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THE EMPIRE

THIS MONTH




IN THIS ISSUE:

This month we launch the brand-new Citadel Paint range. You can take
a look at it over the coming pages, starting on page 4. All of the new
Empire models shown here were painted with the new range!

The greatest nation of the Old World, the Empire, prepares for war.
This month a host of new models are unleashed, led by Karl Franz,
the Emperor riding Deathclaw. You can find out more from page 54.
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This month is a great month,
with so many exciting new
releases | don’t know where to
begin. Not only are we releasing
a host of amazing miniatures for
the Empire, but we’re launching
an entirely new Citadel paint
range including 145 brand-new
paints and a new How to Paint
Citadel Miniatures book.

The all-new Citadel paint range really is very exciting,
doubling the number of paints available as well as
introducing entirely new paint types. Ever since the Citadel
goblins delivered our very own set of paints to the White
Dwarf bunker, we've been busy getting stuck in. I'm rather
fond of Balthasar Gold as it provides a great basecoat for
metallics. Kris likes Screamer Pink, whilst Matt's having a
hard time deciding between all the various orange tones for
his Eldar army, and Phil is marvelling at how easy Texture
paints make basing his miniatures.

So it's out with the Chaos Black, in with Abaddon Black
along with 144 more paints. Our industrious Hobby Team
have provided a guide to using the new paints, and we've
included a handy chart to help you match old and new.

But of course that's not all — as well as a look at the new
Empire miniatures, we've got the final part of the Civil War
Expansion, the next instalment of A Tale of Four Gamers
and a set of exclusive new Battle Missions for fighting on a
death world, courtesy of Phil Kelly.

Finally, I'm sad to say that this is Tom Hutchings’ last
issue, as he's off to more exotic climes. Well, London. He's
been with us for the last couple of years but has yet to win
a battle report, so we thought we'd give him one last try.
But we're not making it easy — not only are we pitching
him against Simon, but they're using one of the new Battle
Missions. Good luck Tom — you'll need it!

ITORIAL

Andrew Kenrick, Editor

THIS MONTH’S FEATURED CONTRIBUTORS

As one of the Studio’s dedicated As the author of Codex: Space This month, army painter Steve Robin Cruddace is the writer of
painters, Duncan Rhodes knows Wolves, Phil Kelly knows all about Bowerman has been busy painting Warhammer: The Empire and a
better than most how to quickly and  the inhospitable death worlds of the an army of Space Wolves, sharing stalwart defender of the men of the
effectively paint an army. 41st Millennium. his expert advice with us. Old World.

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,
Adam Troke, Jeremy Vetack, Sarah Wallen, Matthew \Ward. Citadel Design Team: Mike Anderson, Giorgio Bassani, Samir Battistotti, Steve Buddle, Trish Carden, juan Diaz,
Martin Footitt, Michael Fores, Colin Grayson, Jes Goodwin, Mark Harrison, Alex Hedstréim, Mick Ho, Matt Holland, Israel Laborda, Neil Langdown, Darren Latham, Aragorn Marks,
Aly Morrison, Brian Nelson, Gavin Newton, Oliver Norman, Seb Perbet, Alan Perry, Michael Perry, Edgar Ramos, Dale Stringer, Dave Thomas, Tom Walton, "Eavy Metal:
Simon Adams, Neil Green, David Heathfield, Matt Kennedy, Kornel Kozak, Joe Tomaszewski, Anja Wettergren, Tom Winstone, Art: John Blanche, Alex Boyd, Kevin Chin,

Paul Dainton, Mark Halmes, David Gallagher, Neil Hodgson, Nuala Kinrade, John Michelbach, Pedro Nufiez.
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FEATURED THIS MONTH:

CONTENTS

NEW RELEASES 4 )
NEWS 33

THE ALL NEW CITADEL PAINT RANGE 34

We unveil the new Citadel paint range.

CITADEL MINIRTURES PRINTING GUIDE: PART ONE 42

In the first part of this painting guide, the Hobby Team present
24 stage-by-stage guides to using the new paints to achieve
different effects.

THE PERFECT PAINT STATION a2
With help from the Hobby Team, we show you how to set up
the perfect Paint Station.

SIGMAR'S HEIRS 54
The Empire is the greatest nation in the Old World, its army
a bulwark against the Forces of Destruction. We look at the

various forces that make up the army of the Empire. From painting Ork flesh to Elven robes,
THE REIGN OF KARL FRANZ 64 this article is packed full of handy guides
The Emperor Karl Franz is a statesman, but he is also a famed for using the new paints‘

general. In this article we showcase one of his most famous
battles, and present an extract from Warhammer: The Empire.

CIVILWAR PART 4 10 i
The final part of the new Warhammer Expansion not only ;
includes Civil War tables for the Empire, Skaven and Dwarfs,
but also delves into the troubled Age of the Three Emperors.

BATTLE MISSIONS: DEATH WORLDS B
In this exclusive new set of Battle Missions, games developer
Phil Kelly presents rules and scenarios for fighting in the most
inhospitable of battlezones.

BATTLE REPORT: THE WOLF AND THE KRAKEN 86
The White Dwarf team try out the new Death World Battle
Missions, pitting the Space Wolves against the Tyranids.

ARMY PROJECT: SPACE WOLVES 94
Following on from his Thunderwolf Cavalry last month,

Steve Bowerman shows you how to paint an army of Space
Wolves from start to finish using the new paints.

