide of a desperate fight and
even alter the course of a war.

€€ Give me a row of Orc-necks and
room to swing and all weariness

will fall from me!Jd

can easily organise Points Match battles
between friends, or even pick-up-and-play
games with new opponents when meeting
at tournaments or in your local Hobby
Centre for the first time.

Gimli, son of Gléin

These heroic actions are represented
in the game, allowing Heroes — and the
loyal warriors nearby — to engage in feats
of valour that they might otherwise not be

‘capable of,

Eomer leads the Rohirrim |
“charge to vanguish the
Uruk-hai at Helm’s Deep. [

WHITE DWARF

THE LORD OF THE RINGS




Faramir feads the Knights.
of Minas Tirith across the |1
Pelennor to retake Osgifiath. |

A

In smaller games one side may only
need a few Hero models to combat
hordes of many weaker foes, such as the
Fellowship fighting the Goblins in Moria.
In larger games, the Heroes are no less
effective, for they will be found where
the fighting is thickest with sword in hand
or devastating their enemies with Sorcerous
Blasts from their staves.

Warriors Great and Small
In The Lord of the Rings Strategy Battle
Game, every warrior can make a difference
to the outcome of a battle — no matter how
small. Models all move independently of
one another, allowing you to bolster your
defences one moment or join your Heroes
in a valiant charge against the enemy the
very next.

In fact, the skirmish nature of the
game allows your warriors to engage
in real feats of derring-do, leaping
from rooftop to rooftop, clambering up
ladders or defending colonnades against
an encroaching foe. But despite acting

independently, your warriors can still
lend support to one another, with archers
unleashing volleys of arrows, spearmen
forming a defensive battleline or your
soldiers ganging up to trap an enemy Hero.
Not all warriors are mere Men, for
striding Ents, mighty Trolls and stampeding
Mimakil all take to the battlefield,
ploughing through the enemy lines.

Now it’s Your Time

With the sourcebooks, the Rules Manual,
the Journey Books, the Mines of Moria
boxed game, and a comprehensive range
of The Lord of the Rings miniatures that has
been over a decade in the making, there is.
now no place in Middle-earth that cannot
be explored. Tolkien’s imaginative world is
open for all to enjoy. Take the Fellowship
on their quest from start to finish or play
epic battles with a cast of hundreds — the
choice is yours. Middle-earth is ready for
war as the Third Age draws to an end -
prepare to take part in the greatest battle of
our time...

————

Where to Next?

This issue of White Dwarf
is packed with The Lord
of the Rings articles:

Turn to page 24 to see
the new Watcher in the
Water model fight against
the Fellowship.

On page 34 Simon Grant
takes an in-depth look

at the new series of
sourcebooks. [

Our second battle report
sees Aragorn lead the
men of Gondor into
battle on page 46.

New Easterling models
are about to be unleashed
on the Free Peoples.
Learn how to paint an
army of these Evil men

in this month’s Army
Workshop from page 76.

m—

www.games-workshop.com
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NEW RELEASES

o)

L] STRATEGY BATTLE G

AME

THE WATCHER IN THE WATER

An ancient evil from another age, the Watcher in
the Water is a large, tentacled monstrosity that
waits in the depths until it senses nearby prey.

The Watcher in the Water is a

large Citadel Finecast model of the
amphibious creature that haunts the
dark waters around the Westgate

of Moria. The monster towers over
surrounding models as it stands 4"
high and 7" in length. Nine prehensile
tentacles sprout from the creature’s
gaping maw, grasping towards an
unseen prey. The scenic base that is
-also included with the Watcher hints at
past victims, as it is aderned with four
Dwarven corpses and their equipment
strewn across the rocky shore.,

At the rear, large and spindly crab-
like legs drag it from the water, whilst
its thick armoured shell is covered
with barnacles.

You can advance order any new
releases seven days before launch.

If you place an order on our website
by the Sunday before launch, we will
guarantee that it will be delivered to
your local Hobby Centre for collection

‘on the release date.

Advance order by Sunday

29th January to guarantee
our new release orders
eing available to collect on

Saturday 4th February.

| THE WATCHER INTHE WATER | £44
| Product code: 99811499005
Sculpted by Alan Perry.

€56, 4300k 150skrinkr 650, 27550

ON'SALE FEBRUARY ATH

FPictures for lustrative purposes cnly, Pioduct contents may vary. Products sold unpainted and unassembled, Cortain Citadel products may be dangerous if used }'ncomacn'y. Prices correct ar time of going 1o press, please
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GREAT BEAST OF GORGOROTH

Great Beasts of Gorgoroth are massive monsters of
burden used by the armies of Mordor to crash into
the enemy lines.

Made from Citadel Finecast, the Great Beast of Gorgoroth lend themselves to being placed on the beast’s back, whilst

is a brand new monster available for the armies of Mordor.
The beast bears a howdah of 10 Orcs on its back. Except

for the Orc controlling the beast, the crew can be placed in
a variety of positions. Three of the Orcs are crouching and a mobile battle platform.

the remaining six can be placed anywhere in the howdah.
One of the Orc crew is hefting a large stone at an unseen
target below, while the others carry bows, making the beast

GREAT BEAST £44.
OF GORGOROTE
il
Y
skrdohn-6300mby 23528

ON SRIE FERRUARY 4TH

reect at time of going to.press, please
s

Pictures for illustrative purpnses only. Praduct contents may vary. Frodiucts sold unpainted and unassembled: Cortain Citadel products may be dangerous If used incorrectly. Prices co
catalogy ehsite, i ! e for ing their own prices,

contact us for current availabiity and prices. Prices quated are for products sold by Games Workshop thraugh s own stores, catalogue or website,

retailery are

www.games-workshop.com 9
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NEW RELEASES
EASTERLING KATAPHRAKTS

The golden-armoured Kataphrakts are the heavy horse of
Easterling armies, able to sweep enemy cavalrymen aside
and ride down foes unlucky enough to be on foot.

Easterling Captain Easterling Kataphrakt Easterling Kataphrakt
with war drum

This plastic kit allows you to make six complete Easterling
Kataphrakts. The box set consists of two frames and each
gives you the option of making three Easterling Kataphrakts or
upgrading one model to an Easterling Captain on warhorse, a
Kataphrakt with a war drum and a Kataphrakt with a banner.
There are plenty of other optional parts, including 18
variant weapon arm poses, four sheathed swords and two dead
Easterlings to use on your bases or as objectives.

271skrioks, 320mb, 107 5020

ONSALE FEBRUARY ATH

with banner

Also included are two dead Fasterlings.

Pictures for ilustrative purposes anly. Produict contents may vary. Products seld unpainted and unassembled, Certain Citaglel prodiets may be dangerous if used incorreetly Prices cormect at time of poing to press, please

contact us for current dvaitability and prices. Prices quoted are for products sold by Games Werkshop through its own stores, catalogue or websile. Independent retailers are res; for

WHITE DWARF© NEW RELEASES

ining theit awn prices.




NEW RELEASES

The Easterling army is further bolstered by new mounted Hero models this month to
lead your Kataphrakts onto the field of battle — an Easterling Dragon Knight,
War Priest and Amdiir, Lord of Blades, all available in Citadel Finecast.

EASTERLING DRAGON KNIGHT EASTERLING WAR PRIEST

1? ByAlan Perry,
1525

Platnbe, 256mb. T2l
ON SALE FEBRUARY 4TH

DN SALE FEBRUBRY 4TH

Dragon Knights are a mysterious order of warrior adepts The Easterling War Priest allows your force to take a

who are masterfully skilled with twin blades. The new mounted spellcaster on the tabletop. The rearing pose of the
mounted Dragon Knight miniature allows you to field this: horse combined with the ornate staff he is gesturing with
Hero on a barded war horse to accompany your Easterling gives the model an air of authority. The War Priest on foot is
Kataphrakts to war. also released in Citadel Finecast this month too.

AMDUR, LORD OF BLADES

A potent warrior and fearsome Hero, Amdiir, Lord of Blades
is the leader of the Easterling Dragon Knights. The clampack
includes a mounted and a foot version of Amddr, both of
which are clad in heavy armour and wielding his deadly
Easterling falchion.

~ TURN TO PAGE 76 FOR A GUIDE TO PAINTING YOUR EASTERLINGS.

Fictures for ilustrative purpases anly, Product contents may vary: Praducts sald unpainted and unassembled. Certain Citadel products may be dangerous if used incareectly, Prices correct a2 time of going to press, please.
eontact us far current availability and prices. Frives qinted are for progducts sold by Cames Workshap through its own stgres, catal ar website, ndependent retailers are res bie for o ining their own prices.

www.games-workshop.com
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NEW RELEASES

The drums echo in the deep as the Goblins of Moria are roused to war. As well as
the Watcher in the Water and the Dweller in the Dark, three new Citadel Finecast

miniatures are released for the army of Moria.

GROBLOG, KING OF THE DEEPS ASHRAK, THE SPIDERKIN

i Alan Perry.

ON SALE FEBRUARY 4TH ON'SALE JANUARY 14TH

Bedecked in his glittering Mithril Crown, Gréblog seeks to The second of this month’s new Goblin Heroes is Ashrik,
claim the throne of Moria for himself. This miniature depicts ~ who, since being bitten by a venom-back spider, has a
the Goblin in a startling pose, deftly poised to leap from paralysing touch and an affinity with monstrous arachnids.
atop the fallen pillar — such a distinctive madel makes him To reflect this, the miniature is covered in scuttling spiders
an ideal leader for your Moria warbands. creeping up his back and on top of his staff.

WARG MARAUDER

The Warg Marauder is a particularly large Warg with
three Goblin riders mounted upon its back. While the
foremost Goblin is bedecked in armour and swinging
with his sword, the other two Goblins are armed with
Orc bows. The Warg has been sculpted in the midst
of leaping over a fallen pillar, its maw gaping wide as
it bounds towards its victim.

WARG M "RAUDER £15. SD
Product 980145308
Seulpted by Mi ichaal Ferry.
€155, {50k T30skninke 230 szi

ON SALE FEBRURRY 3TH

WARG MARAUDERS ATTACK THE FELLOWSHIP ON PAGE 24.

Fictures far ltustrative purposes anly. Product contents may vary. Products sold unpalnted and unassembled, Certain Citadel products may be dangerous if used incorractly. Frices correct at time of giing o press, please
contact us for current avaitability and prives. Prices quoted are for products sold by Games Warkshop through its own stores, cat tafogue or website. fent retailers are responsibile for ing their own prices,
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NEW RELEASES

As well as a plethora of new miniatures, this month also sees the release of eight
specially designed casualty figures in resin. These miniatures make for great
decorations for the bases of larger miniatures, or can be used as objective markers.

THE LORD OF THE RINGS CASUALTIES

This set contains eight resin casualty models, THELORD OFTHERINGS &35,
representing dead or wounded soldiers from : o el

five different factions: two dead Easterlings; two
slain Warriors of Minas Tirirth, one covered by
his cloak; a fallen Uruk-hai Warrior; a lifeless
Mordor Orc; and two Dwarfs — one dead, the
other badly wounded.

ke, 180mb, 90z

ON SALE FEBRUARY 4TH

Pn_um.s Jfor dlustrative purpases only, Product contents may vary. Products sald unpainted and unassembled. Certain Citade! products may be dangerous it used incorrectly. Prices carrer_t at time of gv:m:g to press, please
contact.us for cirrent availability and prices. Prices quoted are for products sold by Games Wo.r*shop n‘ymugh 1ts owi stores; or website. indk ient retailers are e le for g their own prices.
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NEW RELEASES

These new Citadel Finecast Commanders box sets are an ideal way of adding Heroes
to your burgeoning warband or to bolster your force with extra banners, captains,
wizards and horn blowers.

ROHAN COMMANDERS

This box set contains four Rohan models including a Captain of
Rohan, a Warrior with war horn, a Warrior with banner and a brand-
new Hero option — the King’s Huntsman.

King’s Huntsman Captain of Rohan Warrior with war harn Warrior with banner

DWARF COMMANDERS

The Dwarf Commanders box set includes four Dwarf miniatures
comprising a Shieldbearer, a new Dwarf Warrior with war horn, a
‘a Dwarf Captain and a Dwarf Warrior with banner.

Shieldbearer Dwarf Warrior with Dwarf Captain Dwarf Warrior with ON SALE FEBRUARY 4TH

war horn ) banner

GALADHRIM ELF COMMANDERS

The Galadhrim Elf Commanders box set includes an Elf
Captain, a Stormcaller, a Galadhrim Warrior with war horn
and a Galadhrim Warrior with banner.

Galadhrim Captain ‘Galadhrim Warrior Galadhrim Stormealler Galadhtim Warrior
with war horn with banner

ON SALE FEBRUARY 4TH

Fictures for r'.l’.'p:r.rar'a'.vp purposas oniy Product cantents may vary. Products sold unpainted and unassembled. Certaln Cltade! products may be dangerous if used incorrectly. Prices corect at tme of golng to press, please
contact us for cufrent availability and prices. Prices quated are for produces sold by Cames Warkshop through its own stores, catalogue or website. independant retafiors are responsible for determining their own prices.
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NEW RELEASES

GONDOR COMMANDERS

The Gondor Commanders box set includes the new Knight of the White
Tower, a Captain of Minas Tirith, a Warrior of Minas Tirith with war horn
and a Warrior of Minas Tirith with banner.

Knight of the Captain of Minas Tirith Warrior of Minas Tirith Warrior of Minas Tirith I8 ST SENCORRR K

White Tower with war horn with banner

DWELLER IN THE DARK

The Dwellers in the Dark are creatures of incredible evil and murderous instinct.
Dwellers lurk in the darkness but are drawn to battle where they seek out mortal
champions to slay, in the hope of sating their rage and so growing in power.

Standing as tall as a Cave Troll, the Dweller in
the Dark model is a new monster for the army
of Moria. The model is released in Citadel
Finecast and leans forwards towards its foe,
clawed arm pulled back ready to strike. The
model comes with a choice of two heads — one
with four horns and a tongue that leers cruelly
out of its mouth, the other head with two horns
and its jaw clamped tightly shut, as it stares
menacingly ahead of it. The Dweller in the Dark
also comes with a scenic base, decorated with a
flight of ruined steps and the skeletal remains of
its last victim, '

- FOR MORE ON THE MURDEROUS DWELLER SEE PAGE 36.

Pictures for ilustrative purpeses only, Product contents may vary. Froducts sold unpainted and unassembled. Certain Citadel praducts may be dangerous if used incomrectly, Prices comect at time of going Io press, please
contact us far current availability and prices. Prices quoted are for. praducts sald by Cames Warkshop through its own stores, catafogue or website. Indspendent retailers ace responsible for o ining their own prices:
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NEW RELEASES

War rages across Middle-earth, but whether you fight for the Dark Lord or have
sworn to defend the Free Peoples, the new The Lord of the Rings sourcebooks enable

you to ready your warbands for exciting battles!

THE FREE PEOPLES

All you need to collect armies and fight battles in
Middle-earth is a copy of The Lord of the Rings Strategy
Battie Game Rulesboak, a collection of miniatures and
one of the five new sourcebooks that are released this
month. Together these two books will allow you to play
Points Match battles and exciting narrative scenarios set
in Middle-earth.

Inside each full-colour sourcebook you will find rules
for fighting pick-and-play Points Match games using
your collection of Citadel miniatures. These rules are
accompanied by a complete bestiary for all the Warriors
and Heroes within its force, including entries for brand
new models such as the Dweller in the Dark and the
Creat Beast of Gorgoroth. As well as six Points
Match battles, every sourcebook has a selection of
narrative scenarios, allowing you to fight out the most
exciting scenes from The Lord of the Rings movies.

THE FALLEN REALMS

In this 48-page
. sourcebook you'll find

RDERINGS - s ot
e Realms and those who
FALLEN REALMS

have given themselves
willingly to Sauron: the
savage Uruk-hai, the cruel
Haradrim, Easterlings and
the Variags of Khand.

THE FALLEN REALMS £12
| Prioduet code: 6004149903 1
I ST 1 20k TROskrnke, 180, Btal

ON SALE FEBRUARY 4TH

Within the 48-page
Mordor sourcebook you'll
find all the information
you need on the Dark
Lord’s most vile and
numerous of servants,
including Orcs, Morgul
Knights and the dreaded
Nazgil themselves.

..... e

ET530, 7 S0 TR0k ke, S0 RO

ON'SALE FEBRUARY 4TH

NGS

MORIA & ANGMA
S

'MORIA « ANGMAR

ot ]

KINGDOMS OF MEN

This 64-page sourcebook
covers the brave forces
of the Free Peoples:

the Silvan Elves, the
intractable Dwarves, the
Hobbits and Ents, as well
as the mighty Heroes of
the Fellowship and the
White Council.

ON SALE FEBRUARY 4TH

It is the swords of Men
that have protected
Middle-earth and this
48-page sourcebook
covers their realms — the
defenders of Minas Tirith,
the Horse Lords of Rohan,
the Fiefdoms, Arnor and
lost NGmenor.

KINGDOWS OF MEN £12
Product code: 60041499030
CETES, TR0 Ttk i, 0, bt

ON SALE FEBRUARY 4TH

R

The Misty Mountains have
ever been home to evil
things and this 48-page
sourcebook covers these
warbands including:
vicious Goblins, hulking
Trolls, colossal Dragons,
the chill Undead and the
mighty Balrog.

15,500 120l TRl nk, 1800 6t

DN 'SALE FEBRUARY 4TH

Pictures fot Mustrative purpases anly. Product contents may vary. Peoducts sold unpainted znd unassembled. Cenlaln Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, pleage

contact us for curent availability and prices, Prices quoted are for products sold by Games Workshap thraugh its awn stores, catalogue or website. Indep
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lent retailers are

esponsibie for ining their own prices.



Deathknell Watch is the latest
Warhammer plastic scenery kit to be
released. It is a three-storey tower that
stands 11" high, topped with a distinctive
bronze skeleton signalling contraption at
the top. The tower can be removed from
the base to reveal a swirling magical well
within the cellar of the tower - if you
don't glue the tower in place, you have
the option to use the base as a scenery
piece on its own if you prefer.

You can find the full rules for it later
in the issue as well as a new scenario
written by Jervis Johnson.

RULES FOR USING

DEATHKNELL WATCH CAN

BE FOUND ON PAGE 62.

Fictures for lastrative purposes only. Product contents may vary. Products seld unpainted and unassembled, Certain Gitadel products may be n‘angemus if usedincorectly. Frices cnnfel:t at nme ov’gumg to press, please
fio

cantact us far current availability and prices. Prices quoted are for products sald by Games Warkshop through its own stores, catalogie or website. ir

DEATHKNELL WATCH

ON SALE FEBRUARY 18TH

Empire Engineer nol included.

retadlers are

0 their own pricas,

www.games-workshop.com
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VAMPIRE COUNTS BATTALION

In the forsaken lands of Sylvania, ancient evils stir and armies long dead stand ready
for battle. As a Vampire Count you can summon ranks of Skeleton Warriors and call
Crypt Ghouls from their tombs with the promise of fresh, living meat.

The Vampire Counts Battalion is a
great way to start a new army, or to
bolster an existing force. The Battalion
comprises 20 Skeleton Warriors, 20
Crypt Ghouls, 10 Dire Wolves and
a Corpse Cart that can be ridden by
a Necromancer. As the necromantic
spells of the Vampire Counts can
summon entire units to battle, this
is a great way of adding magical
reinforcements to your collection.

- VAMPIRE COUNTS BATTALION £70
_ Product cade: 99120207020
€110, 6900k, atske/nkr. F000mnb, sz

ON SALE FEBRUARY 18TH

SEE A SHOWCASE OF VAMPIRE COUNTS ARMIES FROM PAGE 70.

Pictures for fiustrative purposes only. Product contents may vary. Prodfucts seld unpainted and unassembled. Certaid Citade! prodicts may be s’angvera..as .rru:ea‘mrorreﬂhf Prices oor.rec! al fime of going to press, pledse
contact us for current availability and prices. Prices guoted are for products sold by Cames Workshop through its own stoees, ¢ gue or website. Independent retailers are res; for o ining their owr prices,
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740,000,

NECRON BATTLEFORCE

Awoken from an epoch-long hibernation, and driven by a command they cannot
deny, the metallic Necrons march forth to reconquer the galaxy, their intractable
warriors armed with technologically advanced weaponry.

The Necron Battleforce contains the core of

an army of alien androids — great for starting a

new army, or adding to an existing collection.

You get 20 Necron Warriors, 5 N ' ”&i*.?::;“:”i. ‘m.';:::m
Immortals that can instead be assembled e L
as 5 Deathmarks, as well as a Ghost Ark to AR R
transport one of your units into battle. You may

wish to forgo transport capacity in favour of

assembling the Ghost Ark as a Doomsday Ar

instead — a potent Heavy Support choice. You

also get 5 bases of Canoptek Scarabs.

Necron Immortal with gauss

www.games-workshop.com
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As well as all the great new releases out this
month, the Games Workshop website boasts a
huge range of existing miniatures for The Lord
of the Rings — many now available in Citadel
Finecast. The Lord of the Rings range has been
steadily expanding for more than a decade,
from famous heroes to collector’s pieces, large
monsters and fantastic vignettes that each
display a memorable scene from the movies.

King of the Dead

This Hero is a terrifying foe,
especially when leading
the Warriors of the Dead.

3 ' 60
Zﬁculpred By Michael Perry.
€1 150, 85dks 100k ok 1100wy, 37 }t'.lza‘

fRAfEQ"( SATI”LE CJAME = |

Durbiirz, Goblin King of Moria
The Goblin King makes

for a great leader for your
Moria army.

; Pmduct ma’e 9067462009
Sculpted by Dave Thomas, I
C€T150-B5dkr 100skeinks, 170mmb, 37 502 11

! = Wherever you see this
| £255 ) symbol, that product
\j can only be ordered
‘ : from the Games
Workshop website.

Indeed, it would be impossible to show them
all here, so check out the website or the order
point in your local Hobby Centre for the full
range of miniatures that are available to buy.
Whilst placing an advance order, why not add
some of these great miniatures to your order?

games-workshop.com

The Dark Lord Sauron
Sauron is undoubtedly
the most powerful
Hero in The Lord of
the Rings, able to lay
entire armies to ruin
single-handed.

£7.70

)
3250, F5adky 4 Usir nkr ?SD.rmb I?sz

The Fellowship of the Ring

Comprising some of the wisest and mightiest Heroes of the Third
Age, the Fellowship of the Ring can be selected as a single warband
in your Good army, and can overcome all but the deadliest of foes.

THE I‘ELI.OWSHIP OF E3F
THE RING

- Preduct code 998?1499005

S u!pfed by Brian Nefson,
Afan Perry and Michael Perry.
€50, 35000k 420skrink, BO0mN, 1752

Fictures far i Husn’am@purpusﬂ anfy. Product contents may vary: Productssold unpainted and unassembled. Certain Citade! praducts may be dangerous

ALSO AVAILABLE

GCames Waorkshap through its awn stores, catalogue or website indep

it ased incarmectly. Prices correct al time'of going to press, please confact s for Current dval.’abr.l’r!y and pm:e: Frices qm!ﬂ:fam Jar products sald by
. for i

ratailers are

g thedr v prices,



ALSO AVAILABLE

Driizirag, the Beastcaller
A powerful Goblin
Shaman, Driizhag can
summon beasts to aid you.

- T = Final Fate of the Witch-king
DRUZHAG, THE BEASTCALLER £7.70 .  TINALTAIL UE =4
Bl e e Sl Unable to save King TheEoden from the jaws of the
Seulpted by Michael Perry. ?aﬁu; c:dexesg 1499072 Witch-king's Fell Beast, Eowyn avenges her uncle
ETT.50, 85k DUkak.rIIOr b, 27, 50k feddifalt Alan Perr
17,50, 85dkt. 100skeinks, 190rmb, 37,502 s e o DY taking its head. In this vignette, she now bravely.

fights the Witch-king himself, aided by Pippin.

Balreg
The mightiest creature that
dwells within Middle-earth,
perhaps save Sauron himself,
the Balrog is an ancient demon
of terrible power. Hailing from
the darkest deeps of Khazad-
dim, the Balrog is an excellent
addition to a Moria army.

£36

A5 Jﬁﬂdkr( Jtﬂ}s‘kr-"r’}:rf 30l TE5

Pictures far Mlustrative purposes only. Product contents may vary. Products sald unpainted and unasssmided. Certain Citadel produces may be dangeraus -
i wsed incorrectly. Frices carrect at time of going to press, please contact us for corrent @vailability and Prrces quated ate for praducis sold by

Giames Warkshop :hmugh fts awn stares, catalggue or website. Ind retailers are Tor ining their own prices. W\m.games-workshnp.com 21




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

Facebook is a great way to stay up to date with what’s happening at
Black Library.

Join 30,000 other Black Library fans on our page to see previews of

new books, find out about upcoming events, read reviews of the
latest novels and be the first to see brand new cover art.

Join us at:

hitp://www.iacebook.com/thebiacklibrary

Our Twitter page is the best place to chat about the latest Black
Library gossip. As well as thousands of Black Library fans, many of
our authors are avid tweeters. Follow us on Twitter and join the
Black Library online community today,

, = Add us at:
-

- 3,15_ twittercom/blacklibrary

The Raven Guard swoop into
action alongside their suspicious
allies, the Brazen Minataurs,

LABYRINTH OF SORROWS 210
ISBN: 978-1-84970.122-7
€15, TSk bgskenke. 15021

Claphas Cain ventures into the The Imperium’s least willing The Empira’s most pious
depths of a space hulk where a hero is thrown back into the champion must stand against
multitude of foes await. fight against another alien threat, the forces of Chaos.

€105, 85dlks, 1kt 39,9538 6 €25, 180cl, 2205keinks, 63 957 170nmb

-84970-124

S,

Pictures for ustralive purposes only. Product contents may vary. Products sold unpainted and unassembled. Serfain Citadsl products
may be dangerous if used incorrect. Prices correct af time of going to press, plaase contast s for current availability and prices, Prices
gquated are for produsts sold by Games Worksfhiop thraugh its ow siores, gl or wabsite, retallers as ihia for

datarmining their own prices,




AREYOU

A LEGEND IN THE MAKING?

TIIEIEIIIﬂHllm

The Jericho Reach provides in-depth information on
the numerous threats facing Kill-teams. Each chapter
delves into the personalities, planets, and themes of
a specific salient, while providing players and Game
Masters with resources for integrating the setting into
their campaigns.

The Jericho Reach also includes a full adventure.
When Watch Fortress Erioch receives a distress
signal from a Tyranid-infested planet, a Kill-team is
immediately dispatched. Now, they must fight their
way through monstrous adversaries while working to
uncover the source of the message.

www.fantasyflightgames.com

Are you a legend in the
making?

Games Workshop is always
Iookmg for great people to.
work in-our retail stores.

For more information and
to view our latest vacancies
visit us online.

www.games-workshop.com 23
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With the Mines of Moria boxed game in hand and a few menacing extras, including
the monstrous Watcher in the Water, Andy Hall and Andrew Kenrick visited Middle-

earth to fight an epic encounter.

24 WHITE DWARF

The Fellowship

We wanted to play a
Points Match battle using
the plastic Fellowship
models from the Mines
of Moria. Normally, you
can only have a single
Hero in a warband,

but the Free Peoples
sourcebook allows you to
field a special Fellowship
warband that includes
more than one character.
As the Fellowship
comprises some of the
most powerful Heroes in
the game, this makes for
an awesomely powerful
warband on the tabletop!

e

|

Andy: It's been a while since | last played
The Lord of the Rings Strategy Bat
but the release of the new sourc
put it firmly back on my gaming ta
thing I like about the new system is how
easy it is to pick up and play a battle with
relatively no preparation needed.

So it was | challenged Andrew Kenrick
‘to a game, using the Mines of Moria
miniatures as a bas;: for the battle. Andrew;,
being generally a good guy, immediately
claimed the Fellowship for his own. | didn’t
mind one bit as this meant | could put some
of the more gruesome denizens of Middle-
earth to use. Because we wanted to keep
the focus on the Fellowship, rather than
build a force with a predetermined points
limit, Andrew totalled up the Fellowship
and | then matched my Evil army to the
same points value. This meant | had 760

RACE TO THE RUINS

points to spend on everything evil. | kept
as close as possible to the excellent plastic
within the box game then added in some
of the new models. This meant | had
two warbands with 12 Maria Gablins in
each. One warband was led by a Goblin

in while nefarious Goblin King,

log, would lead the other. My thlrd
warband contains the Cave Troll, two Warg
Marauders and some extra Goblin support
with a Shaman and a Moria Goblin drum.
This left me 250 points spare — exactly the
amount | needed for the infamous Watcher
in the Water,

In a Points Match battle you roll a D6
to decide the scenario, and we got Hold
Ground, which is described overleaf in full.
The key would be to delay the Fellowship
from taklng the ruins, let’s hope Andrew
would be obliging, or else I'll be in trouble.




@ The Watcher in the Water (Kraken, Monster)

Deep within the murky waters outside Westgate lurks a
beast of unfathomable terror. How long it has lain in wait,
hungering for victims to feast upon, none know. Certainly,
Balin's expedition to Moria was hounded by its probing
tentacles years before the coming of the Fellowship. Even
Gandalf, confessed that he knew nothing of its origins.

The Watcher in the Water is a large, betentacled monster
with pallid, slimy flesh and a shocking, malign appearance. It
is likely that the Watcher is a great evil from another, older
age. All who are near it are filled with dread.

When it strikes, it does so with great fury and overwhelming
force, and only a full company of warriors, or a band of skilful
heroes can face its wrath and hope to survive.

Move F 5§ D A W CMW F
4"/10cm 63+6 6 6 6 2 1 5 1
Special Rules

Resistant to Magic; Terror. See main rules manual for details.

From the Deep. When you deploy your army, do not place the
Watcher in the Water on the board - instead keep it to one
side ready for use later in the game. At the start of each turn,
before rolling for priority, announce if you would like the
Watcher to arrive, and then roll a D6. On the score of a 3+ it
is ready to enter play. Once you have declared that you would
like the Watcher to arrive, you must roll at the start of each
turn thereafter until it is available.

Points value: 250
When the Watcher is ready to enter play, immediately place

it anywhere on the battlefield - it can displace models. Move
any displaced miniatures by the shortest possible distance

so that they are 1"/2cm away from the Watcher (or as close

as space will allow). In this situation, players take it in turns

to reposition his own displaced models, with the player that
controls the Watcher in the Water going first. This may create
some strange situations, but represents the Watcher bursting
up from below the ground and scattering warriors (friend and
foe alike) with its shocking arrival and incredible buik.

The Watcher cannot charge in the turn that it arrives.

Tentacles. In the Shoot phase, the Watcher can make D6
shooting attacks. These have a range of 6"/14cm, a Strength
of 3 and never require ‘in the way’ rolls. Any model hit by a
tentacle, but not slain, is dragged into base contact with the
Watcher by the shortest route, even over the heads of other
models. Models moved in this way do not count as having
charged. If there is no space for the model to fit into combat
with the Watcher, it is not moved at all. The Watcher can
make these special attacks even if it is in base contact with
an enemy.

Many Tentacles. As the Watcher in the Water is wounded, it
becomes less menacing. Each time the Watcher loses a Wound
it also loses an Attack.

Harbinger of Evil. All Good models within 12"/28cm of the
Watcher in the Water suffer a -1 penalty to their Courage
value until they move out of range (note that this is not
cumulative with other rules that confer similar penalties, such
as the Moria Goblin Drum).

Water Dweller. The Watcher in the Water is not
slowed when entering a water feature and always
counts as having rolled a 6 on the Swimming chart.
Additionally, it doubles its movement while it is
wholly within a water feature.




At the height of battle, a strange opportunity presents itself -
‘important to the cause of war. As the battle rages all around,

THE ARMIES

‘Each player chooses his force, as described on pages 4-9, to an
equal points value agreed before the game.

LAYOUT

‘Set up terrain as described on page 9. Once the battlefield
has been set up, an objective marker is placed in the centre
‘of the battlefield. Players must also agree which direction is
north — this is important for determining where and when
‘reinforcements arrive.

STARTING POSITIONS

At the battle’s start, the forces have yet to arrive — models are
‘not deployed at the start of the game.

INITIAL PRIORITY

‘Both players roll a D6. The player with the highest result has
priority in the first turn.

OBJECTIVES

‘Once one force has been broken, the game might suddenly
end. At the end of each turn after this condition has been
‘met, roll a D6. On a result of 1-2, the game ends - otherwise,
‘the battle continues for another turn!

‘At the end of the game, the force that has scored the most
Victory Points wins the game. If both players have the same
number of Victory Points, the game is a draw. Victory Points
‘are scored for the following:

‘e You score 1 Victory Point for each of your models within
6"/14cm of the objective

'HOLD GROUND!

suddenly, an otherwise unremarkable area becomes vitally
one force pounces on the objective and attempts to secure it.

SPECIAL RULES

Maelstrom of Battle: At the end of your Move phase, roll

a D6 for each of your warbands not on the battlefield and
consult the chart below (the warband's captain can use Might
to alter the roll). Models can’t charge in the turn they arrive,
but otherwise act normally. Roll for each warband separately,
deploy the models in the warband, then roll for the next.
Warbands yet to arrive count as being on the battlefield for
the purposes of determining if your force is broken.

D6 Result
1 The warband does not arrive yet.
2 Your opponent chooses a point on the north or south

board edges at least 6"/14cm from a corner - all models in
the warband move onto the battlefield from this point.

3  Your opponent chooses a point on the east or west board
edges at least 6"/1dcm from a corner — all models in the
warband move onto the battlefield from this point.

You choose a point on the north or south board edges at
least 6"/14cm from a corner - all models in the warband
move onto the battlefield from this point.

5 You choose a point on the east or west board edges at
least 6"/14cm from a corner — all models in the warband
move onto the battlefield from this point.

You choose a point on any board edge, at least 6"/14cm
from a corner - all models in the warband move onto the
battlefield from this point.

marker. o
= You score 1 Victory
Point for causing one
or more Wounds on the
‘enemy leader (Wounds i
_prevented by a successful
Fate roll do not count). '
If you kill the enemy
leader, you instead score
3 Victory Points.

RO PO ——)

s You score 1 Victory Point
‘if the enemy force is
broken at the end of the
game. If the enemy force
is broken and your force
is unbroken, you instead
~score 3 Victory Points.

Warband can
! enter from hare

- Objective Marker
&y ®
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o

&l
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The Fellowship

Warband I:
The Fellowship

Leader — Aragorn — Strider,
with bow,
180 points
Gandalf the Grey
170 points
Boromir of Gondor
105 points
Legolas
90 points
Frodo '
with Sting.
70 points
Gimli, Son of Gléin
90 points.
Samwise Gamgee
38 points
Meriadoc Brandybuck
10 points
Peregrin Took
10 points

760 points

King Gréblog’s
Moria Horde

Warband I: Moria
Leader — Gréblog
55 points
12 Goblin Warriors with
bows, 4 shields and

60 points
Warband 2: Moria
Moria Goblin Captain
35 points
12 Goblin Warriors with
¢ bows, 4 shields and
4 spears.
60 points.
Warband 3: Moria
Moria Goblin Shaman
45 points
Cave Troll with chain.
85 points
Moria Goblin Drum
100 points
2 Warg Marauders.
70 points
Warband 4: Morla
The Watcher in the Water
250 points

76l points
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T he game started with Groblog's
warband arriving from the east. With
no enemy to contend with, they made
straight for the objective in the centre of
the board. The Goblin Captain’s warband
also appeared, but Andy rolled a 2 for

their arrival and so Andrew decided where
they would enter the table. He sent them

to the north-west of the table, as far from
the Goblin King as possible, Andrew was
obviously going for a divide and conquer
strategy. The Shaman’s warband rolled a 1
and so did not turn up at all. In the Good
Move phase Andrew also rolled a 1 but
“used Aragorn’s free Might point to modify

it into a 2. This meant Andy got to choose
their deployment and placed them by some
ruins in the north-east. Not ideal but at least
he had got his models on the table!

‘Good had priority in the second turn
‘and Andrew used this to not only bring
the Fellowship further onto the table, but
‘have Gandalf cast Blinding Light, making it
-extremely difficult for the Goblin Archers
to pick off an enemy model as they would
‘need a 6 to hit, While talking of archery
Legolas proved to be on fine form and slew
three Goblins an sight. The Fellowship
was off the mark, only needing 14 more
casualties to cause Andy’s forces to break.

MARAUDER ATTACK

The Warg Marauders charged in. The Goblin riders fired
at Boromir and one hit its mark. In the following turn
Gandalf, Boromir and Gimli closed in on the lead Warg
and combat was truly joined. Andy was keen to get the
second Warg stuck into the Hobbits, but Aragorn and

FROM THE DEEP

The third turn saw the Evil player bring
on his remaining warband. Andy sent the
Goblin Shaman and the Drummers towards
the objective. The Warg Marauders and
Cave Troll split off northward, aiming for
the Fellowship. The Moria Goblins already
on the table continued to head for the
objective, they had a head start and Andy
was keen to take full advantage.

With Andrew momentarily distracted
by the approaching Wargs and Cave Troll,
Andy thought it time to unleash his nasty
‘surprise’. He rolled the 3+ required to
summon the Watcher in the Water and
placed it in the ruins close to the Hobbits.
With Warg Marauders bearing down on
his models from the south-east, Andrew
had moved his more powerful fighters up
to combat that threat, this left the Hobbits
exposed. However, Gandalf, despite not
being in the immediate area, was not about
to let his companions get eaten. He cast

‘Command to force the monster back 2",
Andrew was not out of trouble yet though,

as the Watcher's tentacles allowed Andy
to make a ranged attack. A successful hit
would drag Merry into combat with the
beast — luckily for the Hobbit Gandalf's
Blinding Light still shone strongly, so all
these attacks missed.

TURNS 1-4

Deadly Shot

As in the movies, Legolas
is an exceptionally skilled
archer, able to fire arrows
in quick succession with
deadly accuracy. To
reflect this, Legolas can
fire not once but thrice
in a single Shoot phase,
Alternatively, you can
elect to have him fire just
once but this arrow will
fly true and automatically
hit the target.

Legolas were in a shielding pattern to block any easy
kills. The Warg locked in a fight with Boromir lost the
combat, suffering 2 wounds. In the next turn, the second
Warg found Legolas, but rather than leaving the Elf to
deal with the monster alone, Aragorn joined the fray.

