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TYRANIDS

The alien menace known as the Tyranids have & Sagas will be written about this day as the
crossed interstellar space to feed on your worlds. Space Wolves are unleashed in all their glory.
To read all about this ravenous threat facing the Turn to page 52 to learn about this mighty
entire galaxy, turn to page 22. 3 Chapter of heroes.




Reading through this issue of
White Dwarf, I've come to the
realisation that the over-arching
theme is predator and prey;
hunter and hunted. But when it
comes to the Tyranids and Space
Wolves, it’s hard to tell who is
the predator and who is the prey,
as both armies make for :
ferociously tough hunters.

At first glance, | reckon it’s the Tyranids that have
the edge, as their Hive Fleets are swelled with some truly
ginormous new monsters in the form of the Tyrannofex,
Tervigon and — my favourite — the winged Hive Tyrant.
White Dwarf’s own Tom Hutchings managed to get his
hands on these new kits already (and you can see them on
p32, along with plenty of other Hive Fleets) so I've had the
misfortune of facing them on the battlefield already. Not
fun, | can tell you.

And yet, the Space Wolves are no slouches, heroes
of legend from a culture of monster hunters, whose own
homeworld tries to kill them every day. So | reckon a Space
Wolf would stand a fair chance in a straight-up fight against
a Tyranid, and that’s not counting for the fact that this month
also sees the launch of Thunderwolf Cavalry. For those not
in the know, these are Space Wolves (already tough fighters,
remember) riding monstrous wolves. We've got plenty more
on the sagas of these mighty heroes later on too.

Naturally there are loads of articles about both these
mighty foes, from guides to using the Tervigon to brand-new
background for Wolf Lord Harald Deathwolf. There are also
painting guides for both Tyranids and Space Wolves.

But that's not all! We've got a gobsmacking showcase of
all the Golden Demon Slayer Sword winners from last year,
the third part of the Warhammer: Civil War Expansion
and the start of a new series of A Tale of Four Gamers.

THIS MONTH'’S FEATURED CONTRIBUTORS

Steve Bowerman is one of Robin Cruddace is the Jervis Johnson is our senior Author of Codex: Space Joe Tomaszewski is not only
the Studio’s professional author of Codex: Tyranids, games designer and his Walves, Phil sports a beard ‘Eavy Metal’s lead painter,
army painters, showing us yet it is the Howling Griffons ~ musings on the hobby of which Leman Russ himself  but also a judge at UK

how to paint every month. Chapter that he collects. inspire his monthly column. would be proud. Colden Demon.

White Dwarf: Phil Cowey, Simon Grant, Andrew Kenrick, Andy Hall, Tom Hutchings, Matthew Hutson, Jim Shardlow, Kris Shield. UK Team: Rik Turner. Contributors:
Dave Andrews, Steve Bowerman, Robin Cruddace, Matthew Hobday, Jervis Johnson, Phil Kelly, Mark Latham, Glenn More, Chad Mierzwa Chris Peach, Duncan Rhodes,
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TYRANNOFEX/TERVIGON

This highly detailed plastic kit can be assembled to make a Tyrannofex - an
enormous bio-construct that exists purely for destruction — or the vast brood
creature that is the Tervigon, able to spawn dozens of voracious Termagants.

TYRANNOFEX

This Tyrannofex has
been assembled with
the rupture cannon
upgrade — a potent
anti-tank weapon,

Towering over a Carnifex at 4.5" tall, the Tyrannofex is weapons are included in the kit, forming the Tyrannofex’s
the first of two unit types that can be assembled from the forelimbs, whilst cluster spines are modelled on its back.
multi-part plastic Tyrannofex/Tervigon kit. The Tyrannofex Three parallel rows of spore chimneys run the lenzt

is a monstrous creature that provides the Tyranid army the Tyrannofex’s carapace, further adding to its consiceszbie
with an array of heavy firepower in the guise of its three size. Its forehead bears an enormous bladed horn. i =
primary weapon options: the rupture cannon, acid spray similar manner to many of the other larger Tyranic L
and fleshborer hive. Components to build all of these bio- in the Hive Fleet.

Pictures for llustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadef products may be dangerous if used incorr

contact s for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stares, catalogue or website. independent retail
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The acid spray fires a volatile torrent capable of burning through all but the heaviest armour,

The Tyrannofex can
be assembled to bear
the rightly feared
fleshborer hive, an
Assault 20 weapon!

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
any of the new
Space Wolves
or Tyranids by
Sunday 26th
February to
guarantee your
order will be
available to
collect in store on
Saturday

3rd March.

Pictures for ilustrative purpases anly, Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous If used incorrectly. Prices correct at time of going to press, please

caontact us for current availability and prices. Prices quated are for products sold by Games Wisrkshop through its own stores, catalogue or website. Independent retailers are re

sonsible for determining their own prices.
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TERVIGON

Instead of the Tyrannofex the kit
can be assembled as a Tervigon,
a monstrous brood progenitor
that spawns new broods of
Termagants. The Tervigon’s most
notable feature is the enormous,
fleshy incubation sac hanging
from its torso. On the model, the
dormant Termagants are rousing
within, their heads and claws
straining beneath the surface of
the skin even as one bursts free.
The multi-part kit includes both
of the Tervigon'’s close combat
weapon options — scything
talons and crushing claws.

The Tervigon is an HQ
choice, but one can instead be
selected as a Troops choice for
each brood of Termagants.

A Tervigon of Hive Heet
Leviathan with a pair of
scything talons.

A Termagant bursts out of the Tervigon’s incubation sac, fleshborer at the The array of spikes protruding from the model’s carapace represent either of
ready as it prepares to enter the fray. its cluster spikes or stinger salvo.

Pictures for iflustrative purposes only, Product contents may vary, Products sold unpainted and una:
cantact us for current availability and prices. Prices quoted are for products sold by Games Works

mibled, Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
through its own stores, catalogue or website, Independent retailers are responsibie far determining their own prices.
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TYRANID
TYRANNOFEX/TERVIGON
Product code: 99120106023
Sculpted by Mark Harrison,

€45.50, 350k, 390ske/nky, 350rmb, 1752

ON SALE MARCH 3RD

This Tervigon has been assembled with crushing claws, providing it with extra attacks in assault.

NEW RELEASES 7



HIVE TYRANT/THE SWARMLORD

Hive Tyrants are the undisputed leaders of the Tyranid swarms. The new Hive
Tyrant/the Swarmlord kit contains one such creature. It even includes the
components to make the infamous Tyranid organism, the Swarmlord.

HIVE TYRANT

The Hive Tyrant towers over all but the largest Tyranid
breeds and its commanding stance befits the dominion
such a creature holds over its lesser kin. The multi-part
plastic Hive Tyrant/the Swarmlord kit enables the model to
be equipped with any of five optional upgrades — a heavy
venom cannon, stranglethorn cannon, scything talons, lash
whip, bone swords and wings.

A set of special scything talons have been included in
the kit to replace the hooves on a winged Hive Tyrant, the
model held aloft by an alternative tail option that acts as
a flying stand. When assembled in this way the winged
Hive Tyrant stands an even loftier 6" tall with an impressive
11" wingspan.

>

This Hive Tyrant has been
assembled with the wings
upgrade and carries a
heavy venom cannon.

TYRANID HIVETYRANT/  £32.50
THE! SMRMLOIID

Product code: 99120106022
Sculpted by Jes Goodwin & Alex Hedstram.
€42, 330clky, SMM 330rmb !62 Sﬂzf

The Hive Tyrant’s second weapon option, the ON SALE MARCH 38D
stranglethorn cannon, is also included in the kit.
Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Centain Citadel products may be dangerous if used incorrectly. Frices correct at rrms of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are respansibie for ining their awn prices.
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THE SWARMLORD

The Hive Tyrant/the Swarmlord kit contains a
separate head and four stylised bonesabres with
which to assemble the Swarmlord, a plastic

special character. This powerful bioform is a
unique Hive Tyrant and an HQ choice for a
Tyranid army. The Swarmlord is equipped with four
bonesabres and has an alternative head design,

but the interchangeable nature of the remaining
components from the kit can readily be used to
upgrade other Tyranid units in the army, such as
Carnifexes and Tyranid Warriors.

The Swarmlord, a unique and greatly feared Tyranid
organism, wields four lethal bonesabres.

There are ten combinations of weapon upgrades, such as A Hive Tyrant can eschew all of its ranged weaponry to
the stranglethorn cannon, lash whip and bone sword. focus solely on assault.

Pictures for illustrative purposes anly. Product comterts may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please
cantact us for current availability and prices. Prices quoted are for praducts sold by Games Workshop through its awn stores, catalogue or website, Independent retailers are responsible for determining their ewn prices.
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SPAGE WOLVES

THUNDERWOLF CAVALRY

Bursting from the pages of myth and legend come the Thunderwolves of the
Space Wolves. The Thunderwolf Cavalry kit enables you to build three of these
deadly Space Marine wolf riders, complete with myriad weapon combinations.

A Thunderwolf’s
gaping jaws

Wolf Guard with chainsword and bolt pistol. This rider grips his mount’s fur and wields a chainsword.

w4 This multi-part plastic kit includes three
4 Space Wolves mounted on enormous
Thunderwolves. Each Thunderwolf rider is a
member of the Wolf Guard and has access
to a deadly arsenal of wargear. The kit
therefore includes a plethora of equipment
including a thunder hammer, power/frost
axe, power fist, plasma pistol and three
storm shields. There ity of other
all of which are
‘e with the rest
including the
Thousand Sons

Wolf Guard armed
with plasma pistol and thunder hammer

a

wolves themselves all have
smentations, but two of

the Thunderwolves
ther a standard head

Thunderwolf with cybernetic leg A torn Thousand Sons’ helm decorates the model’s base oones Wil oybernetics,

Pietures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products m.
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or
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SPACE WOLVES £33.50
THUNDERWOLF CAVALRY

Product code: 99120101097
Sculpted by Matt Holland.

€43, 330ks, 410ske/nks, 330rmb, 16521

A Thunderwolf with SRR T

bionic eye

All Thunderwolves are
ridden by Wolf Guard,
who wield powerful

wargear in battle.

Wolf Guard with chainsword and storm shield

Two packs of howling Thunderwolf
Cavalry ride forth to deal death in
the name of Russ and the Allfather.

TURN TO PAGE 62 FOR A THUNDERWOLF CAVALRY PAINTING GUIDE.

Fictures for illustrative py
contact us for current ava

rposes anly. Product contents may vary, Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly, Prices correct at time of going to press, please
bility and prices. Prices gquoted are for products sold by Games Workshop through its own stores, catalogue or website. | endent retailers are n wsible for determining thelr own prices
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This multi-part plastic kit contains a pack of five Fenrisian
Wolves. Each wolf appears to be bounding towards an
unseen foe, ready to attack. Three of the wolf heads have
their fangs bared, whilst the jaws of the other two are open,
ready to bite.

Canis Wolfborn rides to battle atop
Fangir, accompanied by a pair of

SPACE WOLVES

FENRISIAN WOLF PACK

Froduct code: 9971207101092
Sculpted by Trish Carden.

19,50, 1500tk 17 0skr/nke, 150mnb, 7521

Not only is a Fenrisian Wolf Pack a Fast Attack choice
in a Space Wolves army, but certain characters have the
option to take a pair of these beasts as loyal companions —
namely Ragnar Blackmane, Canis Wolfborn, any Lone Wolf,
Wolf Guard Battle Leader or Wolf Lord.

Pictures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly, Prices correct at time of going ta press, please
cantact us for current availability and prices. Prices quoted are for products sald by Games Workshop through (s own stores, catalogue or website. Independent retaifers are responsible for determining their own prices.
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Citadel Finecast is our range of exceptionally detailed resin miniatures, designed
to offer crisp quality and to be quick and easy to assemble. The range grows
each month, so visit your Hobby Centre or the website for the latest releases.

WOLF LORD ON THUNDERWOLF

Arjac Rockfist bears the
mighty Anvil Shield

6 6 As the mountain is Arjac, a snow-capped peak,

9
— The Saga of Arjac Rockfist

his rage overshadows the wounded bear.
The Rockfist endures when all seems lost.

This Wolf Lord bears
the company symbol of
Harald Deathwolf.

In a Space Wolves army, a Wolf Lord
has the option to be mounted on
a Thunderwolf. The Wolf Lord on
Thunderwolf caters for this upgrade.

Armed with a storm shield and frost
axe, the Wolf Lord also wears a cloak made
from the skinned hide of a Fenrisian Ice
Troll. The kit features a choice of two left
shoulderpads — one plain so that you can
paint him to be the leader of any Great
Company, and the other bearing the symbol
of Harald Deathwolf’s Great Company.

The ruined torso of a slain Thousand Sons
Chaos Space Marine is also included to
decorate the model’s base.

WOLF LORD £25
ONTHUNDERWOLF

Product code; 998710101021
Seulptad by Matt Holland,

£33, 2500k, 280sks/kr, 250rmb, 12520

DN SALE MARCH 3RD

Arjac Rockfist, the Anvil of Fenris, is
released this month in Citadel Finecast.
The Wolf Guard veteran is encased in
ornate rune-encrusted Terminator armour
and is preparing to hurl Foehammer, his
giant thunder hammer. The model proudly
bears Arjac Rockfist's personal heraldry —
specifically the hammer and anvil symbol
for which he is named - on his shield
and atop his armour. He also wears the
blacksmith’s apron that is his link with his
previous life.

The personal champion of the Great
Wolf, Arjac Rockfist is available as an
upgrade for a Wolf Guard pack.

WARHAMMER

ARJAC ROCKFIST, £15
THE ANVIL OF FENRIS

Product code: 99800101022
Sculpted by Juan Diaz.

£21, 150dky, 180skr/nke, 150mmb, 75z

DN SALE MARCH 3RD

Pictures for ilustrative purposes only, Procuct contents may vary, Products sold unpainted and unassembled. Certain Citadef products may be dangerous (f used incorrectly, Prices corvect at time of going to press, please
cantact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for ining their own prices,
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In addition to new plastic releases, the Space Wolves are bolstered with
a range of miniatures now available in Citadel Finecast. All of those
shown here are exclusively available to order online from our website.

GREY HUNTER WITH CYBERWOLF
WOLF STANDARD

SPACE WOLVES CYBERWOLF
Product code: 99800101026

SPACE WOLVES GREY HUNTER £15 £10

'WITH WOLF STANDARD
Product code; 998001071025 Sculpted by Darren Latham and
Sculpted by Juan Diaz. Trish Carden.

€21, 150lky, 190ske ke, 150, 7520 €13, 100dks, 1 25skeinke, 100mmb, 50z

A single model from each pack of Grey Hunters may carrya  The Cyberwolf is a Fenrisian Wolf that has been extensively

Wolf Standard. This model carries the Wolf Standard in one modified with cybernetics, including two bionic legs and
hand, its design sculpted into the banner’s surface for ease a metal ribcage. A Cyberwolf is an upgrade for a Fenrisian
of painting, and holds a power axe in the other. Wolf Pack, or up to four may accompany an Iron Priest.

WOLFGUARD WITH ULRIKTHESLAYER  NJAL STORMCALLER
WOLF CLAWS

This Wolf Guard is armed with a pair ~ Mentor to the heroes of the Space This classic Njal Stormcaller miniature
of wolf claws, his face distorted by Wolves, Ulrik the Slayer is the oldest  allows you to field the mighty psyker in
a howling battlecry. and wisest of the Wolf Priests. his runic armour.

WOLF GUARD £12

: ULRIK THE SLAYER £12 NJAL STORMCALLER £12
el code 29800101030 Precuet code: 93800101025 Product code; 99800101033
i e b Sculpted by Jes Goodwin, Sculpted by Jes Goodwin.
culpted by luan Diaz. €15.50, 120dky, 140sks/nk, 1 20rmb, 692 €15.50, 120k, 1 40kriinkr, 120mb, 6921

E15.50, 120c0ky, 1905k nks, 120rmb, 692¢

Bictures for illustrative purposes anly. Product contents may vary, Products sold unpainted and enassembled. Certain Citadel products may be dangerous if used incormectly. Prices correct at time of going ta press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsibie for determining their ovwn prices.
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Iron Priests are responsible for the Potent psykers, Rune Priests are
upkeep of the Chapter’s armoury, bedecked in pelts and talismans,
war smiths of great import. adding to their air of mystery.

SPACE WOLVES IRON PRIEST  £12 SPACE WOLVES RUNE PRIEST  £12
Product code: 99800107032 Product code: 99800101037
Seulpted by fes Goodwin. Sculpted by fes Goadwin.

€15.50, 120cfkr, 1405krinke, 120rmb, 6371 £15.50, 120dke, T40skrnks, 120vmb, 694

A rebellious hero of the Space Wolves,
Lukas the Trickster is an upgrade to a
Blood Claws pack.

LUKAS THE TRICKSTER £12
Product code: 99500107028
Scudpted by juan Diaz.

€15 50, 120clke, T40uks ke, T20vmb, Rz

RAGNAR BLACKMANE BIORN THE FELL-HANDED

BJORN THE FELL-HANDED
Product code: 39810101036
Sculpted by Jes Goodwin.

£39, F00dky, I30skn/nkr. 3t0nmb, 15024

RAGNAR BLACKMANE
Product code: 99800101027
Sculpted by fes Coodwin.
€15.50, 1200k, {40skrinks, 120mb, 692

£12

The youngest of the Wolf Lords, Ragnar The most venerable and eldest of the Space Wolves, Bjorn once
Blackmane has long been amongst the most fought amongst the retinue of Leman Russ during the Horus
popular of Space Wolves characters both for Heresy before his internment into a Dreadnought.

this classic miniature and his heroic saga.

FOR THE FULL SPACE WOLVES RANGE VISIT THE WEBSITE:

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorractly, Prices correct at time of going to press, please
contact us for current availability and prices, Prices quoted are for products sold by Cames Workshop through its own stores, calalogue or website

£30
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NEW

There is a wide range

of Tyranid miniatures
exclusively available to
order from our website and
order points. Shown on this
page is just a selection.

A living artillery piece
that hurls explosive
Spore Mines at the foe,
the Biovore provides the
Tyranids with long-ranged
heavy firepower.

TYRANID BIOVORE : £12

Product code: 99800106010
 Sculpted by Mark Harrison.

(1550, 1 20dkr, T50ske/nkn 1 20mb, 6021

ON SALE MARCH 3RD

Deathleaper is the most
infamous and ruthlessly
efficient Lictor, an
assassin-beast that excels
in infiltrating to the very
heart of the enemy army
and sowing terror and
death amongst the foe.
This unique Tyranid
bioform is now available
in Citadel Finecast.

DEATHLEAPER

DEATHLEAPER £15.50
Product code: 99810106011

Sculpted by Mark Hatrison.

£27, Tatedke, 190skeinkr, 1500mb, 7520

The Tyranid Boneswords and Lashwhip & Bonesword
packs include three pairs of either weapon combination
made in resin. These two packs are perfect for upgrading
broods of Tyranid Warriors, which have the option to
wield either combination of weapon.

TYRANID £12 TYRANID LASHWHIP & £12
BONESWORDS PACK. BONESWORDS PACK

Product code: 99800106010 FProduct code; 99800706004
Seulpted by Mark Harrison. Sculpted by Mark Harrison.

€15.50, 120k, 150sksinks. 1 20tmb, 6024

€15,50, 1 20ctkr, 150skeinke, 1206, 602(

FORTHE FULLTYRANID RANGE VISIT OUR WEBSITE:

Pictures for illustrative purposes only. Product contents may vary. Froducts sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us far current availahility and prices. Prices quoted are for products sold by Games Workshop through its ewn stares, catalague or website. Independent retailers are respansible for determining thelr own prices,
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Sculptor Aly Morrison explains why he’s
so happy to see his Chaos Hellcannon
released in Citadel Finecast:

Aly: | had championed the switch
to making miniatures in resin for a
long time, so there were few people
happier than me when we first
introduced Citadel Finecast last year.
The lightweight nature of resin removed
the handling and painting problems
of what were once really heavy metal
models. Not only that, but Super Glue
bonds resin particularly well, so it
makes the more complicated kits that
much easier to assemble.

The Chaos Hellcannon is just such
a kit that benefits enormously from its
release in Citadel Finecast, from the
ease of its assembly to the crisp details
on the skulls that form its barrel.

The Chaos Hellcannon is a terrifying bound Daemon
utilised by the Warriors of Chaos as artillery. The barrel
of the cannon is lined with skulls, and culminates in a
daemonic maw from which fiery blasts are belched forth.
The possessed war machine is loaded by three Chaos
Dwarf crew, each carrying an assortment of tools with
other equipment hanging from their belts.

The Hellcannon is tethered to the ground by four thick
chains. Additional skull piles help to decorate the model’s
large base, which can also comfortably fit the three crew.

EU AU

CHAOS HELLCANNON £36
Product code; 99810201007
Sculpted by Aly Morrison.

4, Jiﬂdkr “4liskeinks, 350umb, 1752

ON SALE MARCH 17TH

r

You can advance order the Chaos Hellcannon from
Saturday 10th March.

Pictures for iflustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices correct at UmL of going to press, please
contact us for current availability and prices. Prices quo:ed are for products sald bu Games Workshop through its own stores, catalogue or website. independent retailers are res ihie for determining their own prices,

NEW RELEASES
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HOBBY ESSENTIALS

This month sees the addition
of two new glues to the Citadel
range. These glues has been
designed specifically to suit
every modelling need, from
affixing small details to your
miniatures to assembling large
components such as those
found in scenery or tank kits.
To help you identify which
glue will be most appropriate
for each of your modelling
needs, we've included a handy
reference guide below:

] r," {)
= \_'. f } 1 (’J
G '\’IIJ B '\_U""
>l CITADEL
\’LP‘:“.\\\*\ SUPER GLUE
THIN
017 1. 0z Sge 16+
Games Workshep
Wikipw Read, Lenton o e n(-? =
aul g, O 46 e
ol L\ o waw games-weekahay som Hames-workshop.com

CITADEL PLASTIC GLUE-THIN £4.10

Product code: 99219999017
€6.25, 45dkr, S0skr/nkr, 40rmb, 202f

CITADEL SUPER GLUE -THIN £4.10
Product code: 99219999018
€6.25, 45¢clkr, S0skrinkr, 40rmb, 20z

CITADEL PLASTIC GLUE -THICK £4.10
Product code: 99279999016
€6.25, 45clkr, S0skr/nkr, #0rmb, 20zF

CITADEL SUPER GLUE -THICK £4.10
Product code: 99219999019
€6.25, 45dke, S0ske/nks, 40rmb, 202!

BITTTES GETTEES SEETTTEES ST

THIN THICK

i Plastic Glue Thin contains an application nozzle, Plastic Glue Thick uses a much denser compound
= making it incredibly accurate to use. The thin that dries at a slower rate. This makes gluing larger
= consistency of the glue means it dries incredibl areas much easier to achieve, as the glue will not
o J Cy of the g ¢ Y ; 8

quickly, making it great for assembling smaller dry before you can apply it to all the necessary
E components and adding details. areas and fit them together.
N
< * Use on: Plastic infantry and cavalry models. ¢ Use on: Plastic tanks, monsters or scenery.
&  Don’t use on: Citadel Finecast or metal models.  Don’t use on: Citadel Finecast or metal models.

Super Glue Thin incorporates a brush applicator Super Glue Thick is the perfect glue for assembling
“:" attached to the underside of the lid, ensuring large models, where its thicker consistency will
— the ease and accuracy of its use. Be sure to clean hold larger components in place and even help to
O up your models with the Clean-up Kit to avoid fill any gaps that might be left when the pieces are
e clogging up the brush’s bristles with flash. fitted together.
™
a * Use on: Citadel Finecast or metal infantry and » Use on: Any large Citadel Finecast, metal or

cavalry models, or small Forge World kits. sizable resin kits from Forge World.
Pictures for il purpases onfy. Product products may be dangerous if used fncor FPrices carrect at time of going to pres

contact us o

availahifity and price:

5 quoted are for products sold by Games Workshop through
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A o
PLASTIC GLUE THIN

The glue’s long application nozzle
makes gluing together even small
components such as the two
halves of a Space Marine’s torso
an easy task.

-

SUPER GLUE THIN
Citadel Finecast miniatures such
as Dark Eldar Wracks need to

be assembled with Super Glue.

As the model is small, affix its
components with Super Glue Thin.

PLASTIC GLUE THICK
Plastic Glue Thick is perfect for
large components such as those
found in the Arcane Ruins kit,
where a long bead of glue can be
applied before fitting together.

SUPER GLUE THICK

On larger Citadel Finecast models
such as Archaon’s monstrous
steed, the denser consistency of
Super Glue Thick can help to fill in
any gaps between the two halves.

HOBBY ESSENTIALS: CITADEL GLUE
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BLACK LIBRARY

2L.DS OF WARHAMMER AND WARHAMMER 40,000 TO LIFE

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.

DIRECT EXCLUSIVES

Did you see the Space Wolf carving
his way through a Hormagaunt
swarm on the cover of this month’s
White Dwarf? He's one of the main
characters from the graphic novel
Lone Wolves by Dan Abnett. This
mighty tome is only available direct
from blacklibrary.com. This lavish
A4 book features the brutal Space
Wolves in two bloody sagas that see
the warriors of Fenris face off against
an immense Tyranid swarm and
battle a massive Ork invasion. All in
a day’s work for the Sons of Russ.
This graphic novel is on sale now
and is just one of dozens of Black
Library Direct Exclusive products.
For the full range, check out:

blacklibrary.com/exclusive-products

R
IRON WARRIORS

OMNIBUS

BLAZ I\( Sl

i e

This anthology contains Storm
of Iron and Iron Warrior,
alongside several short stories.

Iron Warriors £10.99
ISBN: 978-1-84970-138-9
€15, 115ckr, 140skr/nkr, 105rmb, 54.9520

Mustering for war, the
Ultramarines Legion is attacked
by the Word Bearers on Calth.

Know no Fear £7.99
ISBN: 978-1-84970-134-1
€10,50, B5dky, 100ske/nkr, 65rmb, 39,9521

On a secret mission, the knight
Hector Goetz finds himself beset
by treachery and deceit.

Knight of the Blazing Sun £7.99
ISBN: 978-1-8B4970-140-2
€10.50, B5dkr, TOUske/nkr, 65rmb, 39,9521

An ambitious Archon and a
twisted Haemonculus unite,
and Commoragh will burn.

Path of the Renegade  £7.99
ISBN: 978-1-84970-136-5
€10.50, 85clk, 100ske/nkr, 65rmb, 39,952

guoted are for products sold by Gamas Workshop through its own stores,
detarmining their own prices.

Pictures for iustrative purposes only, Progduct confents may vary, Products sold unpainted and unassémbléd. Cartatn Cltadel products
may be dangerous if used incorrectly. Prices correct at time of gomg to press, please contact us for currant availability and prices. Frices

or website. Independent retailers ara ile for




Hopefully your Christmas was a bountiful one and you are now the proud
owner of a brand new army (or at least the beginnings of a new army), and
with the recent half term break, those armies are all assembled, painted and
ready for battle. But as the new Spring season dawns, now is the time to let
your armies expand and flourish into a fully fledged fighting force.

To give you plenty of help and advice this Easter, our dedicated staff
will, as always, be on hand to share some tips and guidance when planning
how to expand your armies. They’ll be running loads of modelling and

£6Now is the time to let your
armies expand into a fully
fledged fighting force.yy

painting activities to help you raise your armies in no time and, to cap it all
off, at their regular gaming sessions you will be able to learn new battlefield
tactics and strategies to help you take your fledgling force and become a
fearsome warlord at the head of an immense horde!

So, to find out exactly what will be going on this Easter, get down to
your local Hobby Centre today and ask them about their Easter activities,
and check online at games-workshop.com.

(-AMTS JJ/*
( H DEN DEMON 2

Last year’s Games Day was a
magnificent show, packed to the
rafters with participation games,
thousands of Golden Demon entries
and, for the first time ever, the UK
Armies on Parade display.

This year we're doing it all over
again on 23rd September, bigger and
better than before, crammed full
with even more fantastic displays, yet
more games for you to join in with
and an even bigger on-site shop so
you can get all the latest releases.

White Dwarf subscriber’s tickets
go on sale on 7th April, and are on
general release from 26th May.

This year’s Games Day miniature,
pictured above, is non-other than
the iconic Blood Angels Space
Marine Captain from the front cover
of 2nd edition Warhammer 40,000.

www.games-workshop.com

Two new adventures for Warhammer
40,000 Roleplay bring a host of engaging
challenges! Hand of Corruption is a
campaign in three acts for Black Crusade.
Presented in one comprehensive volume,
this epic story takes a small band of Heretics
from the swirling depths of the Screaming
Vortex to a windswept Imperial penal world.
Meanwhile, the Chaos Commandment is
an exciting adventure for Dark Heresy. The
final chapter in the Apostasy Gambit trilogy
(also playable as a standalone adventure),
this epic story pits a small band of Acolytes
against an ancient and powerful threat,

www.fantasyflightgames.com

WARHAMMER
40000
ROLEPLAY
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The Tyranids are an intergalactic
Fleets encounter. In th!s artlt:}e we take a l”k at some 0







Though modest in
- size compared to the

. invasions that would

follow, Hive Fleet

Behemoth brought ruin

. and dismay to hundreds

| of star systems. There
F  was no subtlety to
| Behemoth’s approach, no

. sense of strategic genius.
It merely ploughed
through the galaxy
at incredible speed,
devouring everything in
its path with a rapacious
hunger that would
pass into legend. Later
Hive Fleets would be
more cautious, picking
off minor worlds and
conserving valuable
biomass for a concerted
assault on more
formidable foes.

Behemoth showed no

such behaviour. Whilst
Behemoth'’s charge
wrought untold woe, its
juggernaut onslaught
expended more biomass
than it could replace.

Zoanthrope |
Tom Winstone: The focal |
point for this model has to !
be its elongated brain, so | |
painted it in light blue tones.

This draws the eye, but

remains in keeping with the

overall palette and is a bit |
different from a conventional |
‘brainy” pink colour.

P Tovorc
Darren Latham: | went
for more subdued tones
with this model. So
the carapace is much
darker and the red is
not as vivid as other
Behemath organisms.
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he Gargoyle has
been rendered t6 2 higher
level than the army, with
plenty of attention paid
to adding veins onto the
wing membrane.

By early 990.M41, Hive
Fleet Kraken had already
sunk its alien tendrils
into the galaxy. Where
Hive Fleet Behemoth
was a single massive
wave that advanced and
fought as one, Kraken
was actually a series

of smaller fleets that
moved to attack many
worlds simultaneously,
compounding the
Imperium’s difficulty in
opposing and destroying
the Hive Fleet. Almost
overnight, entire sectors
were silenced. The
handfuls of survivors
that had fled before Hive
Fleet Kraken’s advance
were thrown hundreds of
light years off course by
the resulting turbulence
in the Warp. Only
several months after the
onslaught had began,
did their accounts start
to reach the wider
Imperium; tales of skies
turned black by clouds
of wind-blown poison
spores and of hulking
monsters stalking ruined
landscapes. Hive Fleet
Kraken had finally
arrived and the galaxy
was surely doomed.

Y META

WARHAMMER
= 40,000

TYRANIDS
990.M41

AT

3

Venomthrope
Anja Wettergren: | painted this
Venomthrope to look more mature.
This is insinuated by the colour
scheme, using darker, ruddy tones
rather than brighter colours.

SATHOM 10 444NOAAd
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HIVE FLEET LEVIATHAN 997.M41

At the close of the

41st Millennium, the

last and greatest of the
Hive Fleets descended
upon the galaxy. The
Hive Mind had learnt
well the lessons of its
earlier invasions, and
this new fleet, Leviathan,
employed these teachings
to the detriment of all
other life.

Leviathan’s main
strategy was to assail
the galaxy from a new
direction. Where the
majority of other Hive
Fleets to date had pierced
the intergalactic void
upon the Eastern Fringe,
Leviathan had initially
skirted the galactic rim,
and then struck
upwards right through
the galactic plane.

As with Kraken and
Jormungandr before it,
Leviathan did not focus
its forces into a single
killer blow, but attacked
across a broad frontage.
Who knows how many
worlds fell in Leviathan's
initial assault? The
Imperium learnt of the
new Tyranid attack purely
through a combination
of fate and the foresight
of Inquisitor Kryptman.
Even so, Leviathan had
advanced far by the time
forces could be mustered
to oppose it, and the
Shadow in the Warp that
heralded its coming had
orphaned thousands
of worlds, severing
them from Astropathic
communication. As time
went on, the tally of
lost or destroyed worlds
would only grow, leading
the Imperium to take
ever-increasing risks in
order to buy time...

26 WHITE DWARF
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The Swarmlord

Anja: | painted the Swarmlord to fit
with part of our Hive Fleet Leviathan
collection, so the colours are pretty much
the same. | did add an additional highlight
to make him stand out more, however.

Deathleaper

Neil Langdown: The mottling on the carapace
hints at Deathleaper’s camouflage abilities. |
added a grey tone to the purple base colour as
if it is in an urban environment.

This variant colour
scheme uses cooler
tones, while the
red on the weapon
adds a spot colour.
The blue shade

on the flesh is
repeated on the
carapace as the
highlight, tying the
model together.

—SeeeetE. S(I'TYOM JO YINNOAIA ﬁf

(%
(™ ®” A\
5 Tyranid Wartior % Tyrant Guard
& This warrior is armed % Neil Green: Tyrant Guard have
% with dual boneswords. more armoured plates than
\_1 Note the dark red tone on maost Tyranid creatures, so the
¥ the blades and how the red on the claws is important to
edge highlighting helps to give contrast,
define the shape.
Termagant Hormagaunt
As with the

DEVOURER OF WORLDS

Termagant on the
left, the shading of
the Hormagaunt’s
flesh is also used as
the highlight accent
on the carapace.
This helps to blend
the tones and gives
the creature a
natural look.



HIVE FLEET JORMUNGANDR
PHIL KELLY'S TYRANIDS

Phil: Hive Fleet Jormungandr has been
around for ten years now. It's my go-to army
when I'm between other projects. Shown
here is only a fraction of its swarm-like
hordiness. Partly due to my play style and
partly due to ge of the collection, the
vast majority of it is made up of smaller
critters. However, there are more than a
few of the larger beasts in my collection.
The centrepiece (not shown here, as it
wouldn't fit!) is without doubt my prized
Hierophant, but it's not the only big beast in
my collection. I've just painted a Tervigon
to join the swarms, along with plenty of
Termagants to spawn. Ho o, it
Mawloc I'm particularly chuffed with since
it ate a whole squad of ten Assault Marines
in one gulp the last time | played a game.

| enjoy painting the simple b '

of the model just right (th
markings and the Rorsc i
patterns on the carapace) stands in stark
contrast to being able to paint up a whole
brood of Teramagants in about an hour.

28 WHITE DWARF
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HIVE FLEET OUROBOROS
KEITH ROBERTSON'S TYRANIDS

Keith: My goal with my Tyranid collection
was to create an army of monsters. I'm not
so interested in the smaller organisms, it's
fair to say, and although I've painted my fair
share of Termagants, | much prefer to fill
Hive Fleet Ouroboros with larger bioforms.
On the tabletop, my army stands out
but it really is deceptively simple to paint.
The white flesh consists of three stages —
Skull White spray followed by a wash
Baal Red and Leviathan Purple, and then
a highlight of Bleached Bone and Skull
White. The carapaces are first painted
Chaos Black and then varnished with Gloss
Varnish. The weapons are painted in a
light red tone, with eyes and other accents
painted green. | like the scheme because it
eral different levels. There's

e a direct contrast between the :
gloss against the matt on the skin. AR AR s
So far, the army has had 5
on the tabletop, and I'm hoping the VRT n
addition of the Tyrannofex will mean even { 4
more victories to come.