A TALE OF FOUR GAMERS 102

This month our four gamers fight their first battles. 5

Ll mn The Emperor, Karl Franz, is looked up to
as a great general by his men, in no small

T ] L part due to his victory at Black Fire Pass.

A handy chart to help you match old paints to new.
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TTADEL PAINTS

Introducing the most comprehensive and expansive Citadel Paint Range we
have ever produced. This issue we are launching 145 brand-new paints, specially
formulated for the techniques used to paint your Citadel miniatures.

Citadel Base comprises 34 colours each of which has been designed especially
for basecoating your models. Citadel Base paints contain a high level of pigment,
allowing them to be applied straight over a white or black undercoat, offering

a clean and solid layer in just one application. This gives the painter a good
foundation to work from — whether that's layering up with lighter colours,

applying shades or changing the tone with glazes.

Citadel Base:
Averland Sunset
99189950007

————

KHORNE ! NAGGAROTH
RED’ NIGHT"

Citaclel Base: Citadel Base: Citadel Base: Citadle/ Base: Citade/ Base: Citadel Base:
Jokaero Orange Mephiston Red Khorne Red Naggaroth Night Daemaonette Hide Kantor Blue
99189950002 99789950003 99189950004 99789950005 99189950006 39189950007

CITADEL CIT? ’ CITX
BASE i BASE
STEGADON NCUBI CALIBAN
SCALE GREEN’ GREEN"

Citadel Base: Citadel Base: Citadel Base: Citadel Base: Citadel Base: Citadlel Base:
Macragge Blue Caledor Sky Stegadon Scale Green Incubi Darkness Caliban Green Waaagh! Flesh
99189950008 99189950009 99189950010 991899500117 99189950012 99189950013

Citadel Base: Citadel Base: Citadel Base: Citadel Base: Citadel Base: Citadlel Base:
Castellan Green Deathworld Forest Zandri Dust Steel Legion Drab Bugman's Glow Ratskin Flesh
99189950014 99189950015 99189950076 99189950017 997189950018 99189950019

ADVANCE ORDER FROM GAMES-WORKSHOP.COM
Pictures for illustrative purpases only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly.

4 WHITE DWARF Prices carrect at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Waorkshop through its own stares,
catalogue or website, Independent retailers are respansible for determining their own prices.




The range of 12 Citadel Shades have
been designed to wash over solid
colours, applying a darker hue and
adding definition to your models. When
applied, Citadel Shades will naturally
flow and pool into recesses, giving you a
great effect for minimal effort. And with
12 shades to choose from, all manner of
effective combinations are available.

Citadel Base: Citadel Base: Citadel Base:
Mournfang Brown Xv-88 Rhinox Hide
99189950020 99789950021 99189950022

. i

B citaorr @ oo c

| SHADE SHADE
ABADDON | CASANDORA FUEGAN CARROBURG
BLACK" | YELLOW"® ORANGE" CRIMSON"
Citadel Base: Citadle! Base: Citade! Base: Citadel Shadle: Citadel Shade: Citadel Shade:
Dryad Bark Mechanicus Standard Grey Abaddon Black | Casandor. 4 Yellow fuegan f—:'f ange Carroburg Crimson
997189950023 997189950024 997189950025 | 997189953007 8997189953002 99189953003

CITADEL
DE
DRAKENHOF COELIA
NIGHTSHADE GREENSHADE"
Citade! Base: Citadel Base: Citade! Base: Citadel Shade: Citade! Shade: Citadel Shade:
Celestra Crey Rakarth Flesh Leadbelcher | Druchii Violet Drakenhot Nightshade Coelia Greenshade

99189950026 99189950027 997185950028 | 99189953004 99189953005 99189953006

CITADEL . CITADEL ADEL CITADEL

BASE SHADE SHADE o SHADE

WARPLOCK BIEL-TAN SERAPHIM
L - | o ATHONIA

BRONZE® . GREEN cnmo?sun.;‘s SEPIA:
Citadel Base: Citadel Base: Citadel Base: Citadel Shade: Citadel Shade: Citadel Shade:
Balthasar Gold Screaming Bell Warplock Bronze Biel-Tan Creen Athonian Camoshade Seraphim Sepia
997189950029 997189950030 ' 99189950031 99189953007 99189953008 99189953009

CITADEE
SHADE
EIKLAND AGRAX
FLESHSHADE" EARTHSHADE
Citadel Base: Citadel Base: Citadel Base: Citadel Shade: Citadel Shade: Citadel Shade:
The Fang Screamer Pink Ceramite White Reikland Fleshshade Agrax Earthshade Nuln Ol
99189950032 99189950033 99789950034 997899530710 99789953071 99789953073

AVAILABLE IN STORES FROM APRIL 7TH - £2.30 EACH e, 3060 sskeoi, 250, n250

Pictures for flustrative purposes only. Product oontenas may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used

Jncorectly, Prices comect at time of going to press, pl contact us for current availability _m}’pr ces. Prices qmrad are for products sofd by Games Workshop MNEW RELEASES 5
through its awn stores, hIm pue or wiebsite, pendent retailers are res ble for determining their own prices.




At the core of the new paint range are 70 Citadel Layer paints. These paints have
been designed to paint over basecoats and other layer paints whilst still leaving
some of the underlying pigment showing, creating a huge variety of mid-tones
and highlights. A lot of development has gone into creating natural pairs and
colour groupings in the same spectrum, so you have no need to mix any paints,
and with minimal watering down needed, these colours can be applied straight
onto the models.