RACE TOTHE RUINS




Annotations

All too aware of the
Cave Troll on the flank,
Gandalf Immobilises
the monster twice

in succession, giving
the Good side some
breathing space. This
allowed the Fellowship
to deal with the Wargs
without the Cave Troll
wading in as well.

The Watcher in the
Water bursts from the
ruined building in the
north-east, taking the
Hobbits by surprise.

Grablog takes the
ruined statue first,
surrounding the.
objective with Moria
Goblins. He just has
to hold on to it in the:
face of the Fellowship.

IC

9

STRATEGY BATTLE (57

At the end of the fourth
turn the Fellowship had
yet to take a casualty

and so were still fighting

at full strength. But
they were strefched
with enemies attacking
on both sides, and the
objective was swarming
with Goblins.

www.games-workshop.com 29

PD{ :F\JJ_\.C

~

1

T




30 'WHITE DWARF

TAKE THE RUINS

TURNS 5412

Crgblog leaves the ruined statue
to slay Frodo. The Watcher has

the same goal in mind.

Flames of Fury

Having the Goblin
Shaman cast Fury early
was a wise move. In

a scenario that relies
on one force to be

casting Fury allowed
the cowardly Goblins
to pass Courage tests.

of the Shaman’s effect
and so tried to slay the
despicable creature at

with bow and sword.

broken to end the game,

Andrew was well aware

the earliest opportunity,

-

The Warg Marauders had put up a
good fight holding the Fellowship in
position for a few turns. Boromir was
even wounded by one; as he fought the

snarling creature, the Goblin on its back

fired an arrow point blank into the hero of
Gondor. Still, the creatures were eventually
overcome and just in time, as the Watcher
in the Water clambered over the ruins,
chasing the Hobbits. Gandalf, closely
followed by Boromir and Gimli, was forced
further eastwards to deal with the Cave
Troll. The monster had been transfixed for
two turns in a row, but while it remained
alive it was still very much a threat.

With Gandalf moving eastwards, the
Hobbits found themselves outside the range
of his Blinding Light spell. This meant the
Goblin Archers and the tentacles of the
Watcher could hit them far more easily.
The Watcher's tentacles reached out,
grabbing Merry and Legolas, dragging them
into combat. In the Fight phase Merry was
lifted into the creature’s maw and eaten!

With the Cave Troll despatched after
being surrounded by three of the hardest
characters in Middle-earth, attention turned
to the not-so-small matter of the Watcher

-and the Goblin hordes that occupied the
ruins in the middle of the table.

RACETO THE RUINS

Aragorn joined Legolas in combat with
the Watcher in the Water and together
immediately made their mark upon the
beast’s hide. Meanwhile, the rest of the
Fellowship advanced south-west, into the
middle of the battlefield.

Even as the Watcher was reduced to
a single Wound, the Fellowship was not
allowed a moment's reprieve as the
Goblins attacked but Andy was still careful
to keep at least six models close to the
objective. All of a sudden the Fellowship
was on the back foot, and Legolas was the
first to fall. The Watcher now only had a
single attack left but it was still a dangerous
foe, Sam found this out to his cost as he
was also attacked and eaten.

The Watcher continued to stalk around
the rear of the Fellowship as they fought
valiantly against the Moria Goblins. The
Fellowship's Might reserves were all but
extinguished and so weight of numbers
started to take their toll. Pippin was brought
down even as the Watcher encroached
upon Frodo. Gréblog was also keen to slay
the Ringbearer and so charged forward to
attack. Across the way, Gimli, Gandalf,
Boromir and Aragorn were surrounded by
Gaoblins, it didn't look good for the fate of
Middle-earth...
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LAMENT

AGORN'’S

AR

| A heroic move by the Goblin Captain, proved a
tactically adept manoeuvre as this allowed Andy to pile
three Goblins into Aragorn, freeing up the Watcher to
continue hunting down and consuming the Hobbits.
Normally Moria Goblins would prove no match for
Strider, but Andy had wisely forced Aragorn to deplete

his Might over the game until all he had was his free
point a turn, Against the swarming Goblins this wasn’t
enough. In the following turn the heir to the throne of
Gondor was surrounded, and Andrew rolled terribly,
allowing Andy to win the fight and slay Aragorn. The
King was dead, long live the (Goblin) king.

DARK DAYS AHEAD...

Andy: Who says that Good always wins?
On the face of it nine models versus over
thirty may not seem fair, that is until you
realise that those nine are the Fellowship
and constitute some of the most powerful
heraes in the game. There is no doubt
they are an army in their own right. It was
for this reason | didn’t go straight in with
the Moria Goblins. No matter whether
there are 12, 24 or 50 Goblins, a fully fit
Fellowship would have slaughtered my
warriors, leaving me with nothing to take

the objective with and an early retreat.

My plan was always to prise the Good
Heroes apart with the deadlier elements of
my force; and once their Might and Fate
had been depleted (as it was bound to be
fighting a creature like the Watcher) I could
then attack from all angles. The fact you
can deploy the Watcher anywhere you like
helped me fulfil this scheme to even greater
effect as | was able to pull the Fellowship
in different directions, keeping them away
from the objective and preventing them
from supporting each other.

Overall, then, a job well done. More
importantly, playing the battle itself has
reminded me what a great game The Lord
of the Rings is. The very fact that you can
have the heroic Fellowship take on all those
Moria Goblins and monsters and give such
a good account of themselves is testament
to how well the game evokes the epic story
it is portraying: ;

Victory or Defeat?

With Aragorn’s death, the
Fellowship was broken
and the game ended on
Turn 12. Andy’s Moria
Goblins were swarming
about the ruins and
statue objective, allowing
him to surge ahead in
victory points.

Gandalf, Frodo, Gimli
and Boromir were still
very much alive, but
whether the Ring would
ever be cast into Mount
Doom now was doubtful
to say the least.

Final scores:

Evil
12 victory points

Good
3 victory points
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SEND FORTH ALL LEGIONS!

IN-STORE THIS MONTH

With a host of brand new miniatures and Sourcebooks, this month all the realms
of Middle-earth receive reinforcements. These are exciting days indeed, so get
down to your local Hobby Centre and take your first steps into Middle-earth.

Build an Army Worthy of Mordor The Monsters of Middle-earth

With five brand new Sourcebooks and three existing This month also sees two enormous monsters step from
Journey Books, the whole of Middle-earth is page and the battlefields of Middle-earth. Get
conquer! Speak to the staff at your local Hobby Centre to store this month and find out how you
find out how you can begin a brand new army for e Great Beast of Gorgoroth and the
The Lord of the Rings Strategy Battle Game. the Water to your Evil armies.

New Citadel Finecast Miniatures Ride to Ruin and the World’s Endin[%-!
This month a huge selection of The of the Rings With such a vast backdrop to set games against, all this
miniatures are relea ade ast. These month y re will be running games
miniatures, already masterpieces in their own right, are from the:entire story of The Lord of the Rings for you to
now fully rendered in jaw-dropping detail. Ma e take part in; from the skirmish between the Hobhbits and
you pop into your local store and have a chat with the Ringwraiths at Weathertop, to the flight of the Fellowship
staff about adding these new Heroes and Warriors to your  through the Mountains of Moria and the climactic battle
armies of Middle-earth. at the Black Gate.

4| B | FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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Dwellers in the Dark |
Black-hearted and evil
creatures that exist only
in the deepest places of
the world, Dwellers in
the Dark can regaina
single Wound lost earlier
in the battle with their
Murderous Power special
rule each time they slay
an enemy model.

he realms of Moria and Angmar were
once great kingdoms of Dwarves

and Men beft truction at
the hands of Sauron’s mightiest servants.
Durin’s Bane, as the terrzw alrog
became known, killed the Dwarf K g and
drove his people from their hold of Khazad-
Dam. Many years later, the Witch-king,
greatest of the Nazg(l, overran the northern
kingdom of Arnor, a blow from which
the Lmd never recovered. These broken
realms are now places of evil, teeming with
-reatures and malevolent spirits.
army lists that rep
.t|0n~ form the basi

enemy with hordes of ¢ heap mfantw this
is the army for you. Their army list also
features the full rules and points values for
new units such-as the Warg Marauder, the
Dweller in the Dark and the poisonous

THE ARMIES OF MIDDLE EARTH

Goblin Shaman, Ashrik. Oh, and a little
thing called a Balroq If your The Lord of
the Rings collection incluc
Moria box set, this sourcebe
expanding your army of

The Angmar army represents t
Witch-king’s eclectic host of Or
spirits and monsters, the likes of which he
commanded during the ruination of Arnor.
Aside from Cave Trolls and hordes of Orcs,
this army list features a ghostly host of
Barrow \NIEhI Spectres and Shades.

The Mor Angmar sourcebook also
includes additional rules for fighting battles
beneath the earth. These rules encompass
underground terrain such as narrow bnrlﬁ
and secret entrances. There are even
more scenarios that have been spec.mcally
designed to reenact famous struggles and
battles set in Moria & Angmar, such as the

hip's flight from the Balrog across
lous Bridge of Khazad-Ddm and
their subsequent flight to Lothlérien.




Sample
Army List

The force displayed on this page is
an example of a larger army that can be
mustered using the force of Moria Goblins
included in the Mines of Moria box set as
a foundation. The first point to take into
account is that the Moria Goblins and Cave
Troll can only be selected as followers for
a Hero. The Moria Goblins Commanders
box includes two such Heroes — a Captain
and Shaman — as well as a Moria Goblin
Drum, making it the perfect addition to a
budding army. As each Hero can only have
a maximum of 12 Warriors as followers,
dropping two Goblins will make room for
the drum and result in two full warbands.

That's the bulk of the army sorted, but
the army is still lacking anything in the way
of monsters. With that in mind I've added
m a third warband under the command of

g, who will act as my leader, as well

as a Cave Troll (included in the Mines of
Moria box) and a Dweller in the Dark, who
can kill even the mightiest hero.

Warhost of Moria

Warband I: Moria
Leader — Gréblog

Dweller in the Dark

Warband 2: Moria

Moria Goblin Captain

Maoria Goblin Drum

Warband 3: Moria

Moria Goblin Shaman

12 Moria Goblin W
5, 4 shields

TOTAL: 500 points

THE BALROG

The most terrifying
monster in The Lord
of the Rings - so
powerful that even the
Fellowship could not
stand and face
it — the Balrog
is a mighty
addition to any
army. No Hero
can hope to take
on such an ancient
and evil monster, for
the Balrog has an
unrivalled Fight value,
and next to Sauron,
there is no tougher
opponent to be found
in Middle-earth.
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War Horn Blowers
When the fighting is at its thickest
and the courage of embattled
Warriors hangs by a thread, the
sonorous tones of an army's war horn
-can embolden and inspire those who
hear it to stand firm and fight on.
Certain Warriors have the option
to carry war horns, and whilst a
friendly model so armed is on the
battlefield, every model in your force
receive a +1 bonus to its Courage.

Banner Bearers

Many armies carry banners,
standards or pennants to battle that
depict the symbols of their people or
the heraldry of their commander.
Any model within 3" of a friendly
banner may re-roll one of the dice

rolled to determine
who wins a fight.

fi
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THE ARMIES OF MIDDLE EARTH

“THE FrRee PEOPLES

here are some that have stood
I firm against the evil of Sauron for
countless lives of Men — the firstborn
Elves and the Dwarves of Durin’s Folk - and
others who would fight without question for
what is good and right in the world, such
as the diminutive but valiant Hobbits from
the Shire. These races are often referred
to as the Free Peoples, a term used to
describe those that have yet to fall beneath
the shadow of Mordor. As the Kingdoms
of Men have their own sourcebook, every
other faction that opposes the Dark Lord
can be found in one of the seven army lists
within the Free Peoples sourcebook.

The first of these is that of Eregion and
Rivendell, representing the High EIf armies
of Gil-Galad’s royal host and Elrond’s
household. Featuring such luminaries as
Glorfindel, Elrond, his twin sons Elladan
and Elrohir, not to mention the High King
Gil-Galad himself, this army is unrivalled
in the skill-at-arms of its Warriors and the
calibre of its Heroes. If you want a small
but super-powerful army, then look no
further than the Eregion and Rivendell army.

Alternatively, the Lothlérien and
Mirkwood army list offers access to the
Galadhrim host of Celeborn and Galadriel,
or the Wood Elves of Thranduil and
Legolas. Though not as heavily armoured
as their High Elf cousins, they are more
than compensated by their lower points
cost, allowing you to field them in greater
numbers. The Wood Elves in particular
are also renowned as the finest archers
in Middle-earth — perfect if stealth and
firepower is your fighting method of choice.

The Dwarves of Durin’s Folk are quite
simply the most stoic and tenacious of all
the Good armies. Not only are Dwarves
highly skilled and courageous fighters, but
they combine some incredibly powerful
Heroes in Dain, Gimli and the King's
Champion, with an average Defence value
that will put even the hardest-hitting Evil
army to the test. Players that prefer solid,
reliable armies of stout warriors should
strongly consider-an army of Durin’s Folk.

The Heroes and Warriors of the Shire
and the Wanderers in the Wild are perhaps
unsuited to fighting as an army in their own
right, but are perfect for supplementing
other army lists. A fragile army of Wood
Elves, for example, will benefit enormously

from the resilience and hitting power of a

Hero such as Treebeard and a few Ents.
The Fellowship of the Ring and the
White Council are two unique army lists
that allow you to field a warband consisting
entirely of Heroes. If you place no trust in
Watriors, try one of these two lists instead!
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Sample Host of Lothlérien

Army List i Warband I:
- & : ® Lothlérien and Mirkwood

Leader — Rimil
70 points

2 Galadhrim Warriors wi
banner, war horn and
1 Elf Bow.

63 points
Warband 2: _
Lothlérien and Mirkwood
Galadhrim Captain with

70 poir

4 spears and 4 sh ;
116 points

Warband 3:
Lothlérien and Mirkwood
Galadhrim Stormcaller

60 points

12 Galadhrim Warriors with

116 points

495 pm'nts.‘

www.games-workshop.com 39



F;ghtmo Elite

Using warbands as a basis
for selecting an army
miakes it easy to bring
character to your force by
selecting warbands with a
specific theme. However,
by including certain
Heroes, you can also
purchase upgrades for
some of your Warriors.
By selecting Gil-Galad,
High King of the Elves,
for example, you may
upgrade your High EIf
Warriors to King’s Guard
(Fight 6/3+) at the cost of
1 point per model.

But there are a few
Warrior types that don’t
even need a Hero for
access to such upgrades.

40  WHITE DWARF
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here are some lands of Men to the
I east and south of Mordor that, far

from opposing Sauron, ac¢ n\aelv serve
or even worship The Lord of the Rlngs
Further to the west, the White Wizard
Saruman has also thrown in his lat with the
Dark Lord and now builds an army of Uruk-
hai with which to lay to ruin the lands of
Rohan. These corrupt and evil provinces are
collectively known as the Fallen Realms.

Saruman’s army, formed largely of the

fighting Uruk-hai and well equipped by the
relentless industry of Isengard, are amongst
the strongest of all the servants of Sauron.
Led by fearsome Uruk-hai Captains such as
Lurtz and Ugldk, or even the White Wizard
himself, an Isencard army offers a great
mix of powerful Heroes at a bargam price,
potent magic and solid Uruk-hai infantry.
However, the army list also includes a
strong supporting cast of heavily-armoured
Isengard Trolls, Dunlending Warriors, Warg
Rider cavalry and Isengard Orc Warriors.

THE ARMIES OF MIDDLE EARTH

The second army hailing the Fallen
Realms is that of Harad and Umbar. The
army primarily consists of cheap, lightly
armoured, but surprisingly hard-hitting
infantry and cav alry. They also have a
selection of quality Heroes that are great
value for points, such as the Fleetmaster of
Umbar, Dalamyr, and Suladin the Serpant
Lord. The army's Scorpion Sting special rule

s you to field even more bow-armed
soldiery by adhering to the appropriate
Wiarriors that utilise that style of warfare.

Armies from the Eastern Kingdoms
will feature the black-hearted Easterli
and the mercenary Varia f
deadliest of evil Men lead these armies
— vicious killers such as Amddr, Lord of
Blades or a Khandish King — able to rival
even the mightiest of Gondor’s Heroes. But
whereas the Khandish Warriors rely on their
skill-at-arms over physical protection, each
Easterling wears heavy scale armour and is
a difficult opponent to overcome in battle.




Khamil’s Black
Dragon Kataphrakt
The Order of Black
Dragons are an elite
warrior caste of
Easterlings who are
fiercely loyal to the Dark
Lord. With the dread
Ringwraith, Khamiil the
Easterling leading them
personally, it seems
entirely justifiable to
upgrade his warband to
such elite fighters.

At the cost of 2
points per model,
Easterling Warriors and
Kataphrakt can become
Black Dragons, receiving
increased Fight and
Courage values of 4. Khamdl the

Black Dragon Kataphrakts

wiww.games-workshop.com
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Move F S D A W C
8"f20cm 3/6+ 6 7 3 4 2
COMPOSITION

A Great Beast of Gorgoroth
consists of the Great Beast itself,
an Orc Warrior rider with a spear
and nine Orc Warrior passengers
with Orc bows.

SPECIAL RULES

Terror.

Battle Platform. Orc Warriors
on the battle platform can shoot
{and be shot at) even if the Great
Beast has moved its full speed
or is engaged in a fight. If the
passengers are shot at, the firer
treats the battle platform as
being in the way. If the Great
Beast is slain, roll on the Thrown
Rider table for each Orc Warrior
remaining on the battle platform.

Dead Weight. If the Great Beast
of Gorgoroth is slain in a Fight,
the remaining Orc passengers
and all models within 2" each
suffer a Strength 6 hit on the dice
roll of a 4+ (make a roll for each
model separately).

Slam. If the Great Beast charges
into combat with one or more
enemy models, each foe
contacted automatically suffers
a Strength 6 hit. If these models
are all slain, the Great Beast can
continue to move — potentially
charging and crushing more foes
along its way.

Only Counts as One. The Great
Beast of Gorgoroth and its crew
count as a single model in a
warband, and a single mode! for
the purposes of working out the
number of bows you are allowed
in your force.

GREAT BEAST OF GORGOROTH (crear seast, monster

WHITE DWARF

THEARMIES OF MIDDLE EARTH

The land of Mordor is a forboding
place of choking ash and blackened
skies, of terror and dismay. The
countless legions of Sauron spew forth from
this hellish realm and bring war and death
to all wheo would oppose their master’s
will. So numerous are the minions of the
Dark Lord that the Mordor sourcebook

is dedicated entirely to those that dwell
within that cursed land.

Representing the heart of Sauron’s
power, it is of little surprise that the Mordor
sourcebook plays host to an enormous
choice of devastating Heroes, from the nine
Ringwraiths and Sauron in his guise as the
Dark Lord or the Necromancer, to Mordor
Troll Chieftains, Dragons and Cave Drakes.
But the Warriors section of the Mordor
army list is replete with 15 different unit
entries, including hardes of Orc Warriors,
packs of Warg Riders, Great Beasts of
Gorgoroth, Spectres, Mordor Trolls and the
elite Black Guard of Barad-dar. If you wish
to see the lands of Men burn, then look no
further than the Mordor book for all the
tools you need to conquer Middle-earth.

‘As with the other sourcebooks, the
Moardor book not only includes the six
Points Match scenarios but also five more




Sample
Army List

scenarios that re-enact great or famous
battles in which the hosts of Mordor took

part. The first of these is the Slopes of
Mount Doom, and pits the High Kings of
Elves and Men, Gil-Galad and Elendil,

in battle against the Dark Lord himself at
the cilma\ of the War of the Last Alliance.
Other scenarios include the Sacking of
Osgiliath and the Black Gate Opens.

The army displayed above is a small
but highly elite army that is surprisingly fast
and whose Heroes have been specifically
chosen to control the flow of the game.
The majority of the Warriors are Morannon
Orcs — powerful, heavily armoured fighters
whose only weakness is their low Courage
value. The presence of the Witch-king and
Gothmog in the army will do much to
negate this problem, however. Morannon
Orcs are ceptional value for their cost
in points and at Strength 4, hit as hard as
Uruk-hai. Each of these Warriors carries
a shield, raising their Defence value to a

sle 6, and the inclusion of a banner
: r their battleline where
the fighting is at its thickest.

The Great Beast of Gorgoroth will not
only act as a battering ram that can crash
through the enemy ranks, but provides the
army with some archery in the guise of the
nine Orc archers on the monster’s battle
platform. If required, the Orc Drummer can
sound the advance, enabling the Morannon
Orcs to move 9" and keep pace with the

reinforcing its attack. Cheap
s Orc Drummers are great if
you wish to field Warriors in large numbers.

The Witch-king and his trusted
lieutenant, Gothmog, are excellent Heroes
to help you take charge of the game.
Between Gothmog's Master of Battle special
rule, the Witch-king's incredible array of
six magical powers and 20 Will points
with which to cast them, there are very few
battlefield situations that canny use of these
two Heroes cannot ¢

Ay o
IORDS

A STRATEGY, BATTLE A

Hordes of Mordor

Warband I: Mordor
Leader —
‘[he Witch-King of Angmar,
ul blade, mounted on a

270 points

Gorgoroth
125 points
Warband 2: Mordor

Gothmog,
Lleulzn.mt of Morgul, mounted

145 points

6 spears.

Warband 3: Mordor

Orc Drummer
40 paints

103 points

749 points

Orc Drummers

When an Grc Drummer
sounds the advance,

all Orcs (including
Morannen Orcs and Warg
Riders) within 12"/28cm
increase their Movement
value by 3"/8cm for that
turn, but cannot charge.

www.games-workshop.com
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The Knights of the White Tower
are the finest weapon-masters in
the fair city of Minas Tirith. They
are champions of the crown,
personally responsible for the
training-at-arms of Gondor’s
nobility. Even Boromir, counted

KNIGHT OF THE WHITE TOWER pun

as the mightiest fighter of his age,
learnt his trade at the hands of a
Knight of the White Tower, and
earned more than one stinging
blow as he learned to match his
tutor’s skifl.

Move F S D A W C M W F
B"/dcm 54+ 4 6 2 2 4 HES |

WARGEAR
Heavy armour and a White
Sword of Gondor.

SPECIAL RULES

White Sword of Gondor. A White
Sword is a two-handed weapon.
Additionally, each Wound
inflicted by a White Sword (after
Fate rolls) causes two Wounds,
instead of ane.

THE ARMIES OF MIDDLE EARTH

KINGDOMS OF MEN

that the Free Peoples have placed their
hope for final victory over the Dark

Lord of Mardor. Since the Last Alliance of
Men and Elves at the end of the Second
Age, the armies of Mordor have been kept
at bay by the blood of Gondor and her
allies. The land of Arnor, however, has long
since been broken by the Witch-king’s
armies, though some yet remain to defend
the ancient borders of their lost kingdom.

The Kingdoms of Men sourcebook
champions the many realms of Men, both
past and present, that have fought and died
to defend their people against the ever-
encroaching power of Mordor.

The army of Minas Tirith represents
the valiant soldiery that defend Gondor’s
gleaming capital as well as the outlying
citadels and city ruins that line the banks
of the great river Anduin. Warriors and
Knights of Minas Tirth, Rangers of Gondor
and the elite guardians of the White Tower

By the time of the Third Age, it is in Men

of Ecthelion are the mainstay of this army.

They are led by two of the mightiest Heroes

of the game — Aragorn and Boromir - but

there are plenty of other Heroes that make
for great warband leaders, such as Faramir,
Madril and Knights of the White Tower.

The Fiefdoms army list features the
Heroes and Warriors that defend Gondor's
southern regions, including the chivalrous
Swan Knights from the port city of Dol
Amroth and their revered prince, Imrahil,
The Fiefdoms list is well suited to themed
warbands, such as Angbor the Fearless
leading 12 Clansmen of Lamedon, or
the King of the Dead with a dozen of his
ghostly warriors. They also work well as
local auxiliaries for a Minas Tirith army.

As might be expected from the scions
of Eorl the Young, the Rohan army list
has the greatest choice of cavalry types
available to any army. From the swiit Riders
and Outriders of Rohan to the heavily
armoured Royal Guard and mighty Sons of
Eorl, the Rohan army is spoilt for choice.
Heroes such as Eomer, Erkenbrand and the
indomitable Grimbold also form a quality
cadre of warband leaders.

The last two armies belonging to
the Kingdoms of Men hail from Arnor
and Ndmenor of old. Even though these
realms have both long since fallen, the
army lists enable you to play a historical
battle representing these once powerful
realms before their destruction. The army
of Ndmenor is centred around the Last
Alliance, featuring Elendil and his naive
son, Isildur. But if you have a penchant for
archery, why not try the Grey Company of
Arnor, who may all be armed with bows!
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HE STORMING OF HARLOND

BATTLE

The Lords of Battle
The objectives of this
scenario are simple: to
destroy the enemy and
break his fighting spirit.
Every time an enemy
model suffers a wound or
expends a Fate point, you
score 1 victory point in
addition to those scored
for breaking the enemy
army (see Hold Ground!
scenario on page 26).
But so crucial are the
actions of Heroes in this
battle that each time your
force kills an enemy Hero
in a Fight, one of your
Heroes in the same Fight
(your choice) regains a
single Might point used
earlier in the game.

‘ow that you've read all about how
N The Lord of the Rings sourcebooks
d from the new army
lists in b opted to focus on a
really exciting scene from the Battle of the
Pelennor Fields as inspiration for the game
— Aragorn’s arrival with the Army of the
Dead at the docks of Harlond — zooming in
on the action as the battle rages on about
them. The Lords of Battle scenario would
be well-suited to this crucial stage in the
ongoing battle, as it enc urages “the Heroes

off two armi

‘on both sides to [JId) ag,

The Lord of the Rings,

nicely with Aragorn’s nt need to aid
his people and help turn the tide against
Mordor’s overwhelming numbers. All we
needed now were two eager players.

Never one to turn down a game of
imon (Jrant stepped

in and his challenge soon rang out across

the Studio. It was answered moments later
by the Hobby Team’s Duncan Rhodes, who

THE STORMING OF HARLONLD

INGE

GAME

ed determined to rekindle their rivalry
from the battle report in last December’s
issue. Having evidently developed a bit of a
thing for big monsters since using a Dragon
in their last battle, Duncan has once again
aligned himself W|th the Dark Lord in
ordF-r to field the Great Beast of Gorgoroth.
Simon will therefore command the army
of Gondor, and despite being bereft of his
beloved Boromir, will have to make do with
Aragorn, Legolas, Gimli and the Army of
the Dead iI'I‘St{-‘ad he'll no doubt be utterly
devastated at the prospect.
At the end of every turn after one
side has been broken, the L f Battle

scenario will end on the roll ¢

Both Simon and Duncan therefore
bolstered their numbers with heavily
armoured Warriors of Minas Tirith and
Easterlings respecti they would be
tough to kill. Duncan also added some
Orcs to further increase his numbers and a
Winged Nazgil to counter Simon’s Heroes.




Return of the King

Warband |: The Fellowship
Leader ~ Aragorn - Strider,
th- armour, '

Legolas with armour.
Gimli, Son of Gléin

90 p

Warband 2: The Fiefdoms
The King of the Dead

184

Warband 3: Minas Tirith
Knight of the :

4 spears and 2 b
143 points:

Warband 4: Minas Tirith
Captain of Minas Tirith wi
arriors o
points

TOTAL: 998 points .

The Host of Rhiin

Warband It
Leader — Ring
Fell B

Warband 3:
Amdir, Lord of Blad
ed b

45 paints

996 points
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TO THE FRAY DEPLOYMENT & TURNS 1-2

] Aragorn, Legolas and Gimli oth players rolled off to see who would
) the ruins of Harlond B place their first warband and where

they could deploy each one. Ona 1-3,
a warband would have to be placed within
12" of the centre line of the board, but on
a 4-6 could be placed anywhere in their
half of the board. Simon won the roll off to
deploy his first warband but, despite rolling
a 5, opted to position his Captain and
followers in a forward position where they
could support any other warband should
he roll a 1-3 for their deployment. Duncan
then countered him, placing his Morannon
Orc Captain’s warband opposite them in
the centre of the battlefield. Deployment
continued with Simon positioning the
Three Hunters centrally and the Army of the
Dead on his left flank opposite Duncan’s
deadly contingent of Easterling Kataphrakts
commanded by Amdar. Duncan
strengthened his central host with yet more
Ores from the Ringwraith’s warband, whilst
he positioned the Great Beast of Gmgnmth
ready to swing around his left flank.
Qemmg the threat, Simon deployed his final
warband further back on his right flank,
with the archers on the high ground amid
the ruins of Harlond. )

The game began with Simon winning
priority and launching some aggressive
‘opening moves. With a shout of ‘Elendil!’,
he launched Aragorn into combat with
Duncan’s Orcs. He*supportirig Aragorn’s
ccharge with Gimli, but even though the
Dwarf was unable to reach an enemy, he

. Turn 1 - Movement
Annotations
o Desperate to make
up for his belated
arrival at the siege of
Minas Tirith, Aragorn
throws himself into
the middle of the
Orcs, supported
by Gimli’s axe and
Legolas’ bow.

0 The King of the

Dead leads his
ghostly warriors to
blunt the charge of
Amdiir’s Easterling
Kataphrakis.

The handler of

the Great Beast of
Gorgoroth guides its
pnnderous charge in
preparation to crash
into the flank of the
Gondor battleline.




would at least be guarding Aragorn’s flank.
Simon advanced the Army of the Dead
line abreast to deter the Kataphrakts from
attempting to ride around them.

Foiled | by a series of poor Courage tests
to charge Simon’s Terror-causing spirits,
only one of Duncan’s Kataphrakts charged,
though he was able to engage Aragorn
and Gimli more freely with his Orcs in the
centre. His Great Beast moved at full speed
before turning south to threaten Simon’s
nght flank. The Ringwraith moved within

12" of Aragorn and proceeded to cast
Sap Will, successfully draining him of all
his Will points and leaving him defenceless
against further magical assaults.

Legolas was unable to bring down
any targets in the Shoot phase, nor were
Simon's Minas Tirith archers. Duncan had
more luck, his six Easterling archers felling
two Warriors of Minas Tirith. The Fight
phase saw both Gimli and Aragorn killing a
Mordor Orc apiece. A Warrior of the Dead
was defeated by a charging Kataphrakt but
survived the attack.

Simon retained priority in Turn 2, and
though Duncan called a heroic move with
his Dragon Knight, Aragorn contested the
move and won the roll-off. Simon pressed
the attack, moving into combat with
Aragorn, Gimli and even Legolas along
with some supporting Warriors of Minas

Tirith. The Army of the Dead engaged every
Kataphrakt they could reach to rob them
of their bonus Attack for charging infantry.
On his right flank, Simon withdrew his
battleline, linking up with the Warriors in
the centre to form an L-shaped shieldwall
with the Captain as the cornerstone.
Duncan charged with Amdir and his
unengaged Kat‘iphrakts whilst atta
across the battleline with his Easterlings
and Mordor Orcs. The War Priest failed to
Fury this turn, though the Ringwraith
Ily managed 0 Transfix Af‘agorn,

Creat Be nf (_.cngomth drE-w closer to

on’s flank, ready to charge next turn.
Having sent Legolas into combat this

turn, Simon'’s Shoot phase was limited to

his bow-armed Warriors of Minas Tirith,

ffective this turn. Amddr and the Drag
Knight both destroyed a Warrior of the
but it cost each Hero a Might point
The Morannon Orc Captain also
d his opponent after expending a Might
point, though Gimli needed no such help
to cut down an Orc. Legolas won his figh
but failed to kill. Aragorn fended off his
opponent and looked on as two Kataphrakts
fell to the ghostly blades of the dead.

DaHINGG

The Lord of Blades

The enigmatic Amdir

is known as the Lord of
Blades for good reason.
He is the master of the
Dragon Knights, an
elite order of Easterling
warriors, and is rightly
feared for his deadly skill
in battle. Amdiir’s Fight
value of 6 grants him
supremacy over all but
the greatest Heroes of
Men in combat. Should
he slay a Hero, he will
recover a Might point
for his efforts with his
Blood and Glory special
rule, and such is Amdiir’s
inspiring presence that
Easterlings treat

him as a Banner.

www.games-workshop.com 49



HEROES RisE AND FALL s 3s

Amdr leads his Easterling
Kataphrakts into the Army of the
Dead, but will they follow?

One Man Army
Simon’s decision to
position his Captain of
Gondor as the lynchpin
of his battleline proved
him wise. Even though
Duncan was able to
attack him with greater
numbers than the
Warriors to either side,
the Captain’s Fight 4,

3 Attacks (with spear
support) and re-roll
for the nearby Banner
enabled him to hold
the enemy at bay.

56  WHITE DWARF

uncan won priority for the first
D-t]me, though Aragorn’s heroic move

gave Simon's army the edge in the
centre. Combat was joined all across the

battlefield. Gimli charged the Dragon

Knight, slaying his horse on the way in with
a throwing axe. Having muscled through

the Gondor battleline, the Morannon Orc

Captain attacked the Warrior with war
horn. Rising to the challenge, the Knight of
the White Tower moved to join the fight.

The Shoot phase saw the death of one
of the Orcs on the Great Beast's fighting
platform before Duncan accidentally shot
one of the three Orcs fighting Legolas.

The Elven prince spent two Might
points to strike down the remaining two
Orcs he was fighting, and Gimli struck the
head from Duncan’s Dragon Knight as he
struggled to his feet, recovering the Might
point he had expended during the combat.
Fighting raged further north with two Orcs,
one Easterling and a Warrior of Minas Tirith
succumbing to the vicious fighting. Nearby,
the heroic Knight of the White Tower
dispatched the Morannon Orc Captain
with a single blow of his White Sword after
Duncan failed his Fate roll. A determined

‘Aragorn won his fight despite having been

Transfixed by the Ringwraith once again.

THE STORMING OF HARLOND

Turn 4 went poorly for Duncan. Despite
retaining priority, his Kataphrakts failed
many of their Courage tests to charge,
leaving them at the mercy of the Army of
the Dead as the lines clashed once more.
Duncan shot yet another of his own models
in his determination to kill Legolas, though
Simon’s archers were mercifully inaccurate.

Easterling Warrior in-a heroic combat
before cutting down the War Priest
moments later, recovering yet another
Might point. Honours were mostly even
elsewhere, with two Orcs, two Kataphrakts,
two Warriors of the Dead and a Warrior of
Minas Tirith all being cut down in combat.
Winning priority for the third time in
a row, Duncan kept up the pressure on
Aragorn, casting Transfix before charging
him with Amdir. Having started to gain
numerical superiority, Simon moved to
engage Duncan’s forces wherever possible.
Evading the arrows of the Easterling
archers, Legolas slew one as he returned
fire. Desperate to save Aragorn, Gimli
spent two Might points to win his heroic
combat and charge Amdar, but the Lord of
Blades’ skill was too great. He overpowered
them both and wounded Aragorn, though
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THE GREAT BEAST

As Simon’s Warriors were busy
fighting the hordes of Orcs and
Easterlings, Duncan’s Great Beast
was able to slam home into the flank
of the Gondor battleline, crushing
those unfortunate enough to be in its
way. Only the high Defence value of
Simon’s Warriors prevented Duncan's
monster from causing a massacre.

As if this deadly assault on his
battleline wasn’t enough cause for
concern, the nine Orc archers on its
battle platform rained a steady stream
of arrows into Simon’s forces even as
the Great Beast gored his men below,
Simon could do little in Turn 4 but
send his Knight of the White Tower
into combat in a desperate bid to
bring the giant creature down. A series
of botched Courage tests left the
valiant Hero all but alone against the
Great Beast and the Knight paid for
his lack of support with a Wound.

Turn 5 saw Duncan trample
another of Simon’s Warriors as the
Great Beast charged into combat. But
this time it seemed that the Knight of
the White Tower had the measure of
his beastly foe. Stepping to the side
of the giant creature, he brought his
White Sword of Gondor crashing
down and beheaded the Great Beast,
the 2 wounds he caused doubling to 4!

. Turn 5 - Movement
Annotations

The Great Beast of
Gorgoroth tears
through the Gondor
flank, but a mighty.
blow from the brave
Knight of the White
Tower finally ends its
deadly rampage.

‘ 9 The fierce fighting
continues in the
centre, though
Gondor's numbers
begin to tell and the
Orcs start to fall at
an alarming rate.

The Terror-stricken
Kataphrakts are
overwhelmed by
the Warriors of
the Dead, whose
spectral blades
ignore their heavy
armour by striking
against their
Courage instead of
high Defence value.
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JEFIANT TO THE LAST

Aragorn, Transfixed once more,
finds himself at the mercy of both

Amddr and a Winged Nazgil.

At the start of any turn
that an army has been

maodels, it is considered
to be broken. In many

of ending at the end
of a turn, but there is
‘another problem your

- cowardice. Every

start of a broken army’s
Move phase must pass
a Courage test or it will
flee the battle!

Battered and Broken

reduced to less than half
of its starting number of

scenarios, the game will
now also have a chance

army will face if broken

unengaged model at the

WHITE DWARF

The death of the Great Beast of
Gorgoroth last turn had caused
carnage to both sides as it crashed

to the ground. Four of its Orc crew had
been crushed beneath its enormous bulk,
along with two Warriors of Minas Tirith.
Duncan’s army had now been well and
truly broken, so he cursed his luck when he
won priority in Turn 6 — he was now likely
to lose even more of his rapidly-dwindling
force to failed Courage tests, as Simon had
yet to engage any of his models in combat.
Amdir and the Ringwraith were able to
steady the line somewhat, using the Stand
Fast! special rule to apply their successful
Courage tests to friendly models within 6",
but they could not be everywhere at once.
Four Orcs, two Easterlings and the last of
the Kataphrakts fled the battlefield.