As a mem
se that
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~ SPLINTER FLEET HYDRA
TOM HUTCHINGS TYRANIDS
1§44 - T84 MiChie
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Tom: My Tyranid army is a wash of red and
purple tones, charcoal grey claws with the
occasional flash of g or blue depending
on the creature. | devised the colour
scheme as a c between Hive Fleets

jathan and Kraken, imagining what
would happen if the tendrils of both should
meet up and mingle. The main component
to my painting is an all-in-one wash over a
Skull White basecoat. The wash is an equal-

; ' eviathan Purple
nly adds a

sheen but breaks down the surface tension
to give a better mix.

My remely comprehensive

army types. But, as always, the arn
from finished; the collection just

getting bigger. Next on my Paint Stat

are some Gargoyles, and when they’re
completed they’ll go with the flying Hive
Tyrant to create an air contingent, opening
up further strategic options. By the same
token, | plan to paint up some Raveners

to accompany the Trygon and so add a
subterranean strike force to the army.
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TYRANIDS

As well as the new Tyranid miniatures released this month, there are many other
great models in the Tyranid range. We've displayed a selection of those available in
stores on this page, but to view the full range, including bitz packs, go online.

CODEX: TYRANIDS

Codex: Tyranids is a 96-page book

that is the consummate guide to the
Tyranid menace, including full rules
and bestiary for every unit in the army.
An extensive background for the army
is also included, alongside an "Eavy
Metal showcase of fantastically painted
Tyranid miniatures and a stunning array
of artwork throughout the book.

£20, €26, 200dkr, 250skr/nkr, 200rmb, 100zt

TYRANID PYROVORE

This squat Tyranid organism can project
a blazing gout of flame. The Tyranid
Pyrovore box includes one of these
deadly creatures in resin.

£21.50, €30, 235dkr, 280skr/nkr, 250rmb, 110z}

TYRANID ZOANTHROPE

This clampack contains a Citadel Finecast resin
Zoanthrope; a slender bio-organism evolved to
harbour incredible psychic potential that it unleashes
in battle to blast its victims asunder.

£15.50, €20.75, 150k, 190skr/nks, 150rmb, 75zt

Picturas for Mustrative purposss only. Product contents may vary. Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Frices correct at lime of going fo press, please contact us for current
availability and Games Warkshop prices. Prices quoted are for products soid by Games Workshop through its own stores, que or website. fanif retailers are ible for 1) Hhair oW prices.




TYRANID TRYGON/MAWLOC
This multi-part plastic kit includes
parts to build either of the gigantic
burrowing Tyranid creatures known as
the Trygon or Mawloc. These enormous
bio-constructs can burst from below
the ground to scatter, slay and devour
anyone within range.

3 350dkr, 440skr/nkr, 350rmb, 17524

TYRANID
TERMAGANT BROOD

If you include one of the new Tervigons

in your army, you'll need plenty of these

Termagants for it to spawn in battle. This
et contains 12 plastic Termagants.

A \‘MARHAMM ER

000

TYRANID WARRIOR BROOD

Synapse creatures such as Tyranid
Warriors are key to keeping

under control. This box set contains 3
multi-part plastic Tyranid W.arrmr'

WARHAMMER /

TRTEU'I?I‘UHEGT DER TYRANIDEN
TIRANIDE TRIGONEMAWLOC
po4 Y /0097

TYRANID mrcow..f-wc
TRYGONMAWLOC TYRANIDE
TRIGONMAWLOC F4I=F

[ E] / g\
TYRING WARROR I.
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eported Sightings
of the Swarmlord
745.M41

The Swarmlord leads
the final assault against
Tyran Primus and
Thandros as Hive Fleet
Behemoth continues
its insatiable advance.
The Tyranids are finally
| destroyed at Macragge
| through the valour,
| determination and
heroic sacrifice of
many Ultramarines,
but not before the
Swarmlord lands
Marneus Calgar a
near fatal blow in
personal combat
during the battle for
Cold Steel Ridge.

899.M41

Despite a vicious
counter-attack from
Saim Hann Craftworld,
a splinter fleet from
Hive Fleet Gorgon
consumes the Maiden
World of Morshanna
after the Swarmlord’s
psychic screams shred
the minds of Farseer
Iriass and her entire
Seer Council.

997 M41

| During the assault

| on the Chaos citadel

| of Terrorfane, the

| Daemon Prince
Khalathrac butchers
several Tyrant
Guard before being
unceremoniously
decapitated by
the Swarmlord.

36 WHITE DWARF

Codex: Tyranids author Robin Cruddace presents the latest
sightings and reported whereabouts of the terrifying alien
menace known to Mankind as the Swarmlord.

mongst the billions of creatures
Acreated by the Hive Mind, there

exists one as old as the Tyranid race
itself. This creature is the very pinnacle
of the Hive Tyrant bioform, the ultimate
conduit through which the Hive Mind’s
will is enforced. This creature is to a Hive
Tyrant what a Hive Tyrant is to a Termagant.
It is a monster of nightmare that has preyed
on empires and overseen the extinction of
civilisations. It is a destroyer of worlds and
its names are legion. To the Imperium of
Man, the latest to face this ancient predator,
it is the Swarmlord, and it represents the
greatest Tyranid threat to the galaxy.

Since the First Tyrannic Wars, the
Swarmlord has carved a bloody path of
carnage across the galaxy. It appears that
the Swarmlord’s link with the Hive Mind
is so strong as to transcend the physical

Duel at Ichar IV 993.M41

Marneus Calgar, having narrowly
escaped death at the hands of the
Swarmlord during their confrontation
on Macragge, was to face the beast
again on the blood-soaked fields of
Ichar 1V. Accompanied by Veterans
from the First Tyrannic War, Calgar
led a daring Drop Pod assault

that cut the head of the Tyranid’s
synaptic control, a battle that ended
with the Chapter Master slaying

the Swarmlord in single combat.
Without the Swarmlord to counter
Calgar’s brilliant military strategy,
the Ultramarines proceeded to
surround the remaining xenos
swarms piecemeal, cutting them
down with disciplined volleys of
bolter fire and cleansing them from
the surface of Ichar IV. However, the
Space Marines’ victory comes too
late to save the planet itself, for the
Tyranids have already reduced it to a
smoking charnel house of death and
destruction. Perhaps worse for the
Imperium, the Hive Mind re-absorbs
the Swarmlord’s consciousness and,
having learned from its defeat, its
next reincarnation shall be even
more cunning and dangerous than
ever before.

limitations separating the different Hive
Fleets. If the Swarmlord perishes on the
battlefield, the Hive Mind re-absorbs its
consciousness through the synaptic web.
The Swarmlord is therefore deathless, and
can be re-grown to face the enemy again,
returning each time stronger than before.
The reincarnation of the Swarmlord
appears to be a stress-induced response
by the Hive Fleets, one triggered when its
prey cannot be defeated through physical
and biological adaption alone. Indeed,
the Swarmlord was created with the
express purpose of out-thinking the enemy
and developing new strategies. To this
end, the Swarmlord possesses a glimmer
of autonomy, more so than any other
Tyranid. The Swarmlord combines its own
resourcefulness with tactical knowledge
accumulated through aeons of bloodshed.




Assault on Octarius 999 M41

Following a devastating series of invasions that sees over two
dozen worlds left dead and barren, the Swarmlord turns its
attention to the Ork empire in the Octarius Sector. Orrok,
the first Ork-held world to face Hive Fleet Leviathan, is
overrun in a single night. Every corpse and scrap of biomass
on the planet is reconstituted to create yet more Tyranids for
the Swarmlord’s primary goal - the invasion of the capital
world of Octarius. Mycetic Spores by the million hammer out
of the sky, unleashing countless Tyranids onto the

surface. Within the hour greenskin hordes and Tyranid
swarms have clashed across every acre of ground, and
fighting quickly devolves into a brutal meat grinder. The
Swarmlord seeks to break the deadlock by systematically
hunting down and eliminating those Warbosses that hold

the Ork forces together. So far three leaders have fallen

to the Swarmlord’s bonesabres, and two continents have
fallen to Hive Fleet Leviathan, but Orks thrive on war, and
the remaining greenskins seem to greet each new Tyranid
offensive with ever-increasing levels of enthusiasm. The War
for Octarius is far from over...

.




With the Tervigon and Tyrannofex kit now unleashed upon the world, we turned to
the Studio’s leading Adeptus Biologis, Codex: Tyranids author Robin Cruddace, for
some guidance on using these beasts on the battlefields of the 41st Millennium.

| Don't just take Robin's
word for how good these
new monsters are — at the

| end of this article, we've
included an extract of the

| rules and background for

| both the Tervigon and the

| Tyrannofex taken from

| Codex: Tyranids.
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Robin: If | had the dubious honour of
fighting for the Imperial Guard in the far
future, then the opponent I'd fear more
than any other would have to be the
Tyranids. Facing swarms of alien critters as
they came scuttling or flying towards your
battlelines would be terrifying and it's not
just the smaller gribblies you'd have to face.
Striding through the sea of Gaunts and the
swirling carpet of Rippers come the hulking
beasts, great organisms covered in muscle
and chitinous armour plates, sporting
scythe-like limbs or living bio-weapons.
However, Tyranids are specialists; each
specimen, no matter how large or small,
is bred for a specific purpose in the Hive
Mind’s insatiable quest to scour the galaxy.
Of these creatures, the Carnifex is perhaps
the most infamous and adaptable, an
aggressive tank-hunter that can rip apart

flesh, bone, metal and plascrete with a
sweep of its claws. Then there are creatures
even larger, monsters that bridge the gap
between Carnifex and the truly massive
bio-titans. These creatures have been
designated the Tervigon and Tyrannofex
respectively and, like, everything else in
the Tyranid force have specific battlefield
roles. The Tyrannofex is an all-out tank
destroyer, a living weapon platform capable
of being armed with the most powerful
and longest-ranged weapons conceived
by the Hive Mind, whilst the Tervigon is
a brood progenitor, able to rapidly spawn
Termagants directly onto the battlefield.
Both monstrous creatures excel within
their roles and over the coming pages I'll
be taking a closer look at how you, in the
guise of the Hive Mind, can maximise their
use on the battlefield.
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TYRANNOFEX WEAPONRY

The Tyrannofex exists purely for destruction and, as such, can
be armed with a devastating array of bio-weaponry.

nce a Tyrannofex is deployed in
Obattle then its use is far from subtle

— fire at the enemy’s high-end assets,
whilst keeping it at arm’s length from the
opposing forces, is a good mantra to follow.
The key to maximising your minimum
250-point investment is in how you arm
your creature and then prioritise targets to
suit the weapon load outs.

The Tyrannofex is highly customisable
with a choice of eight different bio-
weapons to choose from — one of three
primary weapons, a choice of thorax
swarms and one of two dorsal weapons.

Let’s start with the big guns (or should
that be bug guns?). Its default weapon, the
acid spray, has a name that leaves little
to the imagination. The key point is that
its Strength 6 template weapon fires in a
great torrent up to 12" forward. This gives
it a decent range, allowing you to hit lots
of heavily armoured infantry or flush out
enemy embedded in cover from afar.

The rupture cannon is an unashamed
anti-tank or anti-bastion weapon. With a
range of 48" and a Strength of 10, no other

This Tyrannofex of Hive Fleet
Leviathan is armed with a
deadly fleshborer hive.

Tyranid gun can fire further and pack a
stronger punch. If you're expecting to face
lots of heavily armoured foes or a high tank
quota then the rupture cannon is a must.

The third main weapon option is the
fleshborer hive. With only a range of 12"
and Strength 4 you may at first wonder
why the fleshborer hive is a viable option
until you realise it's Assault 20. The hive is
the ultimate anti-infantry weapon that will
work just as well against the 15 Imperial
Guard as it does against 5 Terminators —
the sheer amount of living ammunition in
the air means that even heavily armoured
models will fail some saves.

The thorax swarm then provides an
ideal secondary weapon system, especially
if the enemy is getting too close. You
have three choices here; all are template
weapons, each with different properties.
Electroshock grubs are a good high-
Strength all-rounder. Desiccator larvae
excel at slaying infantry, but are ineffective
against tanks and high armour saves, while
shreddershard beetles’are low Strength but
rending, so potentially very destructive.

TYRANIDS

Custom Killers

The Slayer of Hordes
Tyrannofex with acid
spray, desiccator larvae
and cluster spines.

250 points

Not only does this
Tyrannofex use baseline
and free weapon swaps
to keep the points to a
reasonable 250, it is also
a full on horde killer with
two template weapons
and even a Strength 5
Large Blast option with
the cluster spines.

Tank Quaker
Tyrannofex with rupture
cannon, electroshock
grubs, stinger salvo and
regeneration.

295 points

While it’s possible to
broaden a Tyrannofex’s
scope by mixing weapon
types, this beast is an
impenitent vehicle buster.
Regeneration with a 2+
armour save will keep
the monster alive, and
therefore shooting.

HORRORS OF THE HIVE FLEETS
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TERVIGON TACTICS

The massive and bloated form of a Tervigon continually spawns Termagants onto
the battlefield, swamping the enemy with fast, scuttling Tyranid life-forms.

' Managing Minions
A Tervigon can only
spawn Termagants that
you have models for,
so it’s always a good
idea to have 15 or so |
spare for every Tervigon |
in your army. There is .
no compulsion to start
spawning from the first !
turn. Instead you could |
wait until the Tervigon |
is closer to the enemy.
That way you'll have
models where you need
them and there may well
have been Termagant

| casualties to increase

| your stockpile.

A Tervigon advances even as it
spawns the latest Termagants to
add to its brood.

40 WHITE DWARF

Tervigon may lack the awesome
Afighting abilities of a Hive Tyrant or

the firepower of a Tyrannofex, but it
offers far greater tactical possibilities as it
is a gift that keeps on giving. Being able to
generate additional Troop choices mid-
game is a massive boon and one unique to
the Tyranids.

Before we talk about the Tervigon'’s
many children, let's look at the mother
itself. As a Monstrous Creature it is not
the best fighter, although 6 Wounds and
a Toughness of 6 should keep it in the
game for a while — just keep a wary eye
on enemy squads toting plasma and melta
guns. It even has some firepower with the
option of stinger salvoes or cluster spines.
However, it's the Tervigon’s other abilities
that make the beast so desirable. It is a
synapse creature and a psyker to boot, its
powers all geared to bolstering the abilities
of the broods. Then, of course, there’s the

: 3 Tervigon's place in the army list. You

can take one as a HQ, or, you may
have a Tervigon as a Troops choice

for every Termagant brood taken in your
army. Just let that sink in for a second: it's a
Monstrous Creature that is a Troops choice,
which can then create additional Troops

during the game. Placing a Tervigon on an
objective will make it all but impossible
for the enemy to recapture, especially as it
continues to spawn Troops.

Don't hold the Tervigon back, advance
onto objectives or simply harass the enemy.
While it will not claim a massive tally
of enemy casualties directly, its control
over Termagants is absolute. The Brood
Progenitor rule means that any Termagants
within 6" gain Counter-attack rule can use
the Tervigon's Leadership of 10. The same
rule also allows the brood to share the
benefits of any biomorphs the Tervigon
has. So giving the beast adrenal glands will
award all Termagants with Furious Charge,
not forgetting they can also Counter-attack
- suddenly you have a growing force that
can control a whole flank on its own.

The Termagants’ abilities can be further
bolstered with the Tervigon's considerable
psychic talent. Purchasing one or both of
the additional psychic powers is a must.
Catalyst will give your broods Feel No Pain,
making them extremely resilient, perfect
for occupying objectives. However, if you
are still en route to an objective, then
Onslaught will allow your Termagants to
run and shoot their fleshborers.
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SAMPLE
ARMY LIST

Tom Hutchings: My Tyranid army is about
overwhelming the enemy with lots of
targets. My opponent may take out one
or two of my beasts, but by the time |
close with him there will still be plenty of
Tyranids left to wreak havoc. It's for this
reason | rarely (with one notable exception)
deploy anything in reserve; the more
there is on the table, the less chance my
opponent will have to concentrate his fire.
Let's start with the synapse creatures. |
include plenty — for the principles already
stated — and to make sure | remain in
control of my units. My Hive Tyrant is fast
and extremely ‘hitty’, able to take on all
but dedicated close combat squads. My
other HQ is a Tervigon — another synapse
creature, and with the Dominion psychic
power, it will be able to exert its influence
over 18", I've also given it Catalyst as this

40,000

awesome power will make any Termagants
close by extra hard. The additional Tervigon
nestled in the Troops section is there to
take advantage of the Hive Tyrant’s Hive
Commander rule. This allows a single unit
of Troops to Outflank. While the Tervigon
will come on the flank as a lone Troops
unit, it will grow into multiple broods,
making for an ideal flank attack, or for
grabbing out-of-the-way objectives.

Also in the Troops section, I've
included some Tyranid Warriors for more
synapse and supporting weapon fire. The
Termagants and Hormagaunts add a bit of
mass to the force (and allow me to get my
extra Tervigon in), whilst the Genestealers
give the army combat effectiveness. Finally,
the Trygon Prime is deployed right at the
start, to both intimidate my foe and give me
yet another synapse boost.

HQ

Hive Tyrant

Hive Tyrant with hive

commander, wings, Leech

Essence and Paroxysm.
255 points

Tervigon
Tervigon with Catalyst.
175 points

Elites

Venomthrope
55 points

Hive Guard Brood
2 Hive Guard
100 points

Zoanthrope Brood
2 Zoanthropes
120 points

Troops

Tyranid Warriors
3 Tyranid Warriors
with deathspitters and
toxin sacs.
120 points

Termagant Brood
22 Termagants

110 points
Tervigon
Tervigon with Catalyst.
175 points

Hormagaunt Brood
28 Hormagaunts with
toxin sacs.

224 points

Genestealer Brood
9 Genestealers including
Broodlord with
scything talons.
174 points

Heavy Support

Trygon
Upgraded to Trygon Prime.
240 points

Total

1748 points

HORRORS OF THE HIVE FLEETS
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The Tervigon is a massive creature, with a towering spined
carapace that shields a swollen abdomen. The Tervigon
relies on all three pairs of limbs for support. However,
should the need arise, the giant beast can shift a greater
proportion of its weight onto its rear legs, allowing it to
scythe its claws back and forth in crushing arcs. Nor should
the Tervigon be underestimated at range - its carapace
conceals banks of cluster spines that can be fired at a
considerable distance.

Yet no matter how fearsome its weapory, the Tervigon’s
true threat lies within. Each Tervigon is a living incubator
beneath whose lumpen carapace dozens upon dozens of
Termagants slumber in a state of near-life. The Tervigon
can spawn its dormant broods at will, jolting their razor
minds into wakefulness. So it is that a foe engaging a
Tervigon will find itself assailed by waves of skittering
Termagants. The only way for a cool-headed enemy
commander to end the horror is to have his troops
concentrate all their firepower on the Tervigon — if the
ponderous beast is slain, the resulting symbiotic backlash
inevitably kills its young.

When a Hive Fleet travels through space, Tervigons do not
slumber in a dormant state like other Tyranid creatures.
Instead, they roam the ship’s cavernous innards. Should

a Tervigon detect intruders, it can spawn an army of
frenzied Termagants to repulse the foe whilst using its
potent synaptic link to awaken additional warriors.

42 WHITE DWARF
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Unit Type: Monstrous Creature.

Weapons and Biomorphs: Bonded Exoskeleton,
Stinger Salvo, Claws and Teeth.

Special Rules: synapse Creature, Psyker,
Shadow in the Warp.

Spawn Termagants: A Tervigon can spawn Termagants in
the Tyranid Movement phase before it has moved — even
if is locked in assault. If it does so, roll 3D6. Place a new
unit of Termagants such that no model is more than 6"
from the Tervigon - the size of the unit is equal to the
total rolled. Models in this new unit cannot be placed in
impassable terrain, or within 1" of enemy models. If you
cannot place some of the models due to enemy proximity,
impassable terrain or simply because you have run out of
models, the excess is destroyed. The spawned unit may
then move, shoot and assault normally. A unit spawned
by a Tervigon is identical in every way to a Termagant unit
chosen from the Troops section of the force organisation
chart, and is treated as such for all scenario special rules.
Models in a spawned unit have no biomorphs and always
carry fleshborers.

If any double is rolled when determining the size of a
spawned unit, the Tervigon has temporarily exhausted its
supply of larvae - the unit is created as normal, but the
Tervigon may not attempt to spawn further units for the
rest of the game.

Brood Progenitor: All units of Termagants, spawned or
otherwise, within 6" of a Tervigon can use the Tervigon's
Leadership for any tests they are required to make. They
also gain the benefits of the Tervigon’s toxin sacs and
adrenal glands (if it has any). In addition, all Termagant
units within 6" of the Tervigon have the Counter-attack
special rule.

Should a Tervigon be slain, every Termagant brood,
spawned or otherwise, within 6" immediately suffers 3D6
Strength 3, AP - hits.

Psychic Powers: Dominion.

Dominion: The Tervigon uses its prodigious psychic
strength to channel and amplify the will of the Hive Mind.

This psychic power is used at the beginning of your

turn, before any Instinctive Behaviour tests are rolled. If
successful, the Tervigon’s synapse range is increased to 18"
until the beginning of the next friendly turn.




TYRANNOFEX

There can be little doubt that the massive Tyrannofex
exists purely for destruction - it is a monster created for
the most gruelling of battlegrounds. Clad in a dozen
layers of ablative chitinous armour and supported by
three pairs of massive legs, it is as unyielding as any war
engine constructed of steel or born of more conventional
technology.

The Tyrannofex has the armour and fortitude of a living
battle fortress and its weaponry eclipses that of its

foes’ most powerful battle tanks in both quantity and
devastative potential. Cluster spine launchers nestling
between thick chitinous plates provide the Tyrannofex
with a formidable anti-infantry weapon. Worse, its body
houses several breeding chambers. Here, the Tyrannofex
nurtures all manner of ferocious organisms that it can
unleash onto any enemy foolish enough to come too
close. The Tyrannofex’s main weapon, however, is a
massive cannon fused with its torso, the largest and
most destructive of any Tyranid weapons to be carried by
anything smaller than a bio-titan. The precise nature of
this weapon is different from creature to creature. Each
represents a particular pinnacle of Tyranid bio-weaponry
and is as efficient as it is unearthly in its design.

Given its massive bulk, the Tyrannofex is a ponderous
beast and is prone to being overwhelmed if engaged
in a protracted melee, should the enemy wish to brave
its formidable short-range weaponry. However, such an
obvious weakness has not gone unnoticed by the Hive
Mind. Should the Tyrannofex find itself under threat,

it emits a stress pheromone. This attracts other Tyranid
bioforms, ensuring that the Tyrannofex will not have
to combat a foe in close gquarters without the aid of
creatures more suited to doing so. Once the upstart
attackers have been stomped flat by the Tyrannofex,
diced by a flurry of Hormagaunt claws or shredded by
Termagants’ fleshborer fire, the Tyrannofex can return
to its primary goal - blasting the enemy asunder with its
fearsome bio-weaponry.
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Unit Type: Monstrous Creature.

Weapons and Biomorphs: Armoured Shell, Stinger
Salvo, Thorax Swarm (with electroshock grubs),
Claws and Teeth.

Rupture Cannon: Each time the rupture cannon fires,

two different cannonball-sized projectiles are launched

in quick succession. The first is a bloated tick that

bursts upon impact, showering the target in a thick

oily substance. The second is a seedpod with a virtually
impenetrable shell. As the seed smashes into the target, it
is coated in the viscous remains of the tick. The seemingly
inert fluids dissolve the toughened shell in a fraction of a
second resulting in a massive implosion powerful enough
to wrench armoured vehicles inside out.

Range Strength AP

48" 10 4

Acid Spray: This weapon stores huge reservoirs of caustic
digestive fluids used to break down organic matter at

a horrifying rate. This acrid concoction is sprayed over
the Tyranids’ victims, melting through body-armour

with shocking ease and reducing its victims to shapeless
gobbets of liquefied flesh.

Strength AP Type

Range B
Template* 6 4 Assault 1

*To fire the acid spray place the template so that the narrow end is within
12" of the weapon and the large end is no closer to the weapon than the
narrow end. The acid spray is then treated like any other template weapon.

Fleshborer Hive: The fleshborer hive is a seething colony
for the very same borer beetles found in a Termagant’s
fleshborer. The fanged creatures stored in the bloated sacs
of the hive lay thousands of eggs that hatch and mature
at an astonishing rate within the cavernous chambers of
the brood nest. Indeed, the fleshborer hive must eject

the beetles at regular intervals to prevent the Tyrannofex
from bursting apart from the creatures birthed within it.

Range Strength AP Type
12" 4 5 Assault 20

Special Rules: Instinctive Behaviour - Lurk, Fearless.
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It’s unclear whether or not Steve Bowerman was compelled to paint a Tervigon by,
a psychic command from the Hive Mind, but he has done so nonetheless.: Over the

next few pages, he shows us exactly how he pamted it. What-a helpful chap | B
7, & | AN
\ PIGN

med for its vigour and vitality.
Having studied ‘the model on the box

] T\ ranids,
n m the Battle for g c
ltramarines’ de pemte tr: th a ['!clll'lﬂ_)l‘u!.-sl’l into

Hive Fleet Behemoth nce of their Chapter Planet agains B se be partially
The techniques Steve ing Hive Fleet Behen y the s le

shows in this Painting srefore painted my Tervigon ¢

Workshop to paint the enthusiasm to

Tervigon can be readily \ ac

applied to every ather ' cha e to paint so ¥ tc:ol\ one leg as a template for Ihe rest of the
Tyranid model from Hive q bk il ¢ il e | i sBlets sut
Heet Behemoth, as the ; an the projec ervigon. S , | was able to try ou
entire army shares the
same colour scheme.

a gigantic b
:m'anahl\' a focal point of the army

worth making sure that it looks suitably
striking. Painting large areas in such a [ hdli just used on the rest of the model.
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TYRANIDS

PAINTS AND TOOLS

Weapons of Choice
Remember that there is an exhaustive selection of Citadel tools and
hobby supplies to help you assemble and base your miniatures, from
Plastic Cutters and Hobby Knives to a range of glues and the
Warhammer 40,000 Basing Kit.

PAINTING THE RED FLESH

| find that it's best to paint the flesh and exoskeleton of a After building the seven sub-assemblies, use Chaos
Tyranid model first. The carapace and other details are, for Black Spray to undercoat them in readiness for painting.
the most part, layered on top of these areas, affording you To speed up the initial process and lay on a smooth coat, |
far greater access with a paint brush, so it's good to get this suggest using the Citadel Spray Gun to apply the first two
stage out of the way before you move on. stages, as you'll be painting over the other areas later.

e JOHSYMYOM ONLLNIVA

Using the Citadel Spray Gun to get After Stage 1 has dried, spray Coat the flesh and exoskeleton with When the wash is dry, apply a layer
an even coat, apply a basecoat of another layer using a 1.7 mix of a generous wash of Baal Red. using a 1:1 mix of Mechrite Red
Mechrite Red. Mechrite Red and Blood Red. and Blood Red.

Now apply another layer, this Wash the area with Baal Red, but Apply a fine highlight to the same Wash the recesses of both the flesh
time with pure Blood Red, before be careful to avoid it pooling on the areas with Vomit Brown. and exoskeleton with Devian Mud.
highlighting Blazing Orange. flat surfaces.

PAINTING WORKSHOP: TERVIGON 45



THE INCUBATION SACS

By painting the main body separately to the legs, the

Tervigon's incubation sacs can be reached with a paintbrush

far more easily. The fleshy skin tone works nicely as a

contrast to the rest of the model, so | deliberately chose a

pale colour scheme.

Other Hive Fleets

You can apply the
techniques for painting
flesh, chitin and claws to
other Hive Fleets — just
swap the colours listed
here for the colours you
wish to use, but use the
same technique.
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First of all, apply a basecoat of
Tallarn Flesh.

Concentrating on the recesses and
the veiny details, apply a wash of
Leviathan Purple.

However, if you wish to paint your Tervigon as one
belonging to a different Hive Fleet, particularly those of
Kraken or Leviathan, you may need to use a darker skin
tone, as it will better complement the lighter flesh tones of
those particular Hive Fleets. '

Wash the recesses with Ogryn
Flesh, then apply a 1:3 mix of
Ogryn Flesh and water all over.

Edge highlight the raised details
with EIf Flesh.

Layer the incubation sacs with
Dwarf Flesh when the wash is dry.

Carefully wash the larvae sacs
with Thraka Green, then apply a
highlight with EIf Flesh when dry.



TYRANIDS

PAINTING THE CARAPACE
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Every breed of Tyranid sports a chitinous carapace that first thing to do is apply a basecoat of Chaos Black. Make
protects its spine, tail and head. In the case of most Hive sure you pick out the underside of the carapace where it
Fleets, the carapace itself is painted black, then feathered a overhangs. To feather, apply a line of paint on the edge of
particular colour depending on which army it belongs to. the carapace, rinse out your brush, then use it to stroke the
This is certainly the case for Hive Fleet Behemoth, so the paint inwards to create a streaked blend.

PAINTING THE CLUSTER SPINES

To paint the cluster spines atop the Tevigon’s carapace,
pick out the spines themselves with Chaos Black. Now
feather them with Codex Grey before washing with
Badab Black. Feather with Fortress Grey for a final
highlight. Use a 1:1 mix of Goblin Green and water to
fill the recesses around the spines. The watery mix will
pool in the depressions and produce a nice effect as it
gradually dries. If you want a stronger colour, you can
easily re-apply this mix when it has dried until you're
happy with the green effect.

Feather the carapace and spore Repeat Stage 1, but this time with
chimneys with a 1:1 mix of pure Hawk Turquoise.

Chaos Black and Hawk Turquoise,

Apply a third feathering stage with Finish the carapace
a 1:1 mix of Hawk Turquoise and with a light feathering stage of
Fortress Grey. Fortress Grey.
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SCYTHING TALONS AND TOXIN SACS

These two methods can be applied throughout your army, especially on rending claws (such as Genestealers) and hooves. In
the latter case, use the same colours as for the scything talons but adopt the feathering technique as described earlier.

eCcee

Paint a basecoat of Adeptus Use Codex Grey to apply streaks Apply a wash of Badab Black to Edige highlight with Fortress Grey
Battlegrey to start with. onto the scything talons and shade the talons. to finish.
exaggerate their sharpness.

e€e

Carefully paint the toxin sacs with Layer with Snot Green to add depth Layer the central areas with Add a final highlight with a 1:1 mix
Dark Angels Green. to the toxin effect. Scarpion Green. of Scorpion Green and Skull White.

'AINTING THE FACE

To finish off the model’s face, paint the teeth and slavering
tongue as described on the right. After completing these
stages, paint the eyes with Tausept Ochre before washing
them with Gryphonne Sepia. When dry, layer the eyes with
Golden Yellow, then add a highlight of Sunburst Yellow.

Apply a basecoat to the tongue Layer the tongue with Leviathan
with Liche Purple and the teeth Purple and wash the teeth with
with Khemri Brown. Devlan Mud.

Highlight the tongue a mix of Edge highlight the tongue with
Warlock Purple and Liche Purple, Bleached Bone and the teeth with
and the teeth Bleached Bone Skull White to finish.
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FINAL ASSEMBLY

Now that you've finished painting the body
and six legs, it's time to fully assemble the
Tervigon and glue it to its base. Remember
to use Super Glue Thick to affix these
painted sub-assemblies together, as Plastic
Glue works best on components before you
apply any paint.

| glued some rocks from the
Warhammer 40,000 Basing Kit to help
provide some texture and break up the
model’s large base, though you should feel
free to base your model in any way you
choose. Having painted the base, | decided
to apply a few shiny areas to the model
using some Gloss Varnish to reinforce
the sliminess of the Tervigon. | coated
the model’s tongue and eyes with Gloss
Varnish, but then made a 3:1 mix of Devlan
Mud and Gloss Varnish to create a special
wash. | applied this mixture to some of the
recesses and joints to create a more sinister,
alien look.

Well, now that I've shown you how to
paint your Tervigon, it's time you painted
the rest of your Tyranid amy. Simply use the
same techniques on all your other models!

"WARHAMMER
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Faint the adrenal gland in the same way
as for the Tervigon's incubation sacs.

TYRANIDS 3

et JOHSMYOM ONIINIVA

To finish off the spiky tip of the Tervigon'’s tongue,
paint it the same way as for the scything talons.

Apply the green mix used for the cluster
spines on the spore chimney interiors.

FPaint the Termagant at the same time as each slage
on the Tervigon, using identical techniques,
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Fresh from the Spawning Pools

Constantly evolving, the Tyranids manifest new horrors
each day, the largest and most ferocious of these being
the gargantuan Tervigon, Tyrannofex and Hive Tyrant, and
the creature known only as the Swarmlord. Speak to the
staff at your local store about how you can add these new
organisms to your existing Tyranid hive fleets.

The Great Devourer

The swarms of organisms in a hive fleet easily number
into the billions and each shares a single need to feed.
Mastery over the Hive Mind is to wield terrifying power
on the battlefield. Fortunately your local Hobby Centre is
the place to go for advice about building a hive fleet and
how to deploy them in the name of the Great Devourer!

GAUES WORKSHOP,

games-workshop.com

IN-STORE THIS MONTH

From the depths of space between galaxies, the Tyranids come; a horrific race of
alien creatures whose only goal is to consume all that lies before them. Only the
mighty Space Wolves, the Sons of Russ, stand in their path.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER

For Russ and the All Father

The Space Wolves are almost as feral as the Tyranids
themselves, albeit tempered by a fierce loyalty to the

God Emperor. Riding on enormous Thunderwolves and
accompanied to battle by Fenrisian Wolf Packs, they bring
swift and bloody retribution to the enemies of Mankind.
Find out in store how you can add these fearsome new
units to your Space Wolves army.

Begin your Saga Today

The Space Wolves are an ancient and proud Chapter.
Their history is filled with the legends and sagas of great
heroes and mighty warriors, the greatest of whom are
alive today. Talk to your local staff and find out how you
can start a new army of Space Wolves.

www.games-workshop.com
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A (OMPANY OF WOLVES

The Space Wolves Chapter is made of twelve Great Companies. In this article we
feature two of the best known - those of Logan Grimnar and Ragnar Blackmane -
as well as present new background from Phil Kelly about a lesser-known Wolf Lord.

THE GRAND ANNVLUS

ThE Grind Annulus of 11!: Spachohres can be foun(l at t!m ccntrc of s
the Hall of the Great Wolf at the top of the Fang It is a representation
of the organisation of the Space Wolves Chapter. Each outer segment -
is a separately carved stone slab inscribed with the sigil and runcs of

the Wolf Lord it represents. During feasts in the hall, it is l:u.ﬁ'omary

s indicated by’theu namc—stoﬁ T]:mx.:nm] device,
th; si ] ohh&WoIlem Stalks 'Bctwun Sms, mﬂrﬁltcs thz ek

The Great Wa.ff 5 Bran Redmaw’s  Frik Krakendoom's  Erik Morkais ~ Gunnar Red Moon’s Logan Ceiinay Haraid Deathwolf 5
Great Company  Great Company Great Company Great Company  Great Company  (prior to becoming ~ Great Company
Great Wo!f) . :

The 13th name-
stone marks Great, |
Companies lost to

Egil I-r:u;n Wolfs  Krom Dragongaze’s Ragn;r J‘E_Iackmane’s Sen Bloodhow!ls  Kjarl égr;?bfood’s Leman Russ and

Bjorn Stormwolfs
Great Company Great Company  Great Company  Great Company  Great Company  Great Company the Emperor.