Citadlel Layer:
Yriel Yellow
991899510017

Citadel Layer: Citadlel Layer: Citadel Layer: Citadel Layer: Citade! Layer: Citadel Layer:
Flash Gitz Yellow Troll Slayer Orange Fire Dragon Bright Evil Sunz Scarlet Wild Rider Red Wazdakka Red
99189951002 997189951003 99189951004 99189951005 997189951006 99189951007

AR
Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Squig Orange Xereus Purple Genestealer Purple Warpfiend Grey Slaanesh Grey Alaitoc Blue

99789951008 99189951009 99189951070 9971849951011 997189951012 99189951013

\ e = —
i ‘ gt i —
5 i
Citade! Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Hoeth Blue Altdorf Guard Blue Calgar Blue Teclis Blue Lothern Blue Sotek Green
997189951014 99189951015 997189951016 99189951017 997189951018 99189951019

. O
| —————

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Temple Guard Blue Kabalite Green Sybarite Green Warpstone Glow Moot Green Warboss Green
99189951020 991899510217 99189951022 99189951023 997189951024 99189951025

' ADVANCE ORDER FROM GAMES-WORKSHOPCOM

Pictures for ilustrative purposes only. Product contents may vary. Produets sold unpainted and unassembled. Certain Cliaclel products may be dangerous if used
6 WHITE DWARF incorrectly, Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.




Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadlel Layer:
Skarsnik Green Loren Forest Straken Green Nurgling Green Elysian Green Ogryn Camo
99189951026 99789951027 997189951028 99189951029 99189951030 997189951037

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citade! Layer: Citadel Layer:
Ushabti Bone Screaming Skull Talfarn Sand Karak Stone Cadian Fleshtone Kislev Flesh
99189951032 99189951033 99189951034 99189951035 99789951036 997189951037

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Bestigor Flesh Ungor Flesh Skrag Brown Deathclaw Brown Tau Light Ochre Balor Brown
9971899570386 99189951039 99789951040 99189951041 99189951042 99189951043

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Zamesi Desert Doombull Brown Tuskgor Fur Corthor Brown Baneblade Brown Dawnstone
99189951044 99189951045 ’ 99789951046 99789951047 99189951048 99189951049

Citadel Layer: Citacle! Layer: Citadel Layer:
Administratum Grey Eshin Grey Dark Reaper
997899571050 991899510517 997189951052

AVA"-ABLE IN STORES FROM APR"— 7TH L £2.30 EACH €3,30dkr,355kf{nkr,_25rmb,1l.25:l

Fictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used

incarrectly. Prices correct at time of going to press, please cantact us for current availability and prices. Prices quoted are for products sold by Games Warkshop NEW RELEASES 7

through its own stores, catalogue or website, Indeg retailers are responsible for determining their own prices.




Citadlel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Thunderhawk Blue Skavenblight Dinge Stormvermin Fur Ulthuan Grey White Scar Pallid Wych Flesh
99189951053 99189951054 99189951055 99189951056 99189951057 99189951058

Citadel Layer:

Ironbreaker

997189951059

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:
Runefang Steel Gehenna’s Gold Auric Armour Gold Hashut Copper Sycorax Bronze
99183951060 99189951061 99189951062 991899571063 99789951064

Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer: Citadel Layer:

Brass Scorpion Runelord Brass Russ Grey Fenrisian Grey Pink Horror Emperor’s Children

99189951065 99189951066 99189951067 99189951068 99189951069 99189951070
Citadel Texture paints provide a swift, the paint will dry quickly and can then be
effective solution to basing your miniatures, drybrushed with a complementary colour
allowing you to forgo the use of sand and and decorated with tufts of static grass to

TEXTU RE PVA glue on your bases. The six Citadel give you a nicely textured base in no time

Texture paints are formulated with both fine at all. While primarily designed for basing,
and coarse grit to give a more natural and the opportunities to use this textured paint in
less uniform finish. Once applied to the base, other areas of modelling are many and varied.

Astrogranite

99189955001

Citadel Texture: Citadel Texture: Citadel Texture: Citadel Texture: Citadel Texture: Citadel Texture:
Armageddon Dust Lustrian Undergrowth — Mourn Mountain Snow Blackfire Earth Stirfand Mud
99189955002 99189955003 99189955004 99189955005 99189955006

BUY ALL OF THESE PAINTS AND A FIGURE CASE TO STORE THEM IN.

WHITE DWARF

Picrures for illustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
incarrectly. Prices correct at time of going to press, please contact us for current availabifity and prices, Prices quoted are for products sold by Games Workshop
through its awn stores, catalogue or website. Independent retailers are respansible for determining their own prices



Citadel Dry is not just a collection

of new colours but is a new kind of
formulation, designed specifically for
drybrushing. These paints have a very
thick consistency that adheres to the
raised surface of a model, creating an
effective highlight over large areas.

Citadel Dry: Citadel Dry: Citadel Dry:
Hexos Palesun Kindleflame Lucius Lilac
99189952001 99789952002 997189952003

Citadel Dry: Citadel Dry: Citadel Dry: Citadel Dry: Citadel Dry: Citadel Dry:
Praxeti White Etherium Blue Skink Blue Hellion Green Underhive Ash Eldar Flesh
99189952004 99189952005 99189952006 99189952007 997189952008 997189952009

S

Citadel Dry: Citadlel Dry: Citadel Dry: Citadel Dry: Citadel Dry: Citadel Dry:
Tyrant Skull Terminatus Stone Longbeard Grey Necron Compound Golden Griffon Changeling Pink
997189952010 99189952011 99789952012 99789952013 99189952014 99189952017

The four Citadel
Glazes can add
richness and depth
to an existing
colour, and are
also useful for
toning down stark
highlights and
blending paint

|ayer5 together. Citadel Glaze: Citadel Glaze: Citadel Glaze: Citadel Glaze:
Lamenters Yellow Bloodletter Cuilliman Blue Waywatcher Green
99189954001 99789954002 99189954003 99789954004

The four Citadel
Technical pots
consist of a black
undercoat, a
medium, a gloss
varnish and a liquid
filler — perfect for
preparing and
finishing a model.