Having expended most of his
Ringwraith’s Will points to hold Aragorn
at bay for much of the game with the
Transfix spell, Duncan was left with an
unenviable choice: to hold back and keep
his leader alive, or go-all-out and try and
take down Aragorn for a moral victory.
Grinning mischievously, Duncan spent
his Ringwraith’s penultimate Will point to

Transfix Aragorn before sending it swooping

THE STORMING OF HARLOND

into combat to deliver the finishing

blow —an act that would also banish the
Ringwraith after having to expend its last
Will point at the end of the Fight phase.
Aragorn was surely doomed, but Duncan
sent Amddr charging in just to be sure!
Simon’s moves saw the few remaining
Easterlings and Mordor Orcs surrounded
and trapped, but he found himself unable
to aid Aragorn — he would have to rely on
winning a heroic combat to reach him, and
Legolas was the only Hero with any Might
points remaining,

Duncan finally had a moment of good
fortune when his Easterling archers shot the
spearman that was supporting Legolas as
he prepared his daring bid to save Aragorn.
The loss of the spearmen was to prove

crucial in Legolas” ensuing heroic combat.

The Prince of Mirkwood won the fight but
failed to land the killing blow. Without
Legolas to disengage one of Duncan’s
charging Heroes, Simon knew Aragorn was
in grave danger. His fears were realised
moments later when the charging Fell Beast
tore into the helpless heir of Isildur and
inflicted a whopping five Wounds. Aragorn
was dead! With that final act, Duncan
rolled to see if the game would end...




ONDOR IS SAVED!

las, but
even though
Minas Tirith

yet stands, Aragorn
lies dead before
the walls of the city
he fought so hard
to save. Well, he
would've fought
hard if Duncan’s
Ringwraith hadn't
Transfixed him
for most of the game! [ can't fault his
logic on that matter though, as | would've
probably done the same thing if our
roles had been reversed. If Aragorn is
unhindered by magical powers and able
to call heroic combats with his free Might
point each turn, he is more than capable of
annihilating an army single-handed.

The Lords of Battle scenario is a lot
of fun to play as it's all about the Heroes.
You can afford to be more cavalier with
expending their Might points as you have a
chance to replenish them over the course of
the game. Gimli was the point in case here,
as he went through five Might points during
the hattle, having recovered two for slaying

the Easterling Dragon Knight and War
Priest, and had a great game as a result.
Saying that though, the Knight of the White.
Tower was nothing short of sensational,
and he only expended a single Might point!
The White Sword of Gondor is not to be
underestimated — that my Knight was able
to slay the Great Beast of Gorgoroth in a
single turn despite only having 2 Attacks is
evidence enough of the blade’s potency.
On the topic of the Creat Beast — that
thing is terrifying! It may not quite match
the hitting power of a Mumak on the
charge, but it weighs in at half the points
cost and its Orc crew are effectively free, if
Duncan had been a bit luckier with his rolls
when the Great Beast charged, he could've
crushed my entire flank in short order. But
as seems to be the way of things when
Duncan plays a game (let alone a battle
report), his luck, or lack thereof, played a
more than significant part in his downfall.
His Kataphrakts were all but useless when it
came to passing Courage tests to charge my
Warriors of the Dead, and although Amdr
fought well, he just couldn’t seem to land
a killing blow without expending Might.
Sorry, Duncan! Better luck next time...

Hero of the West

When | look back on
the game, my choice

'of Hero of the West

was a tough one. Gimli
was nigh unstoppable,
accounting for two of
Duncan'’s Heroes, but the
honour really has to go to
the Knight of the White
Tower for beheading
both the Morannon Orc
Captain and the Great
Beast of Gorgoroth. He
really was awesome!

ONE IN THE EYE FOR SAURON

Curse my cowardly
Courage-test-
failing minions!
Despite their
average Courage
of 3, my Easterling
Kataphrakts seemed
to fail almost every
Terror test to charge
those thrice-
accursed Warriors
of the Dead. Where
was my glorious cavalry charge by Amdir
and his elite knights? | have my notorious
‘light brigade’ reputation to live up to, after
all. Maybe | should've spent the points
upgrading them to Black Dragons — then
they would've been Courage 4. Drat.

| must say that the Great Beast of
Gorgoroth was suitably |mpresswz, despite.
my dubious dice rolls. If you're going to
play with an Evil army, you simply have to
take a big, gribbly monster. Rendering your
enemies into red paste is far too much fun -
never deny yourself the simple pleasures in
lifel My only regret is that I didn’t support
the Great Beast with a Hero nearby to call
Heroic moves, as it’s important to keep

monsters on the front foot. Never be afraid
to get stuck in with your big beasties either,
as they cost a hefty chunk of paints and
need to earn their keep. This is especially
important in the case of the Great Beast as
it inflicts Strength 6 hits as it charges.

| was chuffed te bits about killing.
Aragorn. He's hard as nails, so it's always.
gratifying to see him broken and bloodied
at your feet. Simon did very well to protect
him and keep him alive for so long despite
the fact that he spent all but the first turn
Transfixed. Using the Terror of the Warriors
of the Dead and heroic combats by Gimli
to protect his flanks and prevent my
Ringwraith from getting to him earlier (by
taking advantage of the Fell Beast’s large
base size) was very smart.

| was determined to kill that cursed EIf
as well. I wanted to shoot him dead and
give him a taste of his own medicine, just
to make a point about the cowardice of
archery. But all | managed to do in the end
was shoot dead two of my own Orcs in the
attempt. | should‘ve seen that coming with
my luck! On that note, how is it possible to
lose so many combats so consistently aver
two games? Next time, Simon. Next time...

Chosen of Sauron
My choice of minion of
the match has the be the
Ringwraith. Even though
he wasn't able to attack
Aragorn directly and kill
him until the last turn of
the game, my Nazgil's
magic stopped him from
potentially rampaging

| through my lines. It's just

a shame | wasn’t able
to get to him earlier,
otherwise 1 would've
been able to pick on
another of Simon’s
Heroes, Yes, I'm looking
at you, Gimli.
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Warriors of Minas Tirith

12 Warriors of Minas Tirith: 4 with
shields, 4 with bows and 4 with
spears and shields.

G127464012
£12, €15.50, 120dke, 15Gskrfnks, 180rmb, 60z

“armed with an assortment of
‘speclral weapons,

5S0T21466006

ELZ 1550, 120dke: 1i0ske/nkn, Ta0rmb, 6521

Warriors of the Last Alliance
“ 8 High EIf Warriors: 4 with Elven
blades and 4 with Elf bows; and 4
‘Warriors of Nimenor with shields,

89121499024
CEI2 €155, TR0k 1505k ik T8O, 6071

Rangers of Middle-earth
12 Rangers of Middle-earth: 8 with
bows and 4 with bows and spears.

997121464011
£12,€15.50, 120dks, T50ske/nks, 180rnb, 60zt

Warriors of Rohan

12 Warriors of Rohan: 4 with
shields, 4 with bows and 4 with
throwing spears and shields,

Wood EIf Warriors

12 plastic Wood EIf Warriors: 4
with Wood EIf spears, 4 with Elven
blades and 4 with Elf bows.

99121453003 .
£72,€15.50, 120dks, 1500k /nky, T80rmb, 60z

with two-handed weapons and 4 with
Dvarf bows.

£12 €15 50 120dks, 150ske/nks 1800k, 60z




There is a huge range of plastic box sets available for The Lord of the -~ \/jsit online:
Rings Strategy Battle Game, each of which makes it easy for you to T
build your warbands. Go to our website to see the complete range.

Morannon Orcs

12 Morannon Orcs: 6 with spears
and the option to arm 8 models
with shields.

Q9121462006
£1Z, €15.50, 1200k, 150skr/nkr, 183rmb, 6zl

Mordor Orcs

12 Mordor Ores: 4 with shields, 4
with spears, 2 with Orc bows and 2.
with two-handed weapons.

99121462003
£13, €15.50, 120cke, 150skr/nks, 180emi, 6071

Wild Wargs

Moria Goblin Warriors
12 Moria Goblin Warriors: 4 with & Wild Wargs.
shields, 4 with Ore bows and 4 99721499025

£10.25, €13, 100dks, 125skr/nks, 150mmb; 50z

with spears.

99121462004
£12,605 58, 1200k, 150sk/nke T 30rmb, 6021

Uruk-hai Scouts

12 Uruk-hai-Scouts: 4 with hand
weapans, 4 with shields and 4 with
Orc bows,

99121462002
E12, £15.50, 1200k, 150ske/nke. 1 80mb, 602/

Uruk-hai Warriors
10 Uruk-hai Warriors: 5 with
shields and 5 with pikes.

99721462005
£17, €15.50, 120dk; 1 50skr/nks, 180rmb, 6021

Easterling Warriors.
10 Easterling Warriors:

99121464009
ELEET550, 820dks 150skefaks 180imb, 602
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In this month’s
Standard Bearer,
Jervis discusses how
naked he would
feel without his
trusty gaming ‘side-
arms’, the humble
tape measure and
weapon templates.

s veteran readers of Standard Bearer
A'wi]f know, I'm fascinated by all of

the paraphernalia we use in our
hobby. By ‘paraphernalia’, | mean things
like the Citadel miniatures we use to fight
our battles with, the paints and brushes
we use to get them ready for action, the
terrain over which we battle, the rulebooks
we use and even the dice we roll. Anyway,
the other day, while playing Warhammer,
I found myself idly fiddling with my tape
measure as my opponent worked out how
many models his stone thrower had hit,
and it occurred to me that two often over-
looked paraphernalia are the tape measures
and templates we use during a battle, As
| pondered on this | realised that, for me
at least, the lowly tape measure and clear
plastic template have played a surprisingly
large part in my enjoyment of the hobby,
which | would sorely miss if | no longer got
to use them.

Seriously, | consider tape measures

and templates to be iconic parts of our
hobby: just seeing them makes me think of
tabletop wargames. Let’s take the humble
tape measure. Like dice, the tape measure
is a fundamental ‘tool of the job’ — it's
hard to think how you could get a tahletop
wargame to work without some form of
measuring instrurhent, and for most of us,
the tape measure is the ideal implement for
this task. Now, | know that some people
like to use rules or precisely made metal
measuring sticks, and while | have no
objection to these things, | much prefer to
use a tape measure myself. On a practical
level | find it easier and more compact to
use. But far more importantly, | love the
way | can fiddle with it while pondering
a move or waiting for an opponent to
complete one of theirs. Then there’s the
satisfying ‘snap’ as the tape measure shoots

This photo was taken

game, It's not often that

gets to fire at extreme
range (a whopping

maximum of 60"), and
the impracticalities of

is clearly in evidence.
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want to deny you the

distances for so minor a
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an Empire Great Cannon

measuring such a distance
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back into its case at the touch of a button.
Last but not least there is the satisfying heft
of a good tape measure, and the reassuring
feel that your ‘lucky’ tape measure has.

I know I’'m not alone in this obsession:
veteran tabletop wargamer Rick Priestley

once admitted that he couldn't help but

buy at least one new tape measure each
time he visited a hardware store, while |
can remember that when Andy Chambers
joined the Design Studio, he came to work
with a hefty and really rather impressive
tape measure hooked to his belt. Andy was
always a really tough opponent, and | felt
that the tape measure he carried at his hip
was his own version of the pearl-handled
Colt revolver carried by a hardened
gunfighter! One of my saddest days was
when my old chrome tape measure finally
broke. That old tape measure wasn't a
sturdy top-of-the-range model like Andy’s,
but it had served me well and faithfully
since | was 14 years old, growing slowly
more tarnished and rickety over time,

until finally it fell apart. | didn’t cry when

it happened, but it was close, and | get

a lump in my throat as | think of it even

today. Silly really, isn’t it? But emblematic
of just how important the paraphernalia of
our games can be.

Of course tape measures aren’t
without their problems. Most wargamers
I know have been injured by a rapidly
withdrawing tape measure blade, and few
of us have avoided hooking a miniature
with the end of a tape measure, dragging
the unfortunate miniature across the
table as the tape measure sniks home
(a particularly embarrassing thing to do
when the miniature is not your own but
your oppenent’s). And it has to be said
that measuring moves and ranges with a
tape measure can be an imprecise science,




especially in the hands of certain players
that — overwhelmed by a desire for victory
at any cost, even their honour! — have been
known to slightly ‘stretch’ a move, or round
the range down to the next lowest inch.
Such things were known as a ‘wargamer’s
inch’ in my youth, a phrase [ rarely hear
used these days. But | digress...

Equally iconic are the templates we use

in our games. By ‘templates’ I mean all of
the clear plastic devices we use to see who
has been hit by an attack or spell, not just
the flamer templates. These templates have
been around since day one of the hobby,
though back then you had to make them
using thin clear plastic, a non-erasable
marker, a compass or ruler, and a sharp
knife. Life is rather simpler these days, and
all of the templates you’ll ever need are
made in sturdy clear plastic ready for use!
As a games designer, templates are in
many ways more important than a tape
measure, as they can be used to create.
specific game effects. For example, the
use of ‘area effect’ templates makes it
dangerous for an army to ‘clump up’,
forcing players to make difficult tactical
decisions about how densely they set up
their army. In addition, cleverly designed
templates really capture the nature of
an attack, making the game feel more
immersive. The classic example of this
is the flamer template — | find it almost
impossible to use the template without
making a ‘whoosh’ to simulate the gout

Robin Cruddace meticulously
calculates how many models his
attack is about to annihilate.

- and therefore use rigid grids to strictly
control and regulate the way that pieces
move and attack. They attempt to control
the natural chaos and disorder that people
bring to a game through this regulation.
Tabletop wargames are not like that:
precise gameplay is less important than the
spectacle and the immersive ‘feel’ of the
game. | think that using a tape measure to
measure moves and ranges helps underpin
this, by making distances something that is

€€I find it almost impossible to use the flamer
template without making a ‘whoosh’ to simulate
the gout of flames pouring forth (sad but true).))

of flames pouring forth from the weapon
(sad | know, but true). Rather less subtle

are the templates used in Apocalypse, the
sheer size of which tells you everything you
need to know about the destructiveness

of the weapons of a super-heavy vehicle!
Apocalypse also includes my favourite

template, the Apocalyptic Barrage template.

I love the look of it, the way it conjures
up the image of a pounding barrage, and
the way it takes what could be a complex
mechanic and makes it simple to use.

On a rather deeper (dare | say
profound?) level, I think that the tape
measures and templates also define
something about the very nature of a
wargame. | touched on this earlier when |
talked about the ‘wargamer’s inch’, and it
boils down to the way that our games have
a charmingly imprecise and rather chaotic
side to them. Most other games are highly
structured — we use the term ‘chess-like’
to mean calculated precision for a reason

measured in the same way that we measure
things in real life; | don’t live a number

of squares from the city centre, | live a
certain distance away. Similarly models in
our games don't move a cerfain number

of squares every turn, they move a certain
distance. Templates work in the same

way, replacing the rigidity of a grid with

an area of effect that asks us to judge if a
target falls within or without the template.
Using tape measures and templates calls
on our judgement and asks for trust, and in
doing so it makes our games fallible... but,
precisely because of this, it also makes our
games feel rather... hmm, how to put it?
Rather more human, | guess.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio

And on that large blast marker [ shall
leave you. As ever, please don't hesitate to &?H:::?:g;:;ghop
get in touch if you have any comments on Nottiighen
this month’s Standard Bearer. Let me know NG7 2%\.,5

what items of the paraphernalia of our
hobby you love (or hate!). | look forward to
hearing from you.
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CIVIL WAR

Brother turns upon brother as old enmities are rekindled and alliances broken. Civil
war rages on throughout the Warhammer world in the second part of our exclusive
new Warhammer Expansion.

You can find the first part
of Civil War in the last
issue of White Dwarf.
The first part includes the
main rules, as well as the
rules for Ogre Kingdoms,
Vampire Counts,
Beastmen and Lizardmen.

58 WHITE DWARF

he Warhammer world is riven with
I war at every turn, as kingdoms and
empires stand ready to defend their
borders from: enr‘roa(hmg neighbours or
barbaric raiders. Yet it is not just enemies
from without that kings must beware of, for
enemies lurk within as well,
Within the lands of the Empire nobles
‘gaze jealously at the territory of their
rivals whilst in the courts of the High
Elves bitter words quickly spoken are not
orgotten. In the holds of the Dwarfs
ancient grudges are rekindled a:
are sharpened, whilst in faraway Lustria
schisms emerge between temple-cities.
And in the wilder lands of the world, the
Warriors of Chaos, Orcs & Goblins and
Skaven clans turn their knives upon one
another much as they always have done.
Civil wars brew within every border, always
t the most brutal of wars as brother
s upon brother and old hatreds emerge.

WARHAMMER: CIVIL WAR

Last issue of White Dwarf had a new
Expansion for Warhammer within its pages
— Warhammer: Civil War. These rules offer
exciting new options for Warhammer
players when they fight against armies of
the same army as their own, adding in
tables that throw new rules into the mix
whenever the armies clash.

As well as these Civil War tables, there
were also optional rules for
games, so that when two armies ¢ )
can represent forces drawn from different
lands or organisations, allowing you to use
different parts of your collection than you
normally might be able to.

Last issue had rules for using Ogre
Kingdoms, Beastmen, Lizard
Vampire Counts in games of War.
This issue has rules for using Warriors of
Chaos, Orcs & Goblins and Tomb Kings
in your Civil War games. Come back next
month for part 3!




Roll once on this table if you are fighting a Civil War between two Orcs & Goblins armies.

2 Riotous Squabbling: Every Orc and Goblin on the battlefield is especially moody, ensuring fights break out
[ within units long before they meet the enemy. For the entire game Animosity tests are failed on rolls of 1 or 2.

3 Uppity Gits: All Goblins (including Night Goblins and Forest Goblins) are seized with rebellious loathing
for their larger Orc kin (including Black Orcs, Big ‘Uns, and Savage Orcs). Goblins (of all kinds) gain Hatred
(Orcs) and can also re-roll failed To Wound rolls against Orcs for the entire game. The downside of this is that |
Goblins (of any kind) cannot use any Leadership bonus that comes from an Orc (of any kind). '

4  Gork is Watchin’: The greenskins believe that their almighty god Gork (or perhaps Mork) is looking upon the
battlefield. Eager to impress, all Orcs (of any kind) can re-roll a single dice from any failed charge rolls.

Dat'z Our Land! Rival tribes are feuding over territory. Any fleeing models automatically rally before they

| 5
leave the battlefield (even if they would not normally be allowed to do so). Additionally, if the battle uses
victory points, at the end of the battle divide the battlefield into quarters. The side with more wounds’ worth
of models in that quarter is said to claim it. Each board quarter claimed is worth 250 victory points.

| 6 Dey Sure Grow Big There! The tribes are fighting over the best hunting grounds. All Trolls and Mangler Squigs

have +1 Strength and +1 Wound. All Arachnarok Spiders, Wyverns, Gigantic Spiders, Great Cave Squigs and
Giants have +1 Strength and +D3 Wounds (roll separately for each). In addition, both sides score double the
victory points for any of these units if they are slain or have fled off the table.

| 7 Ancient Enmity: The two sides have harboured numerous grudges against each other for at least a week (Orcs

! are nothing if not fickle!). Roll twice on this table, re-rolling any further rolls of 7 or any duplicate rolls.

Gork vs. Mork: Each player places a piece of terrain anywhere in his deployment zone to represent an Idol

' to Gork or Mork (its ideal if you have special made scenery, but if you don’t remember that greenskins often

‘ use many miscellaneous items for their veneration, from strangely shaped dung hills to especially impressive |
boulders!). The Idol of Gork (or Mork) acts as described in the Warhammer rulebook and, additionally, any f

friendly greenskin units within 12" of their own Idol can re-roll failed To Hit rolls. If victory points are used,

the side that has the most friendly models within 12" of each Idol gains an additional 100 victory points.

Green Energy: The very air crackles with the energies supplied by so many greenskins. All Wizards pass any
channelling attempts on a 4+ and gain +1 ward save (if they have no ward save, they gain a save of 6+).

10 Wot are they Feedin’ them? The creatures in this region are particularly fearsome. All Boars, Giant Wolves,
Squigs, Cave 5Squigs, and Giant Spiders have +1 Strength (this includes any such beasts pulling chariots). /

Hackfest: Greenskin leaders always want to show off in front of their rivals, to really show who's da boss! All

Lords and Heroes (excluding Wizards) gain +1 Attack. Additionally, any Lord or Hero (excluding Wizards) can |
| j forgo his regular attacks in lieu of a single attack made with the Killing Blow special rule. An additional 700 |
victory points are awarded for each character model slain in a challenge. |
The Power of the Waaagh! Orc & Goblin civil wars are all about the largest of their kind taking charge. |
| Any greenskin Army General (including Goblins and Shamans of any kind) gains the Waaagh! special rule. f
! Additionally, any Orc Warboss (of any kind) that calls a Waaagh! gains the Impact Hits (D6) special rule for |

|12

the remainder of the turn. Killing the enemy General is worth triple his normal victory points (instead of the

normal +100 victory points for killing the enemy General).

www.games-workshop.com
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| Roll once on this table if you are fighting a Civil War between two Tomb Kings armies.

| 2 Living Delusion: Their grip on sanity slipping, each army believes they are still living, breathing beings. The
| Nehekharan Undead rule is suspended this battle (so units with the rule are not Unbreakable or Unstable,
| they do not cause Fear and spells that only affect Nehekharan Undead have no effect).

' 3 Buried Beneath the Dunes: The hostilities between two dynasties were interrupted when they were
swallowed by shifting sands. Now, as storms blow away the sands, the legions continue their war. All units

| have the Entombed Beneath the Sands special rule. Note that this means that nothing will happen on the first

' game turn; the winds die down at the start of the second turn, allowing the buried warriors to emerge.

| 4 Khemrian Sandstorm: The battle is fought in a sandstorm. The maximum distance any model can see is 12",
Shooting attacks, spells and any other ranged abilities may not be used against targets that are out of sight.

5 The Anger of the Gods: The Nehekharan gods have been slighted and so work through their statuary to vent
‘| their anger. All models with the Animated Construct special rule also have the Frenzy special rule. Models

: that are already subject to Frenzy receive +1 Attack instead. In addition, both sides score double the normal
| number of victory points for Animated Constructs rule that are destroyed or have fled the table.

6  Mortuary Politics: Rival groups of Liche Priests scheme amongst themselves. All Liche Priests Hate the Liche
Priests in the opposing army. All Liche Priests have the Spirit Leech spell from the Lore of Death, in addition
to any other spells. However, they may only use Spirit Leech to target enemy Liche Priests. Both sides score
double the victory points for Liche Priests in the opposing army that are destroyed or have fled the table.

7  Ancient Enmity: The two sides have harboured numerous grudges against each other for millennia. Roll twice
on this table, re-rolling any further rolls of 7 or any duplicate rolls.

8  Vengeful Souls: The restless souls of deceased kings and loyal soldiers return to the mortal plane to resolve
disputes that death itself failed to settle. Double the wounds recovered by the Restless Dead Lore Attribute.

9 Chariot War: All Chariots may choose to re-roll the number of Impact Hits they inflict. In addition, both sides
score double victory points for Chariot units in the opposing army that are destroyed or have fled the table.

10 Family Feud: Two succeeding generations of the same dynastic family have been awoken in the same city, at
the same time, both believing that the right to rule is theirs alone. Either side will win the battle immediately

| if the opposing General is slain. Should both Generals be slain at exactly the same time, then the battle is a

draw. However, the two Generals will never attack or target each other directly — they are family, after all.

11 Tomb Raid: Each side must pick a magic item from Warhammer: Tomb Kings. The magic item must be one
that is not being used by either army. Roll off to see who picks their magic item first. The item chosen is then
given to the opposing army (it has been stolen!). It costs no points, but must be given to a character to carry
and use following the normal rules and restrictions for magic items. If the character carrying the magic item is
slain, then the opposing side scores a number of victory points equal to 10 times the points value of the item.

|

i

|

| 12 The Great King: Neither king will bend his knee to the other. During the battle, record the number of wounds
|

!

caused by each General in close combat (not including models cut down when they flee, but including

models killed by Impact Hits). At the end of the battle, if either General has inflicted double the number of

wounds inflicted by their opponent they win the battle and the normal victory conditions are ignored. In any
L other circumstances the normal victory conditions apply.
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ARRIORS OF CHAOS

once on this table if you are fighting a Civil War between two armies of Warriors of Chaos.

The Eternal Battle: Neither side will give any quarter whilst the gods watch. All models have the Unbreakable
and Frenzy special rules. Models that are already subject to Frenzy receive +1 Attack instead. When a model
rolls on the Eye of the Gods table, they may roll twice and pick which of the two results they will use.

Monsters of Chaos: Both armies may include a Chaos Giant or a single bound monster worth up to 225 points
chosen from a scroll of binding. These monsters are free, but victory points are scored for them normally.

The Chaos Wastes: The Chaos Wastes are an impossible and nightmarish landscape. When rolling for
mysterious terrain, re-roll all rolls of 1. In addition, re-roll all successful Dangerous Terrain tests.

Troll Country: Troll units (and any characters that join them) have the Vanguard and Strider special rules. In
addition, Troll units are not worth any victory points, as they are easily replaced in this benighted place.

Chaos Monolith: When a Chaos Lord attains Daemonhood, a monolith is erected in his glory. Place a piece
of terrain representing the Chaos Monolith at the centre of the battlefield and then scatter it 2D6". The side
with a non-fleeing unit closest to the monolith at the end of the battle receives 500 bonus victory points.

Ancient Enmity: The two sides have harboured numerous grudges against each other for centuries. Roll twice. |

on this table, re-rolling any further rolls of 7 or any duplicate rolls.

Trial of Might: Keep track of the number of times each General rolls on the Eye of the Gods table (even if they '

roll ‘the Eye is Closed’). At the end of the game, if one General has rolled on the table more times than their
foe, they win the battle and the normal victory conditions are ignored. Otherwise victory conditions apply.

Spawn of Chaos: All Chaos Spawn have all of their characteristics (apart from Leadership) increased by +1.
In addition, if a character rolls ‘the Eye is Closed’ on the Eye of the Gods table, then they are turned into a
Spawn-thing. All models in base contact with the character (friend or foe) suffer a Strength 4 hit (unsaved
wounds will count towards combat resolution). The character is then removed from play as a casualty.

The Dread Art: When followers of Chaos battle each other, the conflict can tear a rent in reality. The battle is
fought using the Storm of Magic scenario. If the players do not have access to a copy of these rules, treat all
Wizards as 1 level higher (which may take them to Level 5), and roll 4D6 for the Winds of Magic.

Chaos Vendetta: Both players declare which of the four Chaos Gods their vendetta is against (roll-off to see
who has to make their declaration first). A player may not choose a god if their General bears the mark of that
god. Madels in the player’s own army that bear the mark of the god are treated as Desperate Allies. All other
models in the player's army Hate enemy maodels that bear the mark of the chosen god. In addition, the player
scores double victory points for all such units in the opposing army that are destroyed or have fled the table.

The Everchosen: The two Generals believe that they are fated to be the Everchosen. So far each has recovered
one of the great treasures of Chaos — they wish to slay their opponent to gain the second treasure! The
treasures are described in the army book entry for Archaon, and consist of the Armour of Morkar, the Slayer of
Kings, the Crown of Domination and the Eye of Sheerian. Each player is allowed to pick one of these for their
General. The players must choose different items — roll-off to see who picks first. The item is free, but may
only be chosen as long as the General is allowed to use it. The item may replace a magic item the General

is already carrying (the replaced item cannot be used). If the General is slain; the item is lost and the army
immediately loses the battle. If both Generals are slain at exactly the same time, then the battle is a draw.
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Hil Is, sits the lonely tower of Deathknell Watch.
Legend tells that this skull-w rought tower has stood
casting its grim

B eyond the outskirts of Altdorf, high upon the Howling

h‘Jr hundreds pmsub[v thouqands, of years,

their way throu“h the cracks in the towers ancient masonry,
some trick of construction transforming their high-pitched
wail to a sonorous and powerful boummg that can be heard
in every corner of the state, In recent years, a small garrison
from the College of Engineers have taken to using the tower
‘as a signal post by day. But nothing can compel them to
man its walls at night, when the howling winds rise...

Deathknell Watch towers are found all across the
Empire, and sometimes even further afield. The original
architects of the towers built them over even more ancient
w rdmg Wells and used them to rmbue the towers w n

all Deathknell Watches are pl.aced in mght of each other
that they form an unbroken chain of watchtowers.

DEATHKNELL WATCH

VARHANMMER
STANDING

n WATCH

In this article, Jervis Johnson presents official
! rules and a new scenario to accompany the latest
. Warhamme

cenery piece — Deathknell Watch.

/ are now maintained by the Colleges of Engineers.
Sharp-eyed sentries scour the surrounding countryside, and
if they anything untoward, they use the Bronze Sentinel
atop the tower to signal a warning to the next tower in the
chain. A Bronze Sentinel is a mechanical device created
by the College of Engineers that takes the form of a giant
metal skeleton. The arms of the Bronze Sentinel glow with
arcane multi-coloured energy, and as they move they carve
sparking symbols in the air. This allows the sentries manning
the Deathknell Watch to send signals to one another by
changing the angle of the arms of the Bronze Sentinel.

A Deathknell Watch constitutes a formidable bulwark
against an enemy attack. Troops occupying the tower can
use the Bronze Sentinel to reveal the location of hidden
enemy troops, direct the fire of nearby war machines and
guide reinforcements to the battlefield. Far more deadly,
though, is the ancient Wyrding Well found in the cellar.
Occupants of the tower can sup from the well — if they dare
— while any wizard standing on the roof of the tower can
unleash the mystical energies against any enemy nearby.



Type
eathknell Watch is a building.

Special Rules

Bronze Sentinel: The side occupying Deathknell Watch
may re-roll scatter dice rolls (just the scatter dice,

not any D6 or artillery dice rolled along with it), and
may also re-roll the dice to see if Ambushers arrive.

In addition, Scouts may not deploy within 24" of
Deathknell Watch if it is garrisoned by an enemy unit.

Wyrding Well: Every Deathknell Watch is built over a
Wyrding Well. The rules for the Wyrding Well can be
found on page 124 of the Warhammer rulebook. The
Wyrding Well may only be used by units occupying
Deathknell Watch. If Deathknell Watch is destroyed,
then any unit can use the Wyrding Well using the
standard rules in the Warhammer rulebook.

Deathknell Spell: A Wizard occupying Deathknell
Watch may use the Deathknell spell in addition to any
other spells they can use. The Deathknell spell does
not have a lore attribute. If a miscast is rolled when
the spell is cast, and then a double is rolled on the
miscast table, ignore the result on the miscast table.
Instead Deathknell Watch is destroyed and replaced
with a Wyrding Well (simply remove the top part of
the tower). Any units within Deathknell Watch when
it is destroyed by a miscast are killed, with no saving
throws of any kind allowed.

Watchtower: Deathknell Watch makes an excellent
objective in the Watchtower scenario. If you decide to
use it as such and it is destroyed, then the side with a
unit closest to the Wyrding Well at the end of the game
wins the battle. If both sides are equally close, then the
battle ends in a draw.

he Semaphorius

FEach Deathbnell Watch includes g%
- a maisive book known as a. .
Semaphorius, which contains
hundreds of illustrations of the
signals that can be used by the Bronze
Sentinel. The book is named after the
engineer who created the first Bronze
Sentinel. Sadly bhe never lived to see
his creation being put to use; believing
the profotype to be safely earthed,
he touched one of its arms and was
vaporised by the deadly charge it had
built up. It is said that you can still
see the scorch marks burnt deep into
the stone of the Deathknell Tower
where Semaph was standing when he
met his untimely demise. ..

FDEATHKNELL Caston 7+

‘ The Wizard drawson the |
power of the Deathknell G

| Watch. A beam of eldritch 5

energy bursts forth from

the eye sockets of the skulls on

| the side of the fower, engulfing |

| anearby foe. i

! Deathknell is a magic missile |
with a range of 12" that

| causes 2D6 Strength 4 hits. ‘

L e =
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Jervis Johnson Presents...
BATTLEFIELD CHALLENGES

DEATHKNELL WATCH

ot all invasions are made to capture and hold
Nterritor} More common is a raid, where the

intention is to capture as much loot as possible and
carry it back to the invaders’ territory. Deathknell Watches
have been used for centuries to warn of just such an enemy
raid, and then to slow down the raiders long enouqh for a
defensive to respond. For their part, the raide
attempt to either capture or bypass the Deathknell Watch,
grab as much loot as they can and then escape with it — the
more loot they can get away with, the better!

THE ARMIES -
Each player picks an army from a Warhammer Armies book
to an equal points fotal.

THE BATTLEFIELD

Divide the table into six equal-sized sections (if you're using

a Realm of Battle, the gameboards are ideal for this). Note

‘that this battle is mu?ht down the length of the table.
Randomly select one narrow table edge, and set

up a Deathknell Watch in such a way that it covers the

intersection of the four sections closest to that edge. Set up

any remaining terrain in'a mutually agreeable manner.

DEPLOYMENT

Both players roll off. The player that wins the roll-off is
the raider, and the loser is the defender. The defender
may deploy one Core infantry unit of up to 20 models in

: an mh’ pfay the scenario by
subtt;tut:ng a su;rabi’:f model from your collection.

Table Edge

64 WHITE DWARF BATTLERELD CHALLENGES
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Deathknell Watch. They may also deploy one character in
the tower as well.

All other units in both armies enter play as
reinforcements. Both sides’ reinforcements must move
onto the battlefield on their side’s first turn. Scouts may not
deploy using their special rules.

Loot Counters

After the defender has deployed, six loot counters must be
set up. Any suitable object can be used to represent the loot
counters (a small coin is ideal — and rather appropriate).

The players take it in turns to place the counters, starting
with the defender. One counter must be placed in each of
the six table segments. In addition the counters may not
be placed within 6" of a table edge, Deathknell Watch, or
another loot counter. See the special rules below to find out
how to pick up and move loot counters,

FIRST TURN

After deployment, the raider has the first turn.

GAME LENGTH

Roll 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 roll the D6 again at the end of
the 6th game turn, and this time the game ends immediately
onaroll 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

The side with the most victory points wins the battle. Note
that victory points are only scored for the criteria listed
below, and not for enemy units that are dead or which have
fled the table, captured standards and so on.

Defender’s
Table Edge

Ralders Victory Points
For each loot counter the raider escapes from the table
with: 700 victory points.

e For each loot counter held by a raiding unit that is still
on the table at the end of the battle: 50 victory points.

* For destroying the unit(s) used to garrison of Deathknell
Watch by the end of the battle: 100 victory points.

Defenders Victory Points

= For each loot counter held by a raiding unit that is still
on the table at the end of the battle: 700 victory points.

® For each loot counter that is not controlled by either side
at the end of the battle: 25 victory points.

e If the garrison of the Deathknell Watch survives until the
end of the battle: 50 victory points.

SPECIAL RULES

Escaping: Raiding units can escape by voluntarily exiting
the table on the edge they entered from. Units that escape
are removed from play and cannot return.

The Garrison: The garrison may not voluntarily leave the
tower. If they are forced out, this rule no longer applies.

Loot: Any unit can pick up and carry a loot counter by
moving over it during its move. Place the counter with
the unit. Units can carry any number of loot counters.
Characters that leave a unit can take some, none or all of
the loot carried by the unit with them when they go.

Units drop any loot if they flee, pursue or charge -
simply leave the counter on the table and move the unit
away from it. By the same token, units may not pick up loot
while fleeing, pursuing or charging. If a unit ends a move
on top of a counter it can’t pick up, then move the counter
by the shortest possible distance to a free space more than
1" away from any unit.

Designer’s Note: In this scenario the army roster and
tactics you use will be rather different to those you use
in a normal battle so you need to keep two things in
mind: loot and Deathknell Watch itself.

The key to this scenario is to grab loot counters
and then keep hold of them. One of the most
straightforward ways of grabbing objectives is to
include flyers and cavalry in your army. However,
although units like these can grab loot easily enough,
they may struggle to keep it. Because of this you should
make sure that you have some capable combat units for
any flyers and cavalry to hide behind, should the need
arise. The raider must do their utmost to get any loot off
the table, and because of this fast-moving units are even
more useful for them than they are for the defenders.

The raiding player will also need to decide if he is
going to capture Deathknell Watch, or bypass it and
concentrate simply on the loot. There are advantages to
each strategy, but you should pick one and stick to your
plan come hell or high water. While on this subject, the
defender needs to think carefully about the garrison in
the tower. Putting too powerful a unit in the tower can
tie up a major asset that may have proved more useful
as a mob;‘!e unit. On the other hand, a weak garn‘son is
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We first showed Chris Peach’s Necrons back in November’s
battle report. In this article, he tells us how he went about
painting his distinctive army of the Nihilakh Dynasty.

he Necrons in my mind, are an

implacable force, relentlessly

advancing on the enemy, never
breaking formation. For me this image has
a very strong resonance, so when | came
to plan the army | wanted to create a force
around this idea. A symmetrical formation
made up of Necron Warrior phalanxes,
flanked by Ghost Arks, a pair of Monoliths
and, at its head, the Overlord riding to war
on his Catacomb Command Barge. This
image quickly became my guiding principle
and the basis for how | collected the army.
| drew a diagram as my plan for collecting,
sketching out a pyramid shape comprising
a solid foundation of Necron Warriors
followed by a smaller tier of elite infantry,
and the Necron Overlord at its point.

With a plan in place, | started to gather
my force. The first stop was the Necron
Battleforce, which would provide the core
of my army. The next step was to think
about the colour scheme. | wanted to keep
the force distinctive by suggesting that the
army, whether it's a lone Necron Warrior or
a massive Monolith, are made from three

i 7

¥ NECRON BATTLEFORCE
Chris used a Necron Battleforce
as the starting point for

his army. Packed with the

t miniatures that will form the

. core of an army, a Battleforce

is an ideal way to start a new
army or to bolster an existing
force. The Necron Battleforce
includes 20 Necron Warriors,
which are the mainstay Troops
for the army, a Ghost Ark to
transport one of your units, 5
Necron Immaortals and 5 bases
of Canoptek Scarabs.

different materials — metal, energy and
stone. The energy, whether seen in the orbs
or on the weapon rods would be green.

The stone was painted in a bright
turquoise. For the vehicles and constructs
| wanted to paint it as though it was stone
fashioned into the required form, whilst
on the infantry it was pure livery, a status
symbol. The closer the model is to the
nobility the more the turquoise would be
increasingly prominent.

For the metal, there was both gold and
silver. Again the gold can be seen more
on the higher-ranking Necrons, while the
functional, silver metal is prominent on the
Necron Warriors. For the silver, | actually
took inspiration from my motorbike. | keep
the bodywork of my ‘steed’ in pristine
condition, however, the functional part
of the bike — the engine, the exhaust and
the parts closest to the road — are caked in
soot, dirt and road grime to the point that
they’re almost black. As the functional part
of the army are the Necron Warriors, I've
painted them accordingly — just like my
bike engine!