ﬁ lord of the Chapter, and

The Great Company
of Logan Grimnar is
fanatically loyal to their
charismatic and cunning
leader. Each warrior

is extremely proud of
his link to the supreme

constantly vies with his
peers for the Old Wolf's
favour. Logan Grimnar
firmly believes that a
battle can be carried by
a few heroes in the right
place at the right time,
and hence competition
for a place in his Wolf
Guard is extremely
tough. After all, what
Son of Russ would not
give his life for the glory
of fighting alongside the
Great Wolf?

LOGAN GRIMNAR

Joe Tomaszewski: As Llogan is the
oldest and hardest of all the Space
Wolves, | wanted to get across his
age and experience in the painting.
I've paid special attention to his face,
highlighting the lines and hair to give
him an aged but venerable look.
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WOLF GVARD
TERMINATOR

Tom Winstone: As a member
of logan’s Great Company, this
model would have seen lots of
action so | painted on plenty of
scuffs and battle damage.

>
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The Great Company of Ragnar
Blackmane is second only to
Logan Grimnar’s, boasting
almost two hundred battle-
hardened Space Wolf warriors
and led by perhaps the most
talented Wolf Lord of all.
Though Blackmane is slight in
comparison to the enormity that
is Bjorn Stormwolf and though
he has yet to earn the wisdom
of Grimnar, his sheer ferocity

is legend. It is usually Ragnar
who wins the yearly duelling
contests that are fought between
the Wolf Lords atop the highest
point of the Fang. Ragnar
Blackmane’s Great Company
frequently has the honour of
leading the Space Wolves’
planetary invasions, and rightly
so, for it is a role at which
Ragnar and his warriors excel

- his packs are the undisputed
masters of the Drop Pod assaults
known as the Claws of Russ.

i
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BLOOD (LAW GREY HUNTER LONG FANG WOLF GVARD TERMINATOR
Neil Green: Blood Claws are Darren Latham: The face Neil: In contrast to the Blood Neil: The Terminator was painted with gold |
young and rash, so this was a of this miniature conveys so Claw, the Long Fang is more as well as yellow for the spot colour. On the
very vibrant colour scheme to much character so | focused mature, hinted at by the hair shoulder pad, | separated the metallic tone
reflect that characteristic. on painting a weathered look.  and the white-tipped wolf tails. from the matt colour by using red.
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SAGA OF HARALD DEATHWOLF

Inspired by the new Wolf Lord on Thunderwolf, Phil Kelly has uncovered fragments
of the heroic saga of one of the lesser-known leaders of the Space Wolves, Harald

Deathwolf, and explains how he uses him in games.

Harald Deathwolf has
taken the symbol of

the Ravening Jaw. The
Ravening Jaw symbolises
the Wolftime, the end of
all things, when Morkai
will eat the sun and
eternal night will shroud
the stars.

Harald himself rides
to battle upon the great
grey wolf, Icetooth. It is
said that Harald’s senses

the fear of his prey from
several leagues distance.

to war accompanied by
a host of lupine beasts,
be they flesh and blood,
cybernetic construct or
even the spirits of loyal
companions.
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are so sharp he can smell

His Great Company goes

THE ICETOOTH

Upen the Red Moen of Gallimius did the Deathwolf hunt
At Mount Icetooth he duelled his once-brother

Svane Vulfbad

He who had turned from the Allfather's grace

The clangour of their duel rivalled the rage of the storm
Long they fought, but when lightning struck them

Only the Deathwolf remained on high

He took up the splinters of the traitor’s frost axe

And forged them into the {aw of his wolf.

In 913.M41, Logan Grimnar tasked Harald
Deathwolf with the execution of the noted
traitor Svane Vulfbad, a rogue Wolf Lord
who had become so disillusioned with the
grinding workings of the Imperium that

he had turned to Chaos. Deathwolf and
his company uncovered Vulfbad in the
star system of Cliedes, eventually tracking
his elusive guarry to the storm-wracked
moon of Gallimius. Deathwolf rode his
Thunderwolf through the planet’s ferrite

dust storms at the head of a small strike
force of Wolf Scouts. The visibility was so
bad that Deathwolf had to track his quarry
purely by scent, but he later claimed the
stink of rank sweat and treachery was so
strong it was child’s play to follow.

After weeks of stalking, the hunting
party cornered Vulfbad atop a dust-crowned
mountain just as he was about to complete
a summoning ritual that would have seen
Vulfbad’s armies thronged with Daemons.
The renegade fought like a madman
even after his allies had been slain, badly
wounding Harald’s Thunderwolf in the
process, but he was ultimately outmatched.
As Harald brought his axe round to deliver
the deathblow, a bolt of lightning struck
them both. When the dust settled all that
remained of Vulfbad was his frost axe, a
shard of which now juts from the cybernetic
jaw of Harald's Thunderwolf. The beast has
been named Icetooth ever since.
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BANE OF
GREENSKIN FOES

In the tundra of Icensus
Deathwolf did spy foul Orks
The green-skinned wyrd

Cast a hex upon Harald,

But before the Ork could
Summon its fell powers
Deathwolf lopped off its head,
And set about the rest

For two days he fought,

Only halting his blade when
there was no Ork left to smite.

SANTOM 40 ANVIWO) V

THE SLAYING OF THE ICE TROLLS

Down from Asaheim they came

The Ice Trolls, gorging on the hot flesh of man
Deathwolf felt the plight of his kin

He smote the beasts in a single night

In 892.M41 Harald Deathwolf — in his
mortal life a fierce champion of the Tide
Hounds tribe - heard tell of a migration

of Ice Trolls that had reached his old
stomping grounds and begun to devour the
humans they found there. The Tide Hounds
had fought a valiant action to preserve
their homes and hunting grounds but the
migration was too large, the Ice Trolls too
vicious. On the verge of berserk rage,
Deathwolf made an unsanctioned return
to his mortal roots during the middle of the
night and led his savage tribe-kin to victory
against the Ice Trolls that were assailing
them. Harald himself took a great toll on
the Ice Troll migration and still wears the
skin of the largest of their number as a
trophy to this day.

THE WOLVES OF HELWINTER

When the Kraken's Egg hatched

The beasts of the Sca of Stars spilled out
Harald's Wolves smelt their evil in the air
In the Halls of Russ battle was joined.

In early M999.M41, the 50-foot long,
leather-skinned ‘Kraken’s Egg’ that sat
stinking in the Trophy Hall of the Fang
split open to disgorge a slithering swarm
of tentacled weapon-beasts. It was Harald
Deathwolf’s Fenrisian Wolves that smelt
their acrid stench first, and their howling
was such that the Wolf Lord himself went to
investigate. Together with Canis Woltborn
and a warband of Battle-Brothers he had
gathered on his way to the Trophy Hall,
Harald took his wolves into the slime-
slicked galleries and messily butchered the
foul things one after another. It was a hard-
fought victory, however, and none of the
combatants escaped without the circular
scars of the kraken-spawns’ tentacles
somewhere upon their body.

The Great Company Banner of
Harald Deathwolf.
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PAINTING GVIDES
For a guide on painting
both Space Wolves and
Thunderwolves, turn to
page 62. And next month
you can see Harald
Deathwolf continuing
his saga as we pitch him
against the Swarmlord in
a battle report.

58 WHITE DWARF.

THE EATER OF SOVLS
Through the acid swamps of Comania the Deathwolf stalked
His quarry the Eater of Souls
He caught the beast up by its snapping claw
And cast it info the fires of his star-ship
The Dacmonsmith, whose hammer had fashioned the beast,
Sent his metal monsters to seck revenge
To no avail. The Great Company's teeth sunk decp
And tore out the planet’s rotting metal heart

ntury after hi m-ation to th
\Vohhorn set off rrum Fenrls 'm the toxic
quagmncs Dr Comania. Comania was a
planet in the neighbouring system that
had ceased responding to all Imperial vox
signals. Close-range auguries from Harald’s
Rune Priests revealed the world to ha\e

so Harald made
hunderhawk
Nading through the

vitriolic waters of the sw amps, the Wolf
Lnrd was ambushed lr 8 igantic many

SW. amp_, guns 5pmmg fire.
Harald dodged and rolled, avoiding
its snapping claws even as he voxed for
support tmm his Thunderhawk. The beast
rippled the
er with a putrid
t maw. But the
ul warriors, and
k’s pilot caught the beast
g afterburners just as Harald
and Canis dived under the brackish waters
to attack it from below. The destruction of
the ggere >
between the Daemons that in
planet and Deathwolf’s Gr
Although Harald | f
men in the proce
had engineered the planet's corruption
was hunted down and killed, his twisted
manufactorums brought down around him
b tematic Vindicator fire. Harald had




-frosr axe of the renegade Vulffbad
Embedded in his jaw. <
4 !

ADDING (HARACTER

Phil: The Space Wolves positively ooze
personality. Just look at the Wolf Lord
above, a larger-than-life warrior barbarian
with a brawler’s nose and a moustache
that would make a walrus jealous. Models
as characterful as this one simply demand
a name and a backstory, or as the Space
Wolves would call it, a saga.

Sagas are a great way to ascribe
character to your heroes over and above
what wargear he carries into battle. Not
only do they give you a flavourful rules
benefit, they even give your leader a
special mission. The Saga of the Wolfkin,
for instance (an obvious choice for our
mate Harald) gives all Fenrisian Wolves in
the same army Initiative 5 and Leadership
7, though it is his duty to see that some of
them survive.

Of course, it's entirely up to you how
you make these models your own, what
names you give them, and what mighty
deeds you attribute to them. You'll find you
get far more enjoyment out of your games
if you make that little bit of mental effort to
imagine a name and a background.
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HARALD
DEATHWOLF

Wolf Lord with the
Saga of the Wolfkin,

tail talisman, mounted
on a Thunderwolf and
accompanied by two

Fenrisian Wolves.

250 points

frost axe, storm shield,
wolftooth necklace, wolf

A Wolf Lord on a Thunderwolf is a
true killing machine. You get some serious
stat boosts from your hairy steed (+1 to
Strength, Toughness and Attacks — all the
really good ones), but it's the mobility that's
the clincher. You need to get your Wolf Lord
into the fight nice and early if you want him
to pay for himself, and your opponent will
usually do everything he can to stop that
from happening. Because of this I've always
surrounded my Wolf Lord with Fenrisian
Wolves as ablative armour. Sometimes |
accompany the boss with a small posse
of Thunderwolf Cavalry as well, a couple
of whom carry storm shields so they have
a good chance of surviving any anti-tank
fire pointed their way. Once the Wolf Lord
gets into the fray he can lay about himself
with no less than seven Strength 6 frost axe
attacks that always hit on a 3+ because of
his wolftooth necklace, and his Toughness 5
and 3+ invulnerable save give him serious
defensive clout. | must say | love the idea
of a double-hard pack of lupine war-beasts
hammering down the flank while the rest
of my army suppresses the foe long enough
for the party to start!

A COMPANY OF WOLVES.
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SPACE WOLVES

The Space Wolves range boasts an expansive selection of multi-part plastic kits and
Citadel Finecast miniatures that are available to buy now in store and from the
website. If you seek to earn your own saga, consider the recommendations below.

CODEX: SPACEWOLVES

The essential guide to the Sons
of Russ, Codex: Space Wolves
is the ideal starting point for
any Space Wolves collector. The
96-page Codex includes a full
army list and bestiary section
for each unit entry, as well as
details of the special characters,
unique wargear, vehicles and
equipment utilised by the Space
Wolves when they take to war.
£20, €26, 200dke, 250skr/nkr, 200rmb, 1002

CANIS WOLFBORN

This box set includes the mighty Canis Wolfborn
in resin. Canis is a feral Wolf Guard who allows
Fenrisian Wolves to be taken as Troops choices.

£30, €39, 300dkr, 380skr/nkr, 300rmb, 14071

Pictures for ilustrative purpaees ol Product canrs\msmay vary. Products sold snpainted and urnassembled, Certain Citade! produsts may be dangerotis JfJSEUJﬂCDm?c?v}' Prices gorract at t.'ma of gaing to press, please contact us for current
: v fof products sa.ralbyﬂams I.I'I"urksrmp Mrmyh its own stores, catalogue or w'eosera dant retaliers are far, g theie awn prices,




SPACE WOLVES PACK

The Space Wolves Pack multi-

. ol BRANCODILUPI part plastic box set forms the

§MEUTE SPACE SIDERALI mainstay of any Space Wolves

SIANADA DE LOBOS A army, allowing you to build
ESPACIRLES squads of 10 Blood Claws, Grey

Hunters, or even Wolf Guard,

and equip them with a variety

of different weapon options.

£23, €30, 225dkr, 280skr/nkr, 230rmb, 112.50:4

Lo EL DER SPACE
AGE WOLVES RUD
SPACEACK WOLVES

SPACE WOLVES
WOLF GUARD TERMINATORS

This multi-part plastic kit enables you

to make five elite Wolf Guard wearing
Terminator armour. If you include Logan
Grimnar, you can take them as Troops.
£28, €35, 270dks, 340skr/nkr, 270rmb, 13521

NJAL STORMCALLER

The most senior of the

Space Wolves’ enigmatic order
of Rune Priests, Njal Stormcaller
assails his enemies with bolts of
lightning and freezing blizzards.

LOGAN GRIMNAR

The Chapter Master of the Space Wolves,
This resin miniature depicts Njal Logan Grimnar is a natural choice of HQ
Stormcaller wearing a suit of ; unit to lead your army. Logan Grimnar is a
Terminator armour. resin miniature clad in Terminator armour.
£14.50, €20.25, 150dkr, 190skr/nkr, 150rmb, 75zt £14.50, €20.25, 150cks, 190sks/nke, 150rmb, 7521

FOR THE FULL SPACE WOLVES RANGE VISIT THE WEBSITE:

Pletures for ilustrative purposes only. Product contents may vary, Products sold unpaintad and umsemmen‘ Certzin Gitagal produicts may be damwus Jrusso‘mromﬂy Pricss correct af ers efmhsr 1o press, ﬂfam mnracms far current
avaﬂab&fruf and smss I‘I.-forkshap pn'ces Pmas quoted ara for producrssold by Games Work rmmgn s refailers ; F
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THUNDERWOLF (AVALRY

LISTEN WHILE
YOV PAINT

Whilst you're busy
painting your Space
Wolves, why not immerse
yourselves even more in
the 41st Millennium with
a Black Library audio
drama. Thunder from
Fenris is an apt choice, an
exciting Space Wolf audio
drama by Black Library
stalwart, Nick Kyme,

now available to
download from:

BLACKLIBRARY.COM/AVDIO

Gan G2 WIITEDWARE
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Steve Bowerman returns to bring his formidable painting skills
to bear on the new Thunderwolf kit, painting three mighty
Wolf Guard riding their monstrous mounts.

Steve: sight of a power-armoured Space
Marine riding a fearsome wolf into battle
is an extraordinary one. No wonder they
have never been officially documented

by outsiders, and remain little more than

a hushed rumour to all but those within
the Space Wolves Chapter. Such a great
concept and plastic kit deserve your full
attention when it comes to preparing them
for the battlefield.

As tempting as it is to fully assemble
and glue together each model before
painting, I'd highly recommend keeping the
rider and mount as separate sub-assemblies
for now. Simply build your Thunderwolf
and then add the corresponding rider
legs, temporarily sticking them down with
adhesive putty. You can then assemble the
rest of the rider using the torso and arm
options in any combination you like. |
placed the riders so they interacted with
their mounts as much as possible. A few of
the left arm options allow you to have the
rider grip the beast’s fur. A small peg on the
top of the ball joint on the waist is there to

guide the positioning of the torso, allowing
you to get the correct angle and turn the
Wolf Guard in place so he’s griping the fur.
Alternatively, you can snip off the peg to
get maximum use of the ball joint and
place the torso in a more extreme angle if
you wish. Although you can potentially get
some dramatic positioning doing this, I'd
sound a note of caution as you don't want
your Space Wolf to look like he’s about to
fall off of his mount! When | was happy
with the assembly, | removed the rider and
temporarily stuck him onto a flying base,
so | could easily hold the model while
painting. The reason we're keeping rider
and mount apart for now is that both use
very different styles. The Thunderwolves
themselves are painted up with lots of
drybrushing, letting the paintbrush pick

up all that textured detail on the fur, while
the rider requires much smoother effects

— largely layering and edge highlighting.
Once you've mastered these techniques
they can then be replicated across the rest
of your Space Wolves collection.
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POWER ARMOVR

For the Wolf Guard’s power armour, I've simply
used the technique that we normally use to paint
power armour — a solid basecoat followed by

a wash into the recesses and a couple of edge
highlight. The shoulder pad colours follow a

few heraldic rules as described in Codex: Space
Wolves. The left pad was painted yellow, to
denote Wolf Guard markings and | painted the
right red. These techniques can all be applied to
the rest of your Space Wolves with ease, whether
batch painting or painting individual models.

POWER ARMOVR

Start by painting the power armour Using Devlan Mud, apply the Edge highlight the armour plates

with a 1:1 basecoat mix of Space wash into the recesses and breaks with pure Space Wolves Grey. An

Wolves Grey and Shadow Grey. between armour plates. Note that option is to include the odd blotch
the larger joints in the armour as you apply the paint; this will be
should be left Chaos Black. used to create chips in the armour.

YE LLOW PACK MARKI NGS

Basecoat the inset of the right Wash the area with Gryphonne Now layer on a second coat of

shoulder pad with a solid layer of Sepia, keeping the wash within the Iyanden Darksun, leaving the

Iyanden Darksun. confines of the shoulder pad. previous coats uncovered around
the edges.

RED (OMPANY MARK[NCS

dOHSINIYOM DNILNIVI

Apply a final edge highlight using a
1:1 mix of Space Wolves Grey and
Bleached Bone. Now apply chips

over the blotches with a 1:1 mix of
Scorched Brown and Chaos Black.

Finally, using Bleached Bone,
highlight close to the edge of the
shoulder pad but before you get
to the darker tones of the exposed
coats from previous steps.

Start by basecoating the inset of Mow wash the entire area with Baal Use pure Blazing Orange to
the shoulder pad with a 1:1 mix of Red. Try not to cover the trims of carefully highlight close to the rim
Mechrite Red and Blood Red. the shoulder pad. of the shoulder pad.

PAINTING WORKSHOP: THUNDERWOLF CAVALRY

Apply Vomit Brown right into

the recess, next to the rim of the
shoulder pad. The Great Company
icon will be applied later with the
aid of transfers (see page 67).
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Thunderwolves are not pack creatures,
but hulking monsters that each carve out
their own territory. As such | wanted each
mount to look individual and so painted it a
different colour. You can, of course, do the
same, or simply choose one of the methods
below for all your Thunderwolves, or even
just use two schemes. The choice is yours.

What's more, these fur tones can be
applied to any other hairy creatures in
your collection. Most obviously for Space
Wolf collectors are the Fenrisian
Wolves, but don't forget the wolf
pelts and fur ornaments that often
adorn your miniatures. When
painting, the techniques below all
make a distinction between the
lower and higher parts of the body.
This is easily recognisable with the
coarser hair around the head and tail and
the finer fur on the body. The bionics on
the Thunderwolves were picked out using
the same techniques for gold and silver
detailed on the following page.

Basecoat the entire Thunderwolf Now wash the whole model with Drybrush the lower part of the
with a coat of Adeptus Battlegrey. Badab Black. When dry, apply an body and paws with Adeptus
additional wash on the face and Battlegrey. The rest of the model
along the apex of the back, all the should also receive a very light
way to the top of the tail. drybrush using the same colour.
Now apply a drybrush of Next, edge highlight Codex Grey Finally, highlight the coarser hair
Kommando Khaki. Again, paint this around the face and on the coarser on the upper part of the body with
just onto the lower body. hair fronds, Apply a light drybrush pure Space Wolves Grey.

of Vomit Brown to the lower body.




DARK BROWN FUR

Start by basecoating the model
with a coat of Scorched Brown.

Again, focusing on the lower
portion of the body, drybrush the
with Khemri Brown.

-WARHAMMER
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Wash Badab Black all over the
model. When this is dry apply a
second wash coat over the top
portion of the body.

Drybrush Kommando Khaki over

the lower part of the model. Then,
using a 1:1 mix of Calthan Brown

and Codex Grey, drybrush the top
portion of the creature.

Now;, drybrush the lower part of the
Thunderwolf with Calthan Brown,

dOHSNYOM DNILNIV

To finish, highlight the top fur and
face with pure Fortress Grey.

BROWN FV

Begin with a basecoat of Calthan
Brown, applying a solid coat on the
whole miniature,

Now apply a light drybrush of
Vomit Brown to the paws and belly
of the beast.

Wash all over with Gryphonne
Sepia, Then apply a wash of Badab
Black on the coarse fur, paws and
face. Apply a third black wash on
the face and along the spine.

Highlight the face and coarse fur
with Calthan Brown.

Drybrush the entire model with a
light coat of Khemri Brown.

Finally, highlight the same areas
with a 1:1 mix of Calthan Brown
and Vomit Brown.

3
LR
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FINISHING DE
GOLD DETAILING

Basecoat the area with a 1:1 mix of Layer Shining Gold over the area, Now wash the whole area with Finally, edge highlight with thin
Scorched Brown and Shining Gold. but not covering the recesses. Devian Mud. coats of Mithril Silver, to give the
gold a shine.

SILVER METALLICS

Apply Boligun Metal as a basecoat Now wash the silver part with When the previous wash is dry add Edge highlight the grilles and all
to the chosen area. Badab Black. a second wash coat, this time with other angles with Mithril Silver.
Devian Mud.

FACES AND SKIN

Basecoat the exposed skin with New you can wash the area with a Once the wash has dried, layer on Finally, highlight with EIf Flesh.
Calthan Brown. generous coat of Ogryn Flesh. Tallarn Flesh, avoiding the recessed The more highlight you apply, the
parts of the skin. lighter in tone the flesh will appear.

PACK MARKINGS

Using Chaos Black on the right Jain the dots with a Chaos Black Now, fill in the pack markings with Edge highlight inside the black
shoulder pad, start to plot out a key line. You can use lyanden a solid coat of Chaos Black. shapes with a line of Adeptus
Wolf Guard design to your liking. Darksun to sharpen the lines and Battlegrey. Use Bleached Bone to
Place points to map out the design. correct any mistakes. edge highlight the yeflow area.

WHITE DWARF
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FINISHING
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The Thunderwolf’s bionic parts
were painted using techniques
explained elsewhere in this article,
mast notably the silver and the
plates painted as power armour.

The tongue and gums were painted
Liche Purple and layered Warlock
Purple. A quick tip: while the
Warlock Purple is still wet, apply a
small dab of Bleached Bone.

The saddles were first painted
Scorched Brown, followed by a
Badab Black wash. They were then
highlighted with Calthan Brown
and ‘spotted”’ with Bleached Bone.

The red lens of the bionic eve was
first painted Scab Red, blended
with Blood Red and then Blazing
Orange. A single dot of Skull White
was applied to the dark area.

APPLYING [CONS WITH TRANSFERS

The Space Wolves transfer sheet has a multitude of icons.
You can use these in their whole form, or combine them
with a bit of freehand (paint can be readily applied over
transfers) to create even more Space Wolf symbols,
including the Great Company icons not already on the
sheet. | wanted my Thunderwolves to be part of Harald
Deathwolf’'s Great Company, which is why | painted the
left shoulder pad red.

Sven Bloodhow!'s
Great Company

Bran Redmaw's
Great Company

Harald Deathwolf’s
Creat Company

Paint around the wolf symbol, its
eyes and inside the mouth with
a 1:1 mix of Mechrite Red and
Blood Red.

Using the instructions on the
back of the transfer sheet, apply
the symbol in an off-centre
position onto the right pad.

Veery carefully cut out the small
Logan Grimnar symbol from the
transfer sheet. You only need the
wolf head part of the design.

Use Skull White to paint the star.

Start in the middle, then paint on
the tapering points, first as a cross
followed by the diagonals.

PAINTING WORKSHOP: THUNDERWOLF CAVALRY 67
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Jervis Johnson,
dashing gentleman
explorer, has spent
the past year jetting
around the world

to various Games
Days and talking to
you lot. Here’s what
you've been wanting
to know!

Jervis spends pretty much all of
every Games Day chatting to
hobbyists from around the world.

WHITE DWARF

Days last year — UK Games Day in

Birmingham, Spanish Games Day in
Madrid, and Italian Games Day in Modena
—and | always enjoy going to Games Day.
The main reason | enjoy it so much, is that
there is nothing quite like going to a Games
Day to remind me what our hobby is really
all about. It grounds me, and reconnects
me to my hobby roots.

The other thing | love about attending
Games Days is that while we all come from
incredibly diverse cultures, the hobbyists
| meet are enthusiastic about the same
things, and share the same passions. This
means we can quickly establish a rapport,
and can chat away about our hobby.

And this finally leads to the theme for
this month’s Standard Bearer, which is that
I've found that no matter where | go, or
how many Games Days | attend, | often get
asked very similar questions. | thought it
would be worthwhile using Standard Bearer
to showcase the more common questions
I'm asked, and give my answers. After all,
| can only speak to a few dozen people at
every show, and there must be many more
of you wondering the same things.

I was lucky enough to attend three Games

Q. What are you working on?
A. This is probably the most common
question I'm asked, and also the most
difficult to answer. The reason for this is that
I’'m usually working on things that won't
be coming out for ages — sometimes a year
or more in the future. Over that time the
details of the project are likely to change,
and | usually don’t know for sure exactly
when it will be coming out anyway. So,
rather than build up false expectations
about what we're working on and when it
will be coming out, | usually say something
along the lines of ‘Oh, I'm working

on a number of really exciting

projects — check the pages of White

Dwarf and our website to find out more
about them closer to the time they will be
released.’ It's a bit of a cop-out, | know,

but bitter experience has taught me that it's
much better than saying something is going
to happen and later having to explain why
it didn't...

Q. When will there be a new book for

my army?

A. And this is probably the second most
common question | get asked. Once

again, it’s a difficult question to answer
specifically, for the reasons I've just
discussed. However, in this case | can
reassure the questioner that yes, there will
be new models and supporting material for
their army — | just can’t say when. We're
committed to supporting all of the armies
that are currently available for our games,
and although there can sometimes be large
gaps between releases, this is only because
we're trying to make sure that when the
releases come out they are as splendid as it
is possible to make them. This means that
if you have a favourite army, and it hasn’t
had any new models for a while, you can
be certain that we're working away behind
the scenes, trying out ideas and coming up
with new cancepts. Sometimes this process
takes a few months, and sometimes it can
go on for years. Once we're happy that
everything is perfect, the project will get

a green light, and will be announced with
suitable fanfare.

Q. What is your favourite army?

A. This is always a difficult question

to answer, because as a designer my
relationship with an army is very different
to that of a player. Over the years |'ve
worked on just about every army we make,
and in every case, while | was working on
the army, it was my favourite. To be honest,
all of the creative people | work with are
the same way — we have to be able to fall in
love with whatever it is we're working on,
as otherwise we simply wouldn’t be able to
produce material that is of sufficiently high
quality for Games Workshop to bring out.
So right at the moment my favourite army is
the Ogres, while Mat Ward is very fond of
the Necrons. In a few months, fickle coves
that we are, our affections will have been
transferred to a new army...

Q. How do | get to be a games designer
and work at the Studio?

A. Well, first of all you should keep an eye
on the pages of White Dwarf or our website
for the Studio jobs that occasionally come
up, and apply for them. Then you need to
be talented, work hard, be stubborn and
get lucky! All of the people | work with

in the Studio are incredibly talented, but




they will all tell you that sheer talent is
simply not enough. First of all you need to
work hard to practice your skills, and be
willing to keep on working hard to improve
them. I've been told that learning a new
skill is 10% ability and 90% practice, and
that seem around about right to me. As a
games designer, you will need to be able
to play all of our games, write rules for all
of them, and be able to write creatively
too. In addition to the ability to actually
do the job, however, you will also need
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Of course it’s not just Jervis who
hobbyists want to talk to at Games
Day, but all manner of Studio folk.

Q. How do you playtest the rules?

A. The process is quite simple really.
When a new set of rules or a new army
list is written, the first playtest games will
all be done by the Games Development
team. These early tests are mainly about
making sure that the rules “feel’ right — in
other words, that they emulate the game
background well, and bring the army to
life on the tabletop. Once we're happy
with this aspect of the rules, we call in a
group of players knows as our ‘external

€€ The thing I love about attending Games Days is that
while we all come from diverse cultures, hobbyists
are enthusiastic about the same things. 99

to stubbornly pursue it, come hell or high
water. And lastly, you need to be lucky:
quite often, getting a job in the Studio
comes down to being in the right place at
the right time. | know that's why I'm here!

Q. How do you decide what to release?

A. As I've already mentioned, we plan to
bring out new models and updated army
books for all of our armies. However, we
don’t have a strict schedule that decides
what order we do things in. We've found
that it's far more important to wait until
there is an enthusiastic group of designers
who really want to work on a project and
have some great ideas about what we could
do. So, while we might put out the word
that it's about time we did something for
‘Army X', it won't go on the schedule unless
we have a really good set of ideas. Until
then, we’'ll just keep on brainstorming ideas
until inspiration strikes!

playtesters’. These are experienced players,
many hardened veterans of the tournament
circuit, and they help us make sure that

the rules are as loophole free as we can
make them, and that the points in any army
lists are correct. Meanwhile the games
developers carry on testing the rules,
making corrections as needed based on the
games being played and the feedback we
receive. The process takes anywhere from
three months to well over a year, depending
on the complexity of the project.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio

And with that | will leave you for another
month. As ever, please write to me if you
have any thoughts or questions about

Standard Bearer. Even better, come over Games Workshop
and talk to me in person at one of our Willow Road
Games Days. There really is nothing | like Nottingham
better than discussing the hobby, and you'll NG7 2WS

be helping me recharge my hobby batteries
at the same time!

United Kingdom

STANDARD BEARER
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STRATEGY BATTLE GAME D

AMBUSH AT AMON SUL

Having evaded the pursuing Nazgiil at Bree, Aragorn and the four intrepid Hobbits
seek refuge amid the ruins of Weathertop. Andy Hall and Tom Hutchings join the
story to refight the action as the Ringwraiths launch their ambush by moonlight.

[ORDSHRINGS
FREE PEOPLES

The Attack at Weathertop
extract shown opposite

is one of seven narrative
scenarios featured in the
Free Peoples sourcebook.
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d‘»t rmmth, to celebrate the release of
or The Lnrd nt

da palr UT battle reports plttin}.,

two armies against one another in Points
Match games. This month, we wanted
nother aspect included in

ks: the narrative scenarios

auch an exciting scene from th Fe!lu\mhlp
of the Ring mov

down to the Forge World office (and no
small amount of begging and pleading),
we returned with their beautiful Ruined
Watchtower of Amon Sl terrain kit to use!

So that was the scenario and terrain
sorted. Now all we needed were two
willing volunteers. Fresh from his victc
over Andrew Kenrick last issue (That’s

1gh about that — Ed), Andy Hall was
keen to continue his winning «,Ireak, and
snapped up Aragorn and the four Hobbits.
But a fell voice emanating from the darkest
corner of the Studio was unmistakably that
of Tom Hutchings, White Dwarf's very

k Lord. Tom has long had a penchant
for all things Evil, so we were frankly
unsurprised when he demanded the right to
command the Nazg(l in the battle report.

As a narrative scenario, the forces
involved were predetermined, so both
players retreated with their respective
sourcebooks to come up with a plan. Andy
quietly beseeched the Valar for guidance as
Tom returned to his shadowy sanctum.




ATTACK ON WEATHERTOP

— e — sl

In a desperate bid to reach Rivendell, Aragorn leads Frodo, Sam, Merry and Pippin into the barren wilderness. They are
pursued by those who hunt the ring — the dreaded Ringwraiths. On the ancient hill known as Weathertop, the Hobbits are

attacked by four Ringwraiths and the Witch King himself.

Aragorn, accompanied by Frodo, Sam, Merry and Pippin, has
decided to make camp here for the night, so as to have a

* better view of their surroundings. As darkness closes in, the

company make a fire to fight off the chill. Whilst Aragorn
searches the slopes for more firewood, the enemy has spotted
the campfire and approaches the makeshift camp unseen.
The battle that follows is as much a battle of wills as of blades
— can Frodo and his companions withstand the might of five
dreaded Nazgal?

PARTICIPANTS - GOOD

This scenario features Aragorn - Strider, Frodo Baggins,
Samwise Gamgee, Meriadoc Brandybuck and Peregrin Took,
all found in the Fellowship army list.

PARTICIPANTS - EVIL

On the Evil side there are four unnamed Ringwraiths and

the Witch-king, all from the Mordor army list (Mordor
sourcebook) with the minimum amounts of Might, Will and
Fate. All the Ringwraiths are on foot, having left their mounts
at the foot of the hill some distance away.

LAYOUT _

The game is played on a 48"/112cm x 48"/112cm table. The
summit of Weathertop is represented by a raised circular
plateau whose top is approximately 12"/28cm in diameter.
The edge of this plateau is demarcated by ruined foundations
forming a broken circle around the top of the hill.

The ruins comprise a mix of open ground, walls low enough
to jump over, and higher walls that are impassable. This lies

in the centre of the playing area. The area around represents
the lower slopes of the hill - but to be practical, a flat table
surface will do fine. In the centre of the ruined circle is a camp
fire. This can be represented in any convenient way - a piece
of cotton wool will serve for fire smoke.

STARTING POSITIONS

The Good side starts off with the Hobbits within the ruined
circle. Aragorn must be placed within 6"/14cm of the
northern board edge. Once the Good side has set up, the Evil
side sets up at least 18"/42cm away from the Ruins as shown
on the map.

INITIAL PRIORITY

The Good player has priority in the first turn, but note, they
cannot act until they spot the enemy (see Special Rules).

OBJECTIVES

The Evil side wins if they can kill Frodo or there are no Good
models in the Ruins at the start of any turn. The Good side
wins if there are no Evil models within the Ruins at the

start of any turn once five turns have passed. If there are no
models at all in the circle at the start of any turn after five
turns, and assuming that Frodo still lives, the game finishes
and the result is a draw.

SPECIAL RULES

Spotting the Shadows. The Good side cannot act until they
have sensed the presence of the approaching enemy. This

is established by rolling a dice at the start of each turn. On
the roll of a 1, 2 or 3 the Evil models have not been detected
and the Good side may do nothing that turn - the Evil side
can move as normal. On the roll of a 4, 5 or 6 the Good side
has realised what is happening and both sides can act. Once
both sides are active, roll for priority as normal. Although the
Good side will probably detect the enemy long beforehand,
they will automatically do so if there are enemy models
within 6"/14cm of the circle’s edge at the start of any turn or
if the Evil side has already attempted to shoot or use magical
powers in the previous turn.

The Force of Good. Amon S{l was once a great fortress of
good. Any Evil model in the circle at the start of its move must
test its Courage in the same way as if it were broken.

The Campfire. No model may pass through the fire. Any Good
model that is next to the fire can take a flaming brand - this
takes half of the model’s move. A brand counts as a hand
weapon — such as a sword or club. The player must indicate
to his opponent which models have brands — mark it on your
record sheet to help you remember. If a model with a brand
wins a combat but does not slay his enemy, he can force the
foe to retreat by a further full move. As the model will have
already been beaten back 1"/2cm as a result of the combat,
this will place the model out of charge reach in the next turn.
The Good player may choose not to use the brand.
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THEY ARE COMING...

ndy kicked off proceedings by
Asetting up the Hobbits surrounding

the campfire and deploying Aragorn
to the north of the ruined watchtower. Tom
responded by placing the Witch-king and
three other Ringwraiths in a semi-circle to
the south. But he positioned one Ringwraith
in the north-east, preparing to engage
Aragorn with magic as soon as possible.