Citadel Technical: Citaclel Technical: Citadel Technical: Citadel Technical:
Imperial Primer Lahmian Medium ‘Ardcoat Liquid Green Stuff
99789956001 99189956002 99189956003 99189956004

CITADEL PAINT BUNDLE AVAILABLE TO ORDER FROM GAMES-WORKSHOP.COM

Fictures for ilustrative purposes only. Product contents may vary, Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used
sncorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop NEW RELEASES 9
through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.



HOW TO PAINT

MINIATURES

3 Earthshade

HOW TO PAINT

ITADEL

Terminatus Stane

MINIATURES

O PAINTING ARMIES FOR

i wariavin |
40,000

SONDI gWOL

This indispensable painting guide is a 136-page book and DVD set. The book has been
designed with all the practicalities of painting while you're reading in mind. A strong ring-
bound spine and a concertinaed rear cover that expands out to become a stand allows you to
view the simple-to-follow guides hands-free, so as not to interrupt your painting.

Both the 90 minute DVD and book are crammed full of informative techniques, allowing
you to exploit the new Citadel paint range to its full potential. The book also includes eight
Army Projects, each of which is a complete guide to painting an army from start to finish.

10 WHITE DWARF incorrectly, Prices correct at time of going 1o pres

through its own stores, catalogus

ITADEL

R T R T e ——

HOW TO PAINT £30
CITADEL MINIATURES

60049999106
€39, 3000kr, 380skesnke, 300rmb, 15026

ON SALE APRILTTH

i and unassembled. Certain Citadel products may be dangerous if used
prices. Prices quoted are for products sold by Games Workshop
respansible for determining their own prices,



| Press Play! . M;NMTUREL \
| How to Paint Citadel Miniatures includes a feature-length chapter menus allow for quick ’_\
; ; : T : &
DVD covering the same topics as the book, allowing you navigation, so you can go directly to @ }
to read the book, watch the DVD and follow along at the technique you need to view in no

home — it's the perfect companion to the book. Extensive time at all.

"'“Tllgranne
Large grycp

Stee| | ant r
1 egaonp,ah i
£C0at Brygh ]}
- h

Pictures for flfustrative purpases only, Froduct contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous (f used
incorrectly. Prices correct at time of going to press, please contact us for current availability and prices, Prices quoted are for products sald by Games Workshop NEW RELEASES 11
through its own stores, calalogue or website. Independent retailers are responsible for determining thelr own prices.



HOBBY STARTER SET THE LORD OF THE RINGS PAINT SET

Wl ST HALSET
BOITE DR METLED . GET 01 MU,
SET BE SRR LA ET

This set contains nine Citadel In this paint set you get 12 %
HE LORD OF THE RINGS ~ £20
paints, 1 tub of static grass, 1 HOBBYSTARTERSET  £3230.  pastic Moria Goblins, eight PAINT SET
Ey 99229999119 ; e =0k ;
tub of sand, 1 Starter Brush, a €42, 330dk. 360ske/nkr, 330rmb, 162,502/ Citadel paints (including five gz%?o?}i?i?ﬂ:kimm . e
pair of Plastic Cutters, a bottle Base, one Layer, one Shade and St Sl

of PVA Glue and a bottle of

Plastic Glue Thick.

WARHAMMER 40,000 PAINT SET WARHAMMER PAINT SET

Imperial Primer), a Starter Brush
and painting guide.

T‘he‘Warhammer 4[),().00 Paint S TS = Within jthe‘War_hammer_ Palr}t T o
Set includes five plastic Space PAINT SET Set you'll find five plastic High PAINT SET
Marines, a Starter Brush, a 99170199011 Elves, a painting guide, eight 99170299011

Citadel pa]nts (tWO Base, fOUI‘ £26, 200dks 230skr/nky Z00nmib, 10021

Layer, one Shade and Imperial

£26, 20dkr, 2305kr/nks, 200rmb, 1002
DN SALE APRILTTH . : ONSALE APRILTTH
_ Primer) and a Starter Brush.

CITADEL PALETTES | >—vo"

This set contains two reversible

and dimpled plastic palettes

that slot into the Citadel Paint

Station. The palettes are hard- {
wearing and easy to wash for

many years of constant usage.

painting guide and eight Citadel
paints (four Base, two Layers,
one Shade and Imperial Primer).

CITADEL PALETTES £4

99229999122
€5, 40dkr, 45¢kr/nks, 40rmb, 2021

ON SALE APRILTTH

The Dark Angels included in the
Warhammer 40,000 Paint Set are new
plastic miniatures featuring sculpted
shoulder pad icons.