Chris Peach is one of
the Studio’s army
painters, responsible for
painting many of the
forces seen in the pages
of White Dwarf every
month and in our army
books and Codexes.
When not painting at
work, Chris can usually
be found... painting.
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THE COLOURS OF THE NIHILAKH DYNASTY

Painting your Necrons in the style of the Nihilakh Dynasty uses three different colours — silver, gold and turquoise. Once
you've mastered all three techniques then they can be reproduced on any of your Necron models, whether that's a squad of
Immortals or a vehicle such as the Doomsday Ark. The steps below show how | painted the colours on the Monolith as it has

a large flat surface.

PAINTING THE TURQUOISE STONE

Start by basecoating the stone Now drybrush a 1:1 mix of Hawk Highlight the stone with pure Wash the blue stone with watered-
sections Hawk Turquoise. Turquoise and Bleached Bone onto Bleached Bone. A light drybrush down Graveyard Earth. Remove
the blue argas. ‘of the same colour is also applied. any excess with a damp cloth.

Scorched Brown is painted into the
‘gaps between the bricks,

PAINTING THE METAL

FPaint the gold sections of the model Layer on Shining Gold to the gold. Wash both the metal areas with Edge highlight the gold and the
with a solid coat of Tin Bitz. Then Wash the silver with two coats Devlan Mud. Give the silver two ‘silver with Chainmail. Add
basecoat the silver parts with an of Badab Black fonly apply the washes —apply the secand coat small chips to the gold with
initial basecoat of Chainmail. second coat once the first is dry). after the first has dried. Scorched Brown.

The large crystal was painted to
“have a metal framewark around it.

The eternity gate has had watered
down Badab Black applied.
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/40,000

PAINTING THE ENERGY

| use green lo reflect the energy that powers the
Necrons’ weapons and constructs. It also works as a
good spat colour against the turquoise and matches the
plastic rods found in the Necron Warriors box set. To
paint, start with a basecoat of Dark Angels Creen, then
layer with Snot Green, highlight with Scorpion Green
and finally apply a highlight with a 1:1 mix of Scorpion
Green and Skull White, )

D HEIO-E IO

<k

The warscythes wielded by The conduits of the . Both the Deathmark’s |
the Lychguard have their Immortals’ gauss blasters. scope and cyclopean eye.
oWn energy source. glow with internal energy. share a similar glow effect.

The platform for the The command panel of The power source for a
Overlord on the Catacomb the Ghost Ark swirls with Triarch Praetorian’s gravity
Command Barge.. harnessed energies. displacement pack.

ROOPS
The Necron Warriors:
use very similar
techniques to the
ones described for the
Monolith. There is a-
greater focus on the
dirty silver to reflect
the lower status of the
Necron Warriors. Note
that the distinctive
turquoise, which is
so prominent on the
vehicles and higher-
ranking Necrons is
restricted to a single
turquoise stripe on a
Necron Warrior’s head
and his chest icon.

LITES
On the Monolith |

was trying to create

a stone texture with
the turquoise effect,
but on the infantry,

| view it as part of
their livery rather than
actual stone so I've
painted it in a much
smoother fashion.

You can see this on

the higher-ranking
infantry such as the
Triarch Praetorians — in
general, the closer to
the nobility a model is,
the more turquoise and
gold on their armour.
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With the new Vampire Counts Battalion released this month, we take a look at the
two of the Studio’s Vampire Count’s players to see how they have incorporated this
tranche of Skeletons, Crypt Ghouls, Dire Wolves and a Corpse Cart into their armies.

THE DIREHOST OF DRAGON KEEP

MATT HUTSON'S VAMPIRE COUNTS

f you've read our Warhammer campaign

Ibook, Blood in the Badlands, then
you'll know that Matt has recently

been consumed by the Dark Arts, raising

a Vampire Counts army. The force is led

by a powerful Blood Dragon Vampire

Lord, Morivar Darkstalker, hailing from

Dragon Keep and riding a Zombie Dragon.

The Blood Dragon influence is strong

throughout Matt's burgeoning force, with

crimson tones featuring on all the models.

This is partly because Matt started his army

by first painting a unit a Blood Knights, then

bolstered his collection with the Battalion

set, continuing to paint red and infusing

his models with a bloody tone. The Dire

Matt has paimted the entire

contents of his Battalion, giving =
them a distinctive red tone. =

70 WHITE DWARF ARMIES OF THE NIGHT

Wolves and Corpse Cart are noticeable in
this regard as their fleshy areas, instead of
being painted in pale and grey tones, have
ruddy and red shades coming through. The
expased muscles on the Dire Wolves are
also vibrant and gleaming as if they had
only recently been turned into Undead
creatures. The Crypt Ghouls have evil-
looking long red nails and tufts of scarlet
hair while the Skeletons have had the army
colour applied in a more traditional manner
—on pennants and the banner.

Matt is continuing to expand his
Vampire army at a rapid rate. Along with a
Varghulf and a smattering of characters, he
has started working on some Black Knights.




ou can see the Dire Host as jt
ce the Black Knights are ready, Matt

i Ma
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COUNT'DARLORN’S SKUEL

CARL DAFFORﬁl\j_\S VAMP[RE COUNTS

itting within our book design team are a few
Vampire Counts players — the newest to the fold is
Carl Dafforn who started his Vampire army by first
painting up a Battalion box set. Since then his force
has grown exponentially with the inclusion of Grave
Guard, Zombies, a horde of Skeletons, Crypt Horrors
and Mannfred von Carstein himself.
Carl started by painting the majority of his f
in dark reds and muddy browns, but later additions
have included some brighter tones to hdp counter-
balance the overall look by ing f f
to draw the eye. The green Crypt ors are the most
p‘romin‘ent example of this but you can also see it with
th the Tomb Banshee and the lost souls trying
ap from Mannfred’s cloak.

The other feature of Carl’s force are the myriad
conversions and multi-based models in f
larger units. The Skeleton spearmen
swampy water in the front rank of his unit is p haps
the most instantly noticeable but there are loads of

‘other examples throughout the whole collection.
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As a member of the Warhammer World events team,
Nick spends his days running events such as the Throne of
Skulls. Yet somehow, he still finds plenty of time to paint.

Nick: I've been painting and gaming with Games Workshop
miniatures for over 25 years now, and in all that time, I've
collected just about every army going except one — the
Space Marines. With Armies on Parade coming up, it
seemed like the perfect time to start a new army. | chose the
Ultramarines 4th Company as the green on their livery and
shoulder pads works well with the blue of their armour. |
hadn't read any of the Ultramarines novels at that point, 50
wasn't too aware of the 4th Company’s history —a point |
regretted when Graham McNeill, author of the series, was
at Warhammer World on Parade Day. He said ‘I voted for
your army, but where’s Ventris?’ Now, | never back down
from a hobby challenge, so | read the novels and created
my own version of Uriel Ventris especially for the final.
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Armies on Parade is a chance
for hobbyists the world over

to collect and paint an army,
display it on a 2'x 2’ board and
proudly show it off at their local
Hobby Centre’s Parade Day.
Everyone in the store will be
able to vote on their favourite
entrant, and the winner will
go on to represent their Hobby
Centre at Games Day where
the ultimate champion will be
CrOW’ﬂed. YOU can see even
more at our website:

s have all be erted
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Duncan: | love being the baddie. It's much
more fun. This is especially the case in

The Lord of the Rings Strategy Battle Game,
as you can get up to all sorts of dastardly
mischief such as backstabbing and shooting
into combats. But despite my penchant

for villainy, fielding a disorganised rabble
of an army doesn’t appeal to me as much

— | prefer disciplined, organised ranks of
professional soldiery. But evil.

This, for me, is where the Easterlings
come in, as their entire culture is based
upon waging war in Sauron's name. No
army of skirt-wearing Elves, stunty Dwarfs,
or pointy-helmed Minas Tirith soldiers can
match their dedication to the art of warfare.
To my mind, the Easterlings also have the

coolest-looking armour in the game. Their
full helmets exude a sense of faceless
menace, the stylised horns designed to
make the Easterlings look larger and more
intimidating. It's partly for this reason that
| prefer to leave the slits in their helmets
black, emphasising their impassive nature.
The plastic Easterling kits made it very
easy to build the foundation of the army.
Two boxes of Easterling Warriors provided
all the infantry | needed, and the box of
Easterling Kataphrakts gave my mounted
Heroes some cavalry support. | couldn’t
resist upgrading one of these models to a
mounted Easterling Captain, however, as
the optional cloak and fancy helmet in the
Kataphrakt kit made him look awesome!

EASTERLING WARRIORS

The techniques used to paint the Easterling Warriors can be applied all across the

army, from the Kataphrakts to the mighty Lord of Blades, Amdiir.

Basecoat the entire mode! with
Scorched Brown. Then basecoat
the sash and boots with Charadon
Granite; the clothes with Scab Red;
and the armour with a 1:1 mix of
Shining Gold and Scarched Brown,
followed by pure Shining Gold.

with Chainmail.

Apply a wash of Devian Mud ta the
entire model. When this stage has.
fully dried, basecoat the weapon

Wash the weapon with Badab
Black, then layer the clothes with
Scab Red. Fdge highlight the
armour with Chainmail,

As a member of the Hobby
Team, Duncan spends all day
painting models. Many would
deem this a blessing, others

a curse, but we're sure that

it hasn‘t affected Duncan’s
mental state. Yet. ..

Highlight the sash and boots with.
Codex Grey, the weapon with-
Mithril Silver, and the clothes with
a 1:1 mix of 5cab Red and Vomit
Brown. Finally, apply thin lines of
Graveyard Earth to the wood on
the shield using a Fine Detajl Brush,

go toe-to-toe with all b_m the most
elite army of the Free Peoples.
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* EASTERLING KATAPHRAKTS

Note that the Kataphrakt riders and barding of the horses should be painted using

the same techniques as described for the Easterling Warriors earlier.

‘The Kataphtakis kit can be assembled

Wash the whole mode! with Devfan Mud. For this stage, | recommend
using a Citadel Wash Brush as it's bristles can store plenty of liquid.

 Now layer the horse flesh with Scorched Brown and laver the reins Finally, highlight the horse flesh with a 1:1 mix of Scorched Brown
with Dark Flesh. and Bestial Brown, then apply a 1.1 highlight mix of Dark Flesh and
Bleached Bone.

WHITE DWARF THE LORD OFTHE RINGS




EASTERLING KATAPHRAKT BANNER

To paint the red of the banner carried by one of the Easterling Kataphrakts, use the
same method as described for the clothes of the Easterling Warriors.

To begin wit
with lyanden D

To finish tf
the design
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Warband 1:
The Eastern Kingdoms

Leader — Amdilr, Lord of
Blades, mounted on an
armoured horse,

5 Easterling Kataphrakts with
banner and Easterling
war drum.

Warband 2:

The Eastern Kingdoms
Easterling Captain with
shield, mounted on an
armoured horse.

12 Easterling Warriors with
12 shields and 4 pikes.

Warband 3:

The Eastern Kingdoms
Easterling War Priest,
mounted on an
armaured hoise,

8 Easterling Warriors
with bows.

Warband 4:
The Eastern Kingdoms

Easterling Dragon Knight,
‘mounted on-an
armoured horse.

TOTAL:

T

WHITE DWARF

115 points

110 points

65 points

100 points.

115 points

&4 points

85 paints

654 points

aving used some Easterlings in my
Hbattle report against Simon a few

days before starting this army, | had
a much better idea about how to use them.
Even though he didn’t perform as well as I'd
hoped in the battle (mainly due to my poor
luck!), I knew that | had to include Amd(ir
in my army to lead it, as on any other day,
he’d have reaped a bloody tally.

My army has been distributed amongst
the warbands according to their role on
the battlefield. The main battleline will
be formed of my Easterling Warriors, who
should be able to hold their own against
almost any foe with their increased Fight
value. The models equipped with pikes
can redeploy behind this front line to lend
support where the fighting is thickest,
potentially doubling up to support a

‘combat twice if necessary. They will be led
‘by the Easterling Captain, who can lend his

Might and fighting prowess where needed

THE LORD OF THE RINGS

~ AMDUR’S EASTERLING ARMY OF RHUN

and use his horse’s speed to get their fast.
The War Priest will deploy further back with
the archers. These models will support the
main fighting with spells and arrows, but
are still more the capable of joining in the
fight if reinforcements are required.

~ The Kataphrakts, Amdr and the Dragon
Knight, however, are my trump cards in the
army. They will seek to use their speed to
outmanoeuvre the enemy army, engaging
their archers or rolling up the flank of their
main battleline as they are busy fending off
my Easterling Warriors. But whilst doing so,
Amd(r and the Dragon Knight will always
be on the lookout for enemy Heroes to
pick off. Not only are they both incredibly
skilled fighters, but | can augment their
Strength to 6 for a turn by using the War
Priest’s Bladewrath magical power! As an
added bonus, they will also regain a Might
point each time they kill an enemy Hero by
virtue of their Blood and Glory special rule,
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STORE FINDER

OPENING TIMES

‘Games Workshop stores
‘can be found up and
‘down the land, in cities
and towns, on high
centres. Consequently,
the opening heours of
individual stores may
vary greatly.

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

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

www.games-workshop.com

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

staffed by expert hobbyists.

Full range of products

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

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

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

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

Free gaming & tactics advice

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

Free Beginners programme

‘Our special Beginners programme teaches

you how to play and helps you take your
first steps into the Games Workshop
hobby. All you need to do is come along.
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Games Workshop Independent
Stockists are official sellers of Games
Workshop games and hobby products.

IN YOUR LOCAL AREA

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

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

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

IN THIS DIRECTORY

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

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

CAMES WORKSHOP INDEPENDENT STOCKISTS

'g GAMES WORKSHOPS
=/ PREMIUM STORES

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

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

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

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

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

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

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

FOR MORE INFORMATION, CALL: 08700 134411

YOUR LOCAL STORE




STORE LISTING

February 2012

GW BRISTOL:

33k Wine $lreet,

51200 Tel: 0117 425 1533
laeehorkcom/GWEristal

GW BRISTOL (CRIBBS CAUSEWAY):
Unit 129, The Mall,

0534 5LP Tely 0177 959 2820
Eacebiok.i cnn-rG\vtrlbhsL'ausewa,
BRISTOL, Antics Model Shap:

B57 408 Tek: GT179 173 Tk
BRISTOL, Area 51:
BT BEA  Tal: B1E79 245655
BRISTOL Cut and Thrust Warfammg‘

152 Tel: 41175020027
(_RIBBS CAUSEWAY, HobbyCraft:
534 515 Tel: 0845 051 6324

= GW BEDFORD:

10 Greyiriars,

M THF Tel: 0123 427 3643
Feeebook,com/ G Bedved
BEDFORD, Close Encounters:
MEAD 19_\'\‘ Teli UTRS4 3707 7T
DLINSTABLE, Parallel Worlds:
LUS NP Tek 01362 6568 200
H.QRPENDEN Lorna’s:

ALS 1L Tel: 11562 769 204
I.BGHTON BUZZARD, 8 Model Shop:
LUTIEA - Tel: 01525 373357

* GW MAIDENHEAD:

1 Kingsway Chambers, King Street,

516 TEE Tek G162 B61 1747
facehnok,cam/GWMaidenhead

= GW NEWBURY:

114 Harihelomew Streat,

RC14 50T Tel: 0163 360 246
laceback.com/GWiowhiry

GW. READING:

29 Owlurd Hoad,

RGT 7QA Tel: 0118 95% 8693
tacelinak.com/ GWReadlng

* W WINDSOR:
Linit 3, & George V Pl
BIES L 733 BEHT
farebook.comd GWW ndsar
HENLEY QN THAMES, Hmlev Model Wnlalms
RGI1AG Tek: o

READING, Hobb'yCr Fl..

RGT K5 Tel: 0445 m 6542
WINDSOR, W] Daniels
LHERET Tel: 01751 Bb2106

GW BIRMINGHAM:

b Prinry Crucesway,

Ed 7LA Tul: D121 233 4840
facehonk.cam/GWBirminghara

GW DUDLEY:

Uil 38, Merry Hill Centre,

Y5 159 Tel: 0138 440 1070

ncebnok.com/ GWDudley

* GW SOLIHULL:

697 Warwick Road,

B51 30K Tek: (121 705 7997

faceboukcom/ CWSelilull

* GW SUTTON COLDFELD:

36 Birminghem Hoad,

[oi i e Tl 0121 354 3174

farehiuak comGWEttanColditeld

= GW WALSALL:

Unit 24, Old Square Shopping Centre,

W TQF Tek Ui%2 372 5207

facobank.com/GWWalsll

* GW WOLVERHAMPTON:

@ King Street,

WV ST Tel: 0790 231 0466

faceboak,com/GWWakverhaniptun
BIRMINGHAM, Console Games:
H45 0LD Tel 01 457 7736

KiDDER.MINSTER, T) Models:

Tel: 1562 747002

=CW J\‘J'I.ESBL!HY:

& Marknt Sireet,

HFz0 2PN Teh 01256 419 703
faicebook, comd GWAvlesbuery

GW HIGH WYCOMBE:

Mo 55 Eiden Walk Gaiory, Eden,

HP11 18] Tel: 0149 453 1454
facebonh.com/ GWHIghWycamba

CW MILTON KEYNES:-

Undt 2, 54 Silbury Boulevasd,

MKY 24D " Tels 0130 EGY 0477
Facebook,com/CWMillonReymes
CHESHAM, Harvey Johns:

HES 18P Tel: 514494 7H2107
GERRARDS CROSS, Howard Marshall:
SLY BES Tol; @1753 BHEG3E
HAZELMERE, Childs Toys:

HP13 7AA Tel: 01403 717 425
MILTON KEYNES, Hobb
MEKTS 8FU Tl 1855 037 6544

GW CAMBRIDGE:

5% Regent Stroet,

CHziDe Tel; 0122331 3350
facehook com/GamesWarkshopCambeidee
GW PETERBOROUGH:

3 Woenlwarlh Stresl, _

PET1DH Tel: (1733 850 052
Facebook com/GWPeterborough
CAMBRIDGE, Camlmdge Toy Shop:

CBT TFA Tel: UTHJ g a1
ELY, City Cycle Centr
CB7 5P8 Ted: D|J13 BEITAT

EYNESBURY, Wheelers:

PEIG ITA Tel: 07410 476523

HUNTINGTON, Niche Comies:

FE29 3TF Tel; 01440 352 307

MARCH, The Toy Box:

FEI 8L tl: 07354 658 051

PETERBOROUGH The Rift:
Tel: 1733 341007

WISEEG-I Prams & Toys,

FE13 1BA Tel; 141745 584142

CHANNEL ISLANDS

IERSE\" ST. HELIER, The Little Shop:
Tol: 01536601925

GUERNSE‘( ST. PETERS PORT, Carousel:
Tal: G481 721731

GW CHESTER:
12 Foregata Steent;
CHi 1HB Teb 0124431 14967
facehaok,com/GWChester :
« GW CREWE:
8 Market Street,
CWH2EG Tel: 01270216903
facehoak.com/GWCrewe
= GW MACCLESFIELD:
1 Chuirch Strest,
5811 6LE Tel: 0162 563 9020
favehaokcom GWMacclesifield
= GW STOCKPORT:
32 Mersoy Square,
SKi1RA Tel: OT61 474 1443
Gacelioohcom/GWslockparl
= GW WARRINGTON:
Unit 20, Rank Sireet, Time Sy,
WAT 288 Tel: 0752 363 19684
Tacehook.cam /G Warrington
BR!DGEMERE, HobbyCraft: -
L3 7 “Tol: DE4S 057 6537
CHE'SI'ER, HobbyCraﬂ
Tel: DA% DET GELE

l:DN.‘.I.ETt:IN Colours and Crafts:
LW 1EE Tel: {260 2711
ELLESMERE PORT, D&A Mode]r
CHGS HDA Tel:
NORTHWICH, Le\el 1
£WT SAE Tel: Dbl 45053
NORTHWICH, The Model Shop:
WS SEA Tl D606 47740
STOCKPORT, Goslings Toymaster:
S BAW Tel:: 01614 272008
STOCKPORT, HobbyCraft:
K1 2HH Tel:, 0845 051 6540
WAIIRINGTON Hobb'}'Craﬂ"

anr * Tel: wBan us1 BE4T
WEDNES Widnes Model and Craft Centre:
WAS BAT Tel; D514 22043

GW MIDDLESERDUGH:

Unit 33, 3% Dondas Slreet,

TS 1HR Tol: 0164 225 404]
Tagebook. comy GWMiddlesbrough
BILLINGHAM, W Buyes & Co Lid:

T523 2N Teh 01642 557 030
GUISBOROUGH, Road Flag Ltd:
7514 GEN Teli (287 (37777

GUESDOIIOUGI‘L Stoitelds‘l‘ Cenlre:.
7 el 933

NORMANBY, PC Tech:

TS6ALT Tel: (K642 201504
REDCAR, PC Tach:
TS0 400 C o Teh 0642 461000

STOCKTON ON TEES, Hobbies R Uz
TH1B 1PL Tel: 01642 535787
STOCKTON ON TEES, Minatour Gamues:
TS 1BD Teli 01642 &7 anb

CORNWALL

GW TRURO:
Linit 1, Brilge Honise, Mew Bradg Street,

TRT 284 Tel: D187 237 147
facebook.com/GWTruro.

BODMIN, Bricknells:

PL3T 2L Tal: 07202 77068
CALLINGTON, GMS @ Simphee's:
ELT7 7AN Tel: 01575 J83900
FALMOUTH, Kernow Toymaster:
THIT 30 Teh A1326 312 A1
HAYLE, Blewetts of Hay!
TRE7 480 Tal: 01736

"2

PLIS 40Y Tol: 0T556 FTIANT
LISKEARD, Traﬁu Mills:
PLI4 RHY el: 01579 142077

PENZANCE, Newlyn Post Office:
TRIB 5HL Tek 61736 364592
REDRUTH, Barb's Lil Shop:

TRIS 2AL Tek: 07v39 S66.934
5T AUSTELL, Mad for Miniatures:
PLES 5O Tel: 01726 72259
S'I I\"ES Dragon’s Hoard:

Tel: 01736 798484
WADEBR[DGE
PLT DD

nells Toy & Nursey:
COUNTY DURHAM

“Teh 1208 B1Z615
* GW DURHAM:
64 Morlh Ruad,
DHT 450 Taol: (191374 1062
Ercebookrom W DUrham
* GW DARLINGTON:
A Skinnergate,
DL3 71X Tek (137 538 2463
ficehonk,com/GWDardngton
BISHOP AUCKLAND, Windsock
DLYS TPF Tel: 11388 603 ?éﬁ
CHESTER LE STREET, Chips:
DrH 3B Tel: 01642 227248

(DNSETT Chips:

Tel: 01642 227348
DAR!.INGTCIN Lamby's:
[ETTY Tel: 0¥ 3?5 %sz
SEAHAM, Games of W
ST 044 Tel: EIMHS B17 118
STOCKTON ON TEES, HobbyCraft:
TSI TEW Tel: 0845 051 6539
GW CARLISIE:
Uit 2, Earls Lang,
CA1 109 Tel: 0122 439 6218
facebook.com/GWCarlisle
GW KENDAL:
Units 4 & 5, Blackhall Yard,
LAg 4L Ted 01534 722007
facebook com/CWHendal
BARROW-IN-FURNESS, Heaths:
LAT4 TJE Tel: 61129820 435
WNHS{W WINDE‘RMERE, Ernest Atkinsan & Sonz

539 443 B47

mm H. r b
CAR |HEF miﬂ W“'
COCKERMOUTH, The Toy Shop:.
CAT3 91U T 01900 245055
KENDAL, Aireys of Kendal:

LAD 4RA- Tek: 01530 720761
PENRITH, Harpers Cycles:
CAlt 7PG Tel: DI7ES D44 475
WORKINGTON, ToyTown:
CA13 NG Tel: 1300 873 322

DERBYSHIRE

« GW CHESTERFIELD:
21 Knifesmithgate,

544 Th Tel: 01246 371718
facehaok camiGW Chesterficld

GW DERBY:

42 Saclter Gabe,

DETANE O Tel: 0133237 1657,

facebook.comdGWDerhy
ASHBOURNE, Lumbards Toy Shop

DE: 1GG Tel: 01335 245115
BUXTON, Knowles Toys and Models
K7 BV - Tel: 01280 14263

CHESTERFI{:LD Midland Co-op:
Tel: 01245 20 200

DERBY Tokyo Otaku:
U Tek 01322 311335
DERB\’ Toy Planct:
T Tul: “isiz 3477
GLOSSOP, Wain Services:
Tel: 1457 453 548

SK14 7a8

ILKESTON, Midland Co-op:

DET 556 Tel; dns 327 77
MATLOCK, Shawes:

DES 3AG Tel; UT4Z0 502382
DES3BU Tel; G1773 747084
STANLEY COMMON, Oakfield Farm:
DEY &FP Tols W?B_G'J 14412

* GW BARNSTAPLE:

B Quecns Houss, Cuieen Steoet;

EN32 fH) Taf: 41275 B50145
farebank.com/CWaamstaple
GW EXETER:
312 Sidwell Street,
XS GNN Tel: 0139 245 0305
faceboak.com/CW Extar
GW PLYMOUTH:
B4 Comwall Street,

PLITLR Tel: 75 225 4121
tacehack com/GWPlymauth

* GW TORQUAY:

12 Market Street,
TEH 3AG Tek: OTE0 320 1026
favchovk com/GWTarquay
BRIXHAM, Mainly Minfatures:
1035 UE| Tel: 61503 a2 555
CULLOMPTON, Nanna s Toy Chest:
E¥15 1LE - hl 4 839317
DAR‘IMOUTH WG Pillar & Co:

T 4 Tel: (7807 B32 139

Ganes Lidi
: el 482 170022
EIMOU!H Collett's Model Trains:

Tl 07 B85 98E57E
HONITONI Pressplay:

Tel: 404 549612
KINGSBR]DGE The Tradmg Post:
TGT 196G - “rel: 11545 853 523
NEWTON ABBOT Trago Mills:
TQH2 6ID 10Eh 821111
OKEHAM?TOI\ Kinderbox:

w Tel; 01837 659950
PAIGNI’ON, Paignton Model Shop:
T4 5 Tek: 01803 555882
PIYMOUTH Antics Model Shop:
PLT 1DL Tel: 01752 221 851
PLYMOUTH, Giants Lair:

PL4 05T Tel: 11752 220 973
PLYMPTON, Nimrif Models:

PLY 24L Telt 01752511999
SIDMOUTH, Gliddons Toymaster:
EXTO BLE Ted: 01395 3166
STIBBS CROSS, | Qmmlm Games:
EX38 810 Tek OT305 640073
TAVISTOCK, Kaleidoscope:

PL19 OHE Tel: D827 615 236,
TAVISTOCK; Games and Computers:
PLITIDD Tel: 1822 61625
TEIGNMOUTH, Jackmans Toybox:
TO4 BEA Tol: 01626 THATSS
TEIG‘\IMGUTH M Cubed:

e o Gk HFO9YS
TIVERTDN Banbury's:

EX16 50D Tl 01484 2526147
TORRINGTON Toyzone:
BHQ Tel: 01805 624 7590

GAMES WORKSHOP HOBBY CENTRE

(#) These Hohly Centres are chised on Mondays and Tucsdays.

PREMILM STORE
Stocks mosi of the pradm'l FAES,

i wm&ﬁ'

* T b sure ey horve wiherd wou vt in stock, we cerommend coliing the stare fint.

CM14 ARG
CHADWELL HEATH,. Atomic Comics:
Tel

TOTNES, Finishing Touches:
TO9 SRW Ted: 01803 Sh2244
DORSET

GW BOURNEMOUTH:
5 Commercial Rond,

BH2 5RT Tel: 01202 15292
Taxehik. com! GW Bourmeminih
GW POOLE:

Uimit 1 l ann,ule Centre,

BH Tel: 1120 268 5634
=a_ebnuk com/ G Poole
BLANDFORD, Inspirations;

DH1 72X ; 01256 400999
BOURN , HobbyCraft:

BHZ2 501 Tak: OB45 051 6320
BRIDPORT, Frosts Toymaster:

D76 30P Tel: BI308.427 271
CHRISTCHURCH, Simple Miniature Games;
BHLY 160 Tols {1202 384721
DORCHESTER, Dorchester Toys:.
OT118Y Tel: #1305 261 152

SHERBOUI!NE, The Corner House:
Tel: 01935 B15.615

SH&RBOURNE, The Toy Barn:

[FEERT)3 Tl OT425 813 040
SWANAGE, Leonard's:.
BH1I 10T Tel: 01929 426096

WEYMOUTH, Howley's Toymaster;
DF4.0H0 Tel: 11305 779235
WIMBORNE MINSTER, Riverside Toys:
BHZ1 1IN Tel: 07202 481735

GW CHELMSFORD:

Unit 4C, The Meadows Centre,

M2 6FD Tuk 0724 549 946

izvetmok com GWChelmsford

GW COLCHESTER:

2 Shart Wyre Sireet,

COT TN Tel: 0120 676 7279

fahook.com/ CAWColchester

CW SOUTHEND:

12 Snuthihurch Road,

Tel: 0170 246 1257

n:l:bruk cam/CWSauthend

GW THURROCK:

LiniL 4154, Levol 3, Lakoside Shopping Croee).

RM20 2F] Tek: 170 B 7133

laceboukeom/ GWThurrock

@ HARLOW, Marquee Models;
CM20TXE el 01279 823 334

BASILDON, HobbyCrait:

SSTAIWE 051 6536

m 353 -
ICA\‘ Tags N Tuck::
el 01277 6\50-1-54

1376 3
BRENTWOOD, H&M Cyclae

Tels @377 214 3482

RAG dAH ; UZ0ET 578 547
CHELMSFORD, HobbyCraft
CMz £XE Tel: 54 051 6572
CLACTON ON SE&, Ciacton Art & Craft Contre:
COMS TjA Tel: 01255 436 346
FOLCHESTER 4TK Gaming:
Tel: M206 736300

HARLOW HobbyCrait:

A2 20A Tel: 0845 037 6563
HCIRNCHUIIEH Tale Haven:
RMIZ ATN Tel: 91708 473051
LEIGH ON 5EA, Cal\\»er Books:
S59.3NH Tel: 01159 302 131
MALDON, Colin Bliss Models:
L SHL Tek G4 31 537

RAYLEIGH, Toys N Tuck:

556 TEW Tel: 01268 775 501

$56.7HL Tul: 0775 957500
SAFFRON WALDEN, Game On:
ERTO 14X Tel: 07799 506 (22
SDUTHEND ON SEA, Wayland Games:
Tel: 01702 668750
W‘ESTCLIFFE DN SE-'\, Argosy Toys:
ol 01702 346 306

ElllllﬂESTEll‘SlllllE

GW CHELTENHAM:
16 Plttville Strect,
cismy Tl 0124 222 8479
facebonl com/GWCheltenharm
* GW GLOUCESTER:
35 Clarence Street,
GL1TEA Tely 0145 250 5073
facebock.com/CWGlourester
BOURTON ON THE WATER, Baurton Model Reilway:
GLSA 2AN. Tel: 01451 B20- 646
CII!ENCES‘.I‘EI!f Crocodile Toys:

Tel: 01285 456 050
GLOUCETER Hnbhy(:ral‘t'

1 BSL
um

) ILLE
STKOUD .-I\Ian Tjndall I.hi

01453 7659210
IMI'SIIIIIE

GW BASINGSTOKE:

3 Patters Walk,

RG22 7GO Tel: 0729 46 GUS0
facubook. counGWBasingstoke

GW PORTSMOLUTH:

34 Arundel Street,

PO TAL T Tel: D239 24T G266
faceboak.com/GWPoelmouth

GW SOUTHAMPTON:
3 East Strect,
5004 3HG Tel: UZ3H 0331962
facabinak,cam/GWSnuthamaton
» GW WINCHESTER:
35 lewry Street,
SO13 HRY Tel: U746 386 0199
facehank com/GWWinchester
@ ALDERSHOT, The Game Shop:
SUTI 102 Tek 01250411 343
ALTON, Alton Model Centre:
GUA4 16D - Tel: 01424 ;-u 214
ANDOVER, Andover T
ST Tel: nm.-u 32 163
BASEN[.STDKE, HobbyCraft:
R BHN Tel: 0843 037 6571
EASTI.EJCH, E:I!llelﬁh Warga
S050 4[4 339 514 179
FAREHAM Craft C
Tek ul'u'l W5 50T
FAIINBDIIDUGH, Dark Star:
G4 BN Tal: G252 54510
FLEET, Fleet Toy:
GLITS 3HL 11

11252

BERTAX: ek ASS B0 NEE
GDSPGRT, TD Books and Wargames:

POA2 TLR el 07960 444855
HAVANT, HobbyCraft:
FOZIND Tek: 084!

LYMINGTON, HE Figgures:
SO4T BAG Tel: DTS00 G2
MILFORD ON SEA, Milford Models and Hobbies:
SOAT D C Tl TV5I0 b4 112
NEW MILTON, Toys of New Milton:
BH25 BHY Tel: 11415617 85
NORTHEND, Fun Toys and Games:
POZ OLH Tel: 02392 BT
PETERSFIELD, Folly Models:
GU31 4AD Tel: DT730 247 932
RINGWOOD, Tn?'s of Ringwood:
BH24 1AT 1425 479 444
ROMSEY, Roundabout:
5051 06D Tel; 017943512 145
SOUTHAMPTON, HobhyCraft:
5018 THW T(| V245 03T 6521
SOUTHSEA, Solent Wargames:
MOd OfF Tek: DE39E IIFTS
SOUTHSE!\. Southsea Modets:

Tek 02392 733 208

IIEIIHIIIIBSHIIIE

* GW HEREFORD:
40 Eign Gate,
Hil 1AE Tel: 432 365 040
faceboak.com/GWHereloed
BUNTINGFORD, Lost Ark Games:
5G4 9AD Tel: 0T763 448 414
HEI!EFO!ID Weohley Bookshop:
Tel: 07544 315392
LEDBUR\" Little Shap of Waonders:
Tel: 11337 632206
lEOMiNSTEﬂ Ma;tn s Models & Crafis:
Tel: 1368 613 THZ
IIOSS ON WYE, Revolutions:
HR3 7Y Tek: 01949 567 679

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:

16 Bridge Streel,
HP11EF Tel: 0iad 424 9752
Lsceboakcom/CWH dHempstear

s GW ST ALBANS:

10 Fleritage Clase,

ALZ dEE - Tel: 1172 786 1193

furabink, cor/GWSiATbans

= GW STEVENAGE;

5 Quesnsivay,

SG110A Tel: 01430 355044

facehook. com/GIWSTevenage

BERKHAMSTEAD, Hamlins:

HPS ZAB Tel: B1447 8563 641

CHESHUNT, Creative Thinking:
Tel: 1992 622333

HITCHIN Battle Worlds:

SG51BY Tel: 01462 436588,
HITCHIN, Mainly Models:

565 108 Tel: 01362 412 204
LETCHWORTH GARDEN CITY, Cuthbert's Toys:
5G6 3DA Tek: D146 486030
LETCHWORTH, Rowells Tt %" rium:
506 30N Tel: 41462 7
STEVENAGE, HobhyCraft:

SG1FAN Tel: 0845 057 a3

STEVENAGE, KS Models:

SG1 3AW Telt (17a36 734 618
WELWYN GARDEN CITY, Fun House Toy Store:
ALS 6HA Tak: D'F?O? Jerye
WATFORD, HobbyCraft

WODI7 I5F Tol: H045 IJ!‘I G518

ISll OF MAN

lﬂm lﬂ as
ISI.E IIF HIEII'I'

POM TP Tek 01983 530570

NEWPORT, Toy & Models:

P TG Tek: B1953 525 258

RYDE‘ 'lhe Sports & Model Shop:

Tel: 01983 862 354
lllﬂ'

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluawster,
DAS 950, Tek: 0132 242 7R30°
favehookicom/ GWEnewaler

GW CANTERBURY:

Unit 3, lron Har Lane,

€T1 2HN Tel: 1122 745 2850
Tncehoak.com/ Gy Canterbury

www.games-workshop.com




CLMES
\WORKSHOP,

@

WHITE DWARF

BLUEWATER &

www.facebook.com/GWBluewater

Continuing our tour of Games Workshop Hobby Centres
around the country, this month we head south towards Kent,
and to Games Workshop Bluewater.

Games Workshop Bluewater is one of only
two Hobby Centres in the country to be
guarded by its very own life-sized Space
Marine statue (the other being Warhammer
World in Nottingham), but once you make
your way past the imposing figure at the
‘door, you quickly find yourself in familiar
surroundings and amongst friends.

There's always loads going on at the
Bluewater Hobby Centre and, being a part
of the Bluewater Shopping Centre, the
store stays open for longer, which means
there’s always plenty of evening activities
for you to take part in; from club nights and
mega-battle evenings to nights set aside for
practise games in preparation for the next
tournament or in-store campaign.

Indeed, the staff at the Bluewater store

are an eager bunch, always happy to listen
and talk to you about your hobby, offer

«collecting tips, painting techniques and

tactical advice for your games. There’s
nothing these hobby paragons enjoy

more than playing games of Warhammer,
Warhammer 40,000 and The Lord of the
Rings so, next time you're in the Bluewater
Shopping Centre, pay a visit to the Hobby
Centre and challenge them to a game.

Games Workshop Bluewater

Bluewater Shopping Centre
U0528B Upper Thames Walk

Greenhithe, Kent, DA9 95Q

Tel: 01322 427880

YOUR LOCAL STORE




GW MAIDSTONE:
7a Pudding Lane,
Vol 1162 247 7435

INBRIDGE WELLS:
36 Grosvenor Ruad,
THI-2AP Tl 0148 252 S84
facehookcomd W Tunbridiewells
ASHFORD, Kid's Stuff:
TNZ3. TAR Tel: 01233 (16200
ASHFORD, XPRESS Games:
TNIS BN Tel: 61235 K21710
BE}{I.EY HEATH, Kit Krazy:
DAG BD Telz. U206 298 7177
BROADS‘I’AIRS Time & Space:
CTro e el 1ad3 Hk C06
CHATHAM, Maynes:
ME3 4EF Tel 41674 404 131
RM'FORQ. HuobbyCraft:

DAl 410 Tel: 1845 D51 6535
DE’M John Roper:

4 Tel: 11304 361404
DOVER, Turners Models:
CT17 051 Tels m,aa 203 711
DOVER, XPRESS Gam
CT16 18U Tek m'xuz 449358
FOLKESTONE, Penkrait:
€TI0 ADF Tek: 01303 279292

GRAVESEND, Steve’s Colloctables and Toys:

D2 2RO Tal: 01474 864 465
GRAVESEND, The Stamp Centre:

DAT1nAY Tl 01474534 166

HERNE BAY, Spearings.