Andy began the game by rolling to
see if Aragorn or the Hobbits had spotted
the approaching Nazgfl. Passing his roll
with a 4, Andy immediately sent Aragorn
racing southwards as the Hobbits snatched
up flaming brands from the campfire.
Tom’s Nazg(l advanced on the ruined
watchtower, but his Ringwraith in the north
cast Sap Will on Aragorn, though the son of
Arathorn resisted the magical attack.

Tom won priority in Turn 2, but he
failed in his attempt to cast Sap Will this
time round as his five Nazgil continued to
close on the Hobbits in the centre. Andy
wasted no time moving Aragorn further
south, but could do little else this turn.

Having regained priority, Aragorn
finally reached the outer ruins of the
watchtower and clambered onto the higher
ground, much to the relief of the Hobbits.
A frustrated Tom had to make three more

attempts to successfully cast Sap Will on
Aragorn with his Ringwraiths as they closed
to within 12", though this too was resisted.
But the breakthrough came when the
Witch-king and Tom's remaining Nazg(l
permanently reduced Aragorn’s Courage

by 1 point apiece with Drain Courage. In
doing so, Tom cunningly sought to hamper
Aragorn’s chances of passing a Terror test to
charge his Ringwraiths.

In Turn 4, Evil regained the pr[onty
though Tom passed the Courage tests
required for his models standing within
the watchtower’s sacred ground. The
Ringwraiths continued their magical
assaults, reducing Aragorn’s Courage to
a paltry 1 with a series of spells as they
advanced on the hapless Hobbits. Andy
could do little in response, failing his Terror
test with Aragorn and stooping for stones
with his Hobbits in a desperate bid to drive
off Tom's Ringwraiths. It may have seemed
a touch overambitious at first, but Andy’s
fortunes were about to change dramatically
in the Shoot phase... (see below)

Reeling from the loss of such a crucial
Hero last turn, Tom won priority and
resolved to make the most of the situation.
His Ringwraiths cast Compel on Sam to
drive him back before drawing Frodo into

TURNS 1-8

Magical Powers

Powerful Heroes such as
Aragorn are formidable
opponents to face in
battle, but Ringwraiths
have access to a selection
of magical powers with
which to confound
them. Spells of a more
subtle nature, such as
Drain Courage, are often
overlooked, but in the
right circumstances, can
still win you the game.

A SHOT IN THE DARK

Andy’s decision to throw stones at the approaching
Ringwraiths with his Hobbits seemed a little ambitious
at first — even though the plucky young Hobbits would
only need a 3+ to hit them, the Strength 1 attack would
require a 6 followed by another 6 to overcome their
enormous Defence value of 8. Hitting the Witch-king

king by throwing a stone!

with the stone thrown by Sam, Andy rolled a 5 to
wound. Feeling lucky, Andy used Sam’s only Might point,
meaning he would also only need a 5+ on his second
roll. Moments later the dice clattered down, seemingly
in slow motion, to reveal a 5 — Sam had slain the Witch-

WHITE DWARF




combat with the same spell. The remaining
two Nazg(l charged Merry and Pippin.
Things started looking ominous for Andy
rn once again failed his Terror
oriu in mmhat Hm\ wou!d the

he rolled for hIS Lumbdtt. Hls pr S
evidently aided him as the valiant Hobbits
n all of their fights and drove the Nazgal
back with their flaming brands.
Breathing a sigh of relief after his luck
moments earlier, Andy won back priority
in Turn 6. Aragorn failed his Terror test,
though Tom was out of range to take full
advantage. However, he did mana
Fmriu mtn UJFI'Ibcit using Cum

Ih Aragorn com:n ued

o

to fJ” h|<
the k:ng\

continued to Iet him dow
all the while his Ringwraiths v
to expend precious Will points at
of every combat — so much so, in fz
that by the end of Turn 8, Tom had lost
another Ringwraith, its store of Will entirely
depleted, causing the embattled Nazgil to
be banished.

JORD e}
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STRATEGY BATTLE GAME ?

STUCK ON THE SIDELINES

Tom's persistent use of the dehllliatmg spell, Drain Courage, on
Aragorn in the opening turns was paying dividends at this point in the
game. Combined with the -1 Courage penalty imposed by the Nazgiils’
Harbinger of Evil special rule, Aragorn was effectively Courage 0,

making his Terror tests incredibly difficult to pass.

AMBUSH AT AMON SUL 73
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NEWFOUND COURAGE

Andy continued to win priority, and with no Might
points to call heroic actions, the Ringwraiths were losing
many of their opportunities to cast spells. To make
matters worse, in Turn 9, Aragorn finally passed a Terror
test (though it cost him 3 Might points to do so!) and
charged a Ringwraith. After some deft swordplay, he

BACK TO THE SHADOW!rurns g1

struck his opponent down, leaving Tom with only two
Ringwraiths remaining.
Tom'’s doom was sealed in the last few turns, with
Pippin fighting and draining the last Will point from
one Ringwraith, before Aragorn once more found his
courage, charging and slaying the last of their number.

Andy: The Lord of the
Rings players more
experienced than |
have noted that this
scenario is especially
hard to win as the
Good player. And for
the first half of the
game | simply couldn’t
see how | was going
to claim victory. After all, Tom had done an
especially good job of magically attacking
Aragorn to the point where his Courage was
all but spent and | needed to roll a 10 or
more to get him to charge the Ringwraiths.

But while Strider was paralysed, the
Hobbits stepped up. With burning brands in
hand, they went fearlessly into combat and
won every single Fight they were involved
with. Finally, Strider, no doubt encouraged
and/or shamed by the Hobbits’ redoubtable
performance, joined the fray and five of the
Nine were despatched. The thing | learned
here is Hobbits are actually quite plucky in
a Fight, especially when used in pairs.

And, of course, let'’s not forget Sam
taking out the Witch-king with a well flung
stone — that certainly drew a few harsh
words from Tom in the Dark Tongue!
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Tom: Bah! My fiendish
masterplan has been
undone! To be fair, |
thought the first half of
the game went pretty
well, despite failing

to cast a few of my
earlier spells. Reducing
Aragorn’s Courage
proved to be highly
effective, neutralising him out of much of
the game.

The turning point of the game was
without doubt the moment that Sam felled
the Witch-king with a stone. A stone!

Such an ignominious defeat for Sauron’s
mightiest servant. All the more galling was
that he still had eight Will points remaining
and | had been keeping him back to
support my other Ringwraiths with spells
once the fighting started. So much for that.

As soon as my Ringwraiths got into
combat with the Hobbits, everything
seemed to go drastically downbhill. I lost
all six of their fights over the course of two
turns, despite having the higher Fight value
in each combat. In fact, during the one
combat | did win against Pippin later on, |
failed to wound the little blighter.

The Rematch

Having thoroughly
enjoyed playing the
scenario, Andy and Tom
decided to swap sides
and have another go.
Having learned from
each other’s tactics in
the first game, would the
rematch go differently?
Apparently not. In
fact, Andy’s inability to
successfully cast any
significant spells with the
Nazgil and thus hamper
Aragorn’s deadly combat
potential saw the game
ended by Turn 6! Tom
even managed to call
a heroic combat with
Aragorn to banish two
Ringwraiths in the same
turn, though it cost him
all his Might points to do
so. Ultimately, it seemed
that fortune smiled on
the Ringbearer once
again as Sauron’s greatest
servants were defeated.




Refight the Attack at Weathertop

If you want to refight the battle report at home and see whether you can do any
better than Andy and Tom, the following Citadel Finecast box sets contain all the

miniatures you'll need.

Fellowship of the Ring

The Fellowship of the Ring are the nine brave
heroes of the Free Peoples that set forth to
destroy the One Ring, comprised of some of the
greatest champions of each race and available
together in this Citadel Finecast resin box set.

99871499005

£41, €6 O00rmb, 200z

Nazgiil

The deadliest servants of the Dark Lord, the
Nazg(l were once kings of men that were
corrupted by Sauron in an age long past. This
box set contains all nine of the Ringwraiths in
Citadel Finecast resin.

G987 1499004

r. 400rmb, 17521

FOR THE FULL THE LORD OF THE RINGS RANGE VISIT OUR WEBSITE:
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“CIVIL WAR

In thlS month’s penultimate instalment of the Warhammer Civil War Expansion we
take a look at Elves in their many forms, as well as the chivalrous Bretonnians, We

i |

start though with the Scions of the Dark Gods —~ Daemons' | o SR §

The Civil War Expansion
is published in four parts
and began in January’s
White Dwarf. This is

the third part, with the
fourth and final chapter
of the series due in next
month’s issue.
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O arf we've heen publlshmg a
hrand new Warhammer Expansion

that allows you even great
when fighting a battle

Nar Army
Tables and f instalment we
continue to add even more.
The Chaos Gods are fore
for dominance, the Daemons of Chaos
their chosen warriors pitched against
one annthcr todob Jttic in the R&‘a!m of

Daemonettes and Seekers of Slaanesh
fought Plaguebearer hordes across the
Black Mountalm and down into the
populated vales beyond.

Of course, the Daemons do not have
a monopoly on internecine war. History

Il !\mqhtn\ who have sworn f a]t\' Jnd
summon the peasant levies to war. This
happened in 2 vhen Lc:ld Hayden nt

Duke Beneturt SV
pig that s g on the table. Many
peasants died to settle the Duke’s honour.
Even the Elves are not immune to
calling their banners over perceived slights
to their honour. They are also responsible
for the most devastating civil war of them
all, the Sundering, the result of which
forever split the Elves into two separate
nations — the High Elves and Dark Elves —
and almost de d the world.

: lowing pages, but
don't forget to join us next month, when we
conclude the Civil War Expansion.
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| Roll once on this table if you are fighting a Civil War between two Daemons of Chaos armies. |
‘ 2

Chaos Enervated: The tides of Chaos ebb, leaving the Daemons weakened. All Daemonic Aura ward saves '
are reduced by 1. |

The Hidden Library: Within this section of the Impossible Fortress even the air is thick with sorcerous .
knowledge. When setting up the terrain, use D3 Arcane Ruins and D3 Wizard’s Towers in addition to the
other terrain you normally deploy. Finally, all Wizards are Loremasters of their chosen spell lore. |I

The Plains of Blood: This battle is fought deep in Khorne’s domain. When setting up the terrain for the battle, Ii
set up D3 Towers of Blood in addition to the other terrain you normally deploy. For the duration of this battle, |
any Wizard who rolls any double as part of their casting roll suffers a miscast. Furthermore, any Wizard who
suffers a miscast loses D3 magic levels and gains both the Hatred and Frenzy special rules.

The Carnival of Excess Begins: Slaanesh has decreed this day to be a glorious celebration of his magnificence. |
All Keepers of Secrets, Heralds of Slaanesh, Daemonettes, Seekers and Fiends have +2 Movement.

Let Pestilence Bloom! Father Nurgle’s plagues are ravaging the mortal world, propelling him and his minions |
to ever greater power. All Great Unclean Ones, Heralds of Nurgle, Plaguebearers, Nurglings and Beasts of
Nurgle have +1 Toughness. ‘

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. '

Skulls for the Skull Throne! Khorne has risen to supremacy. All Bloodthirsters, Heralds of Khorne, ‘
Bloodletters, Bloodcrushers and Daemon Princes with the Mark of Khorne have +1 Attack. ‘

All Hail the Changer of Ways! Several of Tzeentch's plans have come to fruition at once. All Lords of Change,
Heralds of Tzeentch, Pink Horrors, Screamers and Flamers have +1 ward save. &

Deep in the Garden of Nurgle: This battle takes place amidst the festering forests surrounding Nurgle’s manse. |
When setting up the terrain for the battle, set up D3 pieces of forest terrain and D3 swamps in addition to
the other terrain you normally deploy. All forests (not just the extra ones) use the rules for Venom Thickets. |
All swamps are dangerous terrain for all models. Whenever a model is removed through a failed dangerous |
terrain test, roll a D6 — on a score of 4 or more, the daemonic flora within the terrain feature attacks all units |
at least partially within the terrain feature, inflicting 2D6 Strength 4 hits on each. i

The Circles of Seduction: The fight has spilled over into Slaanesh’s domain, and the Dark Prince is quick to \
empower any combatant if it increases his chances of ensnaring them. Any character can re-roll a single D6 |
per phase, but keep a tally of how many re-rolls each character has made in total. At the end of every turn,
nominate each character that has claimed at least 3 re-rolls and roll D6 equal to the number of re-rolls that
character has made. If the result contains three or more 6s, Slaanesh whisks the character away to his palace ‘
~ remove the model as a casualty. Roll for every applicable model before continuing to the next turn.

A Realm in Flux: The chaotic landscape never stays the same way for long. Roll again on this table, re-rolling ‘
any further results of 12. Ignore any additional terrain placement given in the result, but the remaining rules
are used for the first game turn. At the start of the next game turn, roll again on this table, re-rolling results of |
12 - terrain placement instructions aside, these rules are used for the rest of this game turn (they replace any
rules previously generated from this table). Follow this procedure at the start of each new game turn. ‘
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|| Roll once on this table if you are fighting a Civil War between two High EIf armies, |
| 2

|

The Dragons Awake: The caverns deep in the Dragon Spine Mountains blaze with unnatural heat. Dragons |
now wake with hearts full of fury, to fulfil pacts made in ages past. All Dragons add D3 to all their statistics .
(to a maximum of 10, roll for each statistic separately) for the duration of this game.

The Rise of Nobility: Political intrigue and treachery are an art form in the courts of Ulthuan, but rarely does
such manipulation spread to open warfare. When it does, there is a chance to settle grudges and display |
prowess. Any Lord or Hero (including it’s mount) who slays an enemy Lord or Hero scores an additional 100 |
victory points for his side.

The Glittering Host: Regiments of Spearmen, Sea Guard or Archers that are destroyed or flee the table will
return at full strength (minus any magic banners and characters that had joined them) as reinforcements next
turn. They may enter play during the Remaining Moves sub-phase of their controlling player’s turn, entering

the battlefield from anywhere on their own table edge. |

The Lion’s Roar: Chrace has raised its banners to the cause, using hidden pathways to reach the battlefield
ahead of their foes. Regiments of White Lions and White Lion Chariots gain the Vanguard special Rule. !

Traitors: The enemy are Dark Elves, masquerading as your own kin you're sure of it! This insult cannot be
borne. Slay them all. All High EIf models gain the Frenzy special rule. .

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. ‘

The Fires of Asuryan. The phoenix, symbol of Asuryan, casts its ruddy fire glow upon the battlefield. All
Flaming Attacks add +2 to their Strength value, as do the Phoenix Guard.

Arcane Aid: The Sapheric hosts have joined the war, lending their magical prowess to the battlefield. All I
Wizards on the battlefield increase their level by 2 (both in terms of the number of spells they know, and '
the bonus to casting and dispel attempts). Whenever a miscast is rolled, roll twice — your opponent chooses |
which result applies.

Immortal Intrigue: Now is the chance to right wrongs and settle grudges that have simmered and festered for |
an age. Any challenge that is issued may not be refused — the challenger may even declare a specific enemy |
model who must answer it. |

Magic of the Annulii: The magical power that swirls around the Annulii Mountains has made the monsters -|
and magical beasts of Ulthuan even more formidable than usual. All mounts and monsters in the force are f
swollen with magical power. Increase their Weapon Skill, Strength and Attacks by 1 each. Furthermore,
improve their ward save by +1. ‘

The Legacy of Aenarion: The time of legends has come, and heroes on the battlefield have taken on the

visage and aspect of Aenarion. There is no doubt the gods of Ulthuan are watching whatever transpires here,
the victors will be blessed; the losers cursed for generations. Each player secretly notes one of their Lords or ‘
Heroes. That model has become imbued with the spirit of Aenarion. The chosen model receives +3 to his
Weapon Skill, Ballistic Skill, Strength, Toughness, Wounds, Initiative and Attacks for the duration of the battle |
(to a maximum of 10). However, he must pass a Leadership at the start of each of his turns or automatically ‘
succumb to the curse of Aenarion and die.
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| Roll once on this table if you are fighting a Civil War between two armies of Dark Elves. '

| 2 Master of Poisons: A third party has convinced both sides that their poisons will give them the edge needed |
| to triumph. All weapons (close combat, shooting and magical) have the Poisoned special rule. '

| 3 Beastmaster’s Pride: The two sides have both been boasting that their beastmasters have the most fearsome |

| creatures in all of Naggaroth. All Dark Pegasi, War Hydras, Manticore and Black Dragons in both armies have '

| +1 Strength and +1 Toughness. In addition, both sides score double the normal number of victory points for
any of these units in the opposing army that are destroyed or have fled the table. If taken as a mount, it is only |
the creature’s victory points that are doubled, not its riders. ’

‘ 4 Blood Frenzy: Both sides have captured enemy scouts and fed them to their Cold Ones. All Cold Ones in
i both armies lose the Stupidity rule for this battle and gain the Frenzy special rule. |

5 Harpy Spyre: The battle is being fought in the hunting grounds of a Harpy nest and they are circling above [
| waiting for the right moment to strike. At the end of each phase, roll a D6 for each unit that has suffered 5 or
| more casualties in that phase. The unit suffers a number of Strength 3 hits equal to the D6 result.

6 The Black Forest: The battle is taking place in the blood-soaked Black Forest. When setting up the terrain for
the battle, set up D3 pieces of forest terrain in addition to the other terrain you normally deploy. All forests ‘
(not just the extra ones) use the rules for Blood Forests.

7  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. ‘

8 Assassination: Both sides have baited the other into open conflict in the hope of assassinating their opposing
general. Both sides must add a Dark EIf Assassin to their army list (with equipment and gifts up to the normal
limit). This extra Assassin costs no points and awards no victory points. A side automatically wins if their
assassin kills the opposing side’s General. Should the two Assassins perform this task in the same phase then | |
the game is a draw. |

9  Altar of Khaine: Place a piece of terrain in the centre of the battlefield to represent the Altar of Khaine. All |
| units within 6" of this terrain piece have the Devastating Charge special rule. In addition any Khainite unit I

{ within 6" of this terrain piece also has the Unbreakable special rule. Finally, the side with a non-fleeing unit |
| that is closest to the Altar of Khaine at the end of the battle receives 250 bonus victory points.

[ 10 For the Glory of Khaine: Both sides’ Disciples of Khaine wish to prove their worth over their rivals. All models |
with the Khainite special rule from both sides gain the Devastating Charge special rule. |

11 The True Power of Darkness: Desperate to wreak carnage, the Sorceresses have chosen a battlefield littered
with arcane ruins, they are prepared to go to any length to win this battle. The Power of Darkness spell adds
D6+1 power dice rather than D3+1. However, if a 1 is rolled the Wizard that cast it immediately suffers a
Wound with no saves of any kind allowed. In addition when setting up the terrain for the battle, set up D3
Wizards Towers and D3 Arcane Ruins in addition to the other terrain you normally deploy. |

12 Blood Feud: Both sides are prepared to win no matter the costs. They have drafted in extra warriors and called |
back their scouts from other missions. Units of Dark EIf Warriors, Dark EIf Crossbowmen, Dark Riders or
Harpies that are destroyed or flee the table return at full strength as reinforcements in their next turn. They |
may enter play anywhere on their own table edge.
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| Roll once on this table if you are fighting a Civil War between two Wood EIf armies.
‘ 2

Contest of Archery: This battle has been convened as a competition between the two sides’ most skilled
archers, and enchantments of swiftness have been cast that they might truly show their skill. Each player
turn has two Shooting phases, rather than one. Only models armed with longbows can shoot in the second
Shooting phase each turn.

The Depths of Winter: This battle occurs during the winter, where the tree spirits of Athel Loren are at their
lowest ebb. All units of Dryads and Tree-kin, as well as Treemen, Treeman Ancients and Branchwraiths are
slumbering at the start of the game, and cannot move, shoat, cast spells or, in fact, do anything at all until
woken. At the start of each of your turns, roll a D6 for each slumbering unit — if the score is equal to or less
than the turn number, the unit immediately wakes up and acts normally for the rest of the game — otherwise it
continues to slumber. A slumbering unit automatically wakes up when it is the target of a shooting attack, the
target of an enemy spell or a charge is successfully completed against it.

War in the Wildwood: This battle is fought in a troubled and twisted part of Athel Loren, where the

Forest Spirits have grown cruel. Units of Dryads and Tree-kin, as well as Treemen, Treeman Ancients and
Branchwraiths cannot benefit from the Hold Your Ground! or Inspiring Presence special rules. In addition, all
forests on the board are automatically Wild Woods — there is no need to roll.

Ferocious Spites: The battle has disturbed several nests of spites, who hungrily descend upon traceries of
magic. Whenever a casting roll contains one or more doubles, both the target unit and the caster’s unit suffer
D6 hits resolved at a Strength equal to the double. If more than one double is rolled, use the highest.

The Primal Path: This battle has been convened to settle whether Spellweavers from the Court of Orion or the
Court of Ariel should have dominance in council. Randomly choose one player. All Wizards in that player's
army must use the Lore of Beasts instead of their normal lore. His opponent’s Wizards must all use the Lore of
Life instead of their normal lore.

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.

Hunter’s Contest: The two sides have brought their greatest hunters together to determine who is fiercest and
fastest amongst them. All Wild Riders, Glade Riders, Wood EIf Scouts and characters from either the Wild
Rider, Scout or Alter kindreds have +1 Weapon Skill, +1 Ballistic Skill and +1 Movement.

Lest the Dead Shall Wake: Wizards on both sides are careful not to use their full sorcery, lest the stray magic
arouses the restless dead entombed nearby. Wizards cannot use boosted spells for the duration of this battle.

Pyre of the Greene King: The two sides are fighting for the honour of carrying Orion’s ashes to Ariel’s keeping.
Place a coin-sized marker in the centre of the board. At the end of the game, the side with the most models
within 6" of the marker, claims the ashes and wins the battle, regardless of the normal victory conditions.

The Height of Summer: The madness of Orion’s hunt is at its peak, and none can resist its call. All units in
both armies have the Frenzy special rule. Units that already have Frenzy (or subsequently gain it from another
source) gain +2 Attacks instead of +1, and automatically fail any Leadership tests caused by Frenzy.

In Praise of Loec: Enchantments have been woven that imbue the Wardancer's skill. All Elves (not Forest
Spirits, mounts or other creatures) have the Shadow Dances of Loec special rule for the duration of the battle.
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A note on Bretonnian Civil Wars:

Before the game begins, but after both armies are deployed the
| players must hide a dice under their palm — if they wish to pray
| for the Blessing of the Lady, the dice must show a 6. If they do
not wish to pray, it must show a 1. The dice are then revealed.
If both players wish to pray, they both get the Blessing and then
the game continues as normal (roll to see who goes first). If
both players do not wish to pray, neither army gets the Blessing
and then the game continues as normal (roll to see who goes
first). If one of them wishes to pray and the other does not, the
praying army gets the Blessing and the other does not get the
Blessing, but gets to choose whether to go first or second.

| Roll once on this table if you are fighting a Civil War between two armies of Bretonnians.

| 2 The Lady’s Favour: Would the Lady truly show favour over her loyal sons? The first time a unit is called to
| make a saving throw due to the Blessing of the Lady, take a Leadership test. If passed, mark that unit out — all
| of its saves that are made thanks to the Blessing are improved by +1 for the duration of the battle.

| 3 Purebreds: Bretonnian warhorses are mighty beasts one and all. On this day, however, they seem that much
the greater. All Warhorses, Pegasi and Royal Pegasi receive +1 Strength.

‘ 4 AToken of my Esteem: A kerchief, scarf or garter tied to the lance or buckles of a knight's armour can have
| miraculous effects. Each player may choose a single magic item from the Blessed Heirlooms of Bretonnia
i to bestow upon a Hero or Lord in their force. This item may not take the model outside of his normal

J allowances. If this model is slain by another character, that character automatically gains the item.

5 The True King: Pretenders to the throne are, sadly, all too common. The Battle Standard proves the Lord’s right
| to rule... If the Paladin carrying the Battle Standard is slain, every unit in the army must take a Panic test.

6 A Duel to the Death: Before the battle, a hero from each army is chosen to represent the cause in a fearsome
duel to the death. Before the game starts, each player must nominate a Lord or Hero from their force. These
start the battle in base contact with one another (place them in the centre of the battlefield or as close to it as
possible) and will fight in the ensuing Close Combat phase. No other models may interfere in this duel and
both models are unbreakable. Once one model is slain, the survivor causes Terror for the rest of the battle.

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

8 Unbending Valour. Every knight is determined to carve out a legendary reputation. Every time a character
slays an enemy in a challenge, quickly work out the points cost of the protagonists. If the winner was also
the cheaper model, his army scores +100 victory points. In games where victory points are not used, comfort
yourself with the knowledge that taverns across the realm will resound to the story, nonetheless.

9 The Peasants are Revolting: Having forgotten their loyalty, and their true places, the peasants are refusing to
listen to their betters. Units with the Peasant’s Duty may no longer use the Leadership of nearby knights. They
do, however, gain the Frenzy and Stubborn special rules.

| 10 The Damsel’s Glory: Magic flows through the realm, imbuing Damsels and Prophetesses with power. When a
Damsel or Prophetess casts a spell, roll as usual but add an additional D6 to the result. This extra D6 must be
added, whether it is wanted or not and may cause the spell to be miscast in the usual manner.

11 The Lances of Heroes: The blood of Gilles le Breton flows strongly in his sons today! All rolls of 1 to wound
made by charging knights (of any stripe) must be re-rolled.

12 The Grail: Whether it be real or false, the Grail lies upon the field of battle. Place a marker representing the
suspected Grail in the centre of the battlefield. Any unit of Knights Errant, Knights of the Realm or Questing
Knights (as well as Paladins or Bretonnian Lords) that moves into base contact with the marker must end its
move and attempt to sup from the Grail. First, the unit takes a Leadership test. If failed, it gains the Stupidity
special rule for the duration of the game. If it passes, the unit exchanges any previous vow for the Grail Vow.
Only one unit may sup from the Grail each turn. If an enemy unit is currently in contact with the grail, it must
be destroyed or routed before another unit may attempt to sup.
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Joe: I'm nominating the Empire Battle
Wizards plastic kit into the Hall of Fame for
many reasons. From a practical perspective,
Brian Nelson, the kit's designer, has
crammed the frame full of flavourful parts,
allowing you to create two complete Battle
Wizards and hint at their allegiance to five
of the eight magical colleges.

However, looking at the kit from a more
subjective view and what really propels it
into the Hall of Fame for me is the perfect
balance between sculpted detail and free
space. I'm unashamedly a painter first and
foremost, and so appraise each project on
how I can paint it up. In my opinion, an
under-detailed miniature runs the risk of
looking boring, while an overly sculpted
one can prevent you from putting your own
stamp on the miniature. The Empire Battle
Wizards are a perfect balance. You have the
long flowing robes on the figures that will
take any colour or design you wish to paint
as well as a great choice of accoutrements,
allowing you to further tailor the models.
This gives you a massive variety and there’s

EMPIRE BATTLE WIZARDS

NOMINATED BY JOE TOMASZEWSKI

Joe Tomaszewski

The white eyes
imply the Wizard
is in the midst of
channelling a spell.

The cloak has a
freehand twin-tailed

comet design
painted on the back.

This Wizard has been painted
in Celestial colours. Note how
the hands interact with the orb.

To suggest a Bright Wizard, the
head with pointy beard and
flaming staff were chosen.

82 WHITE DWARF

CITADEL

HALL OF FAME

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

no reason why any two Wizards assembled
and painted from this kit need ever be the
same. All of which fits in very well with
the background of the Wizards themselves,
who are generally meant to be distinctive
eccentrics and mysterious beings anyway.
And if you're busy working on an Empire
army, then what better way to take a break
from painting lots of uniformed ranks and
large regiments than a brightly coloured
and characterful Wizard?

Another reason the kit is worthy of
nomination is that the models you can
create lend themselves to painting at any
level, no matter what the skill of the painter.
The robes are a great example: they look
fine with a basecoat and wash that will
freely flow freely into the recesses; or you
can paint a more involved blended layer;
or even a complex freehand design replete
with glowing runes and star clusters.

It's for this versatility — both in
the design of the kit and the painting
opportunities it affords — that I'm inducting
the Battle Wizards into the Hall of Fame.

DESIGNER'S RESPONSE
b v -9 I :

o give the modeller the ability

ible two Battle Wizards, with no

leanings to any particular lore.
The accessories were added to simply hint
at the possibilities, and should be used in
any combination you see fit. What | didn’t
want was for it to become prescriptive, for
instance the Bright Wizard does not have
to hold the flaming staff. It is totally up to
the hobbyist, and I think that has been the
case throughout the kit’s life. Saying that,
there is clearly a gap for the more rugged
and ‘outdoorsy’ colleges — Amber, Jade
and Grey — and so Id love to have a go at
sculpting them at some point in the future.




Wizards Challenge

Way back in July 2009, we challenged the ‘Eavy Metal team to paint
up a Wizard from every College of Magic. As you would expect the

Battle Wizard kit formed a prominent part of the contest, even for the
heavily converted Amber, Jade and Grey Wizard models.

Celestial Wizard (and contest
winner) by Darren Latham

Amber Wizard by Keith Robertson Bright Wizard by Anja Wettergren Amethyst Wizard by Martin Footitt
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SLAYER SWORD GALLERY

As the 2012 Golden Demon season draws near we take a look back at last year’s
Slayer Sword winners from across the globe and marvel at the models which

took the most coveted prize in miniature painting.

ames Days are held around the
world and no matter which one you

The Slayer Sword
The ultimate painting
trophy is the Slayer
| Sword. Only a few

i worthy painting

) champions have held
this blade aloft to
thunderous applause
at the close of every
Games Day. It is an
exclusive club, but
one that grows as new
painters are awarded
the sword.

attend, every event is a celebration
of our hobby. It's where you can come
together with fellow hobbyists to play
games, meet the designers, see the Armies

on Parade and get your hands on the latest
kits and Games Day exclusives. But Games
Day is even more than that, for it also plays

host to the Golden Demon — the most

prestigious miniatures painting competition

in the world.

Every year we are genuinely
surprised by the quality of the entrants
and the skills demonstrated on the

models. What's even more impressive is
how the standard increases year-on-year.
Just as we suspect a benchmark might have
been reached and that there is no way this
year's models can be better than the last,

a whole new tranche of Golden Demon
entrants arrives to blow our socks off!

Over the following pages we showcase
the latest batch of Slayer Sword winners
from the 2011 Games Days. All the
miniatures are masterful works of painting
and modelling. This year has to represent
the high watermark; however, as that is
what we always think, we’ll no doubt be
proven wrong again in 2012,

Angelo Di Chello
Warhammer Single Miniature

Angelo travelled from Italy to

take part in the UK Golden

Demon and compete against some

of the world’s best figure painters.

The Necromancer that won him

the Slayer Sword was just one of

his Golden Demon entries, but

what drew him to paint this model

in particular? ‘I noticed it was a

popular choice throughout this

year’s competition and I think

that’s because it's a fantastic and

distinctive miniature and yet there is

so much you can still do as a painter.

It's a great canvas for you to display

your techniques on,” explains Angelo.
Many Golden Demon

competitors spend months on one

project, so it’s galling to know that

this model only took him three days.

‘That was painting from dawn until

dusk, though,’ says Angelo, ‘and, yes,

I do have a very patient girlfriend.’
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Matt Cexwish
Diorama
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Matteo Murelli
Warhammer Monster
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Rémy Tremblay
Diorama
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Vincent Hudon
Warhammer 40,000 Vehicle

Kyle Morgan
Warhammer 40,000 Monster
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Rubén Martinez
Duel

Golden Demon 2012

This year’s Golden Demon will be taking
place in seven different countries - Spain,
USA, Germany, Australia, UK, Italy

and France. If you'd like to have a go at
winning a Golden Demon statuette, or
even holding the Slayer Sword aloft, then
visit games-workshop.com for full details
on the categories and how to enter.
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VAMPIRE COUNTS GALLERY

One thing we noticed when looking through last year’s Golden Demon winners
was just how many Vampire Counts models there were, so we though we’d put
together a showcase of some of the best.

Sebastian Archer
Gold in Warhammer
Single Miniature

Jesse Rockwood Mike Anderson
Silver in Warhammer Silver in the
Single Miniature Open Category
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Steve Party
Gold in the
Open Category

Mirko Cavalloni
Gold in Warhammer Single Miniature

Andrea Ottolini
Gold in Warhammer Regiment

SLAYER SWORD GALLERY 91




On the next page, four intrepid hobbyists start new armies for The Lord of the Rings
Strategy Battle Game. If you're inspired to do the same, here is a selection of the
products that will help you get started in the hobby.

The Lord of the
Rings Rulebook
This hefty tome
features the
complete set of
rules and dozens
of character
profiles for playing
the game.

£35, €50, 350dkr,
440skr/nkr, 350rmb, 17521

Plastic Box Sets

There are loads of plastic box sets available for The
Lord of the Rings, each one containing the Warriors
that form the building blocks for your warbands.

Mines of Moria boxed set
With a host of Moria
Goblins and the Fellowship
of the Ring inside, this box
is the perfect way to start.

£51,25, €65, 500dkr,
630skr/nke, 500rmb, 25021

FOR THE FULL THE LORD OF THE RINGS RANGE VISIT THE WEBSITE:
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A TALE OF
FOUR GAMERS

It’s back! One of White Dwarf’s most popular series returns at last. Having covered
Warhammer and Warhammer 40,000 in years gone past, it’s now the turn of
The Lord of the Rings. This month sees four new intrepid gamers begin their tale...

Tale of Four Gamers: The Lord of the
ARings edition kicks off this month.,
For our newer readers to whom
this name might not mean anything, A
Tale of Four Gamers follows the painting
lives and battlefield successes of a group
of gamers as they start a new army. Over
the next few months, each gamer will be
challenged to gradually build and paint
their armies whilst competing against one
another both on and off the battlefield
in a series of friendly contests (Or so we
would have them think — Ed). These will
range from a round-robin gaming league
to a two-on-two, Good versus Evil battle
report. Our gamers will be judged on their
performance in each challenge and given
points accordingly. At the end of the series,
the gamer with the most points accrued will
be declared the overall winner and earn full
bragging rights for years to come.

Each month, you will be offered a
ringside seat to witness the fast, fun and
furious story of our four gamers as events
unfold. This is a window into the lives
of fellow hobbyists — what sort of army
they collect, how quickly they paint and
how well they play. Watch as each army
expands with new additions and see how it
performs on the battlefield.

We chose four enthusiastic staff from
around Games Workshop's head office in
Nottingham who would be willing to lay
their reputations on the line and start a new
army of their choice for The Lord of the
Rings. Each gamer had their own individual
reasons for taking up the challenge as they
will explain over the next few pages. Our
motley crew consists of: White Dwarf's
resident The Lord of the Rings expert
Simon Grant; hobby hero and Warhammer
World Events guru Nick Bayton; the web
team’s aficionado of all things Middle-earth,
Dominic Murray; and budding evil genius
Dan Harden who writes Games Workshop's
What's New Today blog on the website.

The first month’s challenge sees each of
our gamers aiming to paint two warbands
to start off their army (see the box out
below for the full details). Next month, we
will set them the task of expanding their
collection into a 500 point army list and
playing their first game with it. Who will
live up to the challenge, and will anyone
fall by the wayside in ignominy? Only time
will tell...

A Tale of Four Gamers also lends
itself to other possibilities. Have you ever
wanted to start a new army, but need a little
motivation from friends or peers? Perhaps
you simply prefer to rise to the challenge
and respond better to painting deadlines? If
you think you're up to the challenge, why
not join in at home? Using the release day
of each month’s White Dwarf as your own
deadline, grab some like-minded gaming
buddies, pick an army you'd like to start
adding to each month and away you go!