Bictures for illustrative purpases only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used
12 WHITE DWARF incorrectly. Prices carrect al tme of going to press, please cantact us for current ava v and prices. Prices quoted are for products sald by Cames Workshop
through its own stores, catalogue or website. independent retailers are respansible for d ining their own prices,




You can advance order all
new releases seven days
before launch.
Advance order by
Sunday 1st April
to guarantee your
Empire orders being
available to collect
on Saturday 7th
April from your local
obby Centre.

e THE EMPIRE

THE The greatest of all the nations of the Old World,

wesammmsl| WARHAMMER:

the Empire has endured despite two and a half
millennia of constant turmoil. It is beset on all sides
by ferocious beasts and the threat of invasions
from Man’s myriad enemies. Yet, even in these
dark and perilous times the Empire survives thanks
to the bravery and discipline of its soldiers, its
resplendent knights, deadly artillery and wizardry.
Warhammer: The Empire is the definitive guide
to collecting an army of the Empire, The hardback
book contains 96-pages packed with full-colour art,
background and rules. Within you'll find the troubled
history of the realm from its founding by Sigmar to the
present Age of Karl Franz. The book also includes full
bestiary entries for every troop type, a gallery of the
forces available and the new army list.

AEIIAINE ST E1L L

WARHAMMER: THE EMPIRE £25
Product code; 60030202004

Written by Robin Cruddace,

£33, 250dkr, 310skr/nkr, 250rmb, 125z¢

ON SALE APRILTTH

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

NEW RELEASES 13



KARL FRANZ ON DEATHCLAW

Deathclaw is the mightiest of the Imperial Griffons, a creature of ferocious
majesty and the personal mount of the Emperor Karl Franz. This huge new

plastic kit builds not only the Emperor but a choice of two extra riders as well.

The Emperor Karl franz is available in plastic for the first
time, wielding the legendary warhammer, Ghal Maraz,
and wearing his barogue plate armour.

This multi-part plastic kit is a fantastic army centrepiece The kit is packed full of options covering many areas of
model depicting the Emperor Karl Franz, riding his faithful the Empire army list, so you have the choice of arming the
Imperial Griffon, Deathclaw. The imposing model is 6" Emperor with either the mighty hammer of Sigmar, Ghal
high and has a mighty 9" wingspan when assembled. The Maraz, or the Reikland Runefang.
Griffon stands proud, its head back and right claw raised, And while Karl Franz is a prominent option of the kit
referencing the heraldic devices that appear on the crests of  (for who wouldn’t want the Emperor in their army?) he is
many Empire models. As if to emphasise this, Karl Franz’s far from the only one. The box set includes three riders in
personal seal can be added to Deathclaw’s elaborate total, three Griffon head variants, and three crests for the
barding, mounted across the Imperial Griffon’s broad chest. armoured chest plate. So, instead of assembling Deathclaw,
The Emperor sits grim-faced and proud in an ornamental you can make an Imperial Griffon ridden by a General of
saddle on Deathclaw’s back. the Empire or a Wizard Lord — turn the page to see more.
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 to press, please
cantact us for current availability and prices. Prices quoted are for products seld by Games Workshop through its own stores, catalogue or website, pendent retailers are responsible for determining their own prices,
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The kit has the option of arming Karl
Franz with the Reikland Runefang, for he
is also an Elector Count.

4’ Nin ™ \H\

Deathclaw wears a specially fashioned and spiked helm covered in livery The armoured chest plate has a choice of three heraldic crests that come

and laurels, as befits the majestic and fearsome steed that carries the Emperor with the kit. Karl Franz’s personal crest is the natural choice when assembling
into battle and has saved him from harm on many an occasion. the Griffon as Deathclaw:

Pictures for illustrative purposes anly. Product conlents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly. Prices corect at time of going to press, please

contact us far current availability and prices. Prices quated are for products sold by Games Workshop through its own siores, catalogue or website, independent retailers are responsible for det

ining their own prices.
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Instead of assembling the kit as Karl Franz on Deathclaw,
you can build it as an Imperial Griffon with a choice of

a General of the Empire or Amber Wizard Lord rider.

Even these two choices lead to further options for you to
consider. You can give the regal beast a single unarmoured
head, or assemble it with a pair of heads to represent the
twin-headed upgrade in the army list. And if you decide to
assemble the rider as a General of the Empire, he also has
two heads available to choose from — one with a stylised
helm, the other wearing a large feathered hat. You can then
equip your Lord with a shield and either a lance or a sword.

This kit also adds a plastic Amber Wizard Lord to the
Empire range, albeit atop a large Imperial Griffon. The
Amber Battle Wizard Lord is garbed in a feathered hood,
congruent to the monster he’s riding to war.

No matter which rider you choose, the kit comes with
suitable heraldry to be placed on the Griffon’s chest plate
including a traditional coat of arms for the General and a
crest laden with animalistic symbols for the Wizard Lord.

GENERAL OF THE EMPIRE
ON IMPERIAL GRIFFON

WHITE DWARF

Although “Eavy Metal have painted the coat of arms in the colours of
Talabheim, you can, of course, paint the device to match any province you
wish. The scroll is blank and so can be lettered with a name of your choice.

The General of the Empire also comes with
a variant head and a sword arm, if you don’t
wish to arm him with a lance.

ses only. Product contents may vary. Products sofd unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Prices cormect at time of going lo press, please
ility and prices. Prices quoted are for products sold by Games Workshap through its own stores, catalogue or website. independent retailers are responsible for determining their own prices.
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This Imperial Griffon has been assembled to be ridden by the Amber Battle The Amber Battle Wizard’s heraldic device is a collection of skulls, totems,
Wizard Lord. The beast has been given two heads - a hint that no matter and other bestial fetishes that best symbolise the magical wind of Ghur, the
how noble the creature, its origins remain with Chaos. Lore of Beasts.