CTe 566 Tl D127 574 049

HYTHE e fax .

cr ARP ]r I o130 262 Ga2

MAIDSTONE, HobbyCrafl:
Tel: 0245 051 (549

METG 05N

; Tk TRE
EOCHEST‘ER Rochester Games:

MET YT Teb D795RLE0ETA
SEVENOAKS, JH Lorimer:
TRIT R Tel: 01732 2 a0

SEVENOAKS, Manklows:

TH14 5AR Tel: MI7EL 458 852

SI!"I'INGBDURNE F1 Hobbies
ET0 3TH Tel: 1845 2alind?

Sn‘TINGBOURNE Nickel Books:

MEND 47D Tel 07795429 546

THANET, HobbyCraft:

CTHEF el: 0845 031 6T64

TUNBRIDGE WELLS, HobbyCraft:

THZ LR Tul; 0843 051 B36E

* GW BLACKPOOL:

b Birley Streed,
F¥11DU Tel: G125 375 2056
{acefiiab,cam/GWBlackpon!

GW BOLTON:

Llisit 14 {ist flcar), Crampton Place,
841 107 Tol: 0120 326 2137

farebnok.com/ Gy Babion
GW BURY: '

11 Crompten Stroet,

B3 0D TFel: U167 797 (540
faebank.comyGWBury

GW PRESTON:

15 Milinr Arcade,

PHT 20V Telr Q177 202 1855
facebonk com/GemesWarkshopPreston
" GW WIGAN:

[ESERFEEEA]
arehonk. oo/ GV Wigan

ASHI‘ON UNDER LYNE, Roundahout Toys:

OLE B Tel: 11617442 144
BLACKBURN, Batcave:
BE2 111 Tel: 11254 667 388

BI.AC‘KPOO!., lCollectatli

el 01253 403632
BGJ.‘.I'ON. HnbbyCraﬁ
BL1 38 Tel: 0045051 6337
EDLIGN Portcullis Warganes
BL1 4AD1 Tel: F1204 772 523
BURNLEY, Compendium:
BYIZ UEG Tel- 01282 457 D60
EHOELE\' Harnpsons Toys & Nursey World:

Tel- 11257 263043

CLITI-IE‘ROE Cm&FIk of Clitheroe Lid:
Tl

BET A 01200 $23 587
cmuE West End Model Centre:
3 T Tel: =¥ sW?Il

oD, ﬂm,

P2 ary..
I.EIGI-! Slarl:lown Ltd:
WNZ TAW Tel: 01942 671 176
ORMSK.IRK Taylors:
4 Lk Tel: 01605 573576
POULTON LE FLYDE, Padley T
Tek: DB357T 997 745
PR,ESTON Hobby(raﬂ

A4 247

PRT EAF Tel: 0845 051 4529
THORNTON, Toys 2 Save:
FYS 42 Tel: 11233 555 905

LEICESTERSHIRE
GW LEICESTER:

353 0537

. GW LDL'GHEORULGH

2% igin Siwet,

LERT 1L Tek DI50.923 8107

fesebuok comn/GYYLoughboroush

@ LEICESTER, Table Top Tyrant:
e R Tek G762 531 954

ASHBY-DE-LA-ZOUCH, Steve’s Mude‘s::

LEGS THY ©Tely N530 416 B27
ml;rHsonouﬁH Wargames Inc:
1A Tel: UJ"U? 235505
lUT!ERWORTH Ace Connections:.

LEIT 4] Tel: 01455 558375
MELTON MOWBRAY, Cobwebs:
LET3 TXA - Tl UTE64 U700

LINCOLNSHIRE AREA

* GW BOSTON:

45 Wide Bargale,

PEIT iSH Tek: 1205
rcelmokitom/ GWBtan

396

= GW GRIMSBY:
et St Asany's Gale,
LN3T 1 Tel: 147 234 1957
shook.com!GWGrinnby :
« GW LINCOLN:
mi 5L, Sal ubide of Waterside Centre),
NI 1D fek 1152 254 Ri2?
Tcehnok.com/ GWLincoin
GAINSBOROUGH, Mad About Trains:
DN THS el 01427 T11.040
GRANTHAM, A1 Hobbies Lid:
NGAT 9SE ol: 11476 SA50T
LOUTH, Castalin
LN ITIET Tel: 507 632 149
MABLETHORPE, Belas Toymaster:
LNTETAD - Tel 01407 471 338
SCUNTHORPE, Shermans Model Shop:
DT AL Tel-0i724 H42 439
SKECNES ‘Ihl: Muodel Shop
'£25 INY ol 01754 744429
SKEGNESS Wfarlards of the Coast:
P25 TRY Tl 01754 7G3ENE
SPALDING, Mason's Mod
PELT DG Tol: 11775 721 456
STAMFORLD, Stamford Models and Hobbies:
FERIAY Fel: 7RG TR

= GW ANCEL:

3637 Myddfleton :wrm, Anga Isfinglan,
ECIR 1UA Tel: 1207 7130835
faceboak,Com/GhWAnge|
GW BRENT CROSS:
Lt B9, Lower M, B i
N 3FE, 0201 202 4970
fagelimul, o/ GWErRMCross
GW BROMLEY:

Linit 24, The Mali, Bramley,

AR 1TS, Tel: nmz—. 466 0678
acehitanh. oo GV I
GW COVENT GARL}E".’

Lnit 33, The Market,

WELESBE Tel: 0207 249 5106
Lacebrak.com/GV Coveal Garden

GW CROYDON: .

Unit 35, Centeale Shoppirg Centre, Krelvy Read,

CROTTF Tel: (7208 400 4600
tacabankenm GWEFydon

« GW EPSOM:

1 High Streel,

KT14 #AD Tel: 1352 75180

fazehank.com GWE]
GW KENSINGTOH
Shup 7, Lancer Square, Kerdlrzlon Church Straet,
W 4EH Tel: 0207 937 7011

fae chook com?GW Kensinglon

GW KINGSTON ON THAMES:

31 Fife Road,

KTT 15F [
facebouk com/ GWH
GW DXFORD §
Unit B0, Thi Plaza Shapping Certre,
Wit TLT Tale 0207 $36 1334
frcebaok con GWLanduaPlars

* GW MUSWELL HILL:

117 Adesandra Park Roed,
W10 0P Ted: K208 853 9407
facehonk.com/GWkuaweliHil

GW ROMFORD:

1T Quadiant Arcade,

RAT TED Taki 01708 7420740
facehnnicnm/GYW Romlord

* GW STAINES:

& Clarence Strest,

TWID 458 Tel: 0170 446 0675
Bebookcom/GWitsines

GW SUTTON: '

Lirit 26, Times Stuare Shapysng Contr,

SMTALF Tel: DZOB 770 9454
facelmok.comiCarnesWirkshopSutton

CW UXBRIDGE:

Lirdt 33, Chesgiars Mad, The Payifcns Shapping Cunlre,
8L RS Tel: DUBT 525 J8GD
facchook.com/GWixbridge.

CW WATFORD:

Linil €3, 1A Gueen Street, Harlequin Cenlre,
W07 HH Teh: DTT2I245345
facchipokrem/GWiVatiord

GW WOOD GREEN:

Linit 93, The Mall Wood Groen, High Sfreet,
N2T 684 Tel: 0208 3397079 -
facchiak.com/CWWond CGireen

BARNET, Toys Toys. Toy
ENS 5RO Telz D208 449 0966
BECKENHAM, Beckenhm l'q_:gs:

BLACKHEJ\TH 2nd Impressions:

Tel: 0206 652 6192
BIIQMI.E!" Chatterton Toys:

Tel: OPURSEAFEIN
CHISWICK, Turnham Arts and Crafts:

O 59 5209
o

Wi ils 0 Tel: D20B 5952672
CROYDON, HobbyCraft:
CRD 4XU Tel: 0845 G-i 6570

B 3
EALING, Narthfields Models:

Wi sgu Tel: G208 29!} 3444
EAST SHEEN, Pandemoniu

S BAE Teol: 0206 Bfﬂ D']GS
ENFIELD, Pearsons:

EM2 6L “Tel: 208 373 4200
FINCHI.EY, Leisure Cames:
NEION Fol: B206 346 2327
FULHAM, Patrick’s Toys:

S TAY Tel: U207 30590404

GREENFORD, HobhyCrait:
UBBOUW o Tel: OB4S 037 6540
HAMPSTEAD, H; ¥ Rel

MW INH aPPzn
HARROW, Toy Galax:
HAT ZRH Tel: G208 424 9300
HERNE HILL, Just Williams:

HL Tel: (433 743 5455
HORNCHUIICH Modellers World:
RMIZ 5RY Fel: U7R) 630633
KJN'CSTON The Print Galles
W11 3H *als 02 712% BEE
MUSWEI.L HILI. Art For Art's Sake:

10 026 B34 0512

1405 Tl
LONDON 4D Mnde]sllo

E12EU Teli D20 7164 1286
ORFENGTQN, Chsps
D1GET 22750

DIIPINGTON HobbyCraft:

Tel: 0843 15765746
PUTNEY Toystopc
S5 1 [

Litd:
TWO ERW Tk DXon Tai 475
ROMFORD, HobbyCraft:
BT 1AL Tel:. l.IB:IS 51 6543
nu1su? Juhin Sanders

Tel: ﬂ‘u"u 634 048
SOLmi WOODFORD, South
EVe 2005 Tel U8 707 SUAY
VICTORIA PARK, The Toyhox:
Te: um— 543279
WATEKLGCI Dark Sphere Retail:
0207 Y20 TIE0

w;sr mm'rm The Aviation Hobby Shope.

LBT HEA Tk‘f: 01845 442120

MANCHESTER ARER

= GW ALTRINCHAM:

Uit 1, 19 Graften Siree

WAT4 10U Tel: BI6T 9329 986
aced sl GW.Altrincham

GW MANCHESTER:

Linit B35, Marsden Way Soth, Aradale Cenlre
Ma IAT Tel: 6] B34 67T
tacebouk.com/ G Manchester
MANCHESTER, Fanbcl}f 3
M1IFL Vel 0145 374 632
MANCHESTER, Travelling Man:
M1IW el H1E12 571 BT

MERSEYSIDE RREA

GW LIVERPOOL;

i Comral Shoppimg Conird, Raneliigh Sreet,

L1 1gE Tol: 0454 707 0961

facebaal. com GWLverpo|

= GW SOUTHPORT:

Unig 2, The Fedge, 7 Hoght

PRIOTE Tel: 0170 450 1255

facehuok eamiGWsolhport

BRIMSTAGE, Wargames Store:

CHES EA Tel 01573 421 234

ST HELENS, Sl:nlf Rock Hobbies:
512 098742

es Arts and Crafts:

Tek 01744 T3%R00 T

WATD INW

= GW KINGS LYNN:

23 Norinlk Stres,

PEI TAN Yol 01362 777520
Eacebook.com/GWKingLynn

GW NORWICH:

12-14 Ewchanpe Streel,

NRZ 1AT Tel: B8l 376 7656
Esreboakerm/ GWhanwich
CROMER, Cromer Furniture:

NRZFOMT - - Tel L1263 315153
DEREHAM, Sta.rflngs Toymaster:
NA19 TR 2 697 758

o 0T G40 T
GREAT YARMOUTH, Kerrisons:
NE20 INZ- Tel: 03493 853 91
HOI.I‘ Sl.ar[lngs Yoymaster

01263 773 101
HUNS‘EANTON P:lvlllon Toymaster:
PEIG GAH - Tel: 01455 553 108
NORWICH, Hobby&af:,
NRITWR | 045 051 6573

NEd Y el D103 404 008
NORWICH, I.ang]
NETS 6LH Tek DFEOL BTIIFY

NORWICH, Starwynn Games:

1R2 TDE Tel: B1403 631920
SHERINGHAM, Starlin sgs Toymaster:
WRZ6 B35 Yok 01263 622 367

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Strect,

NNTG BDH Fol: $15304171114"
facebook.com/GlyKettering
= CW NORTHAMPTON:

24 Ahinpion Sqirare,

NalT A4 Tel: 01604 636 67
facehsak, com/CAWNorhamatan

BURTON LATIMER, Cockpitsonic UK Ltd:
NiNIS 5LA Tel: 1536 715 995
NORTHAMPTON, Hobby(:‘raft‘

NINE SAF Tel: G845 151 6523
NORTHAMPTON, Wargames Workshop:
NNT 4AE Tels 07931 775263
PETERBOROUGH, HobbyCraft

VE 8YZ Tely 6545 051 r..m
RUSHDEN, Osborne §

NN1D OFE Tel: 61933 317 us
WELLINGBOROUGH, Software Sel
NhE TG Tel: 01933440 861

CORBRIDGE, The Village Square:

EdS Baly Ted: 0131 634 056
MOR?E'I'H, TG Allan:
WERT THA, Tek L1670-515736

HOTTINGHRAMSHIRE

GW NOTTINGHAM (Central):

34 Friar Lane,

NG DG Tol: 6115 048 0651

Facebouhucuni GWNoltingham

G\\' WARHAMMER WORLD:

o Eoad, Lenlon,

NGT 2Wa Tel: 0115 16510

fazeboakicom CWWarharnmeriWarl
MANSFIELD, Eye of the Storm;
NG1E 38U . Tek 1611 2HSTY

ARNOLD, W Boyes & Co Ltd:

NG TER Tol: 11155 260 106

BEESTON, (_'!'umzra Leistre:

NG 2LH 01155 229800
MANSFIELD, r(_ nting Studios:
NGRTIOA Tel: 01623 480841

MANSFIELD, The Games Emporium:
Tel: 07623 540 022

NEWTHOIIPE Ca!lverll ket

01139

NOTTINGHAM Founiey Mlnralmes
TFel: 71Z S412900 -

NO!’TINGHMM, HobbyCraft:

Tef: DE45S 051 (349

NOTTINGHRM Vague {_mncchons
NG 3E 74
RETFORD,
DINZD GEA Tek OIF7T 169424
WEST BRIDGFORD, Inspirations
NGTSGR Tek: D115 582 1200
WORKSOP, Model Base:
S8070Y Tel: 0190 59

GW OXFORD:

1A Bush Hause, New ban-Hall Street,
OXi 2DH Yels V1BAS 242 132
facabach famdGWdlard
BANBURY, Trinder Bros: .

OX16 58N Tel: 01295 262 546
BICESTER; HobbyCraft:
QXZEINY Tel: 1843 051 6557
CARTERTON, Glles Sports:
LSLETTS Tel 01793 842 396
DIDCOT, Toys-UK:
OX11-HR]- Tel: 01235 759450
GORING ON THAMES, Goring Hardware:
RGS SHE Tel:. 01495 87734720
OXFORD, Boswells Toymaster:
O] IAG Tel 01665 241 244

WALLINGFORD, Kev's Toyshop:

D aFW I'n! 01457 625136
WITNEY, Dentons:
OXEE BHW ek 01993 TO4 979

SHROPSHIRE

GW SHREWSBURY:

6 Market Street,

S¥I L Tuk D74 3552007
Eaehiak oo/ Grvihnashury

WELLINGTON, Q\lﬁ‘hﬂgm Games: .

TF1IP5 - ok 01952 917 747
]At;xﬂELD Rabert Harrop Designs Lid:
Tel: 0552 2B4A0
OSW‘ESTRY Totally Games:
SY1T 252 Tel p161 11‘3.}‘;“4

TFZ A
WHITECHURCH, Molibob TO}S:
S¥13 TAF Tele 174948 §41299

SOMERSET

GW BATH:

15 5L james Parade,

BAT UL Tel: (122 513 4044
faeeboek.com/GyWitalh
BRIDGWATER, Insane Games:
TAB 3w Tel: 027H 433555
BURNHAM ON SEA, GW Hurley:
TARIPA Telt DR27E THE 251
CLEVEDON, Insane Games:

BS21 MO Te: DIAFS BFIETE
FROME, The Elleni:lray Press:.

BATY g 01373 452139

MIDSOMER NORTDN, 5|g||a|s‘

BatuOE Tek: OITRT 0E484

SOMERTON, Somerton Hobbies:
Tek 1458 273735

{2

A 01457 4471443

TAUNTON, Krackers:

TAT4ER: Tel: 01523 325 057

TAUNTON, Hatcher & Sons:

TAZ ARY Tel: 11523272 477

WELI.S Insane Cames:

BAS'Y, Tel: 1783 679511

WELLS, Kids Stuff:
Tel: 11745 676 117

W‘ES!‘ON SUPER MARE, The Games Bunker;
Tel: 01434 677141

W]ERAL PARK, Pedalers Toymaster:

R AXKE Tel: 11456 834 562
YEOVIL, Witch Engine:
B2 TNIF Tel: 07935 427077

STAFFORDSHIRE

* GW BLIRTON ON TRENT:
il 8, Union. Corl, Uniin Slzeet,

DEI4 LAA Tel: 0126 353 5565
facehook.com/GWBurton

GW STOKE!

27 StafFoed St

ST 1L Vel G178 220 5287

facehpok com/ GWStke
BUIITON ON TRENT, Midco Toys:
: U1 10?4"

HANLE\‘ The Game Place
1EG Tel: 01787265 352
I.EEK Olel-5-Ko
T3 S)W 0753606627
I.ICHFIELD Digital 51
W51 60T Tel: O07F4T6377%3
LONGTON, AN Miniature Models:
STHINW Tel: M7B2F 750
LONG'ION The Game Place::
Tel; BITI6 94 210
NEWC!\STI,E UNDER-LYME, Chips:
Tol: 01782 G50-384
\IE\'\"C..\\S‘I'LE_vIJNDER_LW\\E Jolicoeur:

ST5 ZRY Tel: 01782 616,700,
STAFFORD H-uhhyl:raﬁ
BE35 051 bEeY

ST}\FFORD Mndla'nds Co-op Society:

STAFFDRD, Too Fat Goblin

STHRING Tef: OT7RS 244009

STCIKE-CIN TRENT Stafis Garning:
bk 330 4215

TAMWDRTH Habbyf!‘&ﬁ.

878 FHE Tol D43 041 6325

SUFFOLK

GW IPSWICH:

&3 Weslgato Street,

171 30T Tel: 11453210 131
Tacehoak.com/Gid Ipswich
BECCLES, Toy Box:

NEASHE Tel: 01502 712 785

BLRY ST. EDLINDS, Apocahgse Miniature

TP 34N Tel: 01784 747363
BURY ST, EDMUNDS, Starlings Toymaster:
P33 1BE Tel: 01304 761 fiaf
FELIXSTOWE, Wizards Workshop:
IPT1 280 Tel: D154 157 213

LOWESTOFT, Annatar:
WHIZ THR el B1542 513477
NEWMARKET, Moons Toyland:
Chi $LT Tel: 1635 663 147
STOWM&RKE‘I, D | Collectables:
Tel: 01448 771 uls
STOWMARKET Simmy
g THA Tel: ﬂmﬁu fn:t
SUDBLRY, Tinetty's Toys:
O L Tel:: 787 372230
WCIODBI!]DGE Tn)'tuwn
PIZi0H. : Q13977

SURREY

GW GUILDFORD:
Uit 1, W1Z Tonsgatn,
GU 30T T
facehoricomGW Gl
GW WOKING:
Uit ik, Cleary Court, 164 Church Strest Tast,
GLIZE 6H] Tel: 01

facchnob.comd GWWeling

ADDLESTONE, Addlestone Model Centre:
KI152HE Tel: 01932 34544
CAMBERLEY, Morning Star:

GUISISG ~ Tel 0176 SES160
COBHAM, Funtasiaz

148 345 1798
o

KTE1 2LR Fel: 11932 BBT374
DORKING, Durlung Madels:
RH32 1L @ 07306 BT 247
FARNHAM, Enchanlzed Waood:
GL TRY “Tel: 01

GUT INN LAl o 4379
HASLEMERE, Enchanted Wood:

GUZT 2HR Teli-OT426 L4ETU0
OXTED, JH Lorimer:  ~

RHE 00 Tely QT8I 715 405
REDHILL, Gamers Guil

w1 138 Tk: 0

REIGATE, The Toy Shop:

RHZ 9AE

RICHMOND, l'oy Slafwn

TV9 1EE Tel: 0200 940 $536
SUHBI’IC'N Heroes and Legends Games:
KT YAl Tal: 200 258 G054
SU'ITON The Gamzs Shop:

403 BHY - U205 445 G6O
WOKING, Hobhyi:ra

Gz e el G543 051 6536

SUSSEN ARER

GW BRIGHTON:

Uit 7, Nk Pavilions,

BNT THW Tel: 0747 J200832%
facebook.com W irights
* GW CRAWLEY:

11 Breadway,

REH1G 10X Tel: 11129 355 2072,
Tacebnukpom/GamesWarkshapCrawley

= CW EASTBOURNE:

43 Cornfisld Road,

UNIT 40G Tol: 4132 364 1423
Tuvehaok com! GWEthourne

= GW WORTHING:

2 Bath Place, Warthing,

RNTT 38A Tel: 01903 133 934
facehosk.com/GWWarkhing

BEXHILL ON SEA, Trddys Tackie:

Tha 10X Tel: 111324 2340124
BILLINGHLIRST, Aurora Gaming:

Tol: 07404 7070 931

HOGNOR EEGki,SlyreiMndek and Crafl Took:
[eFAREr] K [H233 832 525
BOGNOR REGIS, Trains Models and Hobbies:

PO 1B Tel: 01243 864 727
BRIGHTON, Brighton Toy and Madel Museum:
BN 1AD Tel: 11273 749454
BRIGHTON, Ons| 1 Games:
QNT0 DEW Tel: 0Fuz7 063341
BURGESS HILL, Kld's Stuif:

RH15 987 Tel: 47444 357 724

CHICHESTER, Kid's Stuff:
FEAS 08, Tel: 01243 FAA0G5
CHICHiSTEI!  Toywizz:
PG 3 Tel: 01247 788 0155
CRAW'LE\-’, HobbyCraft:.
RH11 75T Tely G#45 051 6552
EAST GRINSTEAD, Martells of Sutlon
RH1% 1BE Teb: 01342 3215303
EAST WITTERING, Shell Toys and Gifts:
PO 2EL Tul: D143 672353
HASTINGS, Hastings Hobbies:
Thidd 1HL Tal: U424 260021
HAYWARD’S HEATH, Clarkes:
RHIG AL ol D444 857501
HORSHAM, Battlequest Games:
RHT3 544 Tel: UTaiE 242003
HCIVE Kids Direams:

NI AT Tel: DII73.420. 5606
LEwES Tashtori Arts and Crafts:

N7

Tel: 01273 447670
SEAFURD Toytown:

25 1PL Tel: 1323 595 681
Fl.lEONJ!KﬂSON SEA, Silverhill Models and Tays:
TNAT GFA Tel: (1424431 131
STEYNING, The Dollhouse Shop:
BN 3R Fel; U103 FI6EIL
UCKFIELD, Kid's Stuif:

TH2E 300 Telt 07428 768 490

RE OES " Tl o1a0 7980

TYNE AND WERAR AREA

Ll\'\" NEWCASTLE (Cenfral):

L Mewpate Shapping Cenlre,

NEI SPY Tek D191 237 2414

ok, com GV N s e :

CW METRO (Metra Centrelt

Uit %; Flest-Float, The Arcate

tnear the Medierranean Vilkge!

NEFT UYL Tel: D151 461 0958

facehonk.com/GWMeraCentre

s GW SUNDERLAND:

2538 High Street W<, Sundoeland,

511 30H Teb: 01915 T4 34

iacehoakicon G Stnderland

HOUGHTON LE SI’IIING The Gamers Qutpost:

DHI AW Tel: 17197 345 2030

GATESHEAD: Hobhyc ft

NETT UL i35 :"Jl B547

NEWC.QST[E UI‘ON T\‘NE Fantastic Toys:
HIE : UTEIR ST

www.games-workshop.com




NE\MCASTLE UPON TYNE, Travelling Man:
NET 3IE Tel: 07912 614 993
NORTH SHIELDS, SR Gladston & Son:
NEZ9 60 Tel: B1912 570 345
PELAW, Graham's Wuerkshopp:
NETO BHW Tel: 07974 690745
‘SOUTH SHIELDS, Hawthorn Arfs:
NEZ3 41U Tel: M9T4 560422
‘SUNDERLAND, Toy and Computer Store:
SR AJH 1 0191 565 5196

GW COVENTRY:
‘Uit 35, Upper Level, Cathivival Laies Shoppieg Cantrr,
oy Tek 0247 622 7311
futebaokicon/ GWEaventry
* GW LEAMINGTON SPA:
32 Regent Stresl,
Va2 5EG Tel: 11926 437571
farubank,com/GWLeaminghuriSpa
= GW NUNEATON:
3 Bridge Sireel, L
V11 4DE Tel: 02476 325754
favtbark, com/CWalunealon
= GW STRATFORD:
. Unit 3, 27 Windsar Streel,

cvar bt Tel: D170 297 362
faceback.com/GWSiratiord
COVENTRY, Alan T}rndall Ltd:
V1 1% Tek: Iﬂ-??f»ﬁallii
COVENTRY HobbyCrat

Tel: 01345 051 6534
LFJ\MING'I‘ON SPA, Avon Toys:

CVIZARR Tel: 192534453
NUNEATON, Heart of England Co-op:
CVIT BX Tel: 12476 362 331
RUGRY, Juto Railways & Models;
CVI2 5Ef Tel: BI7R 562 472
‘SOLIHULL, HobbyCraft:

(BU0 4D Tel: gr45 031 6561

mmommmmw Much ado abaut tays:
CVIT BYW Tel: 1784 245 250
WARWICK, Castle Trains:

CV34 4HS Tel: 01426407 905
WOLVERHAMPTON, HobbyCraft:
LA TER T Tel: 0845 057 b343

WILTSHIRE

GW SALISBURY:

16 Winchester Stroet,

51 1HE Tel: 1172 233 0935
facelinok com/GWSakistury

GW SWINDON:

T4 Brunel Plazs, .

SNTTEF Tel: 1979 343 6036
faebpnk.comd GWSwindon
CHIPPENHAM, Thorntons Taymaster:

815 TWL Tel: 11249 46311
DEVIZES, Devizes Toys:

SN 1Al Tel: QEREN AT BH
MARLBOROUGH, Duckings Toys:
£%3 1BE Tell 01672 51747
MELKSHAM, Gamingalare:

SN2 61E Tel: 01225 700754

MELKSHAM, The Toyshap:
SNIZ'BLE Tel: 01225 703 204
SWINDON, Cleopatra’s Palace:
526 TEA Tel: 01743 724528
SWINDON, HobbyCraft:

$NE 4ES Tel: 0845 051 6351
TROWBRIDGE, The Toy Shap:
BATS 84S Tel: 07225 745 415
WESTBURY, The Gas Cupboard:
HALY 30 Tek 07375 825 25
WESTBURY, Triple Helix Wargames:
BAT3 415 Tel: 7373 B35 360

WOOTON BASSETT, Mark's Models Ltd:

N4 TAQ Teli 01793 851 242

GW WORCESTER:

23 Lvchgate Mall, Cathifral Flaza,
WRT 205 Tel: 0140 351 6707
ficelagh.cam/GWWorcester
DROITWICH, HebbyCraft:

WRY IDG Tel: DBAS 05T G540
DROITWICH, Lookerite Ltd T/A Toyworld:
WRS B} Tel: 01505 772 40
EVESHAM, Gift Hurse:

Wil 4BG Tek: 01386 761535
E\"ESHAM Total Wan:ga

WR11 Tel: 415k 5!1 o1

M.ALVERN The Toy Corner;

WRIE ST Tol: D1654 577544
REDDITCH, Hobby Hut:
(BST 4L, Tel: 111527 540 840

STDURBRIDGE, Invasion Garmes:
Tel: 01354 374536

‘I'IIIIIISIIIIIE

* GW BRADFORD:

4 Piceadilly, Seadfard,

BETZLW Tel: 1127473 9430
larehadk.cor/GWhrsdiord

= GW DONCASTER:

26 High Street, Doncaster,

DNT TRW Tel: 130 232 0035
facebonk.com/GWincasier

* GW HARROGATE:

3 Station Paraile,

HE1 1T Tel: #7142 356 4310
facrbouk.com/ GWHarrogate

GW HULL:

30 Paragon Street,

HUT 380 Tel: U748 258 9576
facnBooh cony GWHull

OW LEEDS:

384 Laads Lane;

151 ALE L Tel: 0183 242 0834
facuboak comd GWLeeds

= GW SHEFFIELD (Central):

16 Fitewilliam Gate,

57 4JH Tel: 0714 275 0174
Feobbok, coen GWSheffisld

GW SHEFFIELD (Meadowhall Centre):
Uit 918, Migh Street, Upper Mall

inext o éntrance vear Bools),
S EN Tel: 0714 256 9836
facehook.cam/GWameadowhall

GW WAKEFIEL:
6 Kitkgate, The Ridi 3
WE1 176 Tel: D197 436 2437
Tacehonk.com/GWWakefield

GW YORK:

TIA Lendal,

07 8aQ Tel: 01340362 8014
Faceboak.comiGamesWisrkshopYork

SHEFFIELD, Wargames Emporium:

51.2F8 Tel: 01742 754 826
BARNSLEY, Janco Toys:
570 -5A4 Tel:. 01226 H00854
BEDALE, Golden Tortoise:

DHEZAN, ol 01677 423 233
BKIDLINGDON W Boyes & Co Ltd:
YOI3 20N Tel: 01262 609 111

DEWSBURY, Cosmic Tays and Collectables:

WFIE 1LF Tul: 1524 630348
DONCASTER, Zone Out:

DRI 7R Tek: 07302 810205
DRIFFIELD, Soke
YOS 6P Tal: 11377 252100
FILEY, Beachcomber:

YOT4 9HU Tel: 01723 514 434
GOOLE, Hall’s Music:
DN14 6RP Tol: 01405 ¥63191

HALIFA)E Halifax Modellers Warld:
Hx1

Hﬁl; LS :
HUUDE&SHELD, Patriot Games:
HOH 1 - Tel: 07484 511019
HUDDERSFIRD Someﬂ:mg Wicked:
HO1IET Tel, 01484 559 224
HULL, Archeron Games:
ML 38A Tel: D182 221071
HULL, Herbes Hideout:
HUS 45H Tal: 11362 044 631
HULL, HobbyCraft:
HUT 2T Tel: 0R45 031 5365
ILKELY, W Boyes & Co Ltd:
L5259 5HO Tel: M543 601 344
LEEDS Leeds Wargaming Centre;

Tok: 07581 121617
LEED&, HobbyCrait: .
1510 1EW Fel:. UB45 051 6542
I.EEDS Travelling Man:

Tek: 01335 36 467
NORI‘HM.I.ER.ION Chips Northalleton;

1L THA Tal: 41609777612

NORTHALLERTON, T & FM Grover Ltd:

DT S Tl OTABY 773 334

PICKERING, F.ckenng Model Cenlre
YO8 7AF
POCKLI

A0 b AT
RII'ON 11;2 Knohiedge Magnet:

Tel: 11765 &9 r!lm'r
SCARBOROUCH, Space, Myth and Magic:
YO11 1HG Tel: DE4S6 941 173
SCARBORDUGH, W Bayes & Co Ltd:

YGT1 IHS Tel: 81723375331
SHEFFIELD, Antics Model Shop
51 2A7 Tel: 01142 433 700

SHEFFIEI.D HobbyCraft:

Tel: 0845 051 6576
SHEFFFEI.D Impacl UK:
525 2P| Tel: £1909 560 273
SKIFTON, Craven Model Centre;
B3 1IE Tel. 017356 797414
Tuuzsx, The Artist's Palette:
YO TAR 1845 574457

1 -rﬁ h &= +

WHITBY John Anderson Toymaster:

YOI 4BE Tel: 11947 602 713
HUTTON LE HOLE, The Craft Waorkshiop:

YOSREUA el amr 417926

YORK, Travelling M
YOI 7iF

T I'?Il— {135 THTS

YORK, W Boyes & Co L
YO 7is Tel; 01904 610 560

NORTHERN IRELAND

GW BELFAST:
20 Castle Toust,
stowartls the hack of the contgy.
BT1 10D Tel: U270 0233684
facebackicom/GWHeifast
BALI.YMENA, Camerans:

BT4Z hER Tel: 028 25645821
BANBRDGE Ituge:’s Taymaster:

2371 Tek: D18 2622225

BJ\N‘GOR Replay Games:

BY) 5H0) Tel: 28 91452210
BELFAST, Arts and Hohby Belfast:
BT 415 Ted: 026 9033 2340
BELFAST, Nerdtopia Coffee Ltd:
BY4 GFE Tel: D285 663 007
BELFAST, Serenity Games;

77 1R Tk O 024 9575

_COLERAINE, Netramedia:

BY52 1LY Tel: 07613 905066
EN\I]SIUI.I.EN Modellers Corner:

TEW Ted: NZH BR2LZIGT
?OIITADGWN Creative Destruction:
A6 1TF “Fel: 02837 553411

GW ABERDEEN:
Unit 1, 12-74 Uppier Kickpate,
AB10 THA Tel: 22 464 9779
Tacehook com/CWAberdeen
= CW AY
Unit 2, Lorme Arcade;
KAT 5B
Tacebook. Dum-’f\'\‘\rr
CW DUNDEE:
110 Comémercial Slrece,
D241 Tel: 38 2202383
Taceliook eom/C Duidesr
GW EDINBURGH:
126 High-Streat,
EH1 108 Tel: 0137 220 8540
facebonle com/CWEdishurgh
* GW FALKIRK:
T Cow Wynd, . .
FET 1PL Tel: 0132 467 4553
Tacebovkcom/CWFalkirk
GW GLASGOW:
A1 Linion Sireet,
GI aTA Tel: 041327 1673
Ticebookcom/GWagmw
* GW LIVINGSTON;
26 Afmandvale Centre,

54 BNE Tel: 01506 443256
faceboolecnm/GWLivingslon

(ANGUS, Hags:
0D 16P

'ARBROATH, Ha
DOT1IHL

CCFIO 1AW

= GW STIRLING:
A5 Raroton Sthecd, o
FKE THF Tel: a87ab dsh0d
facehisck.con/ GV Stili
.»\BEI!BEEN HobbyCraft:

Tel: figds aﬂ 56T
ASERFELD\‘ Crossiire Hobby:
Tol: U1047 829 519

Tel: 011247 872195
ARGYLL, Alba: )
PAZ4AR Tl OTGHT SH¥AdS
AYR, Toy Town:

KAT 1LL Tel: 11292 202845

ORY,

ABITSTE L Tk o1
BISHOP AUKLAND Chlps
0114 FEN Tel: 11388 &6 06
DINGWALL, Sports and Madel Shop:
V15 9RY Tol: 01349 862 346

DDEAN O fah 1382 508 115
DUNFERMLINE, Abbey Models
KYT1Z 7NH Tel: 91383 731 116
DUNFERMLINE, Walker's Opticians:
KY1T 9NH Tol: 01383 821 6H&
EDINBURGH, HobbyCraft:
EH15 3RD Tel: 0245 051 6567
EDINBURGH, Marionville Models:
EH1Z 81X Tel: 01313177 010

. EDlNﬂURCH Toys Galore (Mid Lothian):

EH$ 1O Tel: 413133 28799
EDINBURGH Tq[s Calare (West. Lathfan):
EHTa 407 el DI3T 447 1006
ELGIN, Junner's Toymastér:

T Teli 07343 542 492
-anm(, Little Monster Toys:

Fi Yok 07324 67070
FOIIT WILLIAM The Granite House:
PHIZ pAD T||I 11397 703 631
CLASGOW, Static Games:
G5k Tol: 0141 5520785
GLASGOW, HobbyCraft:

G4 0L Tedi 0845 051 6555
GREENOCK, Arts, Crafts & Hobbies;

PA15 1DE el 01475 TG 204
HAMILTON,; Ink Spot:
ML GEY Tel: DTRIE 201 347

HEI.ENQBURGH Acorn Art:
Gad Saw Yol 0143 667 2132
INVERNESS, Herdes For Sale:
V1 303 Tel: 01463 711717
1NVERNESS Inverness Modelshop:
Tel: B1#63 712440
IN\-"ERNESS Junners Toymaster:
1A Tel: 01463 233234
JN\-’ERURIE, Models Unlimited:
ABST NG Tel: D1467 (72 277
KIRKCALDY The Hope Chest:
Tek 09592 268 176
KIR.I(CAI DY, Ifllﬁdol'rj of Adventure:
1NF 01582 321121
KIIII(CUDBRIGHT Solway Books:
Tel: 01557 3Jau=
xmxwmt Cycle Orkne
K¥W13 140 Tel: 11856 nrs_nr
LARGS, Bus Stop Toy Shop Ltd:
KATDBHR Teli 07475 G9RY2
LIVINGSTON, Worlds at War:
EH54 SED Tel: 11506 454013
PAISLE\" Paisley Model Slla
P4 Tel: 0141 09
FERTH The Gamers Pad:
. Tel: (738 442 §36
PER'FH Intrepidations:

PHZ BLT Tel: 0173 256 1900
PETERHEAD, Gearge Donald Ltd:
AB4Z 1DT Tel: 1779 4747

PETERHEAD, Peterhead Puff
AB42 1TE Tel: D175 411 107
GHETLAND Harrys Dept Store;

ZET ALL el 595 643 gay
STEWARTON, Annic Arli:

KAD 5BV Tel: 01560 484400
STONEHAVEN, Toymaster Tayland:
ABIT 288 Tel: 11560 766333
STRANRAER, Discover:

DY 78S Tel 01776 700069
THURSO, Durrans: .