But for now, this is the tale of our four
gamers, so without further delay, we’ll hand
over to them to introduce themselves and
show us how they got on.

BATTLE GAME

Joining in at Home
If you want to join in
A Tale of Four Gamers
at home, it couldn’t be
easier. We will print the
rules for each month’s
challenge every issue
so you can work out
your score to compare
how you got on against
yDl.II' mates and our own
plucky foursome.
Remember that the
What's New Today blog
team are always after
some great pictures of
miniatures to show off on
the website. If you fancy
having a go at your own
A Tale of Four Gamers:
The Lord of the Rings,
send in your photos to
the address below:
whatsnewtoday @
games-workshop.co.uk

MONTH ONE CHALLENGE:

* Your army leader.

Points will be awarded as follows:

* Each Hero painted on time:

(must still be painted on time):

Maximum points on offer this month:

® Fach minimum Warband painted on time:
e If your Warband includes 12 infantry models or 6 cavalry models,

Paint two complete warbands selected from a single army list featured
in one of the sourcebooks. This must include:

* A minimum number of six models in each warband.

+1 point
+1 point

+1 point

6 points

A TALE OF FOUR GAMERS




THEODEN’S ROYAL HOST

Despite managing a young
pair of Hobbits at home, Dom
always seems to find time to
get some hobby done, though
he paints his miniatures in a
wildly sporadic order. As well
as a Gondor army, Dom also
has a Space Wolves and an
Empire army.

Dom already has a painted army
of Gondor. A new Rohan army will
complement it perfectly.

WHITE DWARF

A self-confessed ‘hobby butterfly’, Dom Murray flitters from
painting project to project. Quite how we persuaded him to
dedicate several months of his hobby time towards this series
we're still unsure, but he seems to be taking it seriously so far.

Dom: To be honest, it's all about the
models. Whenever | choose a new army

| always defer to what miniatures excite
me, which is the reason | went for Rohan.
The range of miniatures is excellent, and
they contain some fantastic Heroes and
Warriors. The other major contributing
factor is the movie trilogy. The siege of
Helm'’s Deep is a great set-piece and the
charge of the Rohirrim at the Battle of

the Pelennor Fields is awesome. There’s
something majestic about so many
cavalrymen charging at the enemy, and if |
could replicate a fraction of that imagery I'd
be a very happy wargamer indeed.

So back to the army. The new warbands
rules provide a really simple framework for
choosing an army. Clearly, Théoden will
be my leader, ably protected by his Royal
Guard. Under him will be a selection of
captains, starting with Erkenbrand and
his Red Shields. In subsequent months I'll
be adding more warbands to build a true
muster of Rohan.

The new warband rules also gave me
the opportunity to add some diversity to
my army. | enjoy adding some character
to a force and, as Rohan is a very regional
army, there's scope to paint each warband
to reflect the Hero that leads it. This will
also make a pleasant change to my Gondor
army, which is pretty much silver and black.

I've always struggled when painting
armies. | get distracted, have brainwaves
halfway through, or find other miniatures
that suddenly hold more appeal. But when |
realised | had to get an army finished or risk
public shame | decided to do something
about it. So, here’s some advice for any
painter of a similar disposition to myself:

Have a Plan
Sit down and work out what the army will
consist of, be it an army list or wish list.

Stick to the Plan
Not as stupid as it sounds. Simply prioritise
what order to paint in, and then paint it.




Set some Goals

Try breaking down a large painting project
into smaller chunks. | split my painting
goals into warbands and made sure |
painted for at least 30 minutes every day.

Put on Background Music
Or listen to a Black
Library audio drama

for inspiration. Unlike
with the TV, your eyes
won't get distracted.

Paint a Test Model

This will ensure that

you're happy with

the colour scheme and provides you with a
finished model — an important factor, as it's
easy to lose faith halfway through an army.

Don’t think. Paint!

Once you have a technique you like, stick
to it religiously. Doing this on every model
will speed up your painting enormously.

An Army, not Individuals
When painting an army, you want to
achieve a unified looking force. Sure, it's

“There’s something majestic
about so many cavalrymen
charging at the enemy.”

nice to change the odd colour here or
there, but there’s no nt wasting valuable
painting time going crazy on basic models.

Get the Paint in the Right Places

As long as you're neat, make good colour
choices and finish the bases well, your
army should look
simply ace.

Reward Yourself
Everyone needs
an incentive.
Paint a Hero
every now and
then as a treat —
after finishing their warband, for example.

So that's it. | can’t claim this all as my own;
it's a combination of things | find useful
as well as sage advice from a variety of
quarters, but it certainly worked for me!

MONTH 1 SCORE:

2 Heroes + 1 full warband

The Muster of
Rohan Continues...
So, Month One

is done. My new
army is beginning to
take shape, and the
500-point target for
next month provides
me the opportunity

to expand the muster.
What will I include?
There are plenty of
options, to be honest,
from expanding my
two current warbands
up to 12 models
apiece, to painting up
some infantry, perhaps
led by Grimbold of
Grimslade. And the
awesome new King's
Huntsman model
might just be too good
a model not to paint.
Decisions, decisions.
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ISENGARD UNLEASHED

Nick Bayton is a retired
veteran of the Studio’s Hobby
Team and Events Coordinator
at Warhammer World. Nick’s
enthusiasm is as refentless

as the tide, and he claims to
have painted more armies
than we've had hot dinners.
We don’t doubt his word.

Having claimed the top spot at Warhammer World’s Parade
Day in 2011, Nick Bayton has been planning ways to retain his
title this year. The new Uruk-hai army he has just started seems
to be the perfect solution to his dilemma.

Nick: | have long had an affinity for the
mighty Uruk-hai and already own a
substantial host of Saruman’s finest (see
right). However, these guys were all Uruk-
hai Warriors and | have wanted to paint
some Scouts for a while now. Being invited
to join A Tale of Four Gamers coincided
nicely with my plans to paint a new host for
an Armies on Parade board. That, and I'm
never one to refuse a painting challenge.
I'm more of a painter than | am a gamer,
but as much as painting is my favourite part
of the hobby, that won't stop me from trying
to make an army that’s at least reasonably
competitive — there are still points up for
grabs for winning your games, after all!
Simon and | have clashed at games of

The Lord of the Rings countless times over
vears, and | look forward to rekindling
our old tabletop rivalry as our armies take
shape. | confess that my record against him
in battle isn’t the best, but I'm still quietly
confident. As fate would have it, one of
the few times | have beaten him was at a
Heroes of Middle-earth tournament, so
| can win when it matters. Okay, | admit
— he smashed my army to pieces but the
game ended before he could claim enough
objectives to win the scenario. Still, a win is
a win and, more importantly, | get to wind
him up about it all the time!

From the outset, winning the Parade
Day at Warhammer World and qualifying
for the Armies on Parade final has been at

WHITE DWARF




A Tale of Four Gamers |

Nick painted these Uruk-hai
for our White Horse, White
Hand article a few years back.

the forefront of my mind. At Games Day
UK last year, my favourite Armies on Parade
entries all had the same things in common
— they were themed armies that were not
only painted well and looked cool, but
really matched their surroundings.

My idea is to recreate a diorama of the
Uruk-hai’s ambush of the Fellowship of the
Ring at Amon Hen. The Uruk-hai Scouts
will be making off with Merry and Pippin,
pursued by the Three Hunters, with Boromir
dying and Lurtz’s arrows embedded in his
chest. The entire army will therefore be
made up of Uruk-hai Scouts.

One of the first things | noticed about
how armies are selected — now consisting
of multiple warbands led by Heroes — is
how each warband is so much more
distinctive. The consistency of each
warband depends on the Heroes that lead
them. This is particularly evident in the case
of Heroes such as Mauhdr, as he allows you
to upgrade some of your Uruk-hai Scouts to
Marauders, who have an increased 8'/20cm
move. | believe that how you theme your
army selection and colour palette to
distinguish each warband from each other
is now more important than ever. In my
army, Mauhtr and his Marauders all wear
black armour to represent their role as
hunters and raiders. Lurtz's warband, on
the other hand, share their captain’s tanned
leathers and daubed symbol of the White
Hand on their faces and helmets. This
allowed me to make my warbands easily
identifiable, despite them sharing many of
the same models.

As much as armies for The Lord of
the Rings now consist of any number of
different warbands, it's important that
you represent their individual themes and

heraldry without the army as a whole
looking disjointed. The method | employed
to avoid this problem to highlight every
colour throughout the whole army with
Kommando Khaki, even on the bases. This
helped me to achieve a unified overall look
to the army without having to sacrifice my
choice of colour palette to distinguish the
different warbands.

My plan over the next few months is to
include Ugldk at the head of a dozen Feral
Uruk-hai, who [ like to think of as ‘Scout
Berserkers’, and Vrask( leading a warband
of Uruk-hai Scouts armed with Orc Bows.
Looks like I'd better get painting.

2 P R |JNG ol

Mick intends to retain his Armies on
Paradle title with his Uruk-hai.

MONTH 1 SCORE:

2 Heroes + 2 full warbands

Colour Contrast

The Uruk-hai traditionally
have deep, reddish skin
tones beneath dark
leathers or full plate
armour. As much as |

was happy with how my
models looked, | chose

to paint their bases

with light colours as a
contrast, even applying

a light drybrush of Skull
White as a final highlight.
This helped to bring some
brighter colours to what
would otherwise be quite
dark models.

A TALE OF FOUR GAMERS




L A B
BOROMIR’S TOWER GUARD

Simon has kicked off his new army by painting a large
collection of infantry selected from the Minas Tirith army list
in the Kingdoms of Men sourcebook. No one was surprised to
see his favourite Hero, Boromir, at the head of the army.

Simon Grant is White Dwarf's
resident The Lord of the
Rings supremo. Believed to
hail from the highlands of
Lamedon, Simon owns more
than a dozen different swords
and apparently never leaves
home without one. Consider
that fair warning.

“A Knight

of the White
Tower will

fit my army’s
theme of
Boromir’s elite.”

A sign of things to come? Next
month, the armies of Simon
and Dan are set to collide in a
500-point challenge game.

Simon: Me? Miss out on the opportunity to
paint a new army for The Lord of the Rings
and play a bunch of games with it? Not a
chance! | tried my own hand at A Tale of
Four Gamers with some friends alongside
the Warhammer and Warhammer 40,000
editions featured in the White Dwarfs of
yesteryear, It’s strange actually being one
of the ‘Four Gamers' directly involved this
time around, and such a responsibility.
When | was asked which army | wanted
to start, there was no doubt in my mind.
I've owned a Gondor army since the release
of the Return of the King many years ago,
and it was the first army that | properly
collected for The Lord of the Rings. But
fielding the noble defenders of Minas Tirith
in last month's battle report inspired me to
revisit my aging army and give them the
time and love they deserved. Unlike
in the battle report, however, | won't have
to make do without my beloved Boromir.
One of my favourite scenes from the
Return of the King is Faramir’s flashback
featured in the extended version of the film,
reminiscing the hard-fought victory over the
forces of Mordor that attacked Osgiliath. In
that fateful battle, Faramir's brave defenders
were woefully outnumbered and, though
they fought hard, it wasn’t until Boromir
arrived at the head of elite reinforcements
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from Minas Tirith that the day was finally
won. When | collected my original Gondor
army, | had this theme firmly in mind, and
this time around will be no exception.
Boromir will therefore be my army leader,
supported by a small cadre of some of
Gondor’s finest soldiery. Faramir and his
Rangers will enter the picture as the army
expands in the coming months.

With my army leader sorted, | needed to
pick another Hero for my second warband.
As much as | was initially tempted to
include Faramir at this stage, | wanted his
warband to consist entirely of Rangers.

For that to be the case, | needed another
full warband of 12 Warriors without bows
to adhere to the 33% bow limit before |
could include Faramir and his warband.

| therefore had to look elsewhere for the
moment. Anyone who read the Storming of
Harlond battle report in last month’s issue
will know how well my Knight of the White
Tower performed, even beheading a Great
Beast of Gorgoroth in a single combat. As
if that wasn’t enough of a reason to include
one, a Knight of the White Tower will

also fit my army’s theme of Boromir's elite
reinforcements from Minas Tirith. Perfect.

Boromir’s choice of warband was easy.
As the commander of Gondor’s armies,
it made sense to have him lead the finest




soldiers of Minas Tirith, namely the Citadel
Guard. Despite my Knight of the White
Tower commanding a senior position
within the Tower Guard, | didn’t want to go
too overboard on elite models, so | opted
to have him lead some Warriors of Minas
Tirith instead. As mentioned earlier, | had to
make a point of not equipping any of them
with bows, so went for a 50/50 split of
models armed with swords and spears.

As my army was themed around a battle
fought amid the ruins of Osgiliath, | wanted
to give my models some appropriate bases.
| decided to make tiles to represent the
worn stonework of the paved streets in
Osgiliath. Using thin sheets of plasticard
and a Hobby Knife, | cut out hundreds of
tile sections and glued them to the bases
before trimming them to fit. | painted each
base to match the white stone used in the

Numendrean architecture so prevalent 5 A I

. aromir, Laptaln or the ¥vhnile
throughout t‘hc rea]m of Go_ndor. After this P T crsior i P
stage, | applied static grass in between represents Denethor’s firstborn at
some of the tiles to hint at the age-worn the peak of his powers,

and unkempt nature of Osgiliath. It is a city
in ruins, after all.

Having painted so much for this
month’s challenge, a quick tot-up of my
burgeoning army’s points value (445 to
be precise), reveals that | won't need to
add much next month to bump it up to
the 500-point target. However, | still plan
on painting Faramir and 12 Rangers next
month and perhaps even more besides. As
much as I'm a massive fan of using named
Heroes in games of The Lord of the Rings,
it's always nice to have a regular Captain
or two in your collection as they're better
suited to smaller games. If | can, I'll paint
up a Captain and some more Warriors of
Minas Tirith (with a banner and war horn).
Tune in next month to see how | get on.

MONTH | SCORE: 4@ |
2 Heroes + 2 full warbands
painted on time.
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THE IRON FIST OF THE ORC

Many of you will recognise
Dan from the What’s New
Today blog. What you may
not know is that he was
spawned in a vast breeding
pit in the darkest dungeons of
Barad-dir and dresses up as
a Ringwraith when he thinks
no-one is looking. Creepy.

WHITE DWARF

By Sauron’s command, Dan Harden has been building an army
worthy of Mordor. Well, he’s been trying anyway. Refurbishing
his house has apparently drawn much of Dan’s attention away
from this worthy task, but we’ll let him make his own excuses.

Dan: When | was first invited to partake in
A Tale of Four Gamers, | was initially quite
unsure whether to join in - I've never been
one to paint to deadlines, nor do | often
paint armies, preferring to stick to character
models and one-off conversions. But then
Simon mentioned who was taking part
and the deal was sealed — having worked
with both Nick and Simon in the past,

and currently with Dom, this seemed like
a great opportunity to catch up with old
acquaintances and have a bit of fun.

As the last to join the group, | found
that my favourite army — the Fortress of
Isengard, had already been claimed by
Nick, who was already painting Uruk-hai at
an alarmingly fast rate. With Simon taking
Gondor and Dom fielding Rohan, there was
only one logical choice left to take —
the last of the big four, and some
would say the greatest army in

Middle-earth — Mordor. After all, there is no
war without Mordor!

I knew that | wanted a powerful named
character to lead my army, but rather than
opt for a Ringwraith, | chose one of their
favoured servants instead — Gothmog, the
Castellan of Minas Morgul. In my mind he
truly represents the rank and file of Mordor
— he’s not a powerful Ringwraith, but an
Org, albeit a really ugly one, even by
Orcish standards. | also find the Orc with
the skull strapped to his head massively
amusing (the one who shouts ‘Catapults!’
very enthusiastically), and right from the
start | knew he would make an appearance
in my army at some point, possibly even
with a catapult in tow.

So, where to start? Well Gothmog
commanded the Orc hordes during the
War of the Ring, but he was also involved
in the assault on Osgiliath the year before.

Dan’s War of the Ring army was
featured back in fanuary’s issue. Nick
managed to beat him at Warhammer
World's Parade Day last year, but can he
do so again in 20127




Of the two events, the first was infinitely
more successful for Gothmog (He survived,
for starters — Ed), where he masterminded
an attack that was only thwarted by the late
arrival of Boromir and his reinforcements.
So it was that | chose to theme my army
und the ancient capital of
Coincidentally, Simon did e>
thing, which made for some great malr}-r
between us right from the start. We also
both decided to put tiles on the f
our miniatures to represent the
w hllr Simon went through the pai
t individual tiles from
gh the equally
sculpting them all
2 uff. But my main on for
doing Thm was to L,]\’L thc normally dark
s tra colour.
2 ;thrnog, was
nf Mumnnnn Orcs
t hrutd[ G

small gro
of the ward

horn all over Osgiliath. While most of the

other guys built full warbands in the first

month, | only managed to get six Orcs done

to follow Gothmog — sometimes decorating

your home has to take priority over painting

iniature h hopefully not for much

g F painting walls).
While Morannon Orcs are pretty

hard, the Black Guard of Barad-dir are

With a S
h{—‘ ahlt—' to /
n, | only
mana .Li to gct a few painted this month,
but I'm working on the rest to go in my
500-point army along with the rest of the
Morannon Orcs and a Mordor Troll.
month, the army of Mordor marches to w

Heroes + 1 warband.

‘3 MONTH 1 SCORE:

“This seemed
like a great
opportunity

to catch up
with old
acquaintances.”

NEXT MONTH:

The stakes are raised
as each army increases
to 500 points. As if
that wasn’t enough,
there’s the minor
detail of each army
taking part in its first
game! Things are
starting to hot up...

A TALE OF FOUR GAMERS
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Armies on Parade is a chance for hobbyists to 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 crowned.

GHRISTIAN BYRNE'S OGRE ARMY

Christian is a consummate painter who’s had numerous
armies featured in White Dwarf over the last few years.
You can see his fantastic Empire army in WD374.

Christian: After painting up my Empire army, | needed
a new project and the Ogres were perfect as | fancied
painting something big and bulky after all those fragile
humies. Originally this was simply going to be my next
project, but it quickly morphed into a full-blown Army
on Parade as soon as | got hold of a Realm of Battle. | like
to plan my army from scratch so | designed a 2000-point
force and then set out to paint it. | wanted to use orange
in the army as it's a colour you don't often see, viewing it
as a challenge to incorporate it without it looking garish.
So trousers and banners were all painted up accordingly
with complementary fleshy skin tones and lots of rust on
:apons and armour. | added the occasional flash of blue
verdigris to contrast with all the warm tones.
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STRATEGY BATTLE GAME
DOUBLES WEEKEND 2012

Join with a partner and play 6 exciting games of The Lord of the Rings
as you battle it out to become Champions of Middle-earth!
Experience everything Warhammer World has to offer while indulging yourselves
in a whole weekend’s-worth of playing your favourite game!

16th—17th June 2012, Warhammer World, Nottingham

What will you need to attend? What does the ticket cover?
* Two fully painted and based 1000 point The Lord of the Rings armies ~ ® 6 great games of The Lord of The Rings over the weekend!
between you, chosen using the standard army selection rules. ¢ Lunch on Saturday and Sunday, and an evening meal on Saturc=
* A copy of The Lord of the Rings rulebook and your relevant Army e Early registration between 18:00-20:00 on Friday night, and opes
Sourcebook, as well as dice, templates and a tape measure. gaming until 22:00.
» Travel and accommodation for the weekend. » Organised entertainment on Saturday evening.
» The Event Rules Pack and Warhammer World Events Guide. These e Access to all of Warhammer World's facilities, including the
are available to download form www.games-workshop.com via Miniatures Hall,
the Warhammer World section.

s Tickets cost £90 per team and are available from
» Players must be aged 12 or over (players aged 12-15 must be www.games-workshop.com.

accompanied by an adult).
» For any further information regarding the event, e-mail us at

whworldevents@games-workshop.co.uk, or call us on

0115 9004994,

Tickets go on sale 7th March 2012, available from www.games-workshop.com

@ NEW LINE CINEMA I




STORE FINDER

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

staffed by expert hobbyists.

Full range of products

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

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

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

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

Free gaming & tactics advice

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

Free Beginners programme

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

R LOGE

OPENING TIMES

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

We thereiore
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

GAMES WORKESHOP INDEPENDENT STOCKISTS

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

IN YOUR LOCAL AREA
With over 2000 locations worldwide there is never a stockist
very far away, making them perfect for that quick resupply or

hobby need.

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

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

IN THIS DIRECTORY

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

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

If you are an independent retail

DZ‘ GAMES WORKSHOPS
=/ PREMIUM STORES

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

* Premium Stores offer a wide range of Games Workshop
I
pF(JdUCf&

* 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!

hink you could be our next Premium Store, then why not give us a call?

FOR MORE |

RMATION, CALL:

700 134411

www.games-workshop.com




STORE LISTING

February 201 2

AVON

GW BRISTOL:
A3b Wine Street,
0 Tel: 117 925 1534
facehonk, com!GWBristal
GW BRISTOL (CRIBBS CALUSEWAY):
Linlt 129, The Mall,
BS34 U
facehonk, com/
BRISTOL, Antics Model Shop:
BS51 308 Tel; 01179 274 '-ll
BRI’STDI. Area 51:

Telt 01179 244655

IIRISTGL, Cut .‘md Thrust Wargaming:

B2 OE| Telt 01173 020 071
l:llllms CALSEWAY, thvamﬂ
HS34 Tel; 0645 051

= GW BEDFORD:
m

Telt (M23 427 3663
faceboak, com G Hedined
BEDFORD, Close Encounte
ME40 TPW Tel: 01234 27
DUNSTABLE, Parallt:l Worl
LUS aNP Tal,
H:\RPENDE'\I, L:uma 52

Tel: 01502 764 204

i

LFIGHTDN EU?_ZAR[J, & Model Shop:

LUT TEA Tel: 01325 373357

= GW MAIDENHEAD:
1 Kingsway Chambers, King Street,

Sl 1EE Teli 0162 B63 1747
fagehos /GWMaidenhead

= GW NEWBLRY:

114 Bartholomew Stroet,

R4 50T Tek: 0163 540 340
Facebook.com/GWNewbury

GW READING:

4 Owlard Road,

RO 7OA Tel: 0118 959 #6937
Eateboak.com/GWReading

* GW WINDSOR:

Unit 3, 6 George V Plac

S0P Tel: 01
Eacebuok.com/ GVWWindsar

3 61047

HENLEY ON THAMES, Henley Model Miniatures:

RGI 1AG Telt 01491 572604
READING, HobbyCraft

RG1 IHS Telr 08451051 K532
smucm, w:rlnm Whrluhw
WINDSOE Wi D1mei5
S1410P Tel: 11753 862104
BIRMINGHAM AREA
GW BIRMINGHAM:

36 Priory Queensw

B T1IA D121 133 46840

Birmingham

facehiook com
GW DUDLEY:

Unit 36, Merry Hill Centre,

0¥ 150 0138 448 1818
facehiook.com/GWDullky

* GW SOLIHULL:

690 Warwick Road,

B9 30X
facehaok,gom /G ull

« GW SUTTON COLDFIELD:
46 Birmingham Road,
100 Tol
facebaak.com/ GWSi
s GW WALSAL

Unit 26, Old Square Shopping Centr

faceboak.com/ GWWalsall

* GW WOLVERHAMPTON:

9 King Street,

WYT 151 Tel: (H30 231 MGG
facehoak.com/GYWWalverhamplon
BIRMINGHAM, Console Games:
145 DLE (121 457 773
KIDDERMINSTER, T Models:
DY 10 208 Tel: 362 747002

* GW AYLESBURY

Tol: #1296 4249 701
facchouk.com/GWAeshury
GW HIGH WYCOMBE:
o 55 Eden Walk Gallery, Ed
185 Tok: i1
facehank com/GWHEEW:
GW MILTON KEYNE!
Unit 2, 502 Sillury Boulevan,
MES ZAD Tek: 0190 BA9 0477
favehaok,com/G ankepnes
LHESHAM H:lrvey Johns:

5 16 Tek: 01404 782161

HE:
L.EI(I!AIIDS CROSS Hm\-afd Malshall:

i 0F
HAZI:LMERE Chlh‘ls Tn}
01494 711 425
KFYNES, HobbyCrafi:
M3 BPLI Ted: 0545 051 6544

GW CAMBRIDGE:

4 Iegent Streel,

B2 1DP Tel: 0722 331 3350
chnak.com/GamesWorkshupCambridge
GW PETERBOROUGH:

3 Wentwarth Street,

PET 1DH Tel: 01733 8B40 052
facehoak.com/GWPctorhorough
CAMBRIDGE, Cambridge Toy Shop:
CRY TPA Tel: 071225 309 010

WHITE DWARF

ELY, City Cycle Cen
CBT 4FB

HUNTINCTUN.
PE29 3TF Tek
MARCH The 'Iu)' Bo
PE15 8

FETEREDRGUCH, The
PET FEL Tel: 01723 31007
WISBECH, Prams & Toys:
FEL 1RA Tel: 074945 Sha142

CHANNEL ISLANDS

IERSEY. ST. HELIER, The Little Shop:
Tel: (1534 501925

(..UEIEINS[Y ST. PETERS PORT, Carousel:

GY1 118 Tel: 01481 7

GW CHESTER:
112 Furegate Stre
CHI IHB |: 124 437 1967
facehook.com/GVWChester

= GW CREWE:

1 Market Street,

W1 2EG ol |J| £70 216903
facehook.com/C
* GW M.I\CCI FGFIELD

11 Church Street,

SK11 biD Tek: 0162 561 9020
farelaok com/GWMacclesiield

* GW STOCKPORT:

32 Mursey Square,

SKT1RA Teli 0161 474 1443
facebook. it

= GW WARI!IN(..'JUN

Unit 20, Bank Street, Ti
WAL 2AR Te
Hacebook. com/GWW,

CHESTER, HobbyCrai
CH1 4RY Teli (1833 031 6546
CONGLETON, Colours and Crafts:
CWIZ TEE Tel 07260 227211
EI.I.ESMERE PORT, U&A Modds

Tel: Lhm 45053
N(JR'IHWICH The Model Shop:
CW9 5EA Tel: (11606 477410
STOCKPORT, Goslings Toymaster:
SKb AW Tel: M1614 272099
STOCI(PCII!T, HobbyCraft:

SK1 2 Tel: OB45 051 6530
WARRIN(..'IOI\, HobbyCraft
WAZ BTP Tel: D045 051 6541

WIDNES, Widnes Model and Craft Centre;

WAL GAZ Teh 01574 226043

CLEVELAND

GW MIDDLESEROUGH:
Unil 31, 39 Dimdas Street,

T51 THR Tel; 0104 2
Eacebaok.com/GWMiddlesl

A0

Co Lid:

) 2653 054
GU]SBOROUGH Road Flag Ltd:
TS 14 bHN Teli 01287 6377

H.v\l!'l L FPODI. Chl ps:
429 BEIIOD

NORMANE\" F{' Tm:h

156 OLT Tel; 01542 401508
REDCAR, PC Tech:

T510 301 Telt 42 461010

STOCKTON ON TEES, Hobbies R Uz:

T510 1L Tl 01642 535187

STOCKTON ON TEES, Minatour Games:

TSI 1RO Tel: 01642 679 66

CORNWALL

GW TRURO:
Uinit 1, Brickge Hose, New
TRI 2AA ol
facehook.con/ G
BODMIN, Bri s
P31 2L Tel: 01202 77
CALI.IN(..TON, GMS 0 Simphee’s:
L1 Teli 01579 383900
r.-\I.MOUTH Kernow Toymaster:
TRIT 4D Tel: 01326 312 571
HAYI.F., Blewl.'tls nf Ha}'l

753 012
I..‘\UNCFSTON ("amemne Models:
PL1G 9D Teli 01566 773487
LISKEARD, Trago Mills:

PL14 GHY Telt 01570 48077
PENZANCE, Newl}n Post Office:
TR18 5HL Ted: 01736 34592
REDRUTH, Barb‘s Lil Shup

TR15 2AU

ST AUSTELL, Mzd fo
PLIS 508
ST IVES, Dragon’s Hoard
TRG 208 Tel: 01736 798484

WADEBRIDGE, Bricknells Toy & Nursey:

FLI7 70O Telt 1H208 812615

COUNTY DURHAM

= GW DURHAM:
b4 Norlb Road,
DH1 450 Tel: 0191 374 1062
facehonk.com/GW Durham
W DARLINGTON:

Tel: 0132 535 2463
facehook.com/GW Daringion

BISHOP AUCKLAND, Windsock Models:

DL TiF Tel: 01308 609 766
CHESTER LE STREET, Chi?s.
DH3 38 Tel: 01642 227348

YOUR LOCAIL

CONSETT, Chips:

DHE 5LA Tel: 0764
DARLINGTON, Lamb's;
L3 SEr Tel: 0132
SEAHAM, Games of Wi
ST A Tel: (191
STOCKTON ON TEES, Hol
1517 78W Tel: 1845 (451

CUMBRIA
GW CARLISLE:
Unit 2, Earls Lane,
€A1 1D Ful: 1122 459 216
facebank com/ W Carlishe

GW KENDAL:

Units 4 & 5, Blackhall Yard,

LA9 41U Tel: 01549 72211

facebook.cam/GWKendal
BARROW-IN-FURNESS, Heaths:

LAT4 1JE Tek 01210 B20 435
BOWNESS-ONWINDERMERE, Ernest Atkinson & Sone
LA23 3AP Telk: B1539 Ii'lf.H'

CAB 1N :
COCKERMOU'IH  The Tny sh p:
CATD 41U el: 01900 B2
KENDAL, mrevs of Kend

LA 4RA

PENRITH Harpers C\rcie
CALT TG 864 475
WORKINGTON, TnyTuwn
CA14 TNO Tel: 01900 87

DERBYSHIRE

= GW CHESTERFIELD:
21 Knlfesmitlgato,
S401RL Tel: 01246271118
facebiook.com/GWEResterfieht

GW DERBY
42 Sadler Gato,

DE1 3NR Tel: 0133 237 1657
favehook: com GW Derby

ASHBOURNE, Lumbards Toy Shop:
DE6 100G Tok: 01335 345115
BUXTON, Knowles Toys and Models
SKI17 61 Tel: D120 24203
CHESTERFIELD, Midland Co-op:

S40 1UN Tel: 01246 220 200
DERBY, Tokyo 0Ia!u|

DE1 208

DERBY, Toy Planel
BE PO ; 01332 347734
GLOSSOP, Wam Ser ce
SKT11 TAR a
ILKESTOMN, Mudland Eo -op:

DE7 55G 553

33

12 11355

3 548

07961 534912

* GW BARNSTAPLE:
 Queens House, Cliven Stroet,
E |
faceboukiton
GW EXETI
31 Sidwe
EX4 BN Tel: (4179 249 0305
facehouk.cony GW Exeter
GW PLYMOUTH:
114 Cornwall Strest,
MR
facelook com
= GW TORQUA\‘
12 Market Streed,

Tel: i1 15

CAWHarista

TQ\ AQ Tel: D180 320 1036
Targusy

BRIXHAM MamI{ Miniatures:

TO NEY Q1A03 BAZ 355

CULLOMPTON, Nanna’s Toy Chest:

[2SERIT) Tel; 01884 BI9317

DARTMOUTH, WG Pillar & Co:

TEHR YAN Tel: 01H03 B3Z 139

EXETER, Khaos Cames Ll

EX4 44X Ted: 0738 un

EXMOUTH, Collcu's Model Tralns
EXf L g
HONITON, I‘resspiay
EX14 1PG Tel: 01404 549512
!( GSBRIDGE The Trading Post:
01548 852 923
NEWTON ABROT Trago
T2 6JD Tel: 01626 82
OKEHAMPTON, Kinderbox:
EX20 1AW Telt 1ME37 659950
PMGNTON, Paignton Mo
TG | Tel: 01603 35
PL\"MOUTH Antics Model Shop:
PLIADL Tel: 01752 221 851
PLYMOUTH, Glar\ts Lalr
P 05T el:
PLYMPTON, Nllll
rLT 2AL Tel: 11752 51190
SIDMOUTH, Glldduns Tu-rm.lsler
EX10 817 Tl
STIBBS CROSS, Qnurum Games:
X3 3L Tel: 01605 630 073
TAVISTOCK, Kaluduscupe
114 BHE fol 01822 615 236
TAVISTOCK, Games and Computers:
1% 000 Tel: 01822 (16265
TEIGNMOUTH, Jackmans To: box
TE314 BEA Tek (1626 7HETS
TEIGNMOUTH, M Cube
T34 B Tob 1626 ATIIE5
TIVERTON, Banbury
EX16.600 Teb: 0
TORRINGTON, Tu}'zun
EX3H BHO Ted: 018

STORE FINDER KEY

GAMES WORKSHOF HOBBY CENTRE

© clased an Mondays and Tuesdays

(8} These Hobby Centres
PREMIUM STORE
Stocks most of the product range.®
NEW STORE OPENING.
Indicates now stockids

* Toy e sure they have what you want in stock, we recammerd caing the stare first

Tel
ST.QNI.EY CDMMON Daki"eld Farm:
Tel:

TOTNES, FJlllhhlnP Touches:
TO9 SRW 01803 862244

DORSET

GW BOURNEMOUTH:

B85 Commercial Road,

WH1 5RT Tek: 01 114 292
[GWRournemouth

Unit 12 Towngate Centre,
BH15 1ER Tek: 0120 264 5614
Facul

[T el L
BOURNEMOUTH, HthyCra =

BH22 8D Tel: 0845 051 i
BRIDPORT, Frosts Toymaster:
76 30F Tel: 01308 422 371

CHRISTCHURCH, Slmpla M.lma‘im. Cames;
AH23 168
DORCHESTER, Dorchestel T
D71 18Y

SﬂAfFTSBl-'R‘F The

mmt
! el n?;-q 77

SHERBOURNE, The Corner House:
T4 4L Tul: 01935 15 615
SHERBOLIRNE, The Toy Barn:

DTe 44X Tel: 01935 115 D40
SWANAGE, Leonard’s:

BH19 10T Tol: 01929 426050
WEYMOUTH, Huw’]ey s Tuymaslel
T4 FHE

WIMBORNE MINSTER Rlvl:'r!
BHZT ILN

GW CHELMSFORD:

Unit 4€, Thy Meadows Centre,

CM2 BFD 0124 549
faceboak,com/ G edmsford

GW COLCHES
2 Shisrl Wyre Stroat
o0 11N
Eaceboah.com/GWE
GW SOUTHEND:

12 Southcharch Koad,

551 2NE Tel: 0170 246 1251
tacehook.com/ GWSauthend

¢ Toys:
Tob: 01202 BH1754

676 7279
hester

] keside Shopping Cenire,
RM20 27 Tel: 0170 Ba6 7133
facehook.com/ GV Thurrock
HARLOW, Marquee \'lmiels
CAMI0 XS Tel: (12
BASILDON, Hubhv(ra
S514 TWR Tel? 0845 051 6536
BASILDON, XLounge Gaming Ltd:
Wi 4nD Tel: 01268 293 491
BILI.EI!ICAY Toy: N Tncl:
4YB 1: 0127

Y
naENmoon, B&M (_ycles
CM14 RG Tek 01 214 342
CHADWELL HEATH, Atomic Comics:
RM& 4AH Tel: D20#5 497

HORNFHLJRCH Tole Ha\'l.n
BM12 4TN Tel: I8 475051
LEIGH ON SEA, Caliver Boolss
559 INH Tel; 01159 342 111
MALDON, Colin Bliss Modl.'ls
M3 307 Tel: 11621
RAYLEIGH, Toys N Tuck
56 TEW Tel: 01268 775 501