KARL FRANZ ON DEATHCLAW £33
Product code: 99120202030
Sculpted by Brian Nelson, Seb Perbet
and Neil Langdowr.

€43, 330ckn, 41 Qskr/nk, 330rmb, 16250zt

Fictures for illustrative purposes only. P
contact us for current availability and prices, Prices quoted are for products sold by Games Workshop through its own siores, catalogue or website, Independent refailers are responsible for determining their cwn prices
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CELESTIAL HURRICANUM/LUMINARK OF HYSH

The Colleges of Magic have several ancient arcane battle altars at their disposal.
A Patriarch will never grant their use lightly, as they are valuable and incredibly
powerful relics. This kit creates one from a choice of two eldritch war engines.

CELESTIAL HURRICANUM

The Celestial Hurricanum is an arcane battle altar of the
Celestial Order. The top of the carriage is dominated by the
orrery, a great metal contraption that houses the Celestial
orb of sorcery that powers the machine. Pulled by two
warhorses, the altar’s chassis is bedecked in Celestial
symbols and ornamentation.

The kit has been ingeniously engineered so the orrery
can be rotated on its axis and pivoted at a dramatic angle.
The central cage can also be assembled to freely revolve,
even when painted. The kit includes ten planets (or nine

7
S W o

planets and a sun for all you pedants!) that can be slotted
into the orbital array in any order you wish.

In front of the orrery, the pulpit leans out over the
steeds, and additional parts such as a telescope can be
mounted on the railing. From here, either a Battle Wizard
Lord or Acolyte can channel the energies generated by the
Hurricanum. The kit allows you to build three figures to
crew the altar, one Celestial Wizard Lord and two Acolytes.
This means you have the option of using the model both as
a Rare choice and a mount for a Battle Wizard Lord.

The Celestial Wizard can be placed on a separate
base, and so you're able to use him both off and
on the Celestial Hurricanum.

The Celestial Hurricanum is not only a
powerful divinatory tool, but can even
summaon meteors to strike the foe.

Pictures for illustrative purposes anly. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous If used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices
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There is enough room in the carriage to place an
Acolyte — this one has been placed as if fetching scrolls
and grimoires from the packed shelves of the interior.

The orrery is the wondrous device mounted atop the Celestial Hurricanum. This can be
assembled in a variety of positions and even be built in a way to let it spin and freely tilt once the
model has been painted.

The carriage walls are covered in ornate details and
further parts can be added to tailor the kit to its role of a
Celestial arcane battle aftar.

The carriage has a fully detailed interior — the inner walls
are crowded with books, bottle, phials and scrolls, whilst
the windows are surrounded by arcane symbols.

Pictures for illustrative purposes only. Product contents may vary: Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incomectly. Prices correct at time of going to press, please
cantact us for current availability and prices. Prices quated are for products seld by Games Workshap through its own stores, catalpgue or website, Independent retailers are respansible for determining their own prices.
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A Luminark of Hysh is an arcane battle altar of the Light
Order. The same plastic kit that makes the Celestial
Hurricanum can instead be assembled as a Luminark.

The Luminark is characterised by the array of prisms
and lenses that focus the enchantment cast by a Battle
Wizard Lord or Acolyte into a deadly flaming bolt that
can scour through ranks of infantry or skewer the toughest
of monsters. The platform is placed on the rear of the
chassis, so the magic user stands behind the lens array. The
Luminark itself is mounted to the altar by a pivot, allowing
you to position it at various degrees, or even leave it
unattached so it can be swivelled to an extent.

Just as the Light Wizard looks significantly different
from the Celestial Mage, there are plenty of parts on the kit
to make the two Light Acolytes differ from their Celestial
counterparts, such as their goggles. The kit also contains
a host of arcane symbols and shields for you to adorn the
altar and make it belong even more to the Light College.

bl -
There are plenty of places on the mode/

where the Luminark’s crew of two
Acolytes and/or Battle Wizard can be

4 placed. This Acolyte has been put to the

fore of the carriage.

Just as when assembled as a Celestial Battle Wizard Lord, the Light Battle
Wizard Lord can be assembled on a 20mm base giving you the option to use
the model on foot instead of mounting him on a Luminark of Hysh.

Pictures for illustrative purposes only, Product cantents may vary, Froducts sold unpainted and unassembled. Certain Citadel products may be dangerous if used incovrectly, Prices correct at ime of going 1o press, please
contact us for current avaitability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.
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As well as painting the horses in Light Order livery, a shield bearing
the symbol of Hysh has been placed on the barding. Note also the
extra seals, all additional components found on the frame.

Instead of a Light Wizard Lord, an Acolyte can be
placed on the platform to conjure the spell that
turns the Luminark into a destructive weapon.

RATA ARE @
WARLAMMER *

CELESTIAL HURRICANUMY/.
LUMINARK OF HYSH
Product code: 99120202031
Seulpted by Calin Grayson,

Neil Langdown & Michael Fores.
€29, J00dks, 330ske ks, 300w, 15075

ON'SALE APRIL TTH

Pictures for llustrative purpases only, Product contents may vary, Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices comert at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold iy Games Workshop through its own storss, catalogue or website. Independent retailers are responsible for determining their own prices.
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VOLKMAR THE GRIM ON
THE WAR ALTAR OF SIGMAR

When the Grand Theogonist goes to war he often does so atop the mighty War
Altar of Sigmar, a colossal chariot and embodiment of the Sigmarite creed. This
plastic kit includes both the War Altar and Volkmar the Grim himself.