KW1d 7AN Tel: 847 b9 169

WALES

CW CARDIFF:

31 Migh Streel,

CHIF 1PL Tel: 0202 Déd Aty

fdcebook.comi GWCardiff

* GW CARMARTHEN:

14 Bridgn Streel,

SA3T 315 Tel: 01267 231 29

facebinok.comiGWCarmariben

= GW CWMBRAN:

30 The Fasade, Cwmbrar, Gwent,

NEad T Tel: 01633 Wra 470

facehonk com/GWTwmbran

* GW NEWPORT:

17 Grifii Street, -

NF20 1GL Tel: 1163 325 6295

faerhionk,com/GWhew port

GW SWANSEA:

53 Kingsway,

A1 3HQ Tek 0179 246 1450

Ecehok com/GWSwanseq

ABERYSTWYTH, Albatross:

SY21 LN Tel: 01970 617 A36

BRECON J Clark Toys & Gifts:
Tol: 07874 622 45

CAERPH[LLV Jet Models and Hobhies:

Tel: B2E20 D8R40
(AERN:\RFRON\, Austins:

LS5 1RR Tel: 87724 B0 10
CARDIFF, Antics Model Shop:
Tel: 12920239 nr.‘
CARDIFF, Firestorm Games:
CR-SDY Tel: 02920 217
CARD]FF HobbyCraft:

Tel: D845 051 6356

:CARDIFF Otakuzolku:

CF23 4AA Tel u‘r&srnsn’%&

-CHEPSTOW, Artists Corner:

NPTG-SEW Tel: 01201 627 393

COLWYN BAY, Hippo Tay
3D THS Tl 11452 %34 160
DOLGELLAL, Waterloo:
L0 1AL Tel: (1347 423 407

 HAVERFORDWEST, Emrys Art Supplies:

SALANH el 1437 772 645
LAMPETER, Lomax's:
5440 THE Tel: 11570 422 538
L-LANDUDNO Acme Games:

0 2T Teli 1240 354798
I.I.ANTWH' MAJOR, Rainbow Plaza:
CFAT 157 Tel: 11446 744 118

NEA'I‘H, Fish N Thi

SA10 bTE Tek 07792 812 109

NIZO 3BA Tels 0845 051 6540
NEWPORT, D-9 Models:

NP DX Tel: #1633 232242
NEWTOWN, Crafts and Co:
S¥16 2P0 | Tel: iGEi627E00
OSWESTRY, Totally Games:
V110G Tek 69T 636994
PEMEBROKE, Dragon Alley:
$A71ADA i 01k 621 456
PONTYPRIDD, Sugar and Spice:

CF3Y 2TH Tel: 17679 221 1f9
PORTHMADOG, Porthmadog Models:
LL31 40E Yot 01765 L0360
RHYL, Games Exchan:

AT ITR. Tel: mus-nw-t
WELSHPOOL, Frontline Games:
sY28 7IP Tek: 01938 590255

INTERNATIONAL
ACCOUNTS

ARGENTINA

BAHIA BLANCA, Las Cuatro Plumas:
Teli 02514 52.57 57

BUENOS AIRES, La Cuéva del Enang:

Tel: 0715297 49 22

BUENOS AIRES, Warzone SA:

Telr AT 47 1000 40

LA PLATA, SEptlmu Partall Comics:
Tel: 0221437 15 ¢

MENDOZA, El Ilanun Rojo:

Tel: 15414 24 10 54

BELGIUM (]
GW ANTWERPEN:
Viemincksiraat 10, Antworp, Antwerponion
Tel: 03485 8627
facr bk com/ GV AnTwerpen
GW GENT:
St Nilklzmstraal 172019, Gent BUOB0
Tel: 09274 8170
Facehoak com/Games WarkshopGent
HASSELT, Oberonn:
Tel: 037 331 338
@ LEUVEN, Spelfanaat Leaven:
Tel: 16 84 35 30
@ MECHELEN, De Speifanaat:

Teb: 01534 59 07

* AALST, Hermelijn:

Tel: 53 £1 38 66

AALST, Highborn:
Ted: Ild&\ 26 6447

‘AARSCHOT, Ingefherts:

Tak 412 16 %hz 23
ANTWERPEN, Celtic Cross:

Tel 03 264 §1 65

BRUSSEL, -Au Chaudron M e
Tel: 0470 6780 49 agiqu
BRUSSEL, Inlenoys Anderlecht:
Tol: 025 33 04.7

BRUSSEL, Jntertoys Ixelles:

Tel: 035 14 17

DENDEE.MCINDI:, Utopia Cames:
Tol: 452 52 31 99

DEURNE, The Camestore;

Tel: 033 25 5515

GHENT, World's End Comics:
Tel: +32 {09 43205 76

HALLE, Het Spelplezier:

Tl 024 734 507 36

HALLE, Mishta's Playground:

Tol: 023 £1.58 53

HALLE, Tnp 1 'lays-

Tel: 425 3

HEIS QP DEN BERG, RC Vulture:
Tel: 432 473 42 54 62

KOKSI|DE, Delta Toys:

Tli 58 51 30 14

I(DNTICH Ialmeke ‘Maan:

Tel: 03 444

'Koxmux .-\Ibron

Tel: 036 32 4307
NEERPELT, “t Spuilenhu:s

Tk 011,74 49 7

OVERIJSE, Interloys Overijse:
Tel: 026 &7 4

OOSTENDE, Klng Arthur:

Tek: (551 57 56

ROESELARE, Black Border:
Tel: 151 20 83 50

RONSE, Modelbouw Dekeyser:
Tel: 055 45 99 50

SINT NIKLAAS, Krokodik

Tel: 463 296 77 63 )
TURNHOUT, ‘t Bazarke:

Tel: 074 4119 56

VILVOORD, Boekcenter BVEA:
Tl +32 102} 257 20 05
WESTKERKE, What Ever:

Tl 432 (0473) 77 1647
WESTOUTER, Domino:

Tel; 057 445165

LA PAZ, Bakovia Battle Bunker:
Teh 591 775 03283

LA PAZ, Las Dos Torres:

Tol: 593 720 07931

LA PAZ, Valhalla:

Tel: 59 1 720 16484

SANTA CRUZ, Uroloki:

Tel:'59 1 726 20510

‘CAMPINAS, Legends do Brasil:

Tl 19 3234 3340

CAYMAN ISLANDS B
GEORGE TOWN, GameShack:
Tel: T 345 943 4263

CHILE

LAS CONDES SANTIAGO, Fenris Hobbies:
Tel: 56 Y2 454 62 07

LAS CONDES SANTIAGO, Mirax:

Tel 5622 36 34 60

PROVIDENCIA SANTIAGO, Guild Dreams;
Ted 50 2337 71 a7

PROVIDENCIA &A\NTI!\GC Strongheld:
el 56 87 903 421

GW SHANGHAI:
BI3S XinTianDi Style, 245 MaDany Road,
LuWan District, Sharghai 200021
Tel: 33766170
BEVING, Beijing Book Building:
Ted: 156 10 fol66E0s
BEIJING, Beijing Warhammer Club:
Tel: +88 136012747 46
!EIJING QI-WAN Minlatures Wargame Cluly

MG T3 651244512
BEI]ING Tong Yun Card Game:
Tul: 0098 13801324685
BEIJING, Wanglujing XinHuz Bookstore:
Tek: 0086 10 65277787
BENING, Warhammer Elite Club:
Tel: BORE 13 A1274736
BEIJING, Wa!hammer Elite Club:
Tek: DOBS 10 8261565
BEIJING, Kinshi thby Xinjiekou Shop:
Tel: BOSE T 82615654
BEIING, Xinshi Huh‘b}' thgguanm».ifmp.
Tel: D& 100 5
CHDNGQING Xmshang\"ou Game:
Tel; 1036 13 KEE382310
FUZHOU CITY, May&Show Warhammer Cheb;
Tal: onss 591 3339562

Kunming Elite Warhammer Club:

Tek: nowﬁ 13656113630
KUNMING, Yunnan Lanyu Model:
Tel: pUse 571 4112037
QINGDAD, Qmﬁ:lm Battie of Wits Club:.
Tek: 0086 13167951
SHANGHAI, Goud Knight Board Game Store;
Tel: (&6 21 A500DGI0
SHANGHAL You Lai, You Qu:
Tel: U0ds 13016719675
SHANGHAL, Zark:
Tel; BIGH 11 5763 1665
SHANTOU, Miniature Kingdom:
Tel: U754 GERIMATG
SHENYANG, Hlenyan; Warhammer Clul:
Tel: 1005R 138021950
TIANJIN, Tianjin Waaagh! Gaming Club:
Tel: Gllk‘i](\‘!‘l'{.ﬁ‘r?‘.lnu o 2
WUHAN, Stormeistle Warhammier Chul:
Ted: 00BE T37E0071 27

WUHAN,  Model:
Tk (186 27 namnrﬁl
XIAN, Xian ! 'Warhammer Club:

Te: 00 1148N?D i
THENGEHOL, Zhergzhow Warhammer HOMHQ
Tel: 6086 135925 17573

COLUMBIA =
CALI, Magic Columbia:

Tel 72 477 46 2o

CROATIA =

ZAGREB, Carta Magica:

Tek 08345 916130269

NIOOSIA, Isengard Fantasy ﬂhop
Ted: O 45 F22660700

KATO PAPHOS, Cypras Crusade:
Tel: 4357 976 49072

CIECH-REPUBLE B

BRNO, Cerny Rytir:

CESKE BUDEJOVICE, Chaotit:

Tel: vadiistzan3158

HARADEC KRALOVE, Kmhlmped\l Valhalla:
Tel: 4420495572003

KOPRIVNICE, Magic:

Tel: +420495522009

KOSTELEC, Certuv Pekelny Kotlik:

Tel: +4200G5 583444

LIBEREC, Battle Games-Obchadni Pavifion:
Tel: +020757526154

- OSTRAVA, Matrix (knihkupectvi):

Ted: +430775 404 024
PRAHA, Ogri Doupe:
Tel: ‘-41.(01?»4‘}34811
PRAHA, Cerny Rytir:
Tek: 420222312461
VSETIN, Atlantis:
Tel: +420571417507

GW KZBENHAVN: |
Frederiksbnrggade SKL, 1360,
Tek 0045 3112 2217
facebuak, oo/ GiWkobentiavn
AALBORG, Dr, s Lair:
el 445 5812 161
@ ARHUS C, Dragons
Tek: 443 #4618 44 03
@ KABENHAVN K; Faraos Cigarer:
Tel: €45 43 67 20 08
LYNGBY, Fal Clgaﬂ!l.
Tel: 445 5290 2323
@ ODENSE C, Dragons Lair:
Ted: #4363 15 12 74
@ ROSKJI.DE, Fanatic Roskilde:
Tel: 445 46 36 35 48
AALBORG, 9K Painting:
Tel: ¥ 121315
ARHUS, Gunzone;
Tvl 3 12 4545
S, Bog & Ide Asnas:
\'el :! 5 00 14
BORNHOLM, Dorthes Hobbystue:
Tel: 5 95 54 49
ESBIERG, Amnld Busch:
Tel: 7512171 7

'GREVE, i Games:

Tel:.43 64 0294
HELSINGE, Arnold Busch Helsinge:
Teli 48 7% a0 o1




lor

KINGSTON

www.facebook.com/GWKingston

As we found ourselves in the UK’s deep south, we decided to
take a detour and headed west, circumnavigating the Capital
to make for Games Workshop Kingston Upon Thames.

Games Workshop Kingston has always been
at the heart of a great hobby community
and the store enjoys many visitors who
regularly attend the club evenings and
gaming nights. In fact, when we visited a
very important decision was in the process
of being made; namely, what to call the
Hobby Centre’s brand new gaming club.

The newly named Kingston Deathmarks
have now set their sights on gaming
domination, mustering armies to participate
in several inter-store competitions against
other local Hobby Centres — the first of
these is a Warhammer Doubles event called
‘Rampage’ on Friday 17th February, held at
the home of gaming, Warhammer World!

The guys at Games Workshop Kingston
run crazy games, events and activities

most weekends, with themed painting
competitions at the end of every month. In
fact, theyre always hard at work making
sure the local gaming community gets
the absolute most out of their hobby —
even running monthly evening games of
Apocalypse and Storm of Magic!

If vou fancy fighting alongside them at
‘Rampage’ or at one of GW Kingston’s other
events, why not give them a call today?

Games Workshon Kingston

33 Fife Road

Kingston, London
KT1 1SF

Tel: 0208 549 5224

L0

www.games-workshop.com 87




HELSINGER, Hobby og Fritid:
Tl 49 27 45 42

HERNING, Farges Kaelder;
Teli 3570 18 97

HIZRRING, Amold Busch:

Teli 98 92 BO. 40

HOBRO, &sterskov Efterskile:
Tep G543

HOBAEK, Hack ‘n’ Slash:

Tek: 61 66 29 12

HORSENS, Legekaden:

Tel: 75 61 60 17

HBRSHOLM, Bog & Ide:

Tel: 45 WA 0 O X
HUNDIGE, Arnold Busck:

Tel: 43 96 608

KQBENHA\-’N K, Fantask:

\-'N 5, Pipi h-gtlbg
KE:‘.‘BENHA\-'N N, Wicked Workshop:

LYNI.'IIY Arm:lili Busch:

el 45 B7 044

NTF_‘)TVED l‘uns and Gameés:

Tel: 51209

ODDER, Legek:zden Odder:

Tel:8h 54 42 76

RANDERS, Eyrgz Sarensen Hobhy:
Tel it 42 56 14

RANDERS, Randers Hobby Import:
Tel 86 43 39 23

RINGSTED, Andros:

Tek 27 2636 71

REDOVRE, Arnu!d Busce

Tek 36 41 M

RCIJSENG-I\RDSCENTR[T Arnold Busck:
Tel
SILKEBORG, Asgaard Games;
Tel: 28 55 94 6l

Slfl\" dsk Snghandel

= /i

SLAGE]SE U|dl0ﬂeﬂ

Tel: 58 53 5035

SOLROD STRAND, Fantacia Games:
Ted: 43 6%.02 90

ST HEDDINGE, Hahbystalden:
Tek; 36 50 B 10

STENLEISE, HH Hobby:

Tel: 23 46 39 61

SVENDBORG, Farve & Hobby Hjarmet:
Tel: 62 21 31 %1

TAASTRUP, Genbrugshoper:

Tel: 43 7147 13

VIBORG, Bog & Ide:

Tel: 6 62 &k GHF

ESTONIA i
TALLINM, Ludo:

Ted: 603 04 37

TARTL, Ludo:

Tek 7353365

STANLEY, Falkland Collectibles:
Tol: BOS002T174

FINLAND s

GW HELSINKEL
Slnonkaty 9, 00100,
Tels 09 753
cebaok com/GWHeliki
@ ESPOO, Tapiokan Pelikauppa:
Tol: (9= 412 4941
HELSINKI, Fantasiapelit Helsinki:
Tel: {ISH 650 403
HELSINKI, Stadin Pelikauppa:
Ted; 12 AROF00
JOENSUL, Fantasiapelit Joensuu:
Tel: f'f& 264 314
SKYLA, Fantasiapelit
@1.1&1:«216619 VRN
KOUVOLA, Kouvolan Puotenkuun Pelit:

LAHTI, I.allrlen Puolenkuun Pelit:
Tel: 03-7515151
LAPPEENRANT/
Ted: (05) 541
@ OULL, Fantasiapelit Oulu:
Tel: (08 374 906
@ PORVOO, Porvoon Pelikauppa:
Tok 015-53 38377
TAMPERE, Fantasiapelit Tampere
Tel: (03 222 52 00
@ TURKU, l'\nnlnslapelll Turku:
Tel: (02) 2324 11
AHTARI, Honl:amumm Kirjakauppa:
Tek 06 5

lasiapelil Lappeenranta:

Tek 0181
EKENAS, Kungshokhandeln AB:
Tol: 019 '1!’:\“2“

HYVINKAA, Viirinappi
Tel: 019 414 700 "
-Lahja Alex Ky:

IMATRA,
Tel: 1543 19555

KARIS, Bla Ladan KD:

Tel: 174 234 93

KERAVA, Keravan Pelikauppa:
Tek: 0542090013

KLAUKKALA, Hilma ja Huugo:
Tel: 04 179 2647

KOTKA, Eagle Card OY:

Tel: D38 5 2142311

KOUvVOLA, M.uowzpnx Ky
Tek: 0537
LAPIN) A
Tek: 040 739543

MIKKELI, Lastentarvike Muppela:
Tel: 11536163) .

\l'l. Onnimuu:

PUDAS!AKVI Aarrearkhu:

Tel: 050185 Ha(H

RAAHE, Raahen Astartely ja Papl:rl:
Tel:- U822 lbﬂ?"

SEINAJOKI, Fantasiafinna;

Tel G40F 5H1R3ER

I|[ 03425 KII;I
TAMPERE, Tuoni Tatuoinnit:
Fel: 63,775 55

6 312 5111

Tel

GIBRALTAR g

quBll.:l.I:\lﬁ, 3(&M Hobhy Centre:
00T

GREECE =

HALANDRI, Box of War:

Tek: 0030 G924032531

ATHENS, Fantasy Shop:

Tel: 0030 210 A2 672

ATHENS, Fantasy Shop: Exarcheia:
Tel: DO30 210 3828677

“ATHENS, Fantasy Shop Kallithea:
297

Tel; 1430 210 55
ATHENS, Hohby Planet:

Tel: 1030 210 6041 6

ATHENS, Kaissa Amarousiou:
Tedi 1030 210 B141675 .
ATHENS, Kaissa Gl-rfadas:

Tek 0030 210 5932 057

ATHENS, Ka:ss.‘ Halandriou:
ok 330 210 ARI4ES

ATHENS, Kz:sﬁa Kallldrnmlou
Tel: 00130 210 366488

ATHENS, Kaissa Monokeros:
Tel- D030 210 bR 13 950

ATHENS, Kaissa Pagratiou:
Tel: 00 J_U 2107210 318
ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:
Ted: DO 2521 0HRYYE

CRETE IRAKLEION, Papercul:
Tel: 9070 ZE10146ThE
HALANDRI, Game Corps:
Tek: 0030 63479407 b

HALKIDA, CD {'.‘orncr

7315

, Kaissa Ilioupoleos:
Yel: 030 2114043953
KALLITHEA, Kaissa Kallitheas:
Tel: 1030 310 9355950

KERKYRA,
Tel: |rJ2m|.‘|‘l =
LARISA, Kaissa Larisas:

Ted: 0030 2414 538555
LOANNINA, Kaissa Loannina:
Teel: 00 30 2R3 TUFIET0

] a Larisas:

Tol: 03 2410 :'uﬁss
NAFPLIO, Miniature Shop:
Tel: 00 30 2752024584

NEA SMYRNI, Games Vault:

Tel: 0030 213 0304732

PATRAS, Kaissa Patras:

Tel: D0 2630625432

PERISTERIO, Kaissa Peristeriou:
Tel: (030 2105706707
THESSALONIKI, Kaissa Kalamaria:
Ted: 1030 2310 448377
THESSALONIKE, Hobby Games:

Tel: 2310 252664

THESSALONIKI, Kajssa Thessalonikis:
Tel: 00 3] 2310 257397

THESSALONIKI, Underworld:

Tel: DI 2314 2401 43

VOLOS, Fantasy Shop:

Vol: B30 14210 28782

HONG KONG

HONG KONG ISLAND, Jumbo Arts Co:
Tel: (852) 68911 495

WANCHAIL Fun Atelior:

Ted: [H525 ZHGHAEY

HUNGARY _

BUDAPEST, Padimentum:
Q36 HE B6RT 7

EBLDAPEST, Beholder:

136 1 287165

BUDAPEST, Compaya:
142520 421106

BUDAPEST, Fonix:

0036 70 (080252

BUDAPEST, Gamer Cafe:
0036 20 4261186

BUDAPEST, Holdfeny Fantasy:
00361 3430730

BUDAPEST, Jatek Box;

0036 1 2393770

BUDAPEST, Modell Hungaria:
B0EG1 Fe31TY

BUDAPEST, Sarkanytuz:
WG 70 3223093 .
BUDAPEST, Sas Military:
(RIHG T 26643%3

BUDAPEST, Szikda-Fonix:
0015 20 537430

BUDAPEST, Wargammers:
1036 30 6467670

DEBRECEN, Sarkanylus:
0036 71 3163114

GYOR, 5. an;-tuz

DCER 2 4
KECSKEMET, Sarkanytuz:

KR 7h 320005

MISKOLC, Sarkanytuz:

{FLh 20 3962164

MISKOLE, Valhalla Paholy:

D036 30 ¥550504

PECS, Sarkanytuz:

0036 20 P56 2R60

SOPRON, Sarkanytuz:

0036 20 F62I80

SZEGED, Sarkanytuz:

0036 Ti 3250245

SZEKESFEHERVAR, Holdfeny Fantasy:
DB 22 325757

SZEKESFEHERVAR, Sarkanyluz:
M35 20 251 2700

SZEKESFEHERVAH Fonix Csarnok:
936 'ﬂ A7IED
SZOLNOK, dcan)luz
003 .-a F06T050
MBETHELY, Sarkanyluz:
0036 94 TH208
TATABANYA, Sarkanytue:
[ELLEL ] e R 2 ard

al Fantasy:

| VESZPREM, Sarkanyluz:

EE 20 FRE00T5
ZALAEGERSZEG, Sarkanytuz:
36 20 2962E70

g ;
REYKJAVIK, MNexus:
Tol: D354.552 9011
INDONESIA -

BAI\ DU nc, thhylme

RAT Cormics N Games:
- 0R1 36%94-3855

JAKARTA SELATAN, Fantasy N Garmes:

Tel: 60050343

SURABAYA, Fantasy N Games:

Tl AT G543
'GURAEJ\\"A Fantasy N Games:
el 402475

'

e
fDRK Other Realris:
Ted: 0T d274508
DUBLIN, Gamers World:
Teb 879290392
BALINA, Waorld of Wonder Balina:
Tek: 196 THHTH
BLACK IIDCK -‘\H‘% and Hobby
Tel: 1035
COBETT CIURT Arts and Hobhy
Tel: 11 874 51412
CORK, phy s Tu)- master:
Tel: 0035
COUNTY DO\IEGAI. Tinnys Toys:
Tel: 074 0722374
COUNTY KILDARE, Gamers Hub:
Tel: 00353 i Gah 029
COUNTY LOUTH Ma;lry Model Mania:
Tel: 0453 419473
COUNTY MEMH At! and Hobly Navan:
Tel: D353 14365300
COUNTY MEATH, Toys @ Fun (alaxy
Ted: 0153 19 690 251
COUNTY TIPPERARY, Tall Tales Bookshop
Tel: 00353 51 073 967
COLNTY WESTMEATH, Arts and Habby Athlone
Tok: 0T 362 4500
COUNTY WESTMEATH, Arts and Hoblby Mullingar:
Tol: D33 3348335247
COUNTY WICKLOW, The Hobby Shack:
Vel: DIR3BRINGITIG
DOUGLAS, Arts and Hobby:
Tel: 021 436 hn
DRL‘IGHEDA ﬁ\m and Hobhy:
Tel: (141 56T
DUBLIN; Art and Hobby Dundrum:
Tok 40353 1296544
DUBLIN, Art and Hobby Liffey Valley:
Tel; 00153 14565
DUBLIN, Banba Toymaster:
Ful: 018 727 100
DU LADGHAIRE, Toymaster Banba Dun Langhaire:
Tel: 012 804 011
DUN LAOGHAIRE, Arts and Hobby:
Tel: 012005047
DUNGARVAN, Toymaster Murph
Tel: 038 41376 ¢ L e
DROGHEDA, Arts and Hobby
Teli 00353 41 907 3270
ENNIS, Tir na |\0§ Toymaster:
Tel: 00353 65 f42 3
CALWAY, Nobhv 5 Hobby's
Tok: 00353 H6287017
GREYSTONES, J\n_s and Hobby
Tol: D353 12672798
KERRY, Cabal's Toymaster:
Tel: G353 bi 7121047
LIMERICK, Ans and Hobby:
Tk (bt 347
LIMERICK, Thﬁ Gathering:
Tel: 01 31513
CRE}SS Arts.and Hobby
Tek 056 777 1904
NEW ROSS, Bridge Stores;
Tuk: 051 422656
NEWBRIDGE, Arts and Hobby:

Tek: 045 350260

- SANTRY, Arts and Hobhy:

Tel: D1 B62 4508

STILLORGAN, Toymaster Nimble Fingers:
Tel: 0 2800708

THURLES, Bookworm:

Yel; 4504 20257

WEXFORD, Gamers Paradise:

Tel: 00353 539121190

WEXFORD, Readers Paradisd:

Tel: (15491 24509

WICKLOW, ankms Toymaster:

Tol: 00353 46 72

YOUGH
Tel; D353

HAIFA, Kitara:
Tel: MS72 dR501232
HERZLIA, Freak:
Tel: 00972 GU5E0077
RAMAT HA“ZHARGN Tapuah:
Taki 0072 354047 1

TEL AVIV, Nk
Tol: 00973 3656 1626
TEL AVIY, Kitaro:
Tel: 0197230299420

JAPAN (@]

GW JINBOCHO:

-finhacha 1-7 1F, Chiyoda-Kn Kanda, Tokys,
3

Teli 03 3196 273,
facebook.com/ G

Tel: 03 3380 Hh36
Tacehouk.com/GW. Nakano

LATYIA _

RIGA Games Shop:
Tel- D371 277043901
mc.n Luda:

15 67294040

“fae

LITHUANIA e

VILINIUS, D6 Necona:

Tel: U9 370 5 2133264

MACAL, Game Fun Table Games Shop:
Tek +453 BoGIBALT

MADEIRA, 5étima Dimensio:
Tul: 351 20T 238 F44

BANDAR TAN]JONG TOKONG, Gameforce:
Tel: B164449155 / Q4090036

KOTA KINABALL, Just Wargame:

Tel: BilT3 - BHS 5269

KUALA LUMPUR, Comics Mart:

Tel: 03 - 2207 fath

-KLALA LUMPAR, Hobhby Forge:
BT

Tel: 60 1781
PENANAG, Game Forge:

Tel: &l 1647 ll 1475 / 60 48%0a341
PETALING JAYA, Wolf's Game Shop:

Tol: 02 2599952

MALTA, Forbidden Power:
Tel: 356 21 #2799
MALTA, K Hobbies Ltd:
Ted: 10356 21 695423

AGUASCALIENTES AGS, Tienda Omega:
Tek: 449 15 39 26

CANCLIN O ROO, Gamer's Den:
Tel- 995 198 04 03

CELAYA GTO, Animundo:
Tol:A461.200 08 27

CELAYA GTO, La Cueva Del Mago:
Tel: 461 34676 16

CLERNA\«'ACA Darkland:

Tel: 777 137 71 5,

LOMAS, Chsest Hnbbnes & Games:

Telt 55 63 B3 bl

MEXICO DF Ba!ﬂel Lore:

usx{ro DF Capl!al &
Te

M.Exlcc DF (‘ol?cnon-:s Colibri:
Tl 1) 19 9

DF, lmp Comics:
95927
DF, Kalllsll

M D»\C Quegt Hobbies & Games:

Tel: 55 95 92 7y

N.\UCM.P-\N Quest Hobbies & Games;
Tek: 55 9592 70

SATELITE EDD Entretente Toys:
Tok: 55 46 33 (4 3

TOLUCA, War Cames:

Tel 732375377 11

CHISINAU, Adept:
Tol: 473 b9anases

THENETHERLANDS =2
GW ALKMAAR:
Laat 68, TE17EK,
Tel: 672 512 2660
Ecebook comy/ GV Amaar
GW AMERSFOORT:
2 oesra, 3411
Tal: 033 465 4427
facehiak.comGW Amersioned
GW AMSTERDAM:
Rokin 36, 1012 KT,
Vol 120 622 3863
facebook.com/GWAmsterdam
GW BREDA
Taremitras 21, 34771 XV,
Telk: (1765 229277
facehonk comd/GWireda
GW DEN HAAG:
Schalstraat 128, 3571 AX,
Tol: 070 392 7836
facebioak com/CWIiaHng
GW DORDRECHT:
Voarstmal V4G, 13T1CK,
Tol: 078 611 9040
ook.com/GWDardrecht
GW EINDHOVEN:
Klefne Berg 50, 5611V,
Tel: (4 294 443
Tavehopk, comy GWTindhioven
CW GROMNINGEN:
1 Grote Kromme Elleboo
Tel: 450271 0107
Taceboukocom/GWGraningen
GW ROTTERDAM:
Van Oldenbameveldplaats 452, 3012 AR,
Tel: (10 260 1260
facebook.com GWRaLErdam
ARNHEM, Spelkwartier:
Tel: 0116370 2028

AMERSFOORT, Spellenwinckel:
Teld; 033 470 0322

AMSTELVEEN Het Ganzenbord:
Tel: 020 641 2552

AMSTERDAM, The Game Keeper:
Tel: D20 630 1574

AMSTERDAM, Snock Strips:

Tel: 020 260 HH

ASSEN, Plok:

Telr 0549 237 3292

BARENDRECHT, Peter’s Posttrein:
Tel: 1) 619519

BERGEN OP ZOOM, Boz Spellen:
Tedi il 64 24497120

‘BERGEYK, Wouters Technohobby:
Tk 049755 0248

BEVERWIIK, Bmm Games:

Tel: 025 12163068

BREDA, Spellenwinke! Breda:

Tel: 076 322 17 56

DELFT, Speldorado:

Tél: 013 214 4516

DEVENTER Knibhel Comics:

Tel: 057 0616879

‘DOETINCHEM, Top 1 Toys Speelplanet:

T B ki
H'I Hohhy Modelbociw Dordrechl:

EDE, Tinnen Su!dzar

Tel: {I K b5 1296

EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2647030
EMMELOORD: T
Tel: 052 7620 0

L.ENDT Eumm:exx Gendt:
Tel: 0401 421 737

GOES, Het Hobbyhuis

Teli 0173 227 69

GRDNING&N Wirwar:

Tef: 050 314 8424

GRONINGEN, Zinnebeeld:

ful: D30 31268472

HEEMSKERK, Bob Hes:

Yel: 331 (0251) 24 13 9
HEERHUGOWAARD, Huider Modeltreinen;
Ted: 072!
HEERL e Houten Sleutel:

Ted: +3 F054 9T 430

HENCELO De Dondersteen:

Ted 074 2595000

HILVERSUM, Hilversumse Boekhandel:
Tek 035 &2 313 131

DORP, Speltenwinkel Wahalla:
T

HOORN De Spellenhoorn:

Tel: 431 (229 29 35 65

HUISSEN, Furomaxx Huissen:

Tel; 626 325 3330

LEIDEN, Tolkienwinkel:

Tel: 071 541 2324

LEIDEN, Warp 9:

Ted: 071 5121380

LELYSTAD, Games of War:

Tel: {6 3195 9619 )
MAASTRICHT, Hounjet:

Tok: 043 363 6778

NES AMELAND, Top 1 Toys Van den Brink:
Tel: Q515 54 27.21

MUENEN, Schellens Speelgoed:

Tak: 431 40757 10 00

m]swux. mrs RC Shop:

RIJ'SWI.IK l 1 Toys In de B rd:
Tek 070 34 32 441 ay2dn g
ROERMOND, Bloembioetiek Hermien:
Tel: 047 531 fH2d

' ROSMALEN, Top 1 Toys Jovi:

Tel: +31 (73) 5212209
RGDSENDJ\.‘\I. Top 1 Toys Jadin:

Tel: 0165 55 7

ROWERUAM Rogue Trader:
Telt 12 2"‘0?’”

SCHIEDAM, BTS:

Tel: D10 473 8?5\
SCHOONHOVEN, D Gruijter Boekhandel:
Tel; (152 382490
SITTARD, Atomil:
Tek: 046 45750;
SLIEDRECHT, De Gruijter:
Tel: 0184 412 744
LIDEN, Gob!
Tel: 641 327 0662
UTRECHT, tabyrmth
Tel: 030 2617
UTRECHT, hhonps
Ted: 030.230 4123
VENLO, Modelbouw Luthart:
Tul: 077 354 ZadE

1 Toys K o
lelﬂ?HSI!O‘IIp o

DEN BOSCH, De Dobbel
Tal. 073 634 5530
ENSCHEDE, Pijp
I|I 053 435727

@ ONINGEN, Purperen Draak:
Tel: W4 1661972

@ummm Spellenhuis:
Tel: 1353 13 186

@ I.EEUWARDEN Spellekijn:

lines:

HT Vlieg-er-vit:
+1 325 1653

M!DDE:LBUIIG De Burcht;

Tel: 617 #650048

NIMEGEN, Muznen & Mariken:

Tel: 24323 b7

TILRURG, De Dobbelsteen:

Teh 0113 544 3700

UTRECHT, Subcultures:

Ted: 00 2311122

IWOLLE, Games-n-Us:

Tek 038 421 6345

ALKMAAR, Baokers & Strippers:
13

Tel: 72 512
ALPHEN N DEI\ RIJN, Hoge Ogen:
Tek: (172473037

1K, Top T Toys Winterswijk:
Tol: 054 351 2027

WORMERVEER, Mini-Wonders:

Tok U75 640 1617

ZEVENBERGEN, Top 1 Tovs:

Tel: 0160 330455

ZOETERMEER, RC-Pitstop:

Tell 174 314 01560

=

facehook com/ GWOslo
io Kremmerhuset Moa Syd:

a

BERGEN, Outland:

Yel: +47 55314822

DRAMMEN, Drammen Spillforening:

Tel: 47 93819757

FREDRIKHAD Morstar Leketorvet:

Tek: +47 89313630

KOMGSBERG, Rolf Liane:

Tek: +47 S5419560

KRISTIANSAND, Outland:

Tel: +47 18059420

MO | RANA, R.mgn Lekehjornet Mo:

Teli «47 751577

ALESUND,
Tel: +47 701




MOSJOEN, Hobbysenienet

Tel: +37 717N

NARVIK, Ringo Barnas Verden:
Teh +47 755445115

SANDNES, Oszland Hobby:
Tek 47 51651505

SI@VEGAN, Outpost:

Tel +47 95703245 -

SKIEN, Sokratis Hobby Girden:
Tul: 247 35528764
STA\"ANC'ER Outland:

Tel: <47 51938080

STOKKE, Hobby Hagen:

Tel: +47 33335242

TROMSE, Tmm Brukthokhandel:
Tel; <47 F768A974

TRONDHEN

Teli +47 73520545
TRONDHEIM, Tronderfrim:
Tel: +47 73520840
TANSBERG, Brin Bamse:
Tebi +47 33375750
T@ANSBERG, Gledeshusef:
Tel: 447 72251707

HATO PINTADO, Arkham & Hobbie Games: :

Tedi 507 195 6011

PERD
AV ARENALES, Colores y Miniaturas:
Tel 51 1471 6664

PHILIPPINES ﬂ

QUEZO CIT\' MNeutral Grounds:
Tele (633 Ba4052

SAN JAUN, Neutral Grounds:

Ték 13} 747583

TAGUIG, Hobbes and Landes:

Tel: (i:32) BS043%

POLAND -

BIELSKO-BIALA, Gnom:
Tel: U4 33 8213437
KATOWICE, Bard:
Tel: 04432 2571817
KRAKOW, Bard:
Tek 0048712 613 H0'63
POZNAN, Bard:
Tal: OB 61 RSIATFT
WARSZAWA, Faber i Faber:
Tel: $040 22 431205
WROCLAW, Bard:
e Teli (044 77 3477472
BIALYSTOK, Komnata Gier:
Tk B4 phBIETRA
BYDGOSZCEZ, Wazystko Gra:
Tel: 1045 HRRGT S
GDANSK, Rebel Centrum Gier:
Tel; (4 50 34702040 -
GDANSK, Usmiech Naszego Dziecka:
Tk ti4H 38 20570:..
CDYNIA; Fub
Tel- 044 5073
GLIWICE, U Zyrafy:
Fel 591756
GLOGOW, Zielone Wzgdrza Contrum Gier:
Tel: 7H4404775
GORA, Zielone Wapdrza Centrum Gier:
Tal: 412337758
KIELCE, Wargamer:
Tel: B438 SET439035
KOSZALIN, Tecza Zabawki:
Tel: G4 34220%5
KRAKOW, AGTOM:
Tel: dnlall 13 3565678
KRAKOW, Ba
Tek: (048 1% 2595140
KRAKOW, Magic Traders:
Tel: 12 2087543
KRAKOW, Skiep Imperium:
Tel: 516012544 (B
KRAKOW, Sklep Smok:
Tek: 0041 12 4339710
KRAKOW, Smok:
Tek: 0048 66 4314530
KRAKOW, Valkiria-skelp:
Tel: 0048 12 4115525
KRAKOW, Vanahein:
Tel: 0kl 12 4221137
LEGNICA, Skelp Feniks:
Tel: 0048 69 4606016
LODZ, Da-ta:.
Tl 0046 42 6337263

P
Tell DBAH 5T ORISR
LODZ, Gamelord:

Teh 00646 42 5311162

LODZ, Stagraf Studio:

Tel: &05R50754

LODZ, Strategia Centrum GlEr
Tl MHS FUBSTF53

LODZ, Twoja Ksiazka:

felovie 42 681326

T
tor Ha

!rl wg@fza ¥
OPOLE, HMS Computers Il
Tel: 443 77 4547413
OFTROW WIELKOPOLSK, Centrum Gier Arena:
Ted: (A4l 694877577
kelp Modelarski Model-Hit:

PILCHOWICE; Imperator FF:
Tel: 0045 £62250251
POZNAN, Cube-Q-Workshop Polanka:
Tel: B41 6712415

POZNAN, Cube-Q-Warkshop M1:

Tek: 061 6712475

POZNAN, Clﬂlz—Q—Wurl&shop King Cross:
Tel: O S6I7THIR

POZNAN, Cube-(}-Waorkshap Panorama:
Tel: 513812864

PGZNAN Cube-Q—Wodshop Pestha:
Telr 514872564

POZNAN, Wilezek:

Tk A0 563652806

PSZCIYNA, Red Scorpion:

Tel: 602636251

RADOM, War,
Tel: 6048 S055837A1

RIESZOW, WEW Skelp Modelarski Hobby:
Tel: 017 85 28 101
SIEMIANDWICE, laga PHU:
Teh (04732 2200139
SZCZECIN, Fen :.
Tel: 4648 69597144
TARNOW, Salon Gier Jaskinie:
Tel: !?32')6!1"51
TORUN, Ski
Telr 0048 5\5 05 2 kpl!mmzv
TORUN, W
Ted: 0948 54 w5223
WARSZAWA, AFldarF
Tek: D048 22 G280352 -
WARSZAWA, Graal KEN Centre;
Tel: MO4H 22 2009090
WARSZAWA, Altdarf:
Ted (048 2% GZI%(..HZ
WARSZAWA, Graal Blue City:-
Tel: 0048 2201 H'D.ZY
WARSZAWA, Graal CF Skorgsze:
Tel: 0048 T2 UA2VI95
WARSZAWA, Graal Galeria Mokotow:
Tel: 048 22 3413318
WARSZAWA, Graal KEN Centre:
Tedk: 0948 22 2605090
WARSZAWA, Graal Sarmacka:
Tol: 0048 22 BIZ7040
WARSZAWA, Hobhyt:
Tel: 0043 3282402045
WARSZAWA, Morion Bemowo:
Tel: 0043 22 4239120
WARSZAWA, Mnnon Bielany:
Tuiz 0048 22 42410
WARSTAWA, Pﬁradux
Tel: D043 22 6280707
WARSZAWA, Sklep Superserie:
Tael: 0048 515 34 444
WARSZAWA, Wargamer Centrala:
Tk DO4E 7RAETE13
WARSZAWA, Wargamer CH Targowek:
Tef: DB 7!34?":}3
WROCLAW, Bolter:
Tul: DO4E 71 3'{?1910
LAW, Games R Us:
Ted: 0045 GA25TIEE
WROCLAW, Wroclaw Model Centre:
Tuk FI3419591
WROCLAW, Ogryn:
Tel: D4R 71 377167,
WROCLAW, I‘Ianszuweczka
Tek TAE30 G
E, Ll Zyrafy:

Tek SLOZA0561

ALCABIDECHE, CascaisPress:
Tel: T4 601 i

LISBOA, Myrdinn's Maglc, Lda:
Ted: +351 241032 256
PORTO, Lojas Arena:

Fol: +351 222 011 364
SINES Galeria 8T:
Tel: +331 269 132 514
TELHEIRAS, Tabak:
Tel: 43537217 165 574

ROMANIA i
HUCHAEES]’ Hnbby Games.
Tel: 0040 72 'I?DﬁTﬁ -

BARNAUL, Europa:

Tels 3 {903 072 0015

BOR, Karusel:

Tel: # (1159) 65 297
CHELYABINSK, Habhy Store:

Tel: I (912) 320 710

CHEREPOVEC, ﬁaiaktlka

Tel: & {921 233 63

[—KJ\TER]NBURG Ma, rtakru:
Tel: 8 (13} 310 307 gicportal.ru:
EKATERINBURG, Moslgra

Tel:  (343) 172 3446
EKATERINBURG, World of Models:
Tok: (3431 381 D076

IRKUTSK, Krasivaya lgra:

Tels 8 (39531 742 972
KALININGRAD, Fangorn:

Tel: B QU121 521 524

KAZAN, Urza:

Tel: 6 (937) 247 7938
KHABAROVSK, Karton:

Tel: 8 (5241 1019 100

KRASNODAR, Hohby Land:

Tel: B (5057 477 s

Tek 4 (9931 57 1543
KRASNOYARK, Mosigra;

Tal: & {391 29 7150
KRASNOYARD, Stl:k CoRDVD:
Teh 8 (341)
LUKING, ALeberE
Tl 0 (900 759 494
MAGNITOGORSK, Gostinniy Dvor:
Tel: 8 (3519) 200 495

MOSCOW, Algeris:

Tel: 5 13951 964 2782 -

MOSCOW, Algeris:

Ted: 1 (275) 638 3937

MOSCOW, Alperis:

Tol: 8 1395 137 580

MOSCOW, Algeris:

Tel: B 4443y 261 5075,

MOSCOW, Cal:drlacem

Tell £ (495) 635 542

MOSCOW, Fdinorog:
Tel: § (306} 0A5 4207
MOSCOW, Mosigra:
Tel: f (495) 641 #3137
MOSCOW, Paladin:

Tei B (828) 777 1797
MOSCOW, Portal:

Tek: & 493';1’3! 07
MOSCOW, Triominds.ru:
Tels 6 (2951 961 5403
MOSCOW, IF Kopeykin:
Tel: & {80k 074 7305
NIZHMIY NG\«’GCIROB Fishla:
Tel: it (831) 2777 bbby

Ted: 8 (9715) 7RG A404
NOVOSIBIRSK, Clever Games:
Tel B{¥231 155 ﬂSh
NOVOSIBIRSK, Clever Games:
Tel: & (913} 923 3508

OREL, Hobbit Store:

Tel B (9801 387 7957

PENZA, Blockbuster:

Ted: i (982) 474 3036

PERM, Pelrupavluusky

Tef- & {912} 789 5473

ROSTOV NA DONU, Samolety, Tanki, Koezhii:
Tel: 18531 263 4353

SARATOV, Alien-Logic:

Tel: B902) 710 1415

SARATOV, Martel:

Teki § (917) 307 5476

5T PETERSBURG, Art Miniatures:
Tol: B 1912) 633 1395

5T PETERSBLIRG, Hobbit:.