[}
SAFFRON W’ALD[N ame On:
CHID 1AX Yok ¥ 506 022

SOUTHEND ON SEA, Wayland Games:
852 58/ Tol: 702 6ERTS0
WESTCLIFFE ON SEA, Argosy Toys:

550 91 Tel: 11702 346 B0e

GLOUCESTERSHIRE

GW CHELTENHAM:
siila s

= GW G!.OU('FSTFR

15 Clarence Street,

GL1 TEA Tek 0145
facebook.cam/GWGkiacester

BOURTON DK THE Wrﬂ[i Bourton Model Railway:
GLES 2AN ek 01431 H20 6Bk
CIRENCESTER, (rncudlln Toys:

GLT 2R Tel 0125 B56 050
GLOUCESTER, Hth}‘ “rafl:

GL1 55F | OB45 051 (522
MORETON IN MAR Catswold Book Store:
GLI IAF Tel; D1GUN B55 2ot
STROUD, Alan Tyndall Lt
GLS TAN Ted; 071453 705920

HAMPSHIRE

GW BASINGSTOKE:

3 Polters Walk,

RG21 76O Telt 0125 646 6050
facebouk.com/GYVBasingstoke

GW PORTSMOUTH:

14 Arunidel Stroet,
POT INL
facehook-com/GWPnrtsmouth

GW SOUTHAMPTON:

23 East Stroet,

50014 IHG Tel: 0336 033 1962
facebnok.com/GWSauthamplon

* GW WINCHESTER:

15 jowry Sireet,
SO RIY Te

G 28k 0190

facehnak.com/ GWWinchester

@ ALDERSHOT, The Game Shop:
GUILIDZ  Tel: (4252311 443

ALTON, Alton Model Centre:

GLITS 1 Tel: 01420 542 244

EASTLEIGH, Eastleigh Wzrgamt;
S000 914 Tels (240 644179
FAREHAM, Crait Crazy
PO16G DEF Tel: n13z
FARNBOROLUGH, Dark Sta
G OEN Tel: 01252 545019
FLEET, Fleet Toys:

i1 Tek: 01252 01945
FORDINGBRlDCE, All The Cool Stuff:
5P 1A Tek: D145 650 b
GOSPORT, TD Books and Wargames:
PO LR Tel; 079610 444655
HAVANT, HobbyCraft:
POY IND Tel: 0B45 051 (554
LYMINGTON, HE Figgures
5041 9AC Tel; 01590 67
MILFORD ON SEA, Milford Models and Hobbies:
S041 0 Tel: 01590 642 112
NEW MILTON, Toys of New Milton:
AH25 AHY Tel: 01425 617 605
NORTHEND, Fun Tuys and Games
POR BLH Tel: 2392 6
PETERSFIELD, Folly Models:
GLISE4AD Tel: 11730 26

POR Wicor Models:
POTROIZ . Tel: (2331351 140
RINGWOOD, Toys o winodl:
BH24 1AT Tel: 11 9 444

ROMSEY, Roundabou
SO51 RGO (2]

UTH. Bo ‘Mo
g& AMETO Tel: 62000 144 550
SOUIHJ&“PTON Hnbh\«'Crafl
SOTn AHW Tek: 5
SOUTHSEA, Sol’enl Wa
104 P + D202 363575
SOUTHSEA, Snullnsea Maodel
P05 256G Tel: 02392 733 204

= GW HEREFORD:

14112 355 01
facehoak.com/GWI ol

BUNTINGFORD, Lost Ark Games:

5G9 9AD Tel: 01763 448 414
HEREFORD, Weobley Bookshop:
FHEA 054 Teli 1544 319297

LEDBURY, Little Shop of Wonders:
HRE ZAA Tel: 01531 632206
LEOMINSTER, Martin's Models & Crafls:
HRR BES Tel: 01568 613 782
ROS5 ON WYE, Revolutions:
HRY TOY Tiel: 11948

HERTFORDSHIRE

= GW HEMEL HEMPSTEAD:

16 Bridge Streel,

HET 1EF Tel: 0144 224 9752
Tacebook con'GWHemptHempstead
= GW 5T ALBANS:

18 Herilage Close,

ALY 4EH el: 0172 786 1193
facehaok,co (StAlhans

= GW STEVENAGE:

5 Queensway,

SG11DA Teh 01438 355044

facetook,com/GWStovenage
I!EI!KH.&MSTEAD Hale
HF4 2AR
CHESHUNT, €
EN ML
HITCHIN, Batt
56G5 THY

563 1DB | 01462 422 204
IBLH\\'URTH G#RDEN CITY, (mhlwrt’s Toys:

Tel: 01462 406030
I.LI'CH\'\'ORTH Rowells Toy Emporium:

Gl ADN Tehi 01462 680 717

ST[\"EN AGE, HohbyCraft:

Tel: 0845 031 6353
ST[\«'ENAGE. KS Maodels:

Tel: 01438 746 616
\‘\ELW'\‘N GARDEN (lT\' Fun House Toy Store:
ALE BHA 1707 391 319
WA[FORD Hl)hhycr

<

Tel: 0845 151 6538

ISLE OF MAN

DOUGLAS, Model Tech:
1M1 2ER Tole 01624 bbb 45

NEWPORT, Chcaf) Thrills:
PO 1P 14H3 530 570
NEWPORT, Toy & Mode
TO TH0 Fol: 01903 520 258
RYDE, The Sports & Model Shop:
POA3 20T Tol: N9EF H62 454

KENT

GW BLUEWATER:

Unsit 0528, Upper Thamas Walk, Bluewater,
DAY 050}, Tel: 013 3
facebook.com/GWHEldrwater




]
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BROMLEY

www.facebook.com/GWBromley

This month we continue our tour of local Hobby Centres
around the country and, still being in the vacinity of London,
headed for Games Workshop Bromley.

Situated at the centre of Bromley's vibrant
shopping community, Games Workshop
Bromley is packed with loads of fantastic
examples of beautifully painted miniatures.
Many are the work of Bromley's regular
customers who have been invited to display
their miniatures proudly in the store’s
cabinets. For many, reaching this level has
taken time and coaching, which Bromley’s
core club is only too happy to provide.
Meeting every weekend, the Firedrakes
core club offers customers the opportunity
to sit down and work on their hobby
projects with help and advice from both
the store’s staff as well as some of the more
experienced club memebers. Every aspect
of the hobby is covered, from gaming and
learning different tactics and army list

writing, to painting and modelling — there's
even help with preparing for this year's
Golden Demon!

There are opportunities to play and
compete in fun events, tournaments and
workshops and it doesn’t end there as the
staff at the Bromley store have even more
planned for later in the year. So if you fancy
a game or want help with a hobby project,
visit Games Workshop Bromley today.

Games Workshop Bromiey
Unit 24, The Mall
Bromley, London

BR1 1TS

Tel: 0208 4660678

www.games-workshop.com




Pt IH\ Tel: 0122
facehoak,com GWCanlerhury
GW MAIDSTONE:
7a Puslding Lane,
MEL4 1PA Tel, (1162 267 7435
faceboak.com/GWMaidstons
GW TUNERIDGE WELLS:
6 Grosvenar Road,
TNY 248 Tol 0169
facehoak.com/GW Tunbrid e Wells
ASHFORD, Kid's Stuff:
THZH 1AH Tel: 01233 &10200
ASHFORD, XPRESS Games:
TN14 BIN Tel: 01233 621710
BEK{EY HEATH, Kit Krazy:

40T Tel: 0208 2987177
BROI’\DSTMRS Time & Space:
CTi0 1P Tel- 01843 866 006
CHATHAM, Maynes:
ME4 4BP Tek: 01634 400 031
CRAYFORD, HobbyCraft:
DAl 4LD Tol: BHE45 057 535
DEAL, John Roper:
CT14 0TE Tel: 01304 361404
DOVER, Turners Maodels:
CT17 057 Teb; 1304 201 711
DOVER, XPRESS Games:
CT16 18U Tel: 01104 445358
FOLKESTONE, Penkrait:
CT14 40P Tel: 01303 379292
GRAVESEND, Steve's Collectables :md Toys:

0412 200 Tel: 01474 564 465
GRAVESEND, The Slamp Ccntre:
DATT BAY Tel: 0147

piwwmaﬂ,% .;y“n%

HYTHE, Apple Jax

CT21 50 Tel: 01307 262 602
MAIDSTONE, HobbyCrail:
METE 058 Tel: 0845 051 (519

MAIDSTONE, Model World:
METS SLH Tel: 01622 735855
MAIDSTONE, \Iu Man's Land:
MET4 THP THC
ROCHESTER, Roches:er Games:
MET 1T Tel: 07552230010
SEVENOCAKS, JH I.n mer:

TN13 1R Tel: 01732 452 B40
SEVENOAKS, M.ank
TH14 AR : 1732 454 952
SITTINGBOURNE. F1 Hobbies:
METD 3TH Tel: DB45 2602622
SITTINGBOURNE. Nickel Books:
METD APD Tek: 01795 420 546
THANET, HobbyCraft:

CT10 28F Tel: DB45 051 564
TUNBRIDGE WELLS, HobbyCraft:
TN IR Tek

i 0845 051 65648
LANCASHIRE

= GW BLACKPOOL:
B Biley Street,
FY1inu Tel; 0125 375 2056
acelsiokcom GWERckpool
GW BOLTON:
Unlt 14 {15t floorh, Crampton Place,
BLT 0¥ Tel: 0120 436 2131
facebook com/GWHalion
GW BURY:
16 Cromplon Strost,
BLY UAD Tel: 0161 797 6541
facebnok.com/CWilary
GW PRESTON:
15 Miller Arcade,
PRI 2OV Tel: 0177 282 14,
facebook.com/ GamesWorkshopPresion
* GW WIGAN:
2 Crompton Street,
WNT VP Tol: 1942 829139
facehpok com/GWWigan
ASHTON UNDER LYNE Roundabout Toys:
Ol bA| Tel: H1613 432 144
BLACKBURN, Batcave:
[ Tel: 01254 667 488
BLACKBURN, Mercers Toys:
B2 281 Tebk 01254 681401
BI.ACI(?ODL. iCollectables:

Tel: 01253 403839
BDI.TON HaobbyCraft:

BLI 351 Tek: DB45 A51 6531
ROLTON, Fnricullli Waq,am [mgmium:
BL1 4AD 252
BURMNLEY, Cumpzndm

BE12 000 Tel 01262 457 060
CHORLEY, Hampsons l'uys & me Warli:
PRT 250 Tal:

CLITHEROE, CuwFlﬂs oFChIIlL‘ml: Lid:
BET 2DA 01200 423 5
COLME, West End Model Centr

HEE OBT Tel; 01262 H
FLEETWOOD, The Model txchange
FY7 7PX Tel; 01253 074 2
LEIGH, Storktown L

WH 1AW Tel: 01942 671 176
ORMSKIRK, Taylors:

139 244 Tel: 01695 573516
POULTON LE FL\"DE Fadie}' Tnﬁ
FYG 7AM Tel; 0

PRESTON, HohhyCra

PRY GAT Tel: 0845 051 H320
THORNTON, Toys 2 Save:

FY5 417 Tel: 11253 855 905

LEICESTERSHIRE

GW LEICESTER:
Unit 2,16/20 Silver Streel,
LET SET Tol: 0116 253 0510
faceboukcom/GWLelcester
* GW LOUGHBOROUGH:
22 Higgln Strevt,
LETT LA Tel: 0150 923 8107
facehook.com/GWLmghborasgh
@ LEICESTER, Table Tap Tyrant:
LET 3R Tel: 01162533 954
ASHBY-DE-LA-ZOUCH, Sleve’s Models:
LEGS THP Tel: 01330 415 B27
LOUGHBOROUGH, Warg % Inct
LETT T1A Tel: 01509 27550
LUTTERWORTH, Ace Cnnmcnons
LEIT 4E Tel: 01455 550345
MARKET HARBOROUGH, Ci s
[ Tel: Ulﬂnll-“n 372
MELTON MOWBRAY, Cobwebs:
LEVE THA Tel: 01664 500701

108 WHITE DWARF

LINCOLNSHIRE ARER

* GW BOSTON:

45 Wide Bargate,

PE2T GSH Tel: 01205 I5R506

facebook com/GWBastan

* GW GRIMSBY:

9 West $t Mary's Gale,

DNIT LB Tel: 0147 234 7757

Tucebuok.com/GW Grimsly

= GW LINCOL®

UniL SUIA, Sallergate,

(VL]

facebook.com/GWLincoln

GAINSBOROUGH, Mad Aboul Trains:

DN21 1HS Tel: 01427 0717 040

GRANTHAM, A1 Hobbies Lid:

NGI1 95E Tak: 01476 579393

LOUTH, Castaline:

LN11 9ET Tel: 01507 AU2 149

MAR‘.EI'HGRPE B!Ias Toymaster:
# 01507 473 328

SCUNTHORPE, 91 mans Model Shop:

DAIS 61D : D724 B41 439
SKEGNESS, The Model Shop:

PEZS 3NY Tel 01754 763 429
SKEGNESS, Warlnrdi of the Coast:
PEZS 1RY 1754 763866
SPALDING, Mzs«un 5 Mod |
PEI1 1D0} ; 01

STAMFORD, Slzmiurd Models and Hul.im-s:
PE3 2AZ Tel: 01700 767934

W ANGEL:

F6-37 Myddleton Streel, Ange
ECIR LA Tel: (207
facehook comdGWARRe!
GW BRENT CROSS:
Unit P4, Lower Mall, Brent Cross Shopping Centre,
N IFE, Tol: (200 202 4475
facchaok, com/GWirentCrass

GW BROMLEY:

Linit 24, The Mall, Brombey,

BRY 175 Tel U208 466 D67E
facchook. con/GWRromley

GW COVENT GARDEN:

Umit 33, The Market,
WIZE BBE Tel
facebook.com/GW!
i CROYDON
Unit 85, Centrabe Shopping Centre, Keeloy Road,
CRIITE 4; 208 6B 4600
facebook.com/GWEroydon

* GW EPSOM:

# High Street,

KT19 8AD Tel: 01372 751641
faceboak.com/CWEpsam

GW KENSINGTON:

Shap 7, Lancer Square, Kensingtun Charch Strect,
W SEH Tel: 0207 937 7011
faceboak.com/GWEensinglan

GW KINGSTON ON THAMES:

13 Fife Rowl,

KT 18F Tel: 0200 54 5224
facehpak-com/GWKingston

GW OXFORD ST:

Unit F110, The Plasa Shapging Centre,

wip 1Lt Tel: D207 436 0834
facehook.com/GWlondonPlaza

* GW MUSWELL HILL:

117 Abexandea Park Road,

07 240 5104
wentGarilen

Nl 2DP Tol: D208 B82 9901
facehonk,com/GWMuiwel ill

GW ROMFORD:

12 Cuaadrant Arcade,

RMI 3ED Tol: 01704 742 140
facehaok com/ G Romford

« GW STAIN

B Clarence Street,

TW18 457 Tol: D178 446 0675
com/GWSLaines

UTTON:

Linit 26, Tinws Square Shopping Cenire,
SMTILF Teli 0208 770 9454
facehonk, com/Games\WarkshopSutton

GW UXBRIDGE

L 32, Chieguees Mall, The: Pasifions Shopping Cende,

U8 1IN
facebook,

h 0189 525 2800
bl

Uni €, 1A Quoen Street, Harbequin Centre,
W7 2LH Teli 019 dan
facebaak, com/GWWatiord

GW WOOD GREEN:

Limit 43, The Mall Wood Green, High Streed,
N21 bBA Telt U208 HEI107H
faceboak.com/GWWoodGi

BARNET, Toys Toys Toys:
ENG 5X0 5 nﬁl ﬂleJ'\ [T
BECKE\IHML Beckenham Toys:

B3 1E Toli (20416 505 355
BI..G\CKHEMHr 2nd Impressmns:

SEI OTA Tel: 0208 052 6192
BROMLEY, Chatterton Toys:

HiE2 N Tol: 12084643000
CHISWICK, Turnham Arts and Crafts:
WA 11 Vel: (R200 9452672
CROYDON, HobbyCraft:
CRO 4XL Tol: 0845 051 6570
DULWICH, The Art Stationers:

SEXT RN Tel: U208 693 5936
EALING, Northfields Models:

Wis iQu Tol: 0200 299 1444

EAST SHEEN, Pandemonium:

SWI4 TAE Tek 020U E78 0866
ENFIELD, Pearsons:
ENZ k) Tob 0200 371 4200

FINCHLEY, Lcusum Gam
N 2N 200 346 2]
FULHAM, Pn!li k‘s Toy:

SWih 7hX Tel; G207 3859864

HAMPSTEAD, Happv Relurn
NWIINH

HARROW, Toy Gnlnxy
HA1 IRH Tel: 0208 4;

SE24 YHU Ted: 02 955
HORNCHURCH, Mu:h:llus World:
RM12 3RX Tel; 01708 630633
KINGSTON, The Print Gallery:

W11 3HL Tel: G0 7221 NHES
MUSWELL HILL, Art For Art's Sake:
IRV I 2 442 0512

YOUR LOCAL ST

LEYTON, Engine Shed Madel Itmlw.ws
E11 405 Tel: (200
LONDON, 4D Modclshn

E1 BELl Tel: 0200 7264 1288
ORPINGTON, Chip:

BRth OR Tel: 01642 227340
ORPINGTON, HohbyCra

B IRP Tek: DA45 0516576
PUTNEY, Toystop:

SWAS 1ITW Tek: D208 785 9955

RICHMOND, Planet Ace Ltd:
TWi TRW Tel: 0208 948 1476

HA4 8|8 Tel: 01095 634 848

SOUTH WOODFORD, South Woodsord

E16 205 Tek: 0208 708 9067

VICTORIA PARK, The Toybos:
Tel:

020 5532
WATERI.OO Dark Sphere Retail:
N Tel: 0207 928 72H)
WE’SI DRAYTON, The Aviation H
1IB7 BEA Tel: 11695 442123

* GW ALTRINCHAM:

Unit 1, 19 Grafton Streel,

wal4 1pu Tel: 0161 929 9896
facebook.comy GW.Altrincham

GW MANCHESTER:
Unit B35, Marsden Way South, Amdale Centre,
Md AT Tek 0161 B34 6871
favebank,com/ GWManchester
MANCHESTER, Fanboy
M1 1FZ Tul: 01422 370 541
MANCHESTER, Travelling Ma
M1 W Tek: DT612 371 877

MERSEYSIDE ARER

GW LIVERPOOL:

13h Central Shopping Contre, Rancleigh Streel,

L 1QE Tek: 0151 703 0963

facobook.com/GWLiverpoal

* GW SOUTHPORT:

Uinit 2, The Edge, 7 Hoghton St,

PRI OTE Tel: 0170 450 1255

facehook.com/GWSauthpord
BRIMSTAGE, Wargamestore:
CHG3 6]A  Tel: 01244 676139

ST HELENS, Scott Rock Hobbies:

WAS 3N Tel: 07517 090742

ST HELENS, Rennies Arts and Crafts:

WATD INW Tel: 01744 739660

* GW KINGS LYNN:
21 Norfolk Street,

PEID JAN Tel: 0135;
facehank.com/GWKingsLynn
oW NORWI(’H

CROMER, Cromer Fum ur
NR27 9HT Tebk D126
DEREHAM, Starlings Tuymasler

NR1S1TR Tel: 01362 697 709
DISS, Toy Box Toys:
1P22 41D Teki B1379 B0 001
GREAT \'AIIMUUTH Kl.‘rrlsuns
am}w Tel: 01493 i
EAT YARM U.‘KW
NRIBZNU. el 01453 40 250
HOLT, Starlings ‘I'uymaslcr
NHZ5 BN Teh 07263 713 111
HUNSTANTON, P.milon Toymaster:
PEIH SAH Tel: 01485 533 100

NORWICH, HobbyCra
NRTIWR Tel: 0845 051 6573
NORWICH, Kerrisons:
WNRI IRX Ted: 01040,
NORWICH, Langleys:
NR13 6LH Tel: 01603 621959
SHERINGHAM, Starlings Toymaster:
NI 805 Tel: 01263 A22 365

NORTHAMPTONSHIRE

* GW KETTERING:
4 Lower Street,
NNI16 B0H Tel: 01536 411174
incehook.com/GWKelle
= GW NORTHAMPTON:
24 Almgton Square,
NNT 4AA Tel: 01604 636 687
facehook.con/ GWNorthamgiton
BURTON LATIMER, Cockpitsonic UK Ltd:
NMN1G 5LA Tel: 11536 725 905
NORTH:\“P’ION HobbyCrafl:
Tel: D845 D51 £523
NORTH&MPTON Wargames Waorkshop:
Tel: 07931 775263
PEIERROROUGH HaobhyCrait:
PEL AYZ 0845 D51 ik
RUSHDEN, Dsbmnz Sports & Toys:
NN10 OPE Tel: 01933 112 415
WELLINGBOROUGH, Software Seller:
NNA T8O Tel: B1933 440 81

CORBRIDGE, The Village Square:
NESS SAW Teb 01434 634 056

MORPETH, TG Allan:
NERT 1BA Tel: @1670 515 140

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

Ha Friar Lang,

MG DG Tel: ]

facehook.com/GWN

GW WARHAMMER WORLD

W Road, Lenton,

WS Tel: 0715 916 R410

akcom/ GWWarhanaserWarld

@ MANSFIELD, Eye of the Storm:

SBU - Tel 01523 238919

ARNOLD, W Boyes & Co Ltd:

NGS5 TEB Teli 01158 3

BEESTON, (hlmera L

NGS 2LH i 015! IJ‘I&NFJ

MANSFlElD TF Pam!mg Studios:
SDA Tel: (MG 400841

MANSFIEI.D The Games Emporium:

444 004

5 G40 (51

NGB NG Tek 1HE23 640 122
NEWTHORPE, Caliver Books:
NG16 0P Tel: 11159 383111

NOTTINGHAM, Foundry Miniatures:

G3 1DE Tel: 0115 4413600
NOTTINGHAM, Hohb_yCra(t
NG2 36E Tel: 0845 051 6249

NU!TINGHAM Vague Connections:
sFP Tel: 07816 978848

RErFORD Bookworm:

DNIZ BEA

Telt 01777 869224

NGTSGH

OXFORDSHIRE

GW OXFORD:

14 Bush House, New Inn Hall Street,
OX1 20H Tel: (1863 24
favehank.com/GWOxfard
BANBURY, Trinder Bros:
OX16 38N Tel: 01295 262 546
BICESTER, HobhyCraft:

XI5 INY Tel: 0845 051 6557
CARTERTON, Giles Sports:
OX18 3L Tel: D1993 B4 306
DIDCOT, Toys-UK:

OX11 1R} Tel: 01235 750450

GORING ON THAMES, Goring Hardware:

KRG 9HG Teli B1491 B72420
OXFORD, Boswells Toymaster:
X1 JAG Tel: 01865 141 244
W.'\I.UNGFCIRD, Kev's Tovshop:

ONT DEW Tel: 01491 B25136
WITNEY, Dentons:
OX28 BHW Tel: 01993 704 979

GW SHREWSBLIRY:

& Market Street,

5Y1 1L Tel: 0174 336 2007

farehooh.com/GWShrewsbiry
WELLINGTON, Guesting Kni
TFIAPS - Tel: (95241774

i Games:

JACKFIELD, Robert Harrop Designs Ltd:

TFB 7L} Tel: 01952 BB4S04
DSWESTRY, Totally Games:
SYI1 2572 Tol: N84T 6810 994
DONNINGTON, Sanda Games:
TFL HAF Tel: 11952 676 722
WHITECHURCH, Molibob Toys:
Y13 1AF Tel: 1948 841359

SOMERSET

GW BATH:

15 51 James Parade,

BAY 101 Tol: 0122 533 4044
facehaok. com/GWBath
BRIDGWATER, Insane Games:

TAG JEW Tek: 1270 433554
BURNHAM ON SEA, GW Hurley:
TAB TPA Tek 01270 709 201

CLEVEDON, Insane Games:
BS21 GND Tek: 01275 B71612
FROME The FFIonhray Press:
01373 462 159
FROME. Frome Model Cent
BATT 104 Tel: 01373 -uug
MIDSOMER NORTON, 5i;
BA3 2DB Ted: il}"‘!'l JIHJIIJ
SOMERTON, Somerton Hobbies:
TAT1 600 Tel: 01458 273755
STREET, Insane Games:
BATG OHP Tel: 0145
TAUNTON, Krackel
TA1 4ER Tel: 0182
TAUNTON, Hatcher & Son
TAZ BRX Tel: 01823 273 277
WELLS, Insane Games:
HAT ZAW Tel: 01749 679911
LS, Kids Stuff:
BAS 201" Tol: (11749 676 217
WESTON SUPER MARE, The Games Bunker:
1523 1RH Tel: 11934 622141
WIRRAL P.-\llx, Pedalcrs Toym.'lslcr
Bk 9XE 145
YEQVIL, Witch Engl
BAZD INI H Tel: IH‘H\ 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Unit 8, Unbon Court, nhon Strect
DE14 1AA Tel: 0128 353 5865
facehank,com/ GWBurlan

GW STOKE:

27 Stafiond St

ST U Tel: D178 220 52H7

facohaok cam/GWStoke
BURTON ON TRENT, Midco Toys:
DEVd JE Tel: 01332 347734
f[N‘ION Guys That Game:

Teli 0206) 338040
HAN[{Y The Game Place:
5T1 1EG Tel: 01762 205 542
LEEK, Old Skool:
ST1E 5)W Tel 01530 303 161
LICHFIELD, Dlgllal Dragons:
W513 60T 041 637793
LONGTON, :'ﬁN iature Models:
T3 INW Tel: 01782 321 79}
LONGTON, The Game Place:
5T3 2NS Tel: 01728 &t 2101
NEWCASTLE-UNDER-LYME, Chips:
575 2AH Tel: 01742 aod) 343

NEWCASTLE-UNDER-LYME, Jollies Arts:

515 ZAT Tel: 1782 410 700
STAFFORD, HobhyC
STIT 45U Tel; 0845 051 b5

STAFFORD, Midlands Co-op Society:
ST10 28 Tol: 01705 223431

STAFFORD, ‘ilaﬁ'crd Game:
5TH6 IHS al: 11785
S5TA RD, Tucl Fat Goblinz:
STIR ZNG Tel; 01745 244 49
TAMWORTH, HobbyCral

78 3Hi Tol: 0045 051
GW IPSWICH:

63 Westgate Street,

11130z Tel: 01473 210031

facchonk.com/ GW ipswich
BECCLES, Toy Box:

N34 OHE Tel: 01502

BURY 5T, EDMUNDS, Surllngs Tor vmaster-
W3 TRE Tel: 01264 761 646
FELIXSTOWE, Wrmrds Warkshop:
P17 2AW Tel: 01394 277 733
LOWESTOFT, Annatar:

NRI2 1HE Tel: 01502 513477

NEWMARKET, Moons Toyland:
CBE LG Tel: 1MG38 Qb3 147
STOWMARKET, D | Collectables:
P14 1AH Tel: 01449 771 015
STOWMARKET, Simpson & Sons:
M4 THA Tol: 17449 612 914
SUDBURY, Tinetty's Toys:

coti 1L Tel: 01787 372250
‘WOODBRIDGE, Toytown:

P12 10H Tel: 01394 383 170

GW GUILDFORD:

Unit 1, 912 Tunsgate,

GU1 39T Tek0148 345 1793
faceboak com/GW Guikdined

GW WOKING:

Uplt 3, Cleary Court, 168 Church Street East,

GL21 6H) Teli D148 377 1675
Tacelsook CWWaking

ADDLESTOME, Addlestone Model Centre:
KT15 28E Tel: 014342 B45440

CAMBERLEY, Morning Star:

GLI1S 350 Tel: U1276 BHF160
COBHAM, Funtasia:

K111 2R Tel: 01932 &
DORKING, Dorking Model

RH4 10 Tel: 01306 881
FARNHAM, Enchanted Wood:
GLI9 TR Tel: 11252 722242

FARNHAM, Gamﬁ Pod Computer Games:
GLa 7PR 5 51
GODALMING, The Tuy Bo:

GUT 1NN Tel: 1403 474379
HA&LEMERE Enchanted Wood:
GLZT 2H Tel: (11420 6409010
GXTED, ]H Lori

RHE 00A

REDHILL, Gamers Gui

RH1 188

REIGATE, The To

RHZ 9AE

RICHMOND, Toy Station:

TW4 LEE Tel: D208 540 4806
SURBITON, Heroes and Legends Games:
KTh 7AR Tek: 0203 256 0054
SUTTON, The Games Shop:
M3 OH) Tel: 02086 436 460
WOKING, HoblyCrait:

GLIZ2 BED Tel: 0845 051 6556

SUSSEN AREA

GW BRIGHTON:
Unit 7, Nile Pavifions,
HN1 THW el: 137 320 3333
facebook.com/ Gwileightan

= GW CRAWLEY:

11 Braadwiy,

RH10 10X 1128 155 2072
facebook.com/GamesWorkshopCrawloy

= GW EASTBOURNE:

3 Cornfiebd Road,

AN 406G Tel: 0132 354 1423
facehiook.com/ GWEastbourne

= GW WORTHING:

2 Bath Mace, Worthis

BNTL 38A 01803 213 930
facchook, com/GWWorthing
BILLINGHURST, Aurora Gaming:

Tel: 01403 701 997

BOGNOR REGIS, Squires Modeds and Crafl Tools:
FO21 10D I: (1243 042 525
BOGNOR REGIS, Trains Models and Hobhbies:
FOZT1EH Tel: (1243 #6a 727
BRIGHTON, Brighton Toy and Model Museum:
BN 1AD Tul: 01273 742494
ERIGHTON, Onslaught Games:

OX10 0EW Tel: 07527 964841
BURGESS HILL, K(d‘s Stuff:
RH15 ONF ek: 01444 257 724
CHICHESTER Kul’s Stuff:

PO Tel: 01243 THB055
CHICHESTER To{w 77

PO 1DS i 0

7 Tel: D45 051 6352
EAS‘I chNSTEAﬂ Martells of Sutton
BE Tel: 01342 321303
EAS‘I WIITERING Shcll Tnys and Gifts:

PO20 801 2453
HASTINGS, Hastm ohbhies:
TN34 THL Tel: 01424 200021
HAYWARD'S HEATH, Clarkes:
RH16 411 Tel: (11444 457551
HORSHAM, Battlequest Games:
HHTZ 5AA Tel: 07403 242003
HOVE, Kids Dreams:
A STD Tel: 01273 420 i
LEWES Tashtori Arts and Crafts:

7208 Tel: (1273 467670
SEAFDIID Tu,lo

Tel: 01323 895 681

sr uun.uzuls 0N SEA, Silverhill Models and Toys:
TN3T GPA Tol: D1424 431 133
STEYNING, The Dollhouse Shoj
NS 3RO Tel: 1503 D16812
UCKFIELD, Kid's Stufi:

TN22 500 Tol: M85 760 390
WISBOROUGH GREEN, Aurora Gaming:
RH14 DES Tel: 01403 701991

TYNE AND WERR AREA
GW NEWCASTLE (Central):
Unit 6, Newgate Shopping Centee,

NET SPY Tok 0797 232 2410
facebook, com! GWNewcasthe

GW’ METRO 1MElru Centre):
Linit e

61 1950

faceloak rom/GWMetroCentre

= GW SUNDERLAND:

2536 High Street West, Sunderfand,

SR13DH Tek: 01915 100 434
facebook.com/ GyWsundedan]

HOUGHTON LE SPRING, The Gamers Outpast:
DH4 4iw Tel: 0191 385 2030
GATESHEAD: HobhyCraft

NE11 08D Tel: 0845 051 6347
NEWCASTLE UPON TYNE, Fantastic Toys:

NET 50F Tel: 07012 311001
NE\\'(_ASTLL UPON TYNE, Travelling Man:
Tel: 01412 fid 993

Nunm aHlELDs SR Glauislon & Som:




PELAW, Graham's Wuerkshopp:
NEL BHW Tel: 01914 HO0745

GW COVENTRY:
Unit 14, Lipper Level, Ca

* GW LE \‘\II\(.TDN SPA:

1 m. ol Sireel,

+ GW NUNEATON:

1 Aridge Street.

V11 307 Tel;
facebook.com/GWNuneatun
* GW STRATFORD:
L 27 Windsor Strect,

CV7 BN Tel: 01709 207 2632
facebook.com/GWSiratford

CV11Fs i 1l
COVENTRY, HobbyCraft:
CVAGTA Tel: ﬂ?’-l 051 !