The War Altar is a large plastic kit that is resplendent

in the imagery of the Empire and the Cult of Sigmar in
particular. Mounted on the top of the war altar is the
blessed Golden Griffon statue, which gives the model
real presence as it stands an impressive 7" high. The
pulpit extends from the front of the altar, and this is where
the Grand Theogonist, Volkmar the Grim, or one of his
Arch Lectors will preach holy fervour and utter powerful
battle prayers. Hung on the side of the pulpit is the
Horn of Sigismund, another arcane heirloom that grants
additional power to the War Altar on the tabletop.

To the rear you can place a pair of lavish standards
whose design echoes the rampant griffon, and there is a
host of extra components — hanging parchments, seals,
candles and spy glasses — that can be placed optionally
on the main chassis to make the War Altar even more
distinctive to your collection. Furthermore, you get both a
complete plastic Volkmar the Grim special character and
an Arch Lector, a Lord choice, on the packed frame.

Volkmar the Grim can be mounted on the War
Altar or kept separate to lead the brave state
troops of the Empire on fool.

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpalnted and unassembled. Certain Cltadel products may be dangeraus if vsed incorrectly, Frices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. retailers are responsible for determining their own prices,
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£30

The interior of the War Altar is finely detailed. Fach step on
the stairs leading to the pulpit has a parchment scrolf or the
inscription of Sigmar sculpted on.

The Arch Lector can be used
separately or as part of the
War Altar.

The pennants can be easily
painted in colours to match your
own collection.

Pictures far illustrative purposes anly. Product contents may vary. Products sold unpainted and urassembled, Certain Citade! peaducts may be dangerous if used incorrectly. Prices comect at time of going to press, please
contact us for current availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices
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DEMIGRYPH KNIGHTS

Only Inner Circle Knights are deemed worthy enough to ride fearsome
Demigryphs, monstrous mounts that share a heritage with the noble Griffons.
You can build three of these monstrous cavalry models with every kit.

The musician has an
open-faced helm.

The standard of the
Knights Griffon.

A knight’s baroque,
winged helm.

Demigryph Knight standard bearer Demigryph Knight musician

Demigryph Knights are an elite monstrous
cavalry unit. The kit allows you to build three
complete Demigryph Knights and, as you would
expect, the frames are packed with options.

As well as three ‘rank-and-file’ Inner
Circle Knights, the kit allows you to build a
full command group including a Preceptor,
a musician — with innovative use of a horn
combined with his shield — and a standard -
bearer. Even with the fluttering standard, you The creature’s barding is
have a further choice whether to fly the banner ornately designed.
adorned with the design of the Knights Griffon
— the most famous Knightly Order to have
Demigryphs in their stables — or to use the blank
banner, allowing you to paint your own design.

The knights are all interchangeable between
the three different Demigryphs to add even
more variety, but the kit goes even further,
providing you with both weapon options
in the army list. This way you can arm your
Demigryph Knights with a traditional shield and
lance or with a lengthy cavalry halberd, giving
the riders a more sustained bout of strength, in
keeping with their mounts. Demigryph Preceptor

This knight has the look
of a grizzled veteran.

Fictures for Mlustrative purposes only. Product contents may vary. Praducts sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please
contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or websile, Independent retailers are responsible for determining their cwn prices.
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EMPIRE DEMIGRYPH KNIGHTS  £33.50
Product code: _99-]‘.29202{}32-

Sculpted by Mike Anderson,

£43, 330clkr 4165kr/ke, 330nmb, 16521

ON SALE APRIL TTH

The kit includes three
distinct Demigryph heads.

There are five different
helmet designs in the kit.

The wicked head of a
cavalry halberd.

Demigryph Knight armed with cavalry halberd Demigryph Knight armed with cavalry halberd

Six fearsome Demigryph Knights
form up ready to launch a
devastating charge.

may be dangerous if used incorrectly. Prices cormect at time of going to press, please
e or website, Independent retailers are responsibile for determining their own prices.
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Pictures for iflustrative purposes anly, Product contents may vary. Prod ld urpainted and wnassembied, Cerfain Cltadel prov
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As well as the massive plastic kits released this month, we’re also introducing
two new plastic characters as well. A Master Engineer and Captain of the Empire
join the ranks of a small-but-growing range of plastic character kits.

MASTER ENGINEER CAPTAIN OF
THE EMPIRE

This suitably eccentric Master
Engineer can be armed with

a Hochland long rifle and a
selection of pistols, a pair of
which are holstered on his back.
The long rifle can instead be
swapped for a spy glass.

The plastic Captain is set in a
dramatic pose, lunging forward s
with his sword while a flowing VATADETA RKARET)
cloak hangs off his left shoulder.

The model comes with a choice
of two heads, both following the
fashion for ostentatious plumage.

FPictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Clladel products may be dangerous if used incorrectly. Prices correct at time of going ta press, please
contact us for current availability and prices. Frices quoted are for products sold by Games Workshop through jts own stores, catalogue ar 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.

WITCH HUNTER MARKUS WULFHART

VATADIIAAIAAE
LY 1Pulrl| !‘.I"IEIL

Scuipted by Dave |
€13, 100uk, 7153k /nke, 100rnb, 5024

ON SALE APRIL TTH

The Empire Witch Hunter is a forboding figure, armed with Markus Wulfhart, Huntsmarshal of the Empire, is a new
all manner of arcane accoutrements. The model comes with  special character who excels at slaying monsters in all their
two backpacks, including a greatsword variant, and a brace forms. He is armed with a magical monster-killing bow, and
of pistols to cover every option in the army list. is posed in the midst of taking an arrow from his quiver.