Tel & (12 315 7763

ST PETERSBURG, Mosigra:

Tel: 1812 920 3106

ST PETERSBURG, Sargona:
Tel: § 1812 445 1034

TOMSK, Parad:

Teb: 8 {36221 514 463

TULA, Okinava;

Tel: 31920} 747 5862

TVER, Armada:

Tel: & (910 531 7650

TYUMEN, Perekrestok Mirov:
Tel: 0 (9121 921 5077

TYUMEN, Labirint Mirov:

Tel: B 1904) €34 1786
ULAN-UDE, BMV:

Tel: B 4902 1674 750

VOLOGDA, Mozgolom

Tel: Btn1?2_\A'J"0'| 5.1?“
VORONEZH, !Iga Muromets:
Tel: B (4732 914 ¥t :
VYORONEZH, Edmnmg.

Tl & 503 856 THY

YAKUTSK, Arl_elal_cl.

Tel: & {514 200 (540

YOSHIKAR OLA, Kenga:

Tel: & (B362) 460112

SERBIA
BELGRADE ANET Hobbystore:
Tek 0247 17 3672 525

SINGAPDR
FUNAN CENTIIE, Battle Bunker;
Tel: (5 4284045

rusmmomus Paradigm Infinit
Ted: 65 67333858 = i

1ONS ORCHARD, Pm]ol,uz Bookstore: .

Tel: 5 63RF 1477
MIDPOINT CRCHARL, Faradigm Infinitum Ple Lid:
Tel: &S I’-’&Bhiﬂ
SINGAPURA, Comics Connectiun PTE Lid:
Tel 65 63178300
SEREN CENTRE, Toy Station:
Ted: 65 HH6RISH
SUOMERSET, Harris Planerds:
Tek: b5 146553

SLOVAKIA =
BRATISLAVA, Madmaxon:

Tel: 4271 2 524 427 87

SPISSKA NOVA VES, War Gaming:
Tedi +A21903E1H155

SLOVENIA s
BLED, Pik Pok:

o3RG lt::'r.Bl'-L‘!{l

LIUBLIJANA, Crma Luknja:

Tel: MG 5909120

LJUBLIJANA, Direndaj Ci rk:
Ib%fill{. 45?1’.8&?‘\"0 haes :typa

BELVILLE, Thc Bo)'s antd Mens Huhby Shop:
Tel: BA2? 21914 G600 -
BLOEMFONI'EIN 'I'hc_Gamzc_Dungeun.
Tel: BIZF 72,051
CAPE TOWN, Pastlmts Retail:
Téli 0027 21437 1141
CAPE TOWN, Wizards Books and Games:
Tek 0827 21 GE3- 0360
CRAIGHALL, OtherWorld Games:
Tel: 011 324 8790
DORINGKLOOF, Battle Planel:
Tel: b0 27 §245 03833
DURBAN, The Hobby Specialists:
Tel: B027 1 56& AR0E by Spec
EAST LONDON, Slaters Toy Magic:
Tl 427 43 F265762
EDENVALE, Plastiks:
Tel: A7 B THI 140
JOHANMESBURG, The Underground:
Tel: 27 11 795 2o
JOHANNESBURG, Esswex Retail:
Tel: D027 T1 8353619
10 IRG, Cuter Limits Johanneshy 3
Tl G027 11 452 4771
JOHANNESBURG, Outer Limits Pretoria:
Tol: Q027 12 342 4360
JOHANNESBURG, Wizards Book and Games:
Fol: 0427 17 890 9253
JOHANNESBURG, Warfair: |
Tal: (127 B2 431 2242

PHANNESBLURG SOUTH, Dy D
Hoazﬂnu 95 regons Ben
MENLYN, Top CD:
Tok @ORT- 12 361 122
PIETERMARITZBURG, Games Direct:
Tel: 2733 342 95738
RUSTENBURG, Warcry:
Tel: 0027 52 510 2608

VOMOSKOVSK, World of Models:

UMHLANGA, The Hobby Specialists:
Tol: TRIET 31 Sk 4006

SOUTH KOREA (]
SEQUL, Orctown:
Teiz 02 $402 5945,

WEDEN

CW GOTEBORG:
Draltninggaten 52, 411 17,
Tel: 131-1 33958
farehook com CWGoiebosy |
GW STOCKHOLM:
Master Samucheatan &7, 111 21,
Ted: O8-21 30 44
facehook. con GWStucidholm
@ KARLSTAD, Srel & Fantasi:®
Tel: 05415 17
LUND, Playoteket Center
ek 0441-27610 -
@ MALMO, Playoteket Center:
Tel: 040, 185530
@ LM, Seience Fiction Bokhundeln:
Tel: 181 Ju Ly
@ UMEA, Fantasia;
Tel: 09077 03 60
UPPSALA, Fantasia;
Tel: 018101150
@ UPPSALA, Prisfyndet:
Tel: 07810 66 07
@ ORERRO, Batall Painthall:
Tal 1918 46 00
AVESTA, Vega Video:
Tel: G226 5007
ESKILSTUNA. lasses Leksaker:
Tel: (161303 3
F.t\I.KEhBERG Lekeenter:.
Tel: 1346-007 G0
FRITSLA, Frilsla Hol
Tel: OJ!-:I‘\;LI\‘(: by
GAVLE, Hobbyshopen:
Tel: 02618 62 95
GOTEBORG, Gohlin Games:
Tel: 1341 "-Hnjr
GUOTEBORG, Toys Leksaker & Hobby:
Tel: uiMS‘l-ﬂh
GUTEBORG, Wizard Games:
Telh #3151 41 50
HALMSTAD, Lekeenter:
Tek: 03533 91 75
HUDIMNGE, Humlan Lek & I‘Iubby
Trl: 00-6H9 H4A5
KALMAR, Ld( & Hobby:
Tel: (ai-24
KARUKRGNA, Leksakshuset:
Tel: M435-24002
KATRINEHOLM, Game Maniacs:
Tok: 015012047 -
KIRUNA, Lekhuset Lekia:
Tek: CH80-B25 65
KUNGSBACKA, I.Ek & Hobby:
Tol: [300-14136
KUNGALY, Froknarna Bus:
Fal: (131:3-135 40
LAHOLM, Lekia:
Tel: (43010069

Taki Ba1E107 i) -
LIDKOPING, Game Maniacs:
Tel: 157 0-25320
LINKOPING, Sagoland:
Tel: $131-22200

LIUNGBY, Lekman:

Tek: 037213461

LULEA, Barnens Hus:

Tel: 920-220025

LULEA, locus:

Tel: 0U20-60954

LUND, Unispel:

Tel: 046285 9172

MALMO), Harnan pA Limhamn:
Tel; 040-367520

NORRKOPING, Hobbyhérnan:
Tel: G111-62120

NORRKOPING, Lekhuset:

Tel: 011287070

NORRTALJE, Lekplaneten:

Tel: 0176-12350

NYKEIPING, Laka Tv- spel:

Tel: 0155261000

NYMASHAMN, Asas Leksaker:
Tek: O8-570 11233

ORMINGE, Happies:

Tl 007151501

SALA, Elons Leksaker:

Tel: 12241 03 14

SKELLEFTEA, Legend:

Tel: 091-07 1502

STOCKHOLM, Arcane pi Hagagatan:
Tl 8-22 25 22

STOCKHOLM, Brip Higdalen:
Tal: DB-749 1146

STOCKHOLM, Dragons Lair:
Tl 04654 60 50

STDCKHDI.M Habbyisterna:

“KHOLM, Hapgies Hanlnarby!pnstad:
;;:! 0302144300
UNDI
Tukk i \‘-H
SUNDSVALL, Orion Spel:
Tol: 5p0-155 247
TROLLHATTAN, Hubbyhirnan:
Tl UaHo-TAgRS
TUMBA, Leksakskungen:
Tel: 05-530 8 )
UMEA, Incrade:
Tek: LQO—.‘)‘- SB0
UDDEVALLA, Olles Leksaker:
Tel: 057288520
UPPLANDS VASBY, Barnens Hus:
Tel: G626 99 41
VARBERG, Fyndmagasinet:
Tel: rmn-s:sw}m o
VIMMERBY, Brio \"’mmerby
Tel: 40211148
VISRY, Sku
Tel: 0498.21 csz
VASTERAS; Zetterlunds:
Telr L2110 48 97
VASTERVIK, Lekstugan:
Tel: 0400-16171
VAXJO, Helges Hila:
Tek 47-02, 10 54
YSTAD, Tv-Spelshérnan:
Tal: D411-66680

.a.N(_'.EI.H_DI.M\! Leksaksmagazinet:
Tal: Da3T-H2350

GSTERSUND, Hobbyboden:

Tel: B635:3 3370

TAIWAN L]
CHANGHUA, Lian Xin:

Tal: +806 3 5870420

GANGSHAN, Toys Cat:

Tul: +&06 7 hIT43400

HEINCHU, Mini Shoppa:

Tel; +RER 3 TL3T8NE

HSINCHU, Style Toy House:

Tel: +3ith 3 5E12499

KADHSIUNG, Dwari*s Goldmine:
Tel; <806 7 ¥2467

KAOHSIUNG, Longmen:

Tel: +H8n 7 3718867

KAOMSIUNG, Toys Cat:

Tok 4+ 7 6214940

PINTUNG, Texas TV Game Shops:
Tel +Bib 8 72VATLE

TAICHUNG, Fantasy House:

Ted: +HER 4 23140720

TAINAN, Star Toy Castle:

Tel: +880 b 24707

TAIPEL, Akmigames:

Tel: 28R 7 37419%04

TAIPEL, Cacacity:

Tel: +B86 2 23093379

TAIPEI, MPK Hobby Shop:

Tul: +886 2 26161465

XINBEI, Table Games:

Tel: <506 2 29035693

THAILAND — |

BANGKOK, A Framing:

Tel: +66 5414 64373

BANGKOK, Battlefield Bangkok:
Tel: 266 2747 0738
BANGKOK, Slice and Dice:
Tedi +66 1149 87593

BANGKOK, Thinx Hobby:
Tel: +66 5999 31120

CHIANG MAI, Hobo Books:
Tel: =66 B158 23741 '
CHONBURI, Pattaya Players:
Tel: +66 8909 79523

UKRRINE =
DNEPROPETROVSK, Golbin:
Tel: BIZBI0RTISES B55E
DNEPROPETROVSK, Modelist:
Tel: 0034:067)564 8558,
DONETSK, Toy Story:

Tl OD3EMEA3B7 5203

KARKIV, Aladdin:

Tel: GOZBIOSTITIF 773

KIEV, Budinak Igroshek:

Tel: 1 35 57 851121

KIEY, Budinok Igroshek:

el 00 38 5 743 478

KIEV, Budinok Igroshek:

Tel: U0 38 5 831385

KIEV, Budinok Igroshek:

Tel: ) 38 2 308 150

KIEV, Budinok Igroshek:

Tal: 00310 4 567 677

KIEV, Game Hall:

Tel: B2B(0341356 7508

KIEV, Model Kits;

Tek 6300671764 4842

KIEV, Models;

Tel: 00380671417 2542

KIEV, Toy Story:

Tel: HUBBO4H157S 3979

KIEV, Toy Story:

Tel: D0T8{M441581 2385

KIEV, Toy Story:

Tek OEIEDH495 I52

KIEV, Toy Story:

Tel: DUIBI0S41417 2442

KIEV, Toyland:

Tel: 003816441587 5603

LEVIV, Hobhby Warld:

Tol: BAANERITHS T26T

LEVIV, Toy Story:

Tel: PUIBUIIIIE BI2Y
ODESSA, Vanguard:

Tel: D0IA{ESOI5ES 5577
SEVASTOPOL, Arcanum Store & Club:,
Tel: 0038(RSMFH 5320
VINITSA, Spellscape:

Tel: BU3BI063M40 0902
ZAPOROZHYE, Warhammer ZP:
Tek 00306776 5513

UNITED ARAB EMIRATES =
DUBAI, Bishops Trading:
Tel: mnsse_aw_ns;n

www.garmes -worksh op.com
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selmide

BELGIUM

‘U Brussels

Orverijssel

S "»».f
i — g Tel: 058 213 1112
Ve nedv @ LEIDEN, Vliegershop:
Enschy L
£ =

PREMIUM ACCOUNTS

Ernden)
© NEDERLAND —_
e ol ARNHEM, Spelkwartier:
Grantigen Tel: 026 370 2028

DEN BOSCH, De Dobbelsteen:
Tel: 073 614 5530

ENSCHEDE, Pijplines:

Tel: 053 430 5727

GRONINGEN, Purperen Draak:
Tel: 064 166 1972

HAARLEM, Spellenhuis:

Tel: 023 53 13 188
LEEUWARDEN, Spellekijn:

Tel: 071513 2783
MAASTRICHT, \’!ieg-er—uii:
Tel: 043325 1653
MIDDELBURG, De Burcht:
Tel: 011 8650048
NIJMEGEN, Moenen & Mariken:
Tel: 024 323 6719

TILBURG, De Dobbelsteen:
Tel: 613 544 3700

UTRECHT, Subcultures:
Tel: 030 2311122

ZWOLLE, Games-n-Us:

Tel: 038 421 6385

VLAANDEREN

HASSELT, Oberonn:

Tel: 011 351 358

LEUVEN, Spelfanaat Leuven:

Tel: 016 84 36 30

3 MECHELEN, De Spelfanaat:
L Tel: 015 34 59 07

S @

GERMAN
'.Eszsen

E‘)‘ulSD\:'é

il

»Buassaldan

- Colbgna

GALMES WORKSHO

GW BREDA:

GW ALKMAAR:

Laat 68, 1811 EK, Torenstraat 21, 4811
Alkmaar Breda

Tel: 072 512 2880 Tel: 0176 522 9277
facebook.com/GWAlkmaar facebook.com/GWBreda
GW AMERSFOORT: GW DEN HAAG:

20 Koestraat, 3811 HK, Schoolstraat 12B, 2511 AX
Amersfoort Den Haag

Tel: 070 392 7836
facebook.com/GWDenHaag

Tel: 033 461 7835
facebook.com/GWAmersfoort

GW DORDRECHT:
Voorstraat 3868, 3311 CX
Dordrecht

Tel: 078 611 9040
facebook.com/GWDordrecht

GW AMSTERDAM:

Rokin 36, 1012 KT,
Amsterdam

Tel: 020 622 3863
facebook.com/GWAmsterdam

P HOBBY CENTRES

GW ANTWERPEN
Vleminckstraat 10,

Antwerpen 2000

Tel: 03485 8627
‘facebook.com/GWAntwerpen

Kleine Berg 50, 56‘[1 %
Eindhoven

Tel: 040 244 3448
facebook.com/GWEindhoven

GW GRONINGEN:

1 Grote Kromme Elleboog, 9712 BJ
Groningen

Tel: 050 311 0101
facebook.com/GWGroningen

GW BRUSSEL:

10, Rue du Lombard,
Brussel B1000

Tel: 02 223 06 61
facebook.com/GWBruxelles

GW ROTTERDAM: GW GENT:
Van Oldenbameveldplaats 452, 3012 AP St Niklaasstraat 17a/19,
Rotterdam Gent B3000

Tel: 09223 9120
facebook.com/GamesWorkshopGent

Tel: 0710 280 0268
facebook.com/GWRotterdam

YOUR
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EVENTS DIARY

Conquer the world at tournaments and learn new skills at hobby days! Events are
your opportunity to immerse yourself fully in the hobby with, potentially, people

from all over the world. Events are the places to spend your weekends.

February 2012

February 4th WABEIAMMER

February 11th

HERQES OF MIDDLE-EARTH

Details: Play six games of The Lord of the Rings
Strategy Battle Game using both Good and Evil
armies. You will need two 700 peint 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

WARHAMMER FORGE: MONSTROUS MASTERCLASS

‘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.

Tickets: £115 per person and includes tea, coffee, bottled water and biscuits throughout the
day, as well as a hot lunch from Bugman's Bar with your tutors,

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.

February 25th

Warhammier World section.
J Tickets: £90 per two player team
.

WARHAMMER 40,000 DOUBLES WEEKEND

Details: Come along with your gaming partner and spend the weekend at Warhammer World
playing great games, meeting new oppenents 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 vww. games-workshop.com under the

March 10th
SCENERY MASTERCLASS: HONOURED IMPERIUM

Details: Realm of Battle Gameboards look amazing with a scenery centrepiece to shiow them
off. We have got Chad Mierzwa from the Design Studio to come along and show you first
hand hiow to make the Honoured Imperium scenery piece look like the one featured in White
Dwarf issue 384.

Tickets: Tickets cost £115 per person and include all the tools and scenery you will need to
make your masterpiece on the day, and includes hot drinks and food with the tutors.

vARRARNMER

March 17th
WARHAMMER THRONE OF SKULLS MARCH ‘12

Details: Come to Warhammer World and take part in the first Warhammer Throne of Skulls
event of 2012 as we unleash the armies of The Old World in conflict for a whole weekend!
Grab your army and come along for a great weekend of gaming, take a look at some
wonderful looking armies, and swap war stories with friends old and new.

Tickets: Tickets cost £58 per player and include access to the event and three meals over the

weekend.
J

¥
U
==

RGAWLES WORISHOP,

games-workshop.com

WARHAMMER WORLD

WHITE DWARF

March 31st

REALM OF BATTLE WORKSHOP
Details: Ever wanted a Realm of Battle Gameboard
for your home but didn't think you would ever get
around to painting it? Come and spend the day with
Warhammer World's scenery experts and paint a
whole board ready to take home in one day. We'll
even throw in-dinner and drinks!

Tickets: Tickets cost £250 per person and include a
Citadel Realm of Battle Gameboard and everything
you will need to assemble and paint it on the day. J

L

ickets and Contact Details 7
ts: Tickets for all events are available fiom |
fomer Services on 0115 91 40000 and from

FIND oUT WHAT'S GOING ON AT WARHAMMER WORLD AND YOUR LOCAL HOBBY CENTRE WITH

FACEBOOK, TWITTER AND oN WWW.GAMES-WORKSHOP.COM




War is brewing in the old world, alliances are forming and its time to stand shoulder | =
to shoulder with your most trusted comrades in arms! Take this opportunity to
take part in five great doubles games of Warhammer as you and an ally team up to
decide the fate of the Old World!

12th-13th May 2012
Warhammer World, Nottingham

What will you need to attend? What does the ticket cover?
= A fully painted and based 2000 point Warhammer army, = 5 great games of Warhammer over the weekend!
made up of two 1000 point forces. As well as a terrain » Lunch on Saturday and Sunday, and an evening meal on
piece from the Warhammer rulebook. Saturday.
= A copy of the Warhammer rulebook and your relevant o Early registration between 18:00-20:00 on Friday night,
Army Book, as well as dice, templates and a tape measure, and open gaming until 22:00,
e Travel and -accommodation for the weekend — contact us * Organised entertainment on Saturday evening, including a g
| fordetails about discount rates for local hotels. Warhammer themed pub quiz! 2
| = The Event Rules Pack and Warhammer World Events Guide. o Access to all of Warhammer World's facilities, including the /
These are available to download form the Warhammer Miniatures Hall. 3 5
gy World section of www.games-workshop.com. ® Tickets cost £90 per team and are available from ; {2
~{ e Players must be-aged 12 or over, players under 16 must be www.games-workshop.com ; ] :

acqomp_anied by a responsible adult.

| ® Forany further information regarding the event, e-mail us at
whevents@games-workshop.co.uk, or call us.on

0115 9004994,

www.games-workshop.com
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" SOUTH WOODFORD LIBRARY:
INDEPENDENT STOCKIST .-

In White Dwarf 384 we visited the South Woodford Library
gammg club. This month we return to find out more about this
unique library with its very own on-site independent stockist.

Archie is the club leader
at South Woodferd
Library and has been
running a club for many
years, He is a keen
hobbyist with a huge
Ork army although he

is currently working on
his Skaven force. He is
also a big The Lord of the
Rings fan with armies for
Meoria and Rohan.

Contact:
Archie Black

South Woodford
Library Gaming Club
Tel: 0208 708 9

Archie: The South Woodford Library in the
London Borough of Redbridge has been
ully running their gaming club
Together, the staff and club
have built up a steady number of
vho, each week, are enthralled
Is and games of Games

since 20
voluntee
member
by the m
Workshop.
On club nights we use the library’s
children and teen spaces. At least two
tables are set out for gaming and two far
painting (
on the floor, just in c
pay £1 to join, primar
up a budget to purchase items for the club
as a whole, such as paints, spray-paints,
terrain and rulebooks. This provides us
WJrh a LPntrai poc:l of hohb\a supp!!eq that

to occ ‘alOl"’ld”V puiLha-\e Iarger terrain

pi vhich can then be used as a project
that several people can work on together,
and provides a chance to reward those
who take care with their painting — being
allowed to work on such a project is often
considered a mark of approval!

Becoming an Independent Stockist
Such has been the huge success of our
gaming club, that we soon realised that we
wanted to offer more to our members (and
help gain even more favour with the local
Council). And so, in October 2010 the
library began operatio an independent
retailer of Games Workshop products.

Although other library services around
the country have stocked products in the
past, | believe we are the first to actually
have them on sale in the library itself — right
by the enquiries desk, in fact!

Having taken sage advice from Games
Workshop’s dedicated Trade team, we
decided to set up two racks of products in
the library; a one metre rack, and a hobby
rack. The one metre rack displays the most
popular Citadel miniatures boxed sets and
rulebooks, and the hobby rack features
paints and brushes, glues and hobby tools
and many other Equall) important hobby
sundries.

The decision has been enormously
popular, both with club members, who can
make those essential purchases right here
at the club, and with the Local Education
Authority, who are delighted that the club

e



is not only helping to create and nurture
a community for youngsters but is also
heipmg to pay for itself — nearly a year on
from our initial set-up, and we have more
than recouped our initial set-up costs.

We have also noticed local hobhquts
who are non-club members popping in to
the library to make their essential purchases
as word of mouth spreads. Parents have
been very supportive, taking pleasure
from helping the library service when they
spend money on their children’s hobby.

> > certainly had visits, sometimes by
whole families who then use the library in
other ways, because a young hobbyist has
wanted a pot of paint or wash.

ARCHIE'S TOP TIPS

As Archie has run the South Woodford Library Trade Account successfully this past year,
we asked him what advice he would give for anyone with similar ambitions.

Secrets of Our Success
The success of our retail outlet is in part
due to the well-established gaming club
at the library providing a ready»made
customer base, although it is not essential
to have a club. In fact, many independent
retailers thrive without a local club. The
key is to maintain a good selection from
the best selling lines. Also, our local Games
Workshop Hobby Centres have been
fantastic at creating more hobbyists, which
has helped the store even more. Finally,
our hugely enthusiastic staff are obviously
a great benefit as well, but you don't need
ist ¢ ;peua]l%t to provide

B 0y 3
chellent service with a smile! Want to:set up your

own gaming club?

Bek Hawkby is Games
Workshop’s Community
Co-ordinator and looks
after all club enquiries.

If you have any questions
or need advice about any
club issues then give Bek
a call. Bek is also a keen
hobbyist of many years

Don't let your own hobby influence your orders.
Listen to your customers and Trade Account Manager.

Stock the Hobby Range as well as the bestsellers.
Customers will regularly pop in to get their paints, glues and hobby tools.

LIStEI'I to your customers and establish a rapport with them.
Hobhbyists love to talk about their hobby and bemig( interested in their latest
project can help them feel they want to come back again.

and has armies for all cur
core systems.

Contact:

Bek Hawkby

Tel: 0115900 4821 or.
017826 911 555

Email: bek.haw




A BLAST FROM THE PAST!

To celebrate 25 years since Rogue Trader hit the shelves of

‘@ﬁg gaming stores and changed the face of wargaming forever, we're
immortalising 40K’s very first cover star in Citadel Finecast.

=

WHILE E
HOCK LAST R ere is only war, Central to the picture was
1son Fist Captain brandishing an Ork

holding an O

armed with a p

set also include

sculpted Crimson F

a backdrop for display. You can place the
model on a normal t well, and have
the Captain lead a squad of Crimson Fists
back into the heart of battle.




CELEBRATE THE 25TH ANNIVERSARY
OF WARHAMMER 40,00

On the 25th of February, all of our Hobby Centres will be holding a huge party to

celebrate the occasion. Make sure you're there to join the fun, as well as get hold
of all the exclusive 25th anniversary products shown here.

Throughout Saturday 25th February, and in the days ' Cake! Bring in 25 buns, a 25-tier cake, or even a cake
following our grand celebration, your local Hobby Centre in the shape of the 25th Anniversary Aquila itself; you
will be runnmg loads of fantastlca[ly themedﬁ games and brmg itand we'll eat it!

st:ll pop in today and find out what Thcy ve got planned
for you!

FREE BADGES!
Every Games Workshop Hobby
Centre around the world will
be receiving ‘allumlted quantity ST SR
of special edition Warhammer iz S ’

9 F : a-Birthday Fin won't be
40,000 Birthday pins to give away o, geing the first into
at the weekend. One thing is for  your Hobby Centre on
] certain: these will go quickly so  birthday weekend will
ayth baﬂ]e' rep(}rt get to your local store early. improve your chances!

g : Y.
‘games frem this very issue of White Dwarf.

abby Cenitre for judgmg 6n 25th February
'ck fire” games - who can score

WHILE STOCKS LAST
= All the products shown on this page are only avaitable on the 25th
oneto ’Chﬂﬁse fﬂ:)m'. L iversary of Wark 40,000... Don't miss out!

WHITE DWARF  WARHAMMER 40,000 ANNIVERSARY



WARHAMMER 40,000 25TH ANNIVERSARY

FUTURE’S PAST

Warhammer 40,000 has been 25 years in the makmg, and over the next few pages,
Andy Hall takes a sentimental look at its history. He is joined by some of the game’s
original architects, who reminisce about the birth of the Dark Millennium.

The first Space Marine — 1986 RTBOT Space Marine — 1988 Eldar Harlequin — 1989 Ork Boy — 1997

There is no peace amongst the stars, only
an eternity of carnage and slaughter and the
laughter of thirsting gods.

Tyranid Carnifex — 1993 Commissar Yarrick — 2000

frankly, d_u_l. -You .p.laye with generic models thﬂ
could represent any time or place. V e did
was the opposite, there was no mistaking them as
anything else other than 40K, so why would you

want to play in any other setting?

Eidar Harlequin — 2007 Grey Knight Paladin - 2011

www. games-workshop.com




From a single seed of doubt can grow a world of hcrcsy.

GONE ROGUE

To celebrate Warhammer 40,000’s 25th birthday, we gathered
some of the game’s chief contributors to reveal its rise from
humble origins to the world’s most popular tabletop wargame.

As Games Workshop’s art
director, John Blanche has been
drawing and guiding the look of
Warhammer 40,000 for 25 years
and has been responsible for many
of its seminal pieces of artwark,

Jervis Johnson has left an indelible
imprint on 40K that resonates
throughout the fast two and a half
decades, from the many codexes
he’s written to the rules themselves.

Alan Merrett is the custodian of
Warhamrmer 40,000 lore, ensuring
that the 4 1st Millennium remains so
grim and dark. He's alsa authared
several projects, such as the Horus
Heresy: Collected Visions.

Alan Merrett: The first thing that happened,
which predated even Rogue Trader, was
that we released a Space Marine miniature.
Jervis Johnson: It doesn’t sound that strange
these days, but at the time (around 1985 if
memory serves) we were mainly a fantasy
miniatures company. Warhammer (the
game of fantasy battles) was in full swing
and that's where our main focus was.

Alan: It was a Bob Naismith model that
he'd sculpted alongside some space pirates.
This model proved to be a fantastic seller
so we got Bob to sculpt a few more Space
Marines and plans were hatched to write a
game featuring them.

John Blanche: Rick [Priestley] was tasked
with writing it, as he'd been the mastermind
of Warhammer, and my involvement,
unsurprisingly, revolved around the art.
However, it was not so much drawing it,

as commissioning and coordinating the
artwork from anyone we knew who could
competently wield a pencil or paintbrush.
Jervis: That book, of course, became Rogue
Trader or Warhammer 40,000: Rogue
Trader to give it its proper title.

John: It was a very grandiose name, but

it summed up the whole project. It was
clumsy and unfocused but because of

that it had an incredible charm. You had a
small group of people who had a feeling
they were creating something momentous,

THE HORUS HERESY

“The Emperor caught Horus by the heel and cast
him to the Eye of Terror and with him the third
part of the hosts of the Imperium.”

No one knew at the time that a small text

box written by Rick Priestley in the Chapter
Approved book would become such a pivotal
event in 40K history. It has since formed the
basis of games, countless pages of background
and spawned 18 best-selling novels so far,

both the Warhammer and

The Realm of Chaeos
volumes, Slaves to Darkness
and The lost and the
Damried, truly brought the
mutating threat of Chaos to

Warhammer 40,000 games.

whether that was the logo, the art, the rules
—all of it came together as a labour of love
and was truly special.

Alan: The title itself was a bit of accidental
genius really. When Rick was writing the
book, it had the working title of Rogue
Trader. There had been a long standing
promise to Citadel fans that we would
produce something called Rogue Trader so
in our minds this'game was going to be it.
And then somebody suggested — | forget
who — that given our most popular game
system at the time was called Warhammer,
why were we not using that recognised
brand on this too? So we discussed calling
it Warhammer, followed by a number to
distinguish it from the fantasy game.

Jervis: | remember Games Workshop’s

owner at the time, Bryan Ansell, suggested
“Warhammer 40007, but Rick said if you
were going to put a number in the title then
make sure it's a really big number, and so
we added an extra nought.

John: The game was obviously so much
more than just the title, though. But | have
to chuckle when [ talk to people about this,
because they always assume there was
some well-thought out plan, when actually
what we were doing was completely on
the fly. It was punk games design, there
was a real counter culture to it all. The
bleak background and crazy scenarios, the
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WARHAMMER
3 L AD00D

THE BOOK THAT
STARTED IT ALL

Warhammer 40,000:
Rogue Trader was different
from the start — from John
Sibbick’s seminal cover
to Rick Priestley’s crazy,
idea-laden and witty text,
to the baroque rules and
distinctly British take on a
dystopian background. All
these ingredients created
something far greater than
the sum of its parts.
Looking back with
25 years of hindsight, it's
amazing to see Warhammer
40,000's journey from a
games-mastered skirmish
game to the tabletop
behemoth it is today.

Serve the Emperor today, tomorrow you may be dead!

artwork, it was a product of its time.

Alan: Like John says, there was definitely
no great plan. The things we take for
granted with 40K came out of necessity. If
you remember, we were mainly a fantasy
miniatures company at the time and our
boss, Bryan, said to Rick: ‘You do realise,
that all the models in our range need to
be compatible with your game?’ Rick’s
genius was that far from seeing this as

an obstruction he turned that stipulation
into a positive. It helped shape the 41st
Millennium; rather than some generic sci-fi
universe; you had science fantasy — a far
future place where Space Elves, Space
Dwarfs and Space Orks fought mankind
and each other.

John: If | remember rightly, the plan was to
do weapon kits for the fantasy miniatures,
allowing you to convert them to the 40K
setting. The figure designers, however, had
other ideas. So instead of just converting
existing Orcs, they started to design Orks
from scratch — they all got ‘coal scuttle’
helmets and a Hell’s Angels vibe.

Alan: It wasn't long before all the other
ranges were following suit. Instead of
conversion kits, you were getting actual
Eldar and Squat miniatures.

Jervis: That's why the bestiary in Rogue
Trader is so comprehensive; it's full of
Vampires, Ambulls, Catachan Devils and
all manner of crazy beasties that all looked,
funnily enough, like the Citadel back
catalogue of role-playing monsters!

Alan: Yeah, Rick included them all, giving
the Space Marines and the Imperial Army,
as it was then, plenty of critters to fight. In
fact, the background of Rogue Trader as

a whole was very Imperium -centric, but

it's interesting to note that Chaos hardly
features atall.

John: Well Chaos was always there, after
all, you can’t think about 40K without
Chaos — it's the Yin to the Imperium’s

Yang. It's just that we weren't ready to fully
investigate it at that stage. The Realm of
Chaos books, which came shortly after,
brought that Chaos pantheon to both
Warhammer and 40K in its full glory. There
was a lot of development work for those
books. | remember drawing the Daemons
for the interior art, not fully comprehending

A Space Marine from the
RTBOT plastic set.

WARHAMMER 40,000
SECOND EDITION

The 2nd edition came in a nice big box
containing 20 Space Marines and 60
greenskins, three manuals and lots and
lots of vehicle and wargear cards.

Not only did the game introduce
a completely new rules system for
engaging in open war, but united all the
concepts and ideas first born of Rogue
Trader into a single, cohesive format.

www.games-workshop.com
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Success is measured in blood; yours or your enemy's.

WARHAMMER 40,000
THIRD EDITION

The 3rd edition was available as a large

book (with slip case) and a boxed game.

The models in the box set pitted the
Space Marines of the Black Templars
Chapter against an insidious new race,
the Dark Eldar. The 3rd edition game
rules had been refined yet further to
enable much larger armies to fight

without slowing down the game, This

edition also saw a purposeful return to
the grlttmess of the far future.