LEAMINGTON SPA, Avon Toy:

CVEL 4R Tel: (HU26335902
NUNEATON, Heart

V11 BJ% Vel:

RUGBY, Jota R.all\»ay! & Mu:ﬁ.ls
V2 5E Tol: 11788 362 172
SOLIHULL, HobbyCra

90 4LD Tul: 04145 057

STRATFORD-UPON-AVON, Much ado Jlmll! Roys:
CVIT bYW Tel: (789 2595 H50
WARWICK, Castle Trains:

CV34 dH5 Tel: 01926 497 905
WOLVERHAMPTON, HobbyCraft:

WVIT TP Tel: 6845 051 6543

GW SALISBURY:
18 Winchester Streed,
5P1HE
facehonk.comit
GW SWINDO!
18 tbrumel Plaza,
SM1 1LF Tel: 0179 343 6036
fatehouk,com/GWSwindon
CHIPPENHAM, Thorntons Toymaster:
SN15 WL Tal: (11249 463160
DEVIZES, Devizes Toys:

SN10 1AG Tok DI3A0 723 641

SWINDUI\ Cizns:mlm‘s P.\ :v:e

SWNDDN HobbyCrait:
SN3 S Tel: OB45 051 6351
TRDWERIDGE rhe l‘oy Shy
BATS BAS 7
WESTBURY, nm (..as phoard:
BA13 3PB Tel; 013731 B25 925

WESTBURY, Trlplz Helix Wargames:

BA1Y4LS 01373 855 380
WOOTON BASSI:TT. Mark's Models Lid:
584 TADQ Teli 01793 851 242

WORCESTERSHIRE

GW WORCESTER:
3 Lychpat Cathedral Plazs,

WR1 205 Tel: 07940 561 6707
facehook com/GWWorcester
DROITWICH, HobbyCraft:

WRY DG Tel: 0845 051 6548
DROITWICH, Luo 6 le m Toywmrd
WRS Bt
EVESHAM, Gift Huls :

WE11 4BG Tel: 071306 761535
EVESHAM, Total Wargame

WR11 7RE Tel: 01306 513 073
MALVERN, The Toy Corne
WRI4 LT Tul: DI&H4 577544
REDDITCH, Hohby Hut:

B97 4L) Tel L!'I 527 540 840

STOURBRIDGE, Invasion Games:
DYa 1EF Tk 01304 373

73536
YORKSHIRE

+ GW BRADFORD:

4 Piceadilly, Bracfored,

B 3IW Tel: 0127 473 9430
Facebook.com/GW Brasdfvrd

= GW DONCASTER:

b High Streat, Pancaster,

DNT 1DW Tedk: D130 232 0535
facehoak, com/GwWoncastor

» GW HARROGATE:

53 Stalion Pasade,

HGT 7T Tel: 0142 356 4310
facebook.com/GYWHarrogaie

GW HULL:

3 Paragon Street,

HLUIT 3ND Tel: 0128 250 3576
facebook. comi GYWHI

GW LEEDS:

A Lands Larse,

151 BB Tel: 0173 242 0034

iacebook.com/CWieeds

* GW SHEFFIELD {Central):

16 Fitrwilllam Gate.

514IH Tel: 01742750114
Tacehonk.com/ GV Shelfield

GW SHEFFIELD (Meadowhall Centre):
Unit 918, High Stroot, Uppes Mall

{mext fo entrance Boals
S TEN U114 256 9036
Facehonk comy GWMeadowhall

GW WAKEFIELD:

96 Kirkgate, The Ri Centre,

WET 178 52 435 9431
facehonk, com/GWWakeficld

CW YORK:

134 Lenital,

YOT 1AQ Tel: D190 462 8014

facebonk,com/GamesWarkshopYoek
SHEFFIELD, Wargames Empaorium:
512F8 Tek: 07142 754 B2

BARNSLEY, Janco Toys:

570 5AA Tel: 01226 208654

BEDALE, (.ul:un I'orlms
DHE IAN

BﬂlDLlNGDON W anss & Cn I.ld

Y15 20N elt 11202 609 111

MING‘IBN.. T2 Internet Cafe:
Telt 11263 604 634

D‘EWSBL'K‘I‘ Cosmic Toys and Collectables;

WEIT 1IF Tel 01924 650340
DOMNCASTER, Zone Out:

D1 2P Tel: 01302 BVITRS
DRIFFIELD, Sokells:

YOS 6PS Tel: 01377 252101
FILEY, Beachcomber:

Y014 SHU Tol: 01728 514 434

GOOLE, Hall's Mus
D4 GEP Tel: (1405 764101

HALIFAX Halifax Modellers Wi
Tel: (11422 349 15!
HARRULATE, Iilll!l.rﬁny,n.r‘s
01423 507 "?ﬁ

HUDDERSFIELD, Patriot Games:

HB 10U Tel: D1484 51101
HUDDERSFIELD, Something Wicked:
HO1 18T Tek 01464 559 226
HULL, Archeron Games:

HUT 38A Tek: 01482 221011
HULL, Heroes Hideout:

HU5 JSH Tek: D462 044 631
HULL, Hobby Fortress:
HU'f!‘-:h.i;!.l.l ST ekt RTTEN 606 197
HULL, HobbyCraft:

HUT 21X Tek DH45 051 b5b6

ILKELY, W Boyes & Co Ltd:

1524 BHOY Tek: 01943 601 344
LEEDS, Leeds Wargaming Cenlre;

LST 2JF Teli 07581 121617
LEEDS, HobhyCraft:

510 1EW Tel; 0045 051 6342
LEEDS, Travelling Man:

151 6DE Tel: 01334 236 461
NORTHALLERTON, Chips Northalleton:
DL INA Tel: 01609777612
NORTHALLERTON, T & FM Grover Ltd:
L7 W Tel; 01604 77 334
PICKERING, Picke Mudel Centre:
YO TA) Tel: 11751 472 762
POCKLINGTON, (hylds Flay:

Y42 202 Telr 1755 306 041
RIPON, The Knowledge Magnet:

HGA 1PA Telt (1765 61T 1E

SCARBOROUGH, Space, Myth and Magic:
Y011 1HQ Telr (8456 441 113

SCARBOROUGH, W Boyes & Co Ltd:

Y01 THS Tel: 11720375191
SHEFFIEI.D Antics Model Shop:

AL Tel: 01142 495 700
SHEFFIEI.D HuhhyCrah

Tolt 0245 051 65256
SHEFFlEI.D, Impad UK:
525 Tel: 01909 560 173
SKIPTON Craven Model Centre:
[DSFER TS Tel: 01756 7
THIRSK, The Artist's Paltllt".
YOT 1AL Tel: (11845 374457

WETHERBY, Castlegate Toys Ltr.l:
1522 IR
WHITEY, John Andﬂlmn lu'rmsler
Y0212 4BG Tel: 01947 607 113

HUTTON LE HOLE, The Craft Workshop:

YO GUA Tel: 01751 417926
YORK, Travelling Man:

¥O1 7LF Teb 01904 H26 TO7E
YORK, W Boyes & Co Lid:

YOT1 718 Tek: 01904 /10 6660

GW BELFAST:
20A Castle Cowrt,
fowards the back of the centre)

BT1 10D Tel: 0265 0233684
facebook.com/ GWEebast
BALLYMENA, Camerons:

BT43 GEM Tel: 020 25648521
IMNBRDGE, Roger's Toymaster;
BT32 3TL Tedi 018 20622225
BAN(OR, Replay Games

Teli €20 01452210
HEI.FAST Arls and Hotlb'r Belrast
A1 415 It (T
BELFAST, Neﬂitup CufF:L le
BTY 5FE Teli 02690 663 007
BELFAST, Serenity Games:

M7 e Tel: (K20 9024 9578
COLERAINE, Netramedi

BTS2 1N Tel:

ENNISKII.I.EI\ Mndellers rnmer
2367

B160 1TF

SCOTLAND

GW ABERDEEN:

Unit 1, 12-14 Upgier Kirkgate,

ABTO 18A Tel: 0122 404 9

facelook. comi G Abardeen

* GW AYR:

Unit 2, Lorne Arcade, 115 High Strect
45 G50

Tal: 0837 5

GW DU \I DEE:
110 Commercial Streel,
D01 2] Tel:

facebok,cam/Gw i
GW EDINBURGH:
136 High Strevt,

EH1 105 Tek: 0137 220 (340
facohook, eom/GWEdinba
* GW FALKIRK:

12 Cow Wynd,

FK1 1P Tel: 0132 462 4503
facobook,com/GWFalkirk

GW GLASGOW:

B1 Unlon Streed,

G13TA Tel 0141 221 1673
facehook com/GWGlasgow

* GW LIVINGSTON:

26 Al dvale Centre,

FH54 GNE Tel W6 443256
facebouk com/GWLivingston

* GW STIRLING:

45 Harmion Streel,

FKN THF Tel: 01786 459009
facehook, comy/ G WSt
ABERDEEN, HobbyCraft:

AT 509 Tel: 45 051 6567
ABERFEI.D\‘ Crossiire Hobby:

47 5'“ 514
AN « Hags:
DU 1P Tel: 01307 463261
ANGUS, Mac's Model Railroading:
Db gHs Teb (1575 572 347

ARBROATH, anls
DT THL eh 01241 H7219!
ARGYLL, Alba:
PA34 2AR
AYI{, 'Iuy Town:
1L Teh 01202 282945
BANCHORY, Nano Toy Sho;
AR 5T) Tek: 01330 624 345
BISHOP AUKLAND, Chips:

Teb G1631 561645

DL14 TEN Tefi D1388 606 046
DINGWALL, Sports and Madel Shop:
V15 SRY Ted: 01349 B62 346

DUMFRIES, Tuytnwn:
BGTABW Tedt 01387 264854
DUNDEE Highlander Games:
AH Telt 1382 666
DUNFERM'L[NE Ahhe}' Mﬂdeis_
kY127 1383 731 116
DUNFERMLlNE, \\"aikErE Opticians:
Y11 9NH Teli 01383 811 688
EDINBURGH, Hnbhytrail.
EH15 3KD Tl 0845 051 6361
EDINBURGH, Marionville
EHIZ 81X Tel: 1313

EDINBURGH, l'u'rs Galore (Mid Lothian):

EH4 1DR Telt 073133 287599

EDINBURGH, Toys C.akure 1\’\'ul lulhlanr
) Tol:

EHTO A0
ELGIN, Junner's Tu\'mastz
wlt.ll! Tal: 11343
FRLK!RK, Little Mnnstml Toy:

U Tol: 11324 670670
FORT WILI.I.-\M Tlll. Gmnlt: Hau_tr
PHIE GAD

10 ©
INVERNESS I Modelshop

CHEPSTOW, Artists Corner:

NP6 SEW Tek: 01291 627 393
DOLGELLAL, Waterloo:
LL40 1AL Tel: 01341 42) 407

HAVERFORDWEST, Emm. .i\rl Supplies:
SAGT INH Tek:

LAMPETER, Lomax'
SA48 THG Tek: DI570 421 539
LLANDUDNO, Acme Games:
L3 2T Tek: O1244 3547
LLANTWIT MAJOR, Rainbow Plaza:
CFon 1X2 Tel; 01446 794 110
NEATH, Fish N Things

SA10 6TE Tel: 01
NEWPORT, HobbyCrait:

HIL 19

NPI0 3HA Tel: 0845 051 B340
NEWPORT, D-9 Mode

NP2 1DX Tel: 01633
NEWTOWN, Craits and C
SYle 2P0 Tel: 0164
OSWESTRY, Totally Games:

£¥1 106 Tel: 01691 GHATI4

FEMBRDKE, Dmﬁun Alley:

SATT ADA 01646 621 456

PONTYPRIDD, Sugal and §
CFi7 ITH Tel: 07679 221 3

PORTHMADOG, Porthmadog Models:
LL41 4t Tel: 01766 810264

LLIB TR
WELSHPOOL, Frnn!llm_ Games:
SY1i 7)¢ Tel: 11938 51

INTERNATIONAL
ACCOUNTS

BAHIA BLANCA, Las Cuatro Plumas:
Tel: 029 14 52
BUENOS AIRES, La Cueva del Enano:
Tel: 011 52 91 49 22

BUENOS AIRES, Warzone SA:

Tel: 0711 47 10,00 40

LA PLATA, Seplimo Portall Comics:
Tedi 002 14 2215 47

MENDOZA, El Baron Rojo:

Tel: 034 14 24 10 54

BELGIUM | B
GW ANTWERPEN:

Vieminckstrzal 10, Antwerpy, Avwerpen2000
H',w.«mnerpu

17a/1%, Gent B90600

Tek: 01463 712448

i
INVE RNESS }unners Top maste

KIRI(WAI.I. Cycle Dr‘lmev
KW15 140 Tel: 01836 875777
LARGS, Bus Stop Toy Shop Ltd:
KAJ0 BHR Teh 01475 bB9AS2
I.I\"I'\IGﬁTDN Wcll'ldi at War:

06 434071

: 0146 357 4
ey Model Shop:
FA13TS Tel; 0141 #wé 337
PERTH, The Gamers Pad:
PHZ HER Tol: 01730 442 536

PERTH, In!lepldalw
FHZ 81T 0
PETERHEAD, E.unlgc Duna]d T_lli_
AB42 10T el
PETERHEAD, Pelcrhcad. P\rﬂ'l:rs.
AR TTE Tel: ¢
SHETLAND, Harrys
Tel:

THURSO, Durrans:
KW TAN T

GW CARDIFF:

31 High Strest.
RaglRigH Tek &
farebuok com/ GWCar
* GW CARMARTHEN:
19 Eridge Strest

SA3T I fek ©
facrbook com/ W Carmarthes
= GW CWMBRAN:

Jll The Parasbe, Cwmbran, Gwent,

Tel: 0979 246 1969
iaceboohcom/ GWIwanses
CARDIFF, Firestorm Gamcs:
CFIBS00  Tek ooy
ABEI“'ST\\"YTH. Albatros:
Tel: 11970 617 #16
BRE U'\ 1 Clark Tuys & Gifils:
1073 TAL o174 622 BES
CAEIIPHII.I.Y Icl Mudtis and Hobbies:
2420 550600
CAERI\AHFRON Au:lln
1153 10K !

CFI0 1AW
CARDIFF, HobbyCraft

CF1 BA Tel: OR35S 057 6358
(ARDIFF Gl.llmzolt

ol: 07891638360

il

faceboak.com/GamesWorkshapGent
HASSELT, Oberonn:
Tel: (111 451 350

@ LEUVEN, Spelfanaat Leuven:
Tel: 076 B4 36 30

@ MECHELEN, De Spelfanaat:
Tel; 015 34 59 07

AALST, Hermelijn:

Tel: 053 41 48 66

AALST, Highborn:

Tel: 0405 26 b 47

AARSCHOT, Ingelberts:

Tok 43216 56 62 21

ANTWERPEN, Celtic Cross:

Tel: 03 258 41 65

BRUSSEL, Au Chaudron Magique:

Tel: 0470 &7 B0 49

BRUSSEL, Intertoys Anderlecht:

Tek: 025 2104 73

BRUSSEL, Imel'lnys Ixelles:

Teb 0251417 03

DENDE RM{! N DE, Utopia Games:

DEUIINE Tl!i! Gamestore:

5
GHEHT World's End Comics:

Ted 432 (09) 222 05 70

HALLE, Het Spﬂplezier

Tel; 024 724 51

HALLE, Mlshla s Playground:
Tel: 020 &1 50 5

HAI.I.E Top 1 l’uys

1: 02F 55 04

BERG, RC Vulture:
KOKSI]DE De o

Tel: 50 51 30
KONTICH. Janneke Maan:
Tel: 03 448 22 34
KORTRIJK, Albion:
Telt 056 32 43 07
NEERPELT, ‘t Spellenhuis;
TYek 011 74 4979
OVERIISE lnlmoy; Overijse:
Tel: 026 87
DOS'IENDI. K!ng Arthur:

Tel: 859 51 537 56
ROESELARE, Black Border:
Tek 051 20 82 50
RONSE, Modelbouw Dekeyser:
Tel: 055 45 79 &)
SINT NiKI.AAS, Krokodil:

Tek: 03 2067
TURNHO! T ‘t Bazarke:
Tl 114 41 19 36

VILVOORD, Bockcenter BVBA:
Tek: +32 (02) 251 20 05
WESTKERKE, \:\l'hal Ever:

Tel: +32 {04 71641
WESTOUTER, Domina:
Tek 145166

BOLIVIA
LA PAZ, Bakovia Battle Bunker:
Ted: 549 1 775 03203
I..-\ PAZ, Las Dos Torres:
d: 5! I} 07931
l..i\ PAZ, Valhalla:
Tel: 591 720 16404
SANTA CRUZ, Uroloki:

Tel: 591 726 205140

CAMPINAS, Legends do Brasil:
Tel: 19 7234 3343

cAYMANISLANDS &
GEO"GE TOWN, GameShack:
345 043 4263

I}IIII.E

LAS CONDES SANTIAGO, Fenris Hobbies:
Tel: 56 08 464 62 07

LAS CONDES SANTIAGO, Mir
Tuk: 56 12 46 34 61

PROVIDENCIA SANTIAGO, Guild Dreams:
Tek: 56 32 3171 37

PROVIDENCIA SANTIAGO, Stronghold:

Teks 5B 57 1% 4214

5 MaDang Riad,
M2

GW SHANGHAIL
U138 XinTianDi Style, 2
LuWan [istrict, Shanghai
Tet BB176
BEI]lNC Eeijing Book Building:

Teh 0084 10 66066504

BEIJING, Beijing Warhammer Club:
Tel: +ll6 13601274736

BENING, QI-WAN Miniatures Wargame Club
Ted: 0086 13 681244512

BEIJING, Tong Yun Card Game:

Tel: 0086 13601323686

BEIJING, Warhammer Elite Club:
Tel: 108G 13 601274726
BEIING, Warhammer Elite Club:

Tel: DORE 10 12615054
BENING, Xinsh
Tel: 0066 10 02615654

BEIJING, Xinshi Hobby Zhongguancun Shop:
Tl (416G 14 5965
CHONGQING, XinShangYou Game:

Tel: (MBH 13 630392310

FUZHOU CITY, Mlay&Show Warhammer Chb:
Tel: (BIB6 501 83330562

KUNMING, Kunming Elite Warhammer Club:
Tel: 0066 13658811689

KUNMING, Yunnan Lanyu Model:

Tel: DOBG 871 4112937

QINGDAD, ngdan Battle of Wits Club:

Tol: DUEE 13963950072

SHANGHAI, Good Knight Board Game Store:
Tol: D0 21 35080040

SHANGHAI, You Lai, You Qu:

Tel: (086 14916719
SHANGHAL, Za
Tol: 0086 21 57631605

SHANTOU, Miniature Kingdom:

Tel: 0754 BEIT09T4

SHENYANG, Shenyang Warhammer Club:
Tel: 0066 13189197002

TIAMJIN, Tianjin Waaagh! Gaming Chub:
Tel: A0MA 13661199661

WUHAN, Storm astle Warhammer Club:

Tel: 006 27 62818761
XIAN, Xian Waaagh! Warhammer Club:
Tek 006 134884701150

THENGIHOU), Zhengzhou Warhammer Front HO:
Tok 0086 13592517573

COLUMBIR ==

CALI Mabn. (_‘ulumbh

CROATIA —_—
ZAGREB, Carta Magica:

Tel: 0345 916130260

CYPRUS [¥]
NICOSIA, Isengzﬂi Fantasy Shop:

Tel: 0035 722600700

KATO PAPHOS, Cyprus Crusade:

Tel: 4357 976 49

CZECH-REPUBLIC [

BRNO, Cerny Rytir:

Tel: +4205412 1860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602480 150

HARADEC mu:we Knibkupectvi Valhalla:
Tels 420495
KOPRIVNICE, M.\gic

Tol: 420493 ‘

KOSTELEC, Certuv Pekelny Kotlik:
Tel: + 420605504440

I.lBEREC Battle Games Ohchadni Pavilion:

OSTIMW\ Matrix (knihkupectvi):
Tel: 442 4

PRAHA, Ogrl Dunpz

Tel: +420224534011

PRAHA, Cerny Rytir:

Tel: 4420222312461

VSETIN, Atlantis:

Tek: +42057 1411697

DENMARK f=
GW KGBENHAVN:
Frederiksbarggade KL, 1360,
Tel: 0045 3412 22 17
facehank,comi G\ Kobonhavn
AALBORG, Dragons Lair:
Tel: +45 9012 16 18
ARHUS C, Dragons Lair:
Tel: 445 it 18 34 01
KﬁBENHA\"N K Faraos Cigarer:
Tek: +45 31367
LYNGBY, Farns Clgarer.
Tel: 445 32 10 23 73
ODENSE C, Dragons Lair:
Tel: 445 5311 12 15
ROSKILDE, Fanatic Roskilde:
Tel +45 46 36 35 48
AALBORG, 9K Painting:
Tel: 1 12 13 15
ARHUS, Gunzone:
Teli 15 12 45 45
ASNAES, Bog & Ide:
Tel: 59 65 00 14
BORNHOLM, Dorthes Hobbystue:
Tel: 5695

ESBIER(‘ Arnold Busch:

Tol: 43 B4 02 %

www.games-workshop.
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www.facebook.com/GWWoking

Games Workshop Woking in Surrey isn’t quite in London, but
we figured it was close enough to drop in and pay the guys a
visit, and we weren’t disappointed.

The staff at Games Workshop Woking
are very clear in their aim; to ensure that
everyone has the best hobby experience
possible, be they a brand new beginner
or seasoned player.

There's a really strong community
around the store for casual games right
through to the toughest tournaments. In
fact, when the Woking store organised a
store visit to Warhammer World to compete
in a recent Warhammer 40,000 Throne of
Skulls event, one member of their team
returned with the trophy! It's not all about
tournaments, however. Woking’s under 16s
gaming club, the Woking Wolfguard are in
the midst of a brutal in-store campaign set
in the jungles of Lustria, fighting their way
up the ‘Pyramid of Power’.

The Woking Hobby Centre also runs
regular beginners sessions three times a
week, in which newcomers are introduced
to the rules of the games and given plenty
of advice about painting their miniatures.

The guys in the store are always looking
for ways to to make your hobby even more
enjoyable so, if you have a great idea for a
game or need help with a hobby project,
just drop in and see them today.

Games Workshop Woking
Unit 3, Cleary Court
169 Church Street East

Woking, Surrey, GU21 6H)

Tel: 01483 171 679

WHITE DWARF

YOUR LOCAL STORE




HEI.SINGE Amold Busck:

Ted: 48 79 4

HEI.SII\GE!R, Hobby og Fritid:
Tel: 49 21 45 42

HERNING, Farges Kelder:

Tel: 35 10 1 97

HIGRRING, Arnold Buschk:

Tel: 98 92 60 40

HOBRO, Bstsr\d«:lv Efterskole:
Tel: 61 69 95

HOWAR g
HOBAEK, Hack ‘n’ Slash:
Tel: 61 66 20 13

HORSENS, Legekaden:
Tel: 75 61 60 11
H@ORSHOLM, Bog & Ide:
Tel: 45 6 04 08
KEOBENHAVN K, Fantask:
Tel: 33 43 85 38

K{:}B[NHAVN S, Pipi Legetaj:
KE}BENHA\"N N, Wicked Workshop:

Tel 60 &4 69 74

KOLI]ING Gond Games:

ek 0 03 04

LYNGBY Arnold Busck:

Tek: 45 07 14 45

NASTVED, Guns and Games:
Tek: 31 20 20 04

ODDER, Legekaden:

Tek: 06 54 42 76

o
RANDERS, Byrge Sorensen Hobby:
Tel: 86 42 58 14
RANDERS Randms Haobby Import:
Telki fi6 4

B b 7
REDOVRE Arnold Busck:
Tel: 3641 04 85
nOSENGAmxmmET Arnold Busch:
Ted 66 15 39 24
SKWE |ydsl( Buglmn:iLl
Tel: 07
SLA(..EIAE, Uldlouen
Tel: 58 53 50 15
SOLROD STRAND, Fantacia Games:
Yol 43 13 02 54
ST HEDDINGE, Hobbystalden:
Tel: 56 50 86 10
STENL@SE, HH Hobby:
Tel: 23 46 39 61
S\"ENDBOI!G Farve & Hobby Hjormet:
Tel: 62 21 313
TAA RUI’ (rnhrng;bmgzr
el 43 71 6
vl ORG Bng& Ide:
Tel: B 62 68 &

ESTONIA Ll
TALLINN, Ludo:

Tel: 603 04 37

TARTU, Ludo:

Tek 7253369

FALKLANDS
STANLEY, Falkland Collectibles:

Tul: 050021174

FINLAND e

GW HELSINKI:

Slmenkatu 9, 00100,

Tel: 0

facebonk.cony GWHelsinki

@ ESPOO, Taplolan Pelikauppa:
Fel: 04 - 412 4

@ HELSINKI, Fanta;la'peill Helsinki:

119} 65

HEl. NKI, Iadln Pelikauppa:
Tel: 00 6980300

@ JYVASKYLA, Fantasiapelit Jyvaiskyli:
Tek(014) 216 629

@ KOUVOLA, Kouvolan Puolenkuun Pelit:
Tel: {03) 221 52 M}
LAHTI, Lahden Puolenkuun Pelit:
Tek: 037513151
OuLY, Fanlaslapellt Oulu:
Tef: (DI 174 906
TAMPERE, intasiapelit Tampere:
Ted: (03) 222 52 00

@ TURKU, Fanlas:a;md!r Turku:
Tel: 102} }\’ 4 1

AHTAI!I Horﬂmmemen Kirjakauppa:

- 51002

DIIIen AB:

Tek: ‘Ilﬂ? 5378

EKENAS, Kungsbokhandeln AB:

Tek: 0192461028

HYVINKAR, Virinappi:

Tel: 019 414 700

IMATRA, Kirja-lahja Alex Ky:

Ted: 0343 19555

JOENSUL, Fanlzslapehi Joensuw:

Tel: (013) 284 314

KARIS, Bl4 Lidan KD:

Tel: 019 234 94

KERAVA, Keravan Pelikauppaz

Tel: 19-4209001 3

KLAUKKALA, Hilma ja Huugo:

Tel: 09 879 297

KOTKA, Eagle Card OY:

Tel: (W30 5 274238

KOUVOLA, Muoviepox KY:

Tel: 054117955

LAPIN IlVI Onnimuxu:
789543

340 370

Askartely-Fori:

Tek 02 632671

PORVOO, Porvoon Pelikauppa:
Tek: 019-53 48377

PUDASJARVI, Aarrearkku:

Teli 0150 386 Bhb0

RAAHE, Raahen Astartelu ja Paperi:
Tel: IRZ2IHELS

SEINAJOKI, Fantasialinna:

Tel: MIF 561 6A5H

SEINAIOIH Pelikeidas:

Tel: 0358 & 4177600

TAMPERE, Kirja Karkkainen:
Tel: 03 2251650

TAMPERE, Tuoni Tatuoinnit:
Tel: 03 715 3905

VAASA, Pelimies OY:

Tek: 06 3125111

GIBRALTAR ]

GIBRAL'I»\R K&M Hobby Cenl
Tek: 350 20070

GREECE =

HALANDRI, Bus( 9! War:
94403,

5, Fanlnsy Shup Exarcheia:

210 382087

A'IHENS Fanlasy ﬁhop Kallithea:

Tok: 0030 210 959 2922

ATHENS, Hobbv Planet:

Tek: 0030 T10 G04T8T)

ATHENS, Kaissa Amarousiou:

Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel; 00:30 211} BA82 057

ATHENS, Kaissa Halandriou:

Ted: 0030 211 6RIB4AT

ATHENS, Kaissa Kallidromiou:

Telt 0030 211 366408

ATHENS, Kaissa Monokeros:

Tol: (030 210 813 SHF

ATHENS, Kaissa Pagraliou:

Tel: W) 30 290 7218 31

ATHENS, Strategy Hall:

Tel: DO 302104135757

CHANIA, Kaissa Chanion:

Til: D30 2H2TOBRG YL

CRETE IRAKLEION, Papercut:

Fel: DO30 2010346760

HALANDRI, Game Corps:

Tol: D030 6947990764

HALKIDA, CD Corner:

Tel: 003 2321 087115

ILIOUPOLL, Kaissa llioupoleos:

Tel: DUA 211404

KALLITHEA, a Kallitheas:

Tel: 0030 410 4359950

KERKYRA, Digital Fantasy:

Tek: 002261035279

LARISA, Kaissa Larisas:

Tek: 0030 2410 530555

LOANNINA, Kalssa Loannina:
[

NEA SMYRMI, Gamﬂs Vault:

[ 0030 213 0304722
Kaissa Palras:
Tel: 0030 2610625632
PERISTERIO, Kaissa Peristeriou:
Tel: 0030 2105786707
THESSALONIKI, Kalssa Kalamaria:
Tel; (030 2310 449
THESSALONIKI Hohl:ly Games:
Tel: 2311 252046
THESSALONIKI, Kaissa Thessalonikis:
Tol: 00 30 2310 257 397
THESSALONIKI, Underworld:
Tel: B30 2310 2401 93
VOLOS, Fanl.uy 'ihnp.

Tel: 0030 24210 28

HONG KONG
H NG KONG ISLAND, Jumbo Arls Co:
| BH91T 495

WANCHAI Fun Atelier:

Tel: {852} 2066 4470

BUDAPEST, Padimentum:
0036 30 9607730

BUDAPEST, Beholder:

006 1 297 360

BUDAPEST, Compaya:

U036 20 4201186

BUDAPEST, Fonix:

D36 70 6BOULSTE

BUDAPEST, Gamer Cafe:

0036 20 4201186

BUDAPEST, Holdfeny Fantasy:
036 1 3430730

BUI’MFFW Jalek Box:

0036 1 2
BUDAP STr Mude]l Hungaria:
0036 § 7691171

BLUDAPEST, Sarkanytuz;

D36 TU 3TTI003

BUDAFPEST, Sas Military:
D036 1 2664393

BUDAPEST, Szikla-Fonix:
0036 20 5373504

BUDAPEST, Wargammers:
D036 30 467670

DEBRECEN, Sarkanyluz:

36 TO 31634

CYOR, Sarkanyluz:

0536 20 4216734

KECSKEMET, Sarl:.\nylllz

0036 Th 32900

MISKOLC, Sarkanytuz

006 20 3962160

MISKOLC, Valhalla Paholy:
0036 30 3950564

PECS, Sarkanytuz:

036 20 236D

SOPROMN, Sarkanytuz:

0036 20 3062285

SZEGED, Sarkanytuz:

0936 70 3290245

SZEKESFE Enwul, Holdieny Fantasy:
0036 27 32

EZEKESFEHER\"AR, Sarkanylui:
(036 20 2962796
SZEKESFEHERVAR, Fonix Csarnok:
B30 20 91791497

SZOLNOK, Sarkanyluz:

0036 21 39620500
SZOMBETHELY, Sarkanytuz:
D36 24 TaY200

TATAHANYA, Sarkanytuz:
DUSE 20 31E09;

VESZPREM, Sarkanytuz:

003& 20 3610015
ZALAEGERSZEG, Sarkanytuz:
0036 20 2UG2070

REYKJAVIK, Nexus:
Tel: DO354 552 9011

INDONESIA e

BANDUNG, Hobbyline:

Ted: 022 4218555

JAKARTA BARAT, Comics N Games:
Teki 021 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 01 1-604-50143

SURABAYA, Fantasy N Games:

Tel: 13 1-600-50343

SURABAYA, Fantasy N Games:

Fel: 091-740-2475

IRELAND s
GW DUBLIN:
Unit 3, Lawer Liffey Sireel
Tel: 00353 187 257 91
facehook.com/GWDublin

CORK, Other Realms:

Tel: 021 4270500

DUBLIN, Gamers World:

Tel; (879299392
BALINA, World of Wonder Balina:
Tel: 096 7667
BLACK ROCK, Arts and Hobby
Tuel: 00353 12832394
COBETT COURT, Arts and Hobby
Tel: 01 574 5312
CORK, Murphy's Toymaster:
Tek 00353 58 314 76
COUNTY DONEGAL, Tinnys Toys:
Tok 074 122474
COUNTY KILDARE, Gamers Hub:
Tef: 3 Bl (MEG (29
COUNTY LOUTH, Marley Model Mania:
Tel: 00353 419674741
COUNTY MEATH, Art and Hobby Navan:
Ted: 00353 14565300
COUNTY MEATH, Toys & Fun Galaxy:
Tel: 00353 19 690 253
COUNTY III‘PEIIAR\" Tall Tales Bookshop
Tel: 00353 51 673 9
COUNT\"\\ES‘J‘MI:AIH Asts and Hobby Athlone
Tel: 01 062 4500
COUNTY WESTMEATH, Arts and Hobby Mullingar:
Tel: (0353449335247
COUNTY WICKLOW, The Hobby Shack:
Tel: MII63A0T073706
I'Joucms, ArLi and Hobby:

DROGHE ,a, arts and Hobhy:
i 70

and Hobby Dundrum:
2044

DUBLIN, Art and Hobby Liffey Valley:
Tol: 0035 Il 565108

DUBLIN Baﬁba Toymaster:
100

Tel: 01

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tek 012 B0d 011

DUN LACGHAIRE, Arts and Hobby:
Tel 012805047

DUNGARVAN, Toymaster Murphys:
Tek: 050 41376

DROGHEDA, .J\rls and Hobby

Tel: 00153 41 907 327

ENNIS, Tir na N'os Toymaster:

Tel: 00353 65 6841 388

GALWAY, Nobby's Hobby's:

Tel: 00353 BEABTO17T

GREYSTONES, Arts and Hobby

Tel: 00353 12873790

KERRY, Cabal's 1oymaslc-r

Tel: D935 s 7121047

ts and Hohby:

I.IMEI'H(_K Thd: Gathering:

Tel: 061 315133

MARKET CKOS& Arts and Hobby
Tel: 05
MNEW IIOSS Brldge Stores:

Vel 051 422606

NEWBRIDGE, Arts and Hobby:

Tel: 045 450280

SANTRY, Arts and Hobhy:

Tel: 01 862 4500

STILLORGAN, Toymaster Nimble Fingers:
Tel: 0F 2880780

THURLES, Bookworm:

Tek: 0504
WEXFORD, Gamers Paradise:
Tek 00353 5 3':|r| 140
WEXFORD, Readers Paradise:

Tek: 054 4124400
WICKLOW, Hopkins Toymaster:
Tek 00353 46

YOUGHAL, hys Toymaster:

Tek 00353 58413 7h

ISRAEL =]

HAIFA, Kitaro:
Tel: 07 4B509292
HERZLIA, Fre:
Tel; 00972 99589077

RAMAT HASHARON, Tapuah:
Tel: 00972 35404713

TEL AVIV, Freak:

Tel: 10572 36961826

TEL AVIV, Kitaro:

Tel: 00972 16299320

w8
Tel: 03 5380 4636
facebook com/GW Nal

RIGA, Games Shop:
Tek: FTO0E0
RIGA, Ludo:

Tek: 67254040

M..\CAU Game Fun Table Games Shop:
4 ~B33 hERTH42T

]
MADEIRA
MADEIRA, Sétima Dimensio;

Tel: 351 291 138 244

MALAY
BANDAR TAN|ONG TOKONG, Gameforce:
Tel: 0164449154 / 048900301
KOTA KINABALU, Just Wargame:
Tek 6013 - 865 5269
KUALA LU FUR,. Comics Mart:
Tek b3 -

KUALA I.UMPAR Hobby Forge:
Tek 60 176121

7 60 ABF0DINT
PETALING JAYA, Woli's Game Shop:
Tek 012 2599952

MALTA, Fnrh:dden Power:

Tel 00356 21 12799

MALTA, K Huhbles Lid:

Tek 00356 21 8934213

MEXIC

iC»U»‘\SCM.IENIES AGS, Tienda Gmrf,a
Tek: 448 91539 2

CANCUN Q RDD, Gamer's Den:

Tek: 955 590 Of 03

CELAYA GTO, Animundo:

Tek: 461 200 08 27

CELAYA GTO, La Cueva Del Mago:
Tel: 461 546 76 16

MEXI(‘O DF, Ealt[el Lore:
Tel: 5515 18 0
MEXICCI DF Cap\tal a

MEKICCI DF, Im‘p Comics:
Tel: 5555 58
“FK!CG DF K.all
55 56 B0 03 73

lFA _Quesr Hobbies & Games:

S#TEF_ITE EDC. Entretente Toys:
Tek: 55 46 33 04 32

-5t 5177 11
MOLDOVA i |
CHISINAU, Adept:

Tel: 173 BOHTIG96

THENETHERLANDS ==

GW ALKMAAR:
T EK,

0
om/GWAlkmasr

CWilreds
GW DEN HAAG:
Schoobstraat 128, 2517 AX
Tk GT0 392 THIS
facebook com/GWient
G\\‘ DORDRECH
1 386G, 331K
5040
om/ GWherdrecht

ARNHEM, spclkwarller
Tek: 026 370 2028
DEN BOSCH, De Dobhelsteen:
Tek: 073 614 5510
ENSCHEDE, Fijplines:
Teld; 053 430
@ GRONINGEN, Purperen Draak:
Tel: 064 166 1972
HAARLEM, Spellenhuis:
Tel: 23 53 13 180
@ LEEUWARDEN, Spellekijn:
Tel: 058 213 1112
LEIDEN, Vliegershop
Tol: 071 513 2763
@ MAASTRICHT, Vieg-er-uit:
Tel; 043 125 1653
MIDDELBURG, De Burcht:
Fal: 011 BG30045
MNIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119
TILBURG, De Dobbelsteen:
Tel: 013 544 3700
UTRECHT, Subcultures:
Tel: 030 2311122
IWOLLE, Games-n-Us:
Tol: 018 421 6385
ALKMAAR, Bookers & Strippers:
Tel: 172 512 1213
ALPHEN AAN DEN RIJN, Hoge Ogen:

Tel: 0172473031

AMERSFOORT, Spellenwinckel:

Tel: 033 470 (A22

AMSTELVEEN, Het Ganzenbord:

Tal: 020 b1 2552

AMSTERDAM, The Game Keeper:

Vel: 020 630 1579

AMSTERDAM, Snoek Strips:

Tol: 020 460 T 109

ASSEN, Plok:

Tel; 054 241 3292

BARENDRECHT, Peter’s Postirein:

Tel: 0180 619539

BERGEN OP ZOOM, Boz Spellen:

Tel: 0164 249120

BERGEYK, Wouters Technohobby:

Tek: 043 755 0248

BEVERWIJK, Bmm Games:

Tel: 025 1216568

BREDA, Spellenwml:el Breda:

Tel: 075 522 1

I')EI.FT Speldnradu

Tek: 015 213 4516

DEVENTER, Knibbel Comics:

Tel: 057 001 h&7%

DOFI'INCHEM Top 1 Toys Speciplanet:

Tel: 4314 363

DORDI![(HT Hnbh}' Modelbouw Dordrechl:
Tel: 076 631

n S Dldaal
Tel: 0314 65 3296

EINDHOVEN, Gameforce Eindhoven:
Tel: (40 2447050

EMMELOORD: Toys & To

Tol: 052 7620 090

GE\»\.EKT Top 1 Toys Van de Goor:
Tol: £l

i 545
(.END‘I Eumma:: Gendt:
Tel: D481 ‘41

i}
GRGNPNGEN Wirwar:
Tl 050 114 B424
GRONINGEN, Zinnebeeld:
Tol: 050 3120472
HEEMSKERK, Bob Hes:
Tel: +31 (0251) 2415 99
HEERHUGOWAARD, Huider Modeltreinen:
Tek 0725714157
HEERLEN, De Houten Sleutel:
Tek: +32 (045} 34 41 428
HENGELO, De Dondersteen:
Tel: 074 2395030
HILVERSUIM, Hilversumse Boekhandel:
Ted: 035 &2 33 151
HOODFDORP, Spellenwinkel Wahalla:
Tel 023 557R052
HOORN, De Spellenhoorn:
Tel: +31 (0229} 29 55 65
HUISSEN, Euromaxx Huissen:
Tel: 026 325 3330
LEIDEN, Tolkienwinkel:
Tel: 074 541 2324
LEIDEN, Warp 9:
Tel: 073 5121380
LELYSTAD, Games of War:
Tel: 66 1195 9619
MAASTRICHT, Hounjet:
Tel; 043 363 6774
NES AMELAND, 'Inp 1 Toys Van den Brink:
Tel: 0515 54 2
NUENEN, Schellens Speelgoed:
Tel: +31 40 787 10 00
L'II.DENZAAL. Top 1 Toys:
Tul: 03415352

RIINSBURG, 'loys 2 Play:

Tol: 071 40 21
RIISWIJK, Ted’s RC Shop:
Tek: 074 415

RIJSWII](. Top 1 Toys In de Bogaard:

R RM ND B!uembuctmk Hermien:
Tel: 7 6024

ROSM EN Top 1 Toys Jovi

DAAL, Top 1 Toys Jadin:
Tel: (1165 55 7%

ROTTERDAM, Rogue Trader:

Ted; 010 2700233

SCHIEDAM, BTS:

Teli 010 473 4735

SCHOONHOVEN, De Gruijter Boekhandel:
Tel: (152 30245

SITTARD, Atomik:

Tel: 46 4315074
SLIEDRECHT, De Gruijter:
Teli 0154 312 744

UDEN, Goblin:

Tel: 041 327 (62

UTRECHT, L:ﬂ:lyrmlh

Tek: 030 287 715

UTIIECHT, \\fhuups

Tel: 030 230 4123

VENLO, Modelbouw Lutha
Tel: 077 354 2hen
WASSENAAR, Top 1 Toys Kouwenhoven:
Tel: 070 511 0211

WN‘IERbWIlK, Top 1 Toys Winterswik:
Tel: 054 351 202

WORMERY E ER Mini-Wonders:

ZE\"ENSERGE\I Top 1 Toys:
Tel 0168 33045,
ZOETERMEER RC-Pitstop:

Tel: 079 316 0560

It

NORWAY
GW O5L0:
Malle mra,
1e| + 90
ik cam/GWOSlo
AI.ESL;ND in Kremmerhuset Moa Svd:
Tel: 447 70143770
BERGEN Outland
Teli 331
le\

U

FREDRIKSTAD Morstar Leketorvel:
Tel; 447 69315630

KONGSBERG, Rolf Liane:

Tel: 447 8819560

KRISTIANSAND, Outland:

Tel: +47 38099420

MO | RANA, Ihngn Lekehjornet Mo:
Tel: +47 731517

EN rammen Spillforening:

www.games-workshop.com




Tul: 447 76946505

SANDNES, Osaland Hobby:

Tol: 447 51661508

SIEVEGAN, Oulpost:

Tel: 447 95703245

SKIEN, Sokratis Hobby Girden:

Tol: 447 35520764

STAVANGER, Outland:

Tol: 47 51908000

STOKKE, Hobby Hagen:

Tel: 447 11135202

IROMSG Tromsa Brukthokhandel:
44 TTEHO9TH

Tel: +47 33316799

TEANSBERG, (ledeshusst
Tel: +47 922517

=
PANAMA -
HATO PINTADO, Arkham & Hobbie Games:
Tel: 507 395 60 11

AV ARENALES, Colores y Minialuras:
Tel: 51 14 71 b6 6d

PHILIPPINES
LAHUG CITY, Neutral Grounds:
Tel: (62916) B305040

MAKATAI CITY, Neutral Grounds:

Tol: (632} 8195800

MUNTINLUPA, Neutral Grounds:

Tel: | BSOS

QUEZON CITY, Neutral Grounds:

Tel: if AP

SAN JAUN, Nuulmi Grounds:

Tel: (632} 7278583

TAGUIG, H'obbes and Landes:

Tel: (632} 850939

POLAND =

BIELSKO-BIALA, Gnom:
Tedt 0044 33 B213432
KATOWICE, Bard:
Tel: D048 32 2571817
KRAKOW, Bard:
Tel: 00448 12 533 B0 63
POZNAN, Bard:
Ted; 0044 61 8530277
WARSZAWA, Faber i Faber:
Teli 0048 22 84971265
WROCLAW, Bard:
Ted: 0044 71 3317472

BIALYSTOK, Komnala Gier:

Tol: 48 BG6N1 63

BYDGOSZCZ, Wszystho Gra:

Tel: (U0 66641905

GDANSK, I!ebt:l (‘en:rum Gier:

Tel: (41 511 34

GDANSK, U el:ll Naszegn Dziecka:

Tel: 0041 50 337045

GDYNIA, Futurex:

Tele D40 501563066

GLIWICE, U Zyrafy:

Tel: 53009715

GLOGOW, Zldnnu Wagdrza Centrum Gier:

Tel: 7H4498:

G(JFL.\ Zlelum: Wagdrza Centrum Gier:

Tol: 602

I(IEIJ'.Er Walgamcr

Tel: D040 50 BAGTH24

ZALIN, Tecza Zabawki:

4 3422075

KIU\KOW AGTOM:

Tel: (04 12 3565674

Tel: 12 3801543

KRAKDW Slslep Imperium:
11256

KR&KOW 'il(lep smak:
Tol: (048 12 4330110
KRAKOW, Smok:

Tel: (040 66 3414530
KRAKOW, Valkiria-skelp:
Tl 0048 12 4175525
KRAKOW, Vanaheim:
Tel: (11 12 4221147
LEGNICA, Skelp Feniks:
Tel; 0048 69 460646TH
LODZ, Da-ta:
Tol: 1001 42 5
LODZ, Mode
Tel: (040 51 105
LODZ, Gamelo
Tel: 0048 42 6311161

ia Centrum Gier:

Tel 004 IH 796! i3

LODZ, Twoja Ksiazka:

Tol; 146 42 H8E2T3260

NOWY SACZ, Graal Hobhit:

Tel: 0040 60 4133612

MNYSA, Raptor Hobby:

Tol: GaEIRRE2S

OPOLE, HMS Cumpu{ers {113

tel 0048 77 4547413

OSTROW WIELKOPOLSKL, Centrum Gier Arena:
Tol: 1040 BIIUTTOTT

OSWIECFM SI:eIp Modelarski Model-Hit:
Tel 0040 (027

L(HOWI(’E !mperamr FF:

Tel: 0048 662250291

POZNAN, Cube-Q-Workshop Polanka:
Tek 061 6712415

POZNAN, Cube-Q-Workshop M1:
Tel: 061 6712475

POZNAN, Cube-0-Workshop King Cross:
Toli IN4A SORITY2R4

\ ubr—Q—Wnllulmp Panorama:
PCIZNAN, (_uhc—Q-WulMup Pestka:

Tel: 51467256

LCZYNA, Ih:d Scorpwn

Tel: (025 R2ET

RADOM, Wargamer:

Tel: (1048 503362781
RZESZOW, Gamekeeper:
Tel: 1048 b3 252
RZESZOW, WEW Skelp Modelarski Hobby:
Ted: 017 H5 28 101

SIEMIANOWICE, Jaga PHU:

Tel; 0048 32 2290139

SZCZECIN, Fenix:

Tel: 0043 (95914905

TARNOW, Salon Gier Jaskinie:

WARSZAWA, raal Blue City:

Teli UD48 22 3
WAIISZAWA
Ted: 0048 22 31
WARSZAWA, E.ra.al Galeria Mokotow:
Tel: 0048 22 5413418

WARSZAWA, Graal KEN Centre:

Ted; 0048 27 2009090

WARSZAWA, Graal Sarmacka:

Tel: 0048 23 8427040

WARSZAWA, Hobbyt:

Tedi (04 22 H140206

WARSZAWA, Maorion Bemowo:

Tel: 0045 22 4239120

WARSZAWA, Morion Bielany:

Ted: (048 22 4241062

WARSZAWA, Paradox:

Telr 0045 23 6180761

WARSZAWA, ‘il:lep Superserie:

Ted: 0048 515 434 &

WARSZAW Wargamr_'l Centrala:
Tel: 0043 71
WARSZAWA, Wa;gzrni!l CH Targowek:
Tel; 0048 71457513

WROCLAW, Bolter:

Tel: 0048 71 3441510

WROCLAW, Games R Us:

Tel; 0048 HEHTHTIAZ

WROCLAW, Wroclaw Model Centre:
Tel: 713419907

WROCLAW, Ogtyn

Tel 0048 71 377107

WROCLAW, Planszoweczka:

Tel: 741 794,

ZABRZE, U

Ted STU240581

yrafy:

BEI.OUIIA Hnbbylﬂll
Tel: +351 214 850 901
CALDAS DA IL\INHA, Magic Club Caldas:

Tek 4351 230 €
COIMBRA, Dl\ﬂ!r:unim
Tek +351 2359 049 610
COIMBERA, Inforhobbies:
Tel: +351 239 TH1 466
LISEGA, Fnac:

Tek: +351 219 404 700
LISEOA, Homem Azul:
Teh +i57 213 629 182

LISBO:\ Myrdmn s Magic, Lda:
Tek: +851 213032

PORTO, Lojas Arena

Tek 351 222 011 380

SINES, Galeria BT:

Teli 4351 268 632 511
TELHEIRAS, Ta
Tek: 4351 217 163

PUERTORICO  B=

74

Tal 477 766 734
ROMANIA

BUCH AIIES‘I Hul:lly Games:

Tek 0040 72 1204910
RUSSIA =]

BARNALUL, Europa:
Tek: & (903} 072 0615

BOR, Karusel:

BURG Magu:pollal ru:
310 1957

BURG, Mosigra:

Tok: #(343) 472 3496
EKAIEI!INBURG World of Models:
Tel: & {143 31 007

IRKUTSK, kraslv‘zya Igra:

Tel: § (W32) 722

K!\lINH\GItAD F'mgorn
524

317} -1‘ 7938
KH-’\BARO\"SK Karton:

Tel: 8 (924} 1015 100
KIIA‘;NQDAR Hl:ll!:l;-I Land:
Tel: & (M5} 477 002
KRASNDDAIL Astrrmumrkun
Tel: & 77 0025
KII.'\SNUYARK. Rodnik:

Tol: & (130570 3843
KILASNDYAKK Muslgla

M-\GNITDGORSK Gostinniy Dvor:
Tol: 1 (35191 280 496

MOSCOW, .v\lgens

Tel: & (495) 964 2702

MOSCOW, Algeris:

MOSCOW, Algcrla
Tel: B (495) 1
MOSCOW, .v\lgerls

Tel: @ (495) 261 5075
MOSCOW, Cardplace.ru:
Tel: § (495) 638 5429
MOSCOW,
Tel: & {906) DG5S @
MOSCOW, Ma:
Tel: B (495) 641 6331
MOSCOW, Pala
Tel: B {926} 7
MOSCOW, Pnrlal

Tel: B (4951 633 1078
MOSCOW, Triominos.ru:
Tel: & (4951 951 54415
MUS(_DW P Knpq.ykm

4
NO\"OSH]II!SK Clever Games:

535
NOVOSIB]RSK Clever Games:
Tel: B {913) 923 3588

OREL, Hobbit Slnre;

Tel: i (980) 101 7957

PENZA, Blockbuster:

Tel: B {9621 474 3806

PERM, Petropavlovsky:

Tel: 6 {9121 749 8412

II.DS'IOV NA DONU Slmnlel}‘,Tmﬂr Korabli:

5T FETERSBUII(.. Art Miniatures:
Tel: 6 (B12) 633 3393

ST PETERSBURG, Hobbit:

Tel: 8 (81 315 7763

ST PETERSBURG, Mosigra:

Yel: 5 012) 920 5104

ST PETERSBURG, Sargona:

Tel: 8 (B12) 445 1054

TOMSK, Parad:

Tel: ) 1622) 514 463

TULA, Okinava:

Tel: & (920) 7 2
TVER, Armay
T 9100 531 7659

TYLMEN, Perehrestok Mirov:
Tel: 1 (112) 923 9
TYLIMEN, Lal
Tel: i (904) 494

\"D Iya Muromets:

VORUNEZH Edinorog:
Yel: B (903) K56 1639

TSK, Artefakt:

Tel: 1 (914) 290 0840
YOSHIKAR OLA, Kenga:

Tel: B (13625 460 112

ERBIA
BELGRADE, ANET Hobbystore:
Tel: (0 381 11 3672 525

FUNAN CENTRE, Battle Bunker:

Tel: 65 94040450

FUSIONOPOLIS, Paradigm Infinitum:
Tel: 65 67343850

I0NS ORCHARD, Prologue Bookstore:
Tel: B3 64631477

H.AZA SINGAPLIRA, Comics Connection PTE Lid:
Tel: 65 63374300

SEREN CENTRE, Toy Station:

Tel: 05 B468:1054

SUOME
Teli b3 146355

SLOVAKIA s
BRATISLAVA, Madmxun

Tel 421 2 524 927

SPISSKA NOVA VES, War Gaming:
Tel: +421903219145

BLED, Pik Pok:

10386 457 6HO30

LIUBLIJANA, Erna Luknja:

Tel: 00336 5003122

LJUBLIJANA, DllEnda; Citypark:
1136 457 BHOHH

EI:L\"ILL[, The Bays and Mens Hobby Shop:
27 27 914 BhBn

BLOEM ON‘IE N, The Games Dungeon:

7 728519

CAPE TOWN, Pastimes Retail:

Tel: 01027 21 421 1191

CAPE TOWN, Wiranis Rooks and Games:

Tel: 0027 21 653 D364

CRAIGHALL, OlheerId Games:

Tel: 011 326 074

DORINGKL O'OF Battle Planet;

Telt 00 27 5245 93933

DURBAN, The thh}' Specialists:

Tek: 0027 il 566 4806

EAST LONDON, Slaters Toy Magic:

Telt +27 43 7265762

EDENVALE, Plastiks:

Ted: 0027 B2 T3 1409

IOHAu NESBURG, The Underground:

T 11 795 3046

I0 NMNESBURG, Esswex Retail:

Tel: 0027 11 BRAI615

JOHANNESBLRG, Oule' Limits Johannesherg:

Tek: Q027 11 402 3

JOH-\NNESBURG Oulu Limits Pretaria:

Tel: 0027 12 342 4350

JOHANINPSBUNG |zanﬂs Book and Games:
027 11 599

!OHANNFSEURG Warfair:

Tel: 0027 B2 431 2242

JOHANNESBURG SOUTH, Dragans Den:

Tek Q027 11 432 3996

, Harris Planerds:

MENLYN, Top CD:
Tek 0027 12 361 3122

PIETERMARITZBLRG, Games Direct:

Tek: 427 13 3142 9978
RUETENBURG War:r}'
Tek 0027 71 91

UMHLAN(..A, Thl. Hobby Specialists:

Tek D27 3% Shh 480N

SOUTH KORER

SEQUL, Orctown:
Tek: 02 6402 546

Gw (.UTEBUI!(..‘.

fncehonk.comy CW Gotebary
GW STOCKHOLM:
Master Samuelsgatan 67, 111 21,
E 0B-21 38 40
facehonk.com/GWStockhe
@ KARLSTAD, Spel & Fantasi:
Tel: 05415 10 70
@ LUND, Playoteket Center:
Tel: 46127810
@ MALMO), Playoteket Center:
Tel: 040. 185514
@ UMEA, Fantasia:
Fol: (9077 03 6k
UPPSALA, Fantasia:
Tels 011841001 51)
UPPSALA, Prisiyndet:
Fol: (18-10 s 07
@ OREBRO, Batalj:
Fol: 11511 46 01

A\-'F_SIA \-‘q;a Video:

m /]
ESKILSTUNA, Lasses Leksaker:
Teb afh1-300 35
FALKENBERG, Lekcenter:

Tek 0346807 &0

FRITSLA, Fritsla Hobby:

Tel: 012070166

GAVLE, Hobbyshopen:

Tek: 026:18 62 99

GOTEBORG, Goblin Games:
Tek 931.245110

CDTEEORG, Toys Leksaker & Hobby:

Tel: 03145340

(.(’_'ITEEUIIG Wizard Games:

Tuk: 03151 41 50

HALMSI'AD, I.Elu:!n!u'

Tek 015-159

HUDDIN[.E, Humlan Lek & Hobby:
Tel: 08-659 HARS

Th b
KAIII.SKICDNA. Leksakshusel:
Tel: 045524082

KATRINEHOLM, Narren Spel:
Tek 9150.1 1132

KIRUNA,

KI.INGS.B.»\C!(A Lek & Hobhy:
Tel: 030014136

KUNGALY, Frilknarna Bus:
Tel: 0301139 40

chuset Lekia:

LANDSKIION:\ Leksakshuset:
Tel: 0418.107 90

LIDKOPING, Game Maniacs:
Tel: 0510-25320

LINKOPING, Sagoland:

Tel: 013
L}UNGI]\‘ Lekman:
Tel: 037213481
I]amuns Hus:

Tel: 04 ’D A5
LUMND,
Tel: D446 :

MALMO, Hrnan pa Limhamn:
Tel: 040-3675H)

NORRKUGPING, Hobbyhéirman:
Tel: 011162120

NORRKOPING, Lekhuset:

Tel: 0112-87070

NORRTALJE, Lekplaneten:

Tel: 017612350

NYKOPING, Laka TV-spel:

Tol: OT35-2651000

NYMASHAMN, Asas Leksaker:
Tol: BA-520 11235

ORMINGE, Happlu

Tiel: 04
Sr\LA, Elons Ltksal:er
Tek 02241 01 14
SKELLEFTEA, Legend:
Tel: 0974010 35 02

HOLM, Arcane pd Hagagalan:

Tel: 08-22 25 22

S'IOCI(HOLM Hisgdalens Leksaker:
0I.M Dragons Lair:

ol H-654 60
GTDFKHOLM Hobhbyisterna:
Tel: B8-403 90500

Tel: 08-21 50 51

SUNDBORN, Giranssons Firg:
Tel: 23621 55 (2)

SLINDSVALL, Orion Spel:

Tel: BG0-15

TROLLHATTAN, Hobbyhirnan:
Fel: D52113363

, Olles Leksaker:
Tel: 052280520

VARBERG, Fyndmagasinet:
Tel: 1341678940
VIMMERBY, Lekia:

Tel; 049211108

VISBY, Skuggspel:

Tol: 49821 {10 52
VASTERAS, Zetterlunds:
Tel: 0211044 91
VASTERVIK, Lekstugan:

Tel: 0450-36171

VAXIO), Helges Hila:

Tel: 47402 1H 60

STOCKHOLM, Science Fiction Bokhandeln:

, Tw-Spelshirman:

1 nil

ANGELHOLM, Leksaksmagazinel:
Teli 431-82250

OSTERSUND, Hobbyboden:

Tel: 065-13310

TAIWAN " |

CHANGHUA, Lian Xin:
Tel; +ifie 4 BH7U420
GANGSHAN, Toys Cal:
Tel: vt 7 62714940
HSINCHU
Tel: #1163
HSINCH
Ted: #0645

KAOHS!UNG Dwarf's Goldmine:

Tel: +006
KADHSIUNG I.nrlgmen
Tel: +B86 7 3118067
KADHS!UNG, Tays Cat:
Tel: +086 7 6214140
PINTUNG, Texas TV Game Shops:
Telt +186 8 7212720

TAICHUNG, F.'mtzw House:

Tel: +146 4 23143720

TAINAN, Star Toy Castle:

Tel: +B86 & 2470427

TAIPEI, Akmigames:

Tal, s 2 £7AV4S

TAIPEL, Cacacily:

Tel; +B86 2 23099579

TAIPEL, MPK Hobiby Shop:

Tel: +1506 2 261460

XINBEI, Table Games:

Tel: +0406 2 235830

THAILAND =
BANGKOK, A Framing:
Tel: +vh 8414 63313

BANGKOK, Batlleﬁeld Bangkok:
Tel: +46 2747 9

Mini Shoppa:
102

CHIANG Mal, Hobo Books:
Tel; +66 #7158 25741
CHONBURI, Paltaya Players:
Tel; 406 H5309 28521

RAINE
DNEPI!OPETIID\"SK, Golbin:
Tel: 003B{BLTI564 BSAE
DNEPROPETROVSK, Modelist:
Ted: 00(D671564 B350
DONETSK, Toy Story:
Tely 0387 5203

Tel: 00 36 5
KIEV, Budinok Igroshek:
Tel 00 305 821 385

KIEV, Budinok Igroshek:
Tel; 0 38 2 308 150

KIEV, Budinok Igroshek:
Tel: 00 38 4 567 671

KIEV, Game Hall:

Tel: 003544145
KIEV, Model
Ted: 0038(067)
KIEV, Model
Tel: 0000671417 2442
KIEY, Toy Sto
Tel; (018i044157
KIEY, Toy Sto
Ted: (030164150
KIEV, Toy Sto
Ted: OCI{084145!

Ted: 0038((M41587 5607
LEVIV, Hobby World:
Teld: 0038(006)764 2261
LEVIV, Toy Stor:

Tek: 0038(032)25:
ODESSA, \"angual
Teld I03HHE00565
SEVASTOPOL, Aﬂ.—.mum Store & Club:
Tel: (03B(0301394 5320

VINITSA, Spellscape

Ted: 0038631344 0902

ZAPOROZHYE, Warhammer ZP:

Tek: 003806761 5913

UNITED ARAB EMIRATES =
DUBAI, Bishops Trading:

Tek 0097155941




2=/ PREMIUM STORES

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

s Premium Stores are independent retailers who offer a wide
range of Games Workshop products and are able to look
after all new and established hobbyists.

» Should you find a specific miniature or boxed set is not
available in the store, these stockists also offer a Mail
Order service giving you access to the entire Games
Workshop range.

e Their knowledgeable staff are on hand to offer help and
advice on your army, from planning your next purchase to
plotting killer tactics for your games. Please feel free to ask
any hobby questions.

* In these stores you can expect painting lessons and other hobby activities such as conversion clinics ~ call your local
Premium Store for details.

e Premium Stores also have a number of dedicated gaming tables in their stores which are used to run introductory games,
hold in-store tournaments, bespoke mega battles or general open-play gaming where anyone can bring their armies
along for a game.

Check out the list below to find your local stockist!

GREBRU Ealah

, 703 &1 Orebro

HELSINKI, Fantasiapelit Helsinki:
Vithankatu 4 8, (10
Tek (09) 650 BO3

mﬁs ¥ HELSINKI, Stadin Pelikauppa:
@ wnxmor "I;“;fkr b ||‘;\II e e
PREMI U M |‘:: SKYL Fantas.apg;“ Iy

UMEA, Fantasi

UPPSALA, Prlsf}'ndtl
n 5

The following stores have been

designated Premium Stockists, L.-\Hn uhde"' Puolenkunun Pelit: \III“E(FN Moenen en Mariken:
and we plan to open more in Xt etk UNITED KINGDOM
the future, so keep a look out in OULU, Fantasiapelit Qv sbbelsteen: UDLISHOTThe Gurse Shopics
: 2 ; e f+ Wellingion Street, Hampshire, GU11 107
White Dwarf for stockists near you. Rt LI Tel 01252 301443
" CARDIFF, Firestorm Games:
BELGIUM T 7 Fdnr,m'apeh'. Tampere: UTRECHII‘ ?:‘:h?j?“u‘:fs rth Road, CE10 506
h b 5, 33
: 17 21
T . rquee Models:
HASSELT, Oberonn; T Fantasiapelit Turka I“‘D'-’-E '-_‘“““I" Ef mqv{.l tre, Evse, CM20 1X5
) ¥ 2t Tel: 01

De Spelfanaat:

: ICELAND F -
‘\f :iLElEN De Spelfanaat: REVKAJAVIK, Nexus: BI[LlSIII('E! -BIALA, Cnum
s . el: 61623
ol 015 34 56 0 rerisg ¥ > T 123 23
Tel: 015 Tk ~773 3320 5H|;FF|FE|’) Warglmps Empnrlum
Wrks chard Square, Shefiield, $1 270
DENMARK IRELAND \cl\'IEEEI_IIhI!L.TUN Questing Knights Games:
: uesting Kni
AALBORG, Dragons Lair: !h._ rade, Telr«r:I TF1 195

Algadn 63, 00 CORK, Other Realms:
Tol: +45 901 12 16 1 Fad Serret Shopgig Loz
-\RHUS £ l.llagcm‘ Lair:
54, Knuds T
Tol: 445 06 18 44 03

952 417T74T

AL, Wargamestore:

Brinsstage Hall Cotretyard, Brimstage, CHE GIA
Tel: 01244 675130

DUBLIN, Gamers World:

53 578 199 302 fab!.‘ri Fahe::
THE NETHERLANDS G
.\AR\'HE\L f*_yeiiwamrr \\ RO AW Bald (Lnirum Gier:

Wirnclaw

ODENSE C, Dugum Lair:

Gribratrep

4 Karlstad

GRONI'\'GF\ De Purperfn Draak:
Nieuwe Ebbingestraat &
el: 050 2300 559
HJ\;‘\RLEM Spellenhuis:
2011 LE ¥
31 3160

b, 202 11 Lund

oteket Center:
11 15 Maimii
)

www.games-workshop.com




114 WHITE DWARF

SCULPTING

] Come and spend a day in
the Warhammer World

~| Masterclass Workshop

learning specialised
sculpting techniques.
Sculpting expert Aly
Morrison will take you
through all the steps
required to build your

| skill using Green Stuff to

produce great results on
an Undead Greatsword!

5th May 2012,
Warhammer World, Nottingham

Materials provided for you on the day

e An Empire Greatsword model which has been fully prepared
for use, sculpting tools and all the Green Stuff you will need
to practise the techniques being shown!

e Farticipants must be aged 16 or over.

.| ® Forany further information regarding the event, e-mail us at

whworldevents@games-workshop.co.uk, or call us on
0115 9004994,

What does the ticket cover?

¢ Hands on tuition from Aly Morrison, Trish Carden and
Aragorn Marks — all experts from the Design Studio who are
responsible for many of the wonderful miniatures you play
with today!

* Tea and coffee will be provided throughout the day.

* A hot lunch with your tutors.

o Access to all of Warhammer World's facilities, including the
Citadel Miniatures Hall,

s Tickets cost £105.00 per person and are available from
whworldevents@games-workshop.co.uk.

Tickets available from 7th March 2012!

WARHAMMER WORLD




EVENTS DIAR

ORLD

Play amazing games at Throne of Skulls or get hobby tuition from some of the best
at our Masterclass events! Attend our events to learn new skills or meet new people.

Your weekends will never be the same again!

March 2012

March 10th VAR

SCENERY MASTERCLASS: UNHOLY GROUND

Details: Realm of Battle Gameboards look amazing with a scenery centrepiece to shaw them
off. We have got scenery experts Chad Mierzwa and Gareth Williams to come along and
show you first-hand how to make the Chaos converted Honoured Imperium scenery piece to

look like the one featured in White Dwarf issue 370,
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.

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.

A

March 31st D
REALM OF BATTLE WORKSHOP

Details: Ever wanted a Citadel 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.

UK GOLDEN DEMON
2011 WINNER’S DISPLAY

From March 31st to June 10th 2012

In the rush of Games Day the one thin DS ists want to
see more of, but get the o 2 olden Demon
cabinets. At Warhammer World you'll have a second chance to
see these award winning miniature masterpieces, as many of the
winning painters have agreed to place their miniatures on display
in the Citadel Miniatures Hall.

WWW.GAMES-WORKSHOP.COM

GLAMES WORESHOP,

games-workshop.com
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4 FIND oUT WHAT’S GOING ON AT WARHAMMER WORLD AND YOUR LOCAL HOBBY CENTRE WITH

FACEBOOK, TWITTER ano oN WWW.GAMES-WORKSHOP.COM
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April 28th VIME! May 5th

WARHAMMER 40,000 SCENERY MASTERCLASS: DWARF BREWHOUSE

THRONE OF SKULLS APRIL 12 Details: Come and spend a day in the Warhammer World Scenery Masterclass workshop,
Details: War has come again. Spent casings litter and learn how to build your very own Dwarf Brewhouse from scenery legends Ray Dranfield
the floor as the air is filled with tracer rounds, and Gareth Williams. Responsible for the world class scenery in Warhammer World their
ion beams and crackling green lightning. Victory advice is secand to none. We will provide everything you need to assemble your Brewhouse
is fleeting and failure is washed away by the and will even give you a painting guide lo take with you.

tide of battle. Wage bloody war over five games Tickets: Tickets cost £110 per person.

this weekend and achieve lasting supremacy for
your race as you carve your destiny into the stars
themselves!

Tickets: Tickets cost £58 per player and include May 12th
access to the event and three meals over the
oskend WARHAMMER DOUBLES WEEKEND

Details: Stand back to back once more as you unleash a myriad of spells, shot and
slaughter upon your unsuspecting foes! You and your stalwart ally, duped pawn or nefarious
conspirator must see off a multitude of rival teams in this arena of conquest! Play five great
games over the weekend where only the mightiest will prevail!

Tickets: Tickets cost £90 per team.

May 26th

WARHAMMER 40,000 CAMPAIGN WEEKEND:

X BADAB WAR PART Il
' Details: The Badab War is one of the blackest moments in Imperial History. A bitter war
between two factions wreaks havoc on the area of Imperial space known as The Maglstrom.
Alliances are forged and shattered in heartbeats. As you wage war your chosen hero will gain
fame and notoriety as you discover what fate awaits you in the Badab War!
Tickets: Tickets cost £58 per player
\. .
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I KETS FOR
1 ORTHCOMING EVENTS

To help you plan which Warhammer World events you '
“want to attend and make sure you don’t miss out, here
are the ticket on sale dates for our upcoming events.

yent Ticket On Sale Date
\ugust Realm of Battle Workshop Jrd ]anu;iry'zm

len Demon Masterclass 4th April 2012/ -
ly Warhammer 40,000 Throne of Skulls 4th Apn[ 2012 p
(oung Bloods Throne of Skulls 4th April 2012

'\ Forge World Masterclass 2nd May 2012
lggc of Artisans 2nd May 2012

V rlo take par‘l in thm awesome gaming | .
event. (_-mh your closest ally and prepare for war against other teams of two, ptc mber Warhammer 40,000 Doubles 6th ]'IJ ne 2012

| It's a great opportunity to meet new and old friends right at the heart of the hobby! tember Warhammcr Th.l'OIIC of Skulls 6th ]'I]IZIC 20 124. f
30th June & 1st July 2012,
Warhammer World, Nottingham

ytad will you need 1 alleesdt What does the tickel cover?
Adully paired and baged 1,750 pl. ||rW\u|f|||wn" 40000 * five groat games of Washammer 40,000 v thes wisshend!
anmy, braken dowr inta fwa 825 & Ll can Sansediy and Sunday, and an evening meal on {
Avpry ol e Warkamier Anwhmlohmh ani et Saturday. . AE o
velevanl ok well a3 Uice, beRpla0es vl # 13D « Early Frgtration Betwesti 18:00-1000 o Fridiy nighl, 1 40000 and from www. games‘rWGﬁ(ShOP com
asune. e spn gaming until f
Tl and ccomation or the weekend, + Oinganise an Savaiclsy evning, Includeg o [0 s Contact the Warhammer World;iwnts Team o
» The Everit Rules Pack and Wl o Evorts Tk A1 thremed o e
Theso afn availabie to dowrload from the Warhammes A mmnr Wirld's facilities. including the: 185
Wauled s Ction o wiew g wor . Minfatures and Exhibitioes Hall
o Pliryers ot be aged 12 o o ndier V& st b # Tiehots cam £91F per seam and are avallable from
Nrmf(mmdby 3 responsible s enis-workshop.cam.
. e et nfuteiation togarding th avent, e-mail us at
Egameswarkshop.cook of call woon

WHITE DWARF WARHAMMER WORLD



THRSIE-SHULLS

JUNE 2012

Get down to Warhammer World and take part in the Warhammer Throne of
Skulls event as gamers from all over the world come together for a weekend of
swapping old war stories, making new ones and filling in the grudge book with

a whole host of new names!

23th June 2012, Warhammer World, Nottingham
Tickets available from 7th March 2012

What will you need to attend? What does the ticket cover?
¢ A fully painted and based 2000 point Warhammer army. * Five great games of Warhammer over the weekend)!
* A copy of the Warammer rulebeok and your relevant Army * Lunch on Saturday and Sunday, and an evening meal on
Book, as well as dice, templates and a tape measure. Saturday.
* Travel and accomodation for the weekend. » Early registration between 18:00-20:00 on Friday night, and
« The Event Rules Pack and Warhammer World Events Guide. open gaming until 22:00.
These are available to download from the Warhammer World ~ « Organised entertainment on Saturday evening, including a
section of www.games-workshop.com. Warhammer-themed pub quiz!
* Players must be aged 16 or over. e Access to all of Warhammer World's facilities, including the
* For any further information regarding the event, e-mail us at Miniatures Hall.
whworldevents@games-workshop.co.uk, or call us on » Tickets cost £58 per player and are available from
0115 9004994. www.games-workshop.com.
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NEXT MONTH WARHAMMER CIVIL WAR CONCLUDES

ON SALE 31" MARCH
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SUBSCR

Get your first 3 issues

for only £9!

A saving of more than 60% off the cover price.
Hereafter your subscription will he
just £9 every 3 months

 This means you effectively get a
FREE issue every three months

¢ Get access to the exclusive subscriber
model every year. Check out this year’s
White Dwarf ‘Pirate’ above!

e Have every issue of White Dwarf
delivered direct to your home

¢ Most importantly, it guarantees you never

miss another issue!

01778 392 083

Call now to subscribe

Alternatively fill in the form opposite
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[[] 1 would like to pay by Direct Debit

(I understand that £9.00 will be debited from my account every 3 manths
Originator’s InstruFti_nn to your Bank
Identification Number O; Bsslg?rgeg}gi:;;tw
388464 PRy 0y, i DIRECT
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e L ¥ i, ..Postcode .
'\ameﬁl of account holder|s1
Branch sort code D D D D D l:‘

Bank/Building Society D D D DDDED
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Date ,

Hanks =md Uulldlnh SULH. s may notaccepl I'J rect f)abl Instructions for some types of account
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I would like to subscribe to White Dwarf beginning with issue: \'\"DDDD
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Ade ire::

ft for the person detailed be
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White Dwarf, Warners Subscriptions Dept, FREEPOST PE211, Bourne, Lincs, PET0 9BR