We've always been keen to
show hobbyists the many
different ways you can

play Warhammer 40,000.
The Expansions took this

to a whole new level, from
almighty battles involving
entire collections and striding
god-machines in Apocalypse,
to deadly and precision-led
planetstrikes, and all-out urban
warfare in the ruins of cities.
Weve still only scratched the
surface!

WARHAMMER 40,000
FOURTH EDITION

The release of 4th edition marked
another step change in how we
presented our main games. The box set
contained a handy pocket-sized version
of the rules, while the plastic models
and terrain allowed you to fight out the
initial stages of the Battle for Macragge
~ the Ultramarines defending their
Chapter Planet against the invading
Tyranids of Hive Fleet Behemoth.

Vi WHITE DWARF

FUTURE'S

just how important those images and
distinctive silhouettes would become in the
following vears.

Jervis: The inclusion of Chaos was
extremely important; if Rogue Trader gave
the Imperium myriad external enemies,
then the Realm of Chaos books gave them
a foe even more insidious — a threat from
within, one of their own making.

Alan: Well, | suppose it was more your
making actually, Jervis.

Jervis: | only took what Rick had already
written. When we came to designing
Adeptus Titanicus we could only afford

to put one frame of Warlord Titans in the
box game. So we needed a reason that
these giant war machines, which looked
the same, would be fighting each other. A
civil war seemed obvious, so | searched the
background that Rick had written, looking
for something | could use. | think it was in
Chapter Approved, which you helped write,
didn’t you, Alan?

Alan: | did the army lists. But | know the
bit you are referring to. Rick had written an
almost throwaway passage of text about a
civil war that had happened ten thousand
years ago. Rick had put it in simply to make
the background more mythic in tone, to

‘add texture to these great passages of time.

Jervis: Absolutely, and again, people often
mistake these happy accidents as some
great plan. But that small bit of text gave
me the justification | needed to have these
identical models fight each other, and from
there the Horus Heresy came to be.

John: It's from these little seeds that great
ideas grow. The way that Chaos was quickly
incorporated into the idea of this civil

war and permeated throughout 40K has
always fascinated me. I love finding these
instances, where great concepts come from.
Alan: We've already mentioned Chapter
Approved, and looking back at that
supplement now, you can see how we were
running to catch up with our creation.
Jervis: It's true, we had unleashed a mighty
beast on the world, and it was flying off the
shelves and people were already playing it
in ways we never thought they would.
Alan: Rick had designed it as a skirmish

‘game. A great deal of the scenarios needed

a games master, but people were playing
out battles, so we wrote some army lists.
Jervis: Then vehicle rules were needed,
and better combat rules. We were releasing
new models, including plastic kits like the
Rhino, which all needed rules support.
Alan: As we entered the 90s it was clear

that Rogue Trader was becoming unwieldy.

You needed several different publications

and however many White Dwarfs to play a

game. Something had to be done.

Jervis: The fourth edition of Warhammer
had shown us that putting a boxed game
together with loads of plastic Citadel
Miniatures and all the rules in one set was
a winner. So this made the format of 40K’s
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second edition a logical choice.

John: It was a very exciting time to be
working in the Design Studio and on a
project like Warhammer 40,000. The
colours were bold and bright. The Space
Marine on the box cover was a deep red

to draw the eye. Inside, the Wargear book
was bright yellow. | don't think we realised
it at the time, but subconsciously we were
reflecting how we felt creatively, and, as a
company. We were confident, and positive
about our achievements.

Alan: Games Workshop had entered a new
stage of growth and we were opening a lot
of Hobby Centres around the world. And
you're right, John, this came through in the
products we were producing.

Jervis: With 40K getting a new lease of

lite, all the ‘under the bonnet’ stuff of the
game system was in the core product, so
we didn’t have to worry about who had
what publication or White Dwarf issue,

As writers and designers that was very
liberating. It meant we could focus our
attention on unexplored areas of the galaxy,
most obviously with the codexes.

Alan: Of course we were following a
template already laid down by Warhammer,
whose army books and accompanying
army lists really led the way. Before that,
an entire book on one faction or race was.
exceptionally rare in any wargame. The
notable exception being all the Ork books
we did back in the Rogue Trader era, but
that's what happens when you have an
owner of a company that's completely
obsessed with greenskins!

Jervis: Let’s not forget all the models you
got in the box game. This was the second
time we had done plastic Space Marines
and Jes [Goodwin] did a masterful job of
realising them, cementing the ‘modern’
Space Marine into how we see them today,
Alan; The 3rd edition of the game came in
1998 and, with it, a new direction.

Jervis: People’s armies were getting much
bigger as their collections continued to
grow, and, frankly, the game system could
no longer cope. Close combat would
become mired far too easily with a single
fight lasting the whole game, and models
weren't using their guns enough.

John: We also saw this as an opportunity to
put the ‘grim’ back into the darkness of the
far future.

Alan: We did return to Rogue Trader for our
inspiration, while the majority of the 90s
reflected our optimism, at the latter end of
the decade there was a real hunger to take
40K back to its roots.

Jervis: This precipitated a massive change
to the rules; so much so, we had to start the
Codexes from scratch. Of course, by then
gamers were used to having a Codex for
their collection so there was an urgent need
to get a book out for every army. The way to
do that was create smaller, more functional
Codexes, with a much tighter turn around.

WAR h;‘,I_MER

— WARHAMMER

BEYOND THE TABLETOP

Warhammer 40,000 has not existed
purely on tabletop battlefields. The
recent Space Marine video game and
Ultramarines movie are two such
examples but there have also been
roleplaying games, boardgames, and
even a selection of necklaces, pin
badges and belt buckles in the past.

In 1993, Electronic Arts
produced Space Hulk,
the first Warhammer

“There are few galaxies as
textured, layered, and just plain.
interesting as the warp-infested
stellar landscape of 40K,
Fantasy Flight Games is both
proud and excited that we get
to explore this place and have
our products take root in its
dark soil. But what we do here,
of course, we do jn the name of
the Emperor!”

Christian Petersen, CEOQ,
Fantasy Flight Games

Sereenshots from the recent Kill
Team and Space Marine games.

“When we started on Dawn of
War, | got drawn in to the lore,
the imagery, the detail. We have
refeased seven more games and
with each one my appreciation
for the universe has grown.
Congratulations on 25 years.of
Warhammer 40,000, and | look
forward to the next 25 years!”
Jonathan Dowdeswell,

Relic Entertainment

WARHAMMER 40,000
FIFTH EDITION

The fifth version of Warhammer 40,000
removed a lot of abstraction from the
rules; it's all about getting the true line
of sight to your target. Meanwhile, the
Assault on Black Reach box game pits
the Orks against the Space Marines once
again, but this time with two full armies,
including multiple infantry squads,
support vehicles and army commanders.
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Innocence proves nothing.

FORGE WORLD

For over a decade, Forge World has
been releasing resin Warhammer
40,000 kits, visualising vehicles and
parts of the 41st Millennium the
Design Studio will rarely get round
to. Amongst the iconic kits Forge
World have released over the years
are the Thunderhawk Gunship, the
Reaver Titan and — most recently — the
Phantom Titan. Find our more about
Forge World online:

www.forgeworld.co.uk

Guns and warriors are useful but it is our indomitable
will that promises the ultimate victory.

WHITE DWARF FUTLIRE'S PAST

Alan: | think they were too functional.
Without the background,
smattering of art, the bo
and so, as soon as we had a viable Codex
range, we returned to making much larger
army books with more comprehensive
histories, art spreads and everything we
know and love about Cc =
John: For me, getting to re-evaluate our art
collection and frame it in a bleak war-torn
far future context was the third edition’s
ters ieverment,
is: The fourth edition carried on in the
same vein. We were getting really good at
producing the Codexes but | think tht it
ill really be remembered for was the era
of the Expansion. Apocalypse was released.
Alan: It's interesting you mention
Apocalypse, because Forge World and the
massive resin models they were making
were a large influence on it. Without Forge
ans and super-heavy vehicle kits,
vpse would quite simply not be
what it is.
John: Let’s not forget some of the plastic kits
we'd also been producing on that sca
Jervi true — the Stompa, the
Baneblade and all its variants. When we
were working on 40K 25 years ago, to
think we would be producing plastic k
of that size and complexity would’ve been
unbelievable. It makes you wonder what
the next 25 years will hold.
Alan: Well, | can say for certain that it will
be dark, it will be grim and that there will
most definitely be war...

The Fall of Dam
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VISUALISING 40K

As Art Director, what inspires John Blanche
to.draw the 41st Millennium? Here he
explains, in his own inimitable style:

John: The world is full of dystopian entropic
wonderment. It's not a question of turning
things into 40K but a state of seeing what
can be reflected in the 40K universe:
sinister trees — enormous trees — cathedrals
~ ruins — castles — old manor houses — rust —
wrecked cars - swirling clouds - sweeping
vistas (whether urban or pastoral) — grimy
corners of cities — dust motes — swirling
bath water going down the plug hole -
falling leaves — the weather: storms, rain,
hail, lightning — nature itself — people, the
constant variation and oddness — history
and heritage. One afternoon walking

down the river roads, | saw a lady taking

a paralysed cat out in a child’s pram -

same week, same place, | saw a dog with
paralysed back legs fitted with a rig made
with the wheels of a child’s pram — same
week, there was this chap with a big falcon
on his wrist — same week, six weasels ran in
front of me. Priceless stuff! I'm surrounded
by it— not exactly 40K, but taking

directly from experience and shunting it
40,000 years into the dystopian future is
inspirational... Then there’s Peake, Dickens
and Shakespeare. Then there’s art — Turner,
Rembrant and Pollock. It’s all about evoking
atmosphere and creating character...

Clockwise, from top:
Dark Millennium,
by Ceoff Taylor;
Imperial Psyker,
by John Blanche;
Navigatar,

by John Blanche;
The Eternity Cate,
by John Blanche;
Crux Terminatus,
by Neil Hodgson.

_.wumﬂmn

40K massively multiplayer
onfine computer game
but was the first boxed.

edition. This included a card
psychic system, which even
had powers for Squats.

iy
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Only in death does duty end. T

RLACK LIBRARY

A NOVEL APPROACH TO
THE 41ST MILLENNIUM

To celebrate Warhammer 40,000’s 25th
birthday, the Black Library staff put their
heads together and came up with a list
of the top 25 Warhammer 40,000 novels
published so far. Here they are in all
their grim, dark glory:

TAN WaToo |

SPACE MARINE

i i H MER
| Rt

RTEVE PARKER
STEVE LYONS
LUCIEN SOULBAR

LREE R

[HE Sout DRHTKLRS e niRaAme e R
OmniBus = - AR
! " i WARHAMMER

WnHMMMER =

e-gnm darkness of t
Trader boo e

out, and they are extra
i : through to Ihe ground

High-speed air combat in the war-tom
1

X WHITE DWARF A NOVEL APPROACH TO THE 415T MILLENIUM e



NICK KYME]

NUETURNE )

PATH OF THE
WARRIOR

Aaron Dembski-Bowden
‘The amva! of 401(

lare. can be. Th'e
game’s background has
expanded so far. beyond
its limits to become a
fulfy realised universe,

GAV THORPE : . | and it’s why Warhammer.

ANGELS ﬂFﬂﬂHKNESS oy L

Available as 3 8o

THE UlTRAMARINES

BATTLE OF
THE FANG

CHRIS WRAIGHT

WILLIAM KING

SPACE WOLF + RACNAR'S CLAW » GREY HIINTER

OR McNEILL
AT RS A 1L

WARHAMMER

HORUS HERESY

Some of you may have
noticed the suspicious
absence of any of the 18
novels from Black Library’s
best-selling Horus Heresy
series. This is because

the events of that fateful
period in mankind’s history,
though an integral part of
Warhammer 40,000 lore,
are the stuff of Iegend
from an earlier age.

VISIT BLACKLIBRARY COM TO SEE THE FULL RANGE OF NOVELS.

IRON WARRIORS

THEOMNIBLS

www.games-workshop.com Xi







Adam Troke on the
Battle for Macragge:
‘The: Ukraman‘nes’ defence af

iconic batﬂes of rhe 4 Ist
Millennium... in my opinion.
ft w, actuaﬂy the Battle
for Macragge Warhammer
40,000 boxed game, where
Sergeani Ocfavian and his
‘-quad of Ultramarines fight
the opening skirmish of

this fierce conflict, which
reminded me just how, great

Baﬂ‘.‘e for Macragge, because
they pitch ﬂ](‘ thin blue line
£ th

nd voracious i e#gafad.i@*-
aliens. What more could you
want from a 40K battfe?’




gers of Doom

Avenging Angels of Death
they are the Space Marines.

B
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_ihetmperor and the downfall pf
si s the Imperium’s call to arms. and

Jervis lohnson on
the Second War for
Armageddon:
Yve always had a soft
spot for the Armageddon.
campaign, which is hardly
surprising as I helped create
the original background story.
I'd been asked to make a
hoard game about a really,
really fargp battle — one
where yah conirolled the
forces fighting for an entire
planet. I came up with a
rough outline for the story,
and while | worked on the
game mechanics, Bill King
t into a detailed
‘ords made

Armageddon itself spring to
hfe, so.much so that, while

B.l'" % sfory of the Bdt(le For
Armageddon has remained a
constant inspiration.”




That which I cannot crush with words I will
crush with the tanks of the Imperial Guard. 99

Lord :'Sa‘iﬁryaciiirius
.*‘?‘ - -
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Andy Hall on the

Death of Thesus Reach:
“This is quite recent
compared o some of the
more famo: K battles,

but that does not mean its
any less impressive, It first
appeared in the Apocalypse
Expansion, a big centre-fold
that unravelled to reveal

a gob-smacking visia. A
wargames table built by Dave.
Andrews, the best scenery
maker in the world, and then
populated with hundreds of

Imperium, a more classic

match-up is hard to find and

if stars Abaddon, everybody’s

favourite arch-heretic, out for

Creed’s head. I particularly
two Assassins







with man’s innermost fear. 99
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Robin Cruddace on the

Fall of lyanden:

"My favourite battle in the
history of Warhammer
40,000 is the Fall of Iyanden.
1 was captivated by this story
when I purchased a board
game called the Doom of the
Eldar many moons ago, It was
one of my first introductions:
to the grim darkness of the
41st Millennium and it’s

got everything an epic war.
needs: vast space battles,
planet-sized Craftworlds
heing overrun by swarms

so desperate that
beleaguered Eldar must wake
the dead to fight by their side,
an Avatar fighting against
towering bio-constructs and

a cinematic ending where
Yriel, an exiled prince-turn-
pirate, returns to his home
and sacrifices himself (after a-
fashion) to save the day.
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Though my guards may
~rest at anchor, our foes kiiow full well Ithjat big ||

guns ne\TT‘tlré )?
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Alan Bligh on the Badab War:
‘The Badab War has a!w 5

41, 000 R is.astory about
s greafest
the Space Marines,
and what happens when the
unthinkable occurs and the
Imperium’s most powerful
defenders turn against each.
other in bloodshed and war.

It has hnnour and treacher

Ht:ronf, the seif
of Badab.

For me, writing the Badab
War Imperial Armour books.
was a fantastic project on
which to work. Fm old.
enough to remember White
Dwarf 107 during the early
days of Rogue Trader (when
I'was a lad), where a few
hundred words and a double

brand n

OSE P
whofe books crammed
with Mﬁarhammer 40, Oﬂﬂ
il
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RYNN'S
WORLD

SYEVE PARKER

The novel of Rynn's
World is published by
Black Library.

XX WHITE DWARF

WARHAMMER
a 49,000-

THE BATTLE

*RYNN’S WORLD

OR

Could you think of a better way to celebrate 25 years of
Warhammer 40,000 than a battle report featuring Cities of
Death, Apocalypse, Planetstrike and Spearhead? We couldn’t.

ell, its been 25 years since Rogue
W Trader was first released and the

war-torn universe of the 41st
Millennium unleashed upen the world.

Since that fateful day, the Warhammer
40,000 game has developed over the years,
growing into one of the most popular

tabletop wargames in history. lts blend

of ‘science-fantasy’, dark, atmospheric
artwork, fantastic miniatures range and
ever-expanding depth of background
culminating in the game we all know and
love today. Rogue Trader may be long gone,
but Warhammer 40,000 is here to stay.

BATTLE FOR RYNN'S WORLD

In honour of this historic 25-year
milestone, we decided to celebrate by
presenting a multi-player, multi-board and
multi-Expansion linked battle. Given the

occasion, it seemed only fitting that the
setting for this epic clash would be that

which was represented on the cover of
Rogue Trader itself all those years ago (also
featured on this issue’s cover) — the Battle
for Rynn’s World. The Crimson Fists Space
Marines will therefore be fi ohting to the last
to defend their Chapter planet against the
invading Ork hordes of Warboss Snagrod,
the Arch-arsonist.
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4 ‘Let the Orks come by the thousand, or by the

tens of thousands we ‘shall be ready for them.
This world is the Emperor s, not theirs, and

we shall wash it clean with their blood.
Pedro Kantor, Chapter Master of the Crimson Fist

In order to showcase the ruH spe
of Warhamm
play four gam
table featurm,-.. a different Expansmn The
main table, representing the Crimson Fist'’s
hc‘ff)ltd”\-' tenacious dP‘rencp of New Rynn
'f as an A;

;\erall winners. The tthL 51de gdmes
would consist of a Cities of Death,
Planetstrike and a Spearhead battle. The
result of each of these games would help
to dictate the flow of hattle on the New
Rynn City board, providing much-needed
reinforcements as well as some additional
perks, as explained later.

Gathering a selection of players from
around the Qtudlo to join in, we soon
had two overall generals in Matt Hutson

PN

and Jervis Johnson, and eight enthusiastic
lieutenants. But far from keep all the
fun to ourselves, we invited the staff at
our head office in Nottingham to come
and watch as the game unfc
There was a great atmo:p_here
popped in throughout the day to ¢
on the action and reminisce about their
: ies of Warhammer 40,000.
d some musings from such
s hobby guru Mark Jones,
Forge World's Will Haves‘. and Citadel
designer Aly Morrison later, all of whom
were heavily involved in helping to make
Warhammer 40,000 what it is today.
With the two teams selected and four
gaming tables groaning beneath the weight

0,000 points of Orks, Crimson Fists

and even an Imperial Reaver Titan, it was
time to unleash war on Rynn‘s World.

Da Warboss:
* Jervis Johnson

Klan Leaderz:

¢ Simon Grant

s Andrew Kenrick
e Phil Cowey

¢ Andy Hall

Chapter Master:
s Matt Hutson

Company Captains:
« Neil Hodgson

« Tom Hibberd

e Glenn More

* Tom Hutchings

www.games-workshop.com, XXill
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The Blood of Martyrs is the Seed of the Impcrlum

., ASSAULT ON
. NEW RYNN CITY

':"‘flumul_m__.

% of New Rynn City that the fate of the
}9 - world and that of the Crlmson Fists

on this table will it e full Wight of
both armies against one another in a
game of Apocalypse.

; gaming buddy Pete Canfog, the army’s
i owr;e;; has been fmmortahsed as Pedm

Strategic Assets

Jervis’ Ork Assets:

« Da Big Waaagh!

o Mek Workshop

« Trophy Kill

* Rok ‘em Boyz

e Orbital Bombardment

Matt’s imperial Assets:
¢ Heroic Stand

* Hold at all Costs

e Precision Strike

* Trophy Kill

» Orbital Bombardment

WHITE DWARF

location where Pedro Kantor led the

400 survivors of the Crimson Fists’
long and bloody war of survival against the
invading Orks in a heroic, and ultimately
successful, final stand. Would events repeat
themselves in this epic confrontation, or
would the overwhelming number of Orks
prove too much even for the Crimson Fists?

As the overall Ork commander, Jervis

would be leading the assault on New Rynn
City personally, ably supported by the
overenthusiastic, choppa-wielding form
of Simon Grant, With no less than four
Stompas in their army, and the potential
for two more as reinforcements should
Phil and Andrew perform well enough
on their respective battlefields, Jervis and
Simon were feeling quietly (or should that
be noisily?) confident. But despite their

H istorically, New Rynn City was the

BATTLE FOR RYNN'S WORLD

outwardly jubilant appearance, it was clear
that the presence of the Reaver Titan in the
Imperial army was still a serious threat.

As Matt Hutson would be using Chapter
Master Pedro Kantor on a sidegame table,
the Crimson Fists tasked with defending
New Rynn City would be commanded by
Dwarfer Tom Hutchings and Neil Hodgson.
Having been collecting the Crimson Fists
for many years, Neil had so many models
that he could almost field a Battle Company
all by himself, so it was that the Orks
would be facing off against more than 150
vengeful and dug-in Space Marines.

Matt and Jervis selected five Strategic
Assets (as there were five players per team),
but they had the option to secretly assign
any of them to one of the sidegame tables
instead. So it was that Matt quietly slipped
Glenn the Precision Strike card...
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i KANTOR’S GAMBIT

e

against the Ork
Ko -

H:

Rynn Cii
his Battle-Brothe
are overrun and the
planet is fost.




A good death earns the Emperor’s Blcss-ing.

b

| E .

XXVl WHITE DWARF  BATTLE FOR RYNN'S WORLD




«

WARHAMMER 40,000 25TH ANNIVERSARY ~""T3dM™"

x o LSS

www.games-workshop.com  XXVII



We care not what the alien thinks; that we simply hate suffices.

DEPLOYMENT

One of the great spectacles
of Warhammer 40,000 is

the sight of two Apocalypse
armies arrayed for battle.
This game was no exception,
and the sight of both armies
deployed and ready for war
had every spectator holding
their breath in anticipation
for the battle to commence...

XXVIII - WHITE DWARF BATTLE FOR RYNN'SWORLD
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Moutual hatred is all we can expect
when treating with aliens.

+ Incoming Message +
The towering Reaver
Titan, Praetorian, takes
up a position on the.
Imperial right flank, its
mighty guns primed to
unleash death.

The Crimson Fists take
up a strong defensive
position, squad after
squad of Tactical and
Devastator Marines
lining the city walls.

The Stompas form a
solid line in the centre
of the Ork army, intent
on bombarding the
Crimson Fists with
their overwhelming
weight of firepower.

Jervis’ Ork Warboss
prepares to lead his
army in a mechanised
flank attack of Deff
Dreads, Killa Kans
and Battlewagons
near overflowing with
rowdy Orks.

www.games-workshop.com  XXIX



The torments of the flesh are petty concerns as measured by tortures of the soul.

VENGEANCE UNLEASHED v

All four games kicked off simultaneously, with the six players fighting on the
sidegame tables determined to finish off their opponents as quickly as possible in
order to lend their allies support on the New Rynn City board.

XXX WHITE DWARF

Opening Bids

Tom and Neil had plenty
of transport vehicles in
their army, and elected
to keep many of their
infantry squads on
board in order to make
them faster to deploy.
They made a bid of
three minutes for their
deployment phase,
undercutting the Ork bid
by two minutes.

The would only have
three minutes to deploy
their army, but they had
guaranteed themselves
the first turn. And they
had lots of guns...

T the Ork army were drowned out as
the Crimson Fists began their attack.
Gunning their engines, a Land Raider
Redeemer and two Rhinos bravely /
towards the as-yet uncontested

in no-man’s-land on their right flank. The

rest of the Crimson Fists were either aboard
their transport vehicles or safely ensconced
within buildings, so there was no further
movement this turn. _

On the Crimison Fists’ left flank, the
Vindicator Linebreaker Squadron opened
the Imperial Shooting phase, combining
their demolisher cannon fire. The enormous
10" explosion obliterated a Killa Kan and
one Warbiker, and only an unlucky scatter
and good cover saves from Jervis prevented
much of the Ork right flank from being
blasted asunder. But their reprieve proved

BATTLE'FOR RYNN'S WORLD

to be temporary at best as the Reaver
Titan‘s guns opened up for the first time. A
further six Warbikers and two Storm
fell victim to the apocalypse launcher, and
a Structure Point was blasted from the Goff
Stompa. The driver of the enormous Ork
contraption was also stunned, meaning that
it would be unable to move in the Ork turn.

The two Devastator Squads in the
Fortress of Redemption unleashed a
fearsome salvo of missiles and lascannon
beams at the damaged Stompa, and though
it survived the worst of the damage, it

il ucture Point of damage.

One more Killa Kan succumbed to the
weight of fire on the Ork right flank, and
the Deff Dread was stunned by assault
cannon fire. The last remaining Killa Kan
was shaken but, though unable to shoot,
would still be free to move and assault.
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The Shadow of Death looms large over the Galaxy.

STOMP 'EM, LADZ!  rusu s cnioe

The Crimson Fists” opening Shooting phase had been a painful experience for the
Ork army, but despite the casualties they had suffered, Jervis and Simon both knew
that it could have gone much, much worse. It was time to strike back.

+ Incoming Message +
The Ork army surges
forwards to secure
two more objectives.

Having blasted its
way through the last
of the Reaver Titan’s
void shields, the Evil
Sunz Stompa fires
its Deth-Kannon and
wrecks Praetorian’s
deadly laser blaster.

c The Goff Stompa

‘also targets the
Reaver Titan with its
Deth-Kannon and
though it damages
the apocalypse
launcher, the Titan's
crew activate reserve
power cells to keep
the weapon online.

D The Kill Krusha

launches a
tankhamma shell at
the embaitled Reaver
Titan, causing a chain
reaction and stunning
its Princeps.

E Jervis’ Stompa

destroys a Vindicator
from the Linebreaker
squadron, hampering
their combined fire.

F The Warbiker Nob,
the only survivor
of his squadron,
assaults the battered
Dreadnought hoping
to finish it off with
his power klaw.

G The lone Killa Kan

‘smashes its way
through the ruined
walls to tear into the
Crimson Fists taking
cover behind them.
The Chaplain is slain
along with two of
his squad, causing
the Space Marines to
fall back before the
mechanical monster.

WHITE DWARE

at the Crimson Fists, hoping to

overrun the central objectives and
force the Space Marines to emerge from the
safety of their buildings to reclaim them.
On the Ork left flank, the Evil Sunz Stompa
advanced on the northern objective, the
Kill Krusha moving up alongside it. The
Battlewagons and Trukk swung round either
side of the stunned Deff Dread and the
Stormboyz claimed the Skyshield Landing
Pad and took cover behind its crenellations.

The Ork Shooting this turn was all about

how many shots the Stompas’ Supa-gatlers
would fire. The hail of shells unleashed

A:s one, the Ork army threw themselves

BATTLE FOR RYNN'S WORLD

across the battlefield was terrifying to
behold as the four Stompas tore into the
Crimson Fists battleline. On the Ork left
flank, the Reaver Titan's void shields were

stripped bare, the nearby Vindicator's

demolisher cannon was destroyed, and
the Razorback completely annihilated
along with the squad it carried. But the
damage meted out by Jervis’ Stompa on
the right flank was simply appalling: the
Land Speeders were all but wiped out; a
Dreadnought was torn apart and the other
left crippled, the Space Marine squads in
the building all took heavy casualties; and
finally, the Stompa's supa-rokkit wrecked
one of Neil’s three Vindicators!
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Success 1s commemorated; failure mcrely remembered.

Having weathered the storm of supa-gatler fire from the Stompas,
the Crimson Fists regroup and launch a ferocious counter-attack

as Pedro Kantor arrives to lead them.

Pedro Kantor lead!
onto the main table,
the Flank March $
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he Crimson Fists had performed

ptionally well on two of the

game tables, so Turn 2 saw the
arrival of both Matt and Tom’s armies
at New Rynn City. Half of the Imperial
reserves held back during deployment
also arrived, and a Drop crashed
down behind the Ork lines to disgorge
a squad of battle-hardened Sternguard
Veterans. From this position, the
threaten two of the Ork-held ob

The Crimson Fists reinforcements.

took no time to get themselves
acquainted with the Ork horde, causing
damage all across the battlefield as their
Battle-Brothers fought with a renewed
hope of victory. Simon and Jervis began
to glance nervously at Andrew to see

how he was performing in his sidegame.

P> Objective

+ Incoming Message+
Pedro Kantor arrives
to take command of
the Crimson Fists.

The Land Raider
Redeemer moves to
contest the Ork-held
objective, but is
immobilised on the
dangerous terrain.

Having arrived to
shore up the Crimson
Fists’ battered left
flank, the Baneblade
immediately begins.
to bombard the
Stompa in front of

it. The Ork machine
takes a real pounding .
from its arsenal of
heavy weapons, but
miraculously emerges
largely unscathed.

The last Killa Kan
is unceremoniously
blown apart by

a Vindicator's
demolisher cannon.

The Sternguard
Veteran with
meltagun reduces the:
Goff Stompa to its
last Structure Point.

The Crimson Fists
Whirlwind obliterates
three Stormboyz
with a salvo of

rockets. However, the

remaining Stormboyz
disappear moments
later as the Reaver
Titan's apocalypse
launcher wipes them
out to the last Ork.

The Leman Russ
squadron hammers:
the approaching Ork
vehicles, blasting
apart the Trukk

and six of the Ork
Boyz on board. The
Battlewagons are
only protected by the
Kustom Force Field
of the Big Mek and
no small number of
lucky cover saves.

The Evil Sunz
Stompa loses a
Structure Point to the
combined firepower
of the two Crimson
Fists Dreadnoughts.

www.games-workshop.com
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All mortal life is folly that does not feed the spirit.

BOMMS AWAY!

The Crimson Fists had been hugely reinforced by the arrival of their victorious
Battle-Brothers from two of the sidegames, but the Orks also had a few aces up their

sleeves - flying aces, to be precise!

WARHAMMER
e

‘and Matt’s victorious forces had the
Ork army on the ropes. To make
matters worse, the mighty Titan, Praetorian,

had replenished three of its void shields
faat tum Hoping that a bit of luck might

ome his way, Jervis played his Rok ‘em

ategic Asset, 1hough his faith was
ill rewarded when the s gle Rok template
scattered no less than 5' off target and
missed the table completely!
Simon and Jervis’ luck didn’t improve,

either, with most of their shooting proving

T he reinforcements provided by Tom

to be wildly inaccurate or largely ineffective

as the Imperial players began to pass their
armour saves with a staggering rate of
success. The Burna Boyz had more luck,
inflicting 24 wounds on the Command
Squad, but this time it was the Apothecary
that saved the day. Against all the odds,

o opao -
World’s Ork F:ghta and Fi ghta-bommer

WHITE DWARF

BATTLE FOR RYNN'S WORLD

TURN 2 continued

only the Techmarine and three other Space
Marines from a nearby squad succumbed to
the searing flames.

Two Ork Fightaz arrived to the sound of
straining engines, their flight paths sending
them screaming across the length of the
Imperial line, r"—lkml‘f them wn;h gunfire.
Simon and Jervis hegan to have a bit of
luck at last, the lethal bomms they dropped
as they passed ‘overhead leaving death
and ruin in their wake. An entire squad
of ten Devastators was blasted apart by
the explosions, as were three more Space
Marines from an adjacent squad.

On the Ork right flank, the last of the
Land Speeders was brought crashing to
earth by a big shoota as the Burna Boyz
assaulted the building housing the Orks’
Trophy Kill. The stoic Laplam was wounded
five times, but passed all his armour saves.
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An alien mind cannot
accept the Emperor’s
Blessing.

-~ WARHAMMER
: #0006y

The Drop Pod Arrwes*
October 2008 saw the
release of the multi-part
plastm Sp

Space Marme arm:ee.
frave been h ving up

in Drop Pods to bring
death and desfmctmn to_
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A weapon cannot substitute for zeal.

THE FLYING FORTRESS

TURN 3

An enormous shadow sweeping across the battlefield heralded the arrival of the
mighty Thunderhawk Gunship, three full squads of battle-hungry Crimson Fists safely
housed within its heavily armoured hull. The tide had, it seemed, turned again.

WARHA M M ER

Glenn's Crimson Fists at the Stompa
factory, though the attack had cost
him the Big Mek Stompa itself, so the
Imperial players looked to make their brief
numerical advantage count this turn.
Their opening moves saw the
Thunderhawk Gunship soar overhead to
hover over the western objective that the
Ork players had no doubt been looking
to recapture this turn. But the arrival of
a second Drop Pod full of Crimson Fists
nearby dampened their enthusiasm to
challenge such a display of force.
To the north, Pedro Kantor ordered
his forces forward to engage the Evil Sunz

A ndrew had fended off the assault of

Stompa in an ambitious attempt to wrest

The horde of Orks to the west
were annihilated by the bombs of the
Thunderhawk Gun«h:p and bolters of
Tactical squads, removing any credible
threat to the western objective. Having
taken such a beating from the Ork Flghtdz
last turn, every Crimson Fist that could
feasibly take a shot at the nimble flyers did
so, but to no avail. The remainder of the
Imperial Shooting phase was woeful, but

they did manage to wipe out the Burna

Boyz in combat. The turn ended on a high,
with Brother Jerian God-fist, the Crimson
Fists Dreadnought, causing a chain reaction
and two Structure Points of damage on the
Evil Sunz Stompa and utterly destroying it!
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+ Incoming Message +

A in a brave move, for
the likes of which the
Space Marines are
famed and rightly
feared, Crimson Fists
reserves arrive to
claim the objective,

Tom Hibberd's
Dreadnought assaults
the Evil Sunz Stompa
and tears it apart
single-handed!

The Warbiker Nob
finally finishes off the
Dreadnought.
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For what terrible sins of the past must we bear the torments of the present and the dark shadow of

GRAB DA LOOT BOYZ! rumu s continuee

The bold moves of the Crimson Fists army had turned the game on its head, and the
Imperial players were now in an incredibly strong position, despite their poor round
of shooting last turn. The Orks needed to reclaim at least one objective at all costs.

;Mar'k' Iones on' ‘bnying_’

Games Workshop was
pmdueing Rogue Trade:s.

services as a pf esfer.
A week later, I received
a letter back thanking
me for my interest and
politely informing me
that my services weren't
required. But on the plus
side, they did give me
some gift vouchers to
buy the game when it

draw to a close, so this would be the

Ork players’ last chance to snatch
a draw or victory in the battle’s twilight
moments. Calling Da Big Waaagh! with his
Ork Warboss, Jervis led an all-out attack on
the Imperial-held objectives by example,
ramming a Vindicator with his leading
Battlewagon and stunning the tank’s crew.
The Warboss and his bodyguard of Nobz
piled out in preparation to cleanse the
south-eastern objective of Crimson Fists,
whilst the Deff Dread crashed past them
to engage the Vindicators. The Ork Fightaz
zoomed overhead to lend their big shootaz
to the attack. In the north, the Kill Krusha
trundled forwards to contest the objective,
though, in the absence of the Evil Sunz
Stompa, it would need to inflict enormous
casualties to reclaim it for the Orks.

T he day of gaming was beginning to

the Orks to shore up the;rfcﬂn :

Sadly for the Ork commanders, the Kill
Krusha only blasted four Crimson Fists apart
with a boom shell, meaning the northern
objective would remain in Imperial
hands. In the south-east, however, the Ork
shooting caused carnage. The Scout Squad
was wiped out by sustained big shoota fire,
and the Tactical Squad followed shortly
after, cut down by the sheer weight of
heavy firepower from Andrew’s Killa Kans,
Deff Dread and the bomms of the Fightaz.

It looked like the Orks had now
managed to secure the south-eastern
objective but, just to be sure, Jervis’
Warboss and bodyguard tore through the
Terminator Captain and his squad whilst
Simon’s Deff Dread rent a Vindicator apart
in assault. With those final acts, the battle

‘came to an end, the Orks having claimed

the objective they needed to earn a draw.

:|33E!': the suuthern 1

XL WHITE DWARF

BATTLE FOR RYNN'S WORLD
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THE AFTERMATH

draw, but everyone who took part or

spent some time watching the game
agreed that it was probably the fairest
result: Both teams had their opportunities
for overall victory, but whenever it seemed
that one side had the upper hand, the other
would have some extraordinary luck or
timely reinforcements to help swing the
momentum back in their favour.

One of the most enjoyable aspects of

s o the game ended in a hard-fought

playing big multi-player games is discussing

the game-changing moments and tactics
that both sides used whilst packing
everything away at the end of the game.

This battle was no different, with plavers
ruing their foolish mistakes or crowing
about their periods of good fortune or the
heroism of their favourite models. These
games were indeed replete with many
such moments, and poor old Phil had to
make do with being ribbed mercilessly
by Tom Hibberd after his Ork Spearheads
capitulated so quickly!

To join in the celebration of
Warhammer 40,000's 25th birthday, pop
down to your local Hobby Centre to find
out what activities will be taking place
there on February 25th, or turn to page Il
for more information.

HEROES OF THE CHAPTER

and few armies take
fo batfl__e w:thout

Dreadnought, Brother
Jerian God-fist,
managed to destroy no

had_ it .s_umv_ed.._

Jes Goodwin on

Space Marines:

I remember that Rogue
Ieedet Wee ailong ane.
first work on it was the
p!ast;c Space Manne
Aly Morrison and Bob
Nafsmrrh I got mm!ved ;
quite early o 's',mp:'y
because Bryan Anseﬂ
cfép.ir'rﬁ:éh'r ane day,
told us to down tools

the afternoon drawmg
stuff for the book. That

after aﬂ these years. It
turned out o be a very

work! Following that
}ohn I Bfaﬂche} and I’

Bell in Nortmgham CI()’ ;
centre for J'unch and,

dﬂd ‘as wrth_ all of 4OK
a rea)' coﬂaboratwe,

- WARHAMMER

DA BIGGEST AND
DA BESTEST

Fargest p.fastn:' k:f fhat
Games Workshop has
ever produced. ;

Stompas are real

| Russ squadron with
| barely a scratch to.
show for it!
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There is no time for peace.
No respite.
No forgiveness.
There is only WAR.

So began the story of Warhammer 40,000 with those doom-laden words on
* the back of Rogue Trader 25 years ago. In this special souvenir edition of White
5 Dwatf, we delve into the rich history and background of the Dark Millennium
and talk to some of the visionaries responsible for Warhammer 40,000.

Il FUTURE'S PAST X1l ICONIC BATTLES

A journey through the 25 year We delve into the most iconic

history of Warhammer 40,000, battles of the 41st Millennium:
. ., X  ANOVELAPPROACHTO THE XXI1 THE BATTLE FOR

ke 41ST MILLENNIUM RYNN'S WORLD
> ; 25 Warhammer 40,000 novels that An almighty battle report based ‘on
a3 yau really mus! read, Rogue Trader’s seminal cover art.
& e i 4 £