AMBER BATTLE WIZARD WARRIOR PRIEST

ON SALE APRILTTH

This Amber Wizard has been designed as if in the throes This Warrior Priest is armed with two warhammers and has
of spellcasting or summoning some bestial servant. The taken up an aggressive fighting stance, ready to deal out
outstretched left hand can be replaced with one wearing death to Sigmar’s enemies. The model is heavily armoured,
a bear claw instead. and so can take blows as well as strike them.

ON SALE APRIL TTH

Pictures for lustrative purpases only. Product cantents may vary, Products sold unpainted and unassembled, Certain Citade! products may be dangerous if used incorrectly. Frices correct at time of going to press, please
contact us for current availabiiity and prices. Prices quoted are for products sold by Games Workshop theough its own stores, catalogue or website. independent retailers are responsibie for determining their own prices.
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In addition to the new Citadel Finecast models, we’re re-releasing some
classic miniatures from the Empire range in resin form. The icon on the
right denotes models only available to order from our website.

WARRIOR PRIEST WITH
GREAT WEAPON

This priest of Sigmar will strike
down foes with his mighty double-
handed warhammer.

WARRIOR PRIEST
WITH HAND WEAPON
AND SHIELD

This Warrior Priest is posed reading
out litanies even as he holds his
warhammer aloft.

LUTHOR HUSS,
PROPHET OF SIGMAR

Luthor Huss is a special character, a
mounted Warrior Priest who knows
an additional battle prayer.

ON SALE APRILTTH

MASTER ENGINEER WITH

HOCHLAND LONG RIFLE

A classic Master Engineer figure
who is priming his long rifle, with a
mewling ‘assistant’ at his feet.

 Sculpted by Alan Perry.
- €13, 100dks 1 5skeinks, 100mmb, Sicf

ON SALEAPRILTTR

cantact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, ©
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ON SALE APRILTTH

MASTER ENGINEER WITH

REPEATER PISTOL

This Master Engineer has a bird on
his shoulder that can be painted as
artifice or as a real creature.

9
ONSALEAPRILTTH

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 to press, please

ON SALEAPRILTTH

MASTER ENGINEER WITH
REPEATER HANDGUN

As well as an impressive tool belt,
this Master Engineer has a repeater
handgun strapped across his back.

=
T Cﬁﬁ
EMPIRE MASTER ENGINEER.  £10 =
“WITH REPEATER HANDGUN

Iptect by Alan

€113, 1006 1 5o/, 00, 5026

ar websile, indef

dent retailers are responsible for determining their own prices.



MASTER ENGINEER ON

MECHANICAL STEED

The Empire is full of
wonders and a mechanical
warhorse is certainly one of
them. The Master Engineer
on its back can be armed
with a grenade launching
blunderbuss, repeater
handgun or long rifle.

EMPIRE MASTER ENGINEER

L STEED
Product code; 993?92&2&?3.
Sculpted by Dave:

€33, 250k 2mm&;~2sﬁmb tasak

ON SALE APRILTTH

Marius Leitdorf is the
Elector Count of Averland
and a special character in
Warhammer: The Empire.
The resin model is covered
in lots of detail from ornate
barding, to a finely-crafted
suit of plate mail.

Valten is the chosen of Sigmar,
prophesised by Luthor Huss to save
the Empire. The set includes three
versions of this classic hero: one on
foot, one on horse and one on his
Elven steed, Althandin.

HEROES OF THE EMPIRE -

VALTEN

HEROES OF THE £40
EMPIR

H'od':.rc mdh.ggsméoznza
- Sculpted by Alex Hesirom,
sszdamh«mww 4odmb, 2:'}92\‘

FOR THE FULL EMPIRE RANGE VISIT THE WEBSITE:

Fictures for ilustrative purposes only. Product contents may vary. Products sold unpainted aod unassembled, Certain Citadel products may be dangerous if used incomectly. Prices corréct at time of going o press, please
contact us for current availability and prices. Prices quoted are for products sold by Cames Workshap through its own stores, catalogue or website, Independent retallers are responsible for determining their own prices.
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NEFW RELEA

SPACE MARINE CHAPTER TRANSFERS

These transfer sheets measure 148mm x 210mm and are designed for army
collectors, featuring a wide selection of icons and duplication of the most prominent
symbols so you have enough for your squads. The transfers are printed on a thinner,
stronger film so applying transfers to curved surfaces such as shoulder pads is easier.
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Fictures 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 to press, please
contact us for current availability and prices. Prices quated are for products sold by Games Workshop through its ewn stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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AURORA £4  SALAMANDERS £4  LOGAN GRIMNAR'S £4
CHAPTER TRANSFERS. { CHAPTER TRANSFERS GREAT COMPANY TRANSFERS
Product code: 99510101127 Product code: 99510701129 Product code: 99510101131
€3, 400k, 45sks nkr, 40rmb, 2024 €5, Alioky, A5skefnk, 40rmb, 2028 €5, 40k, d5ske/nks, 40rmb, 2028

MENTOR LEGION £212  DEATH SPECTRES £4  HARALD DEATHWOLF'S £4
CHAPTER TRANSFERS CHAPTER TRANSFERS GREAT COMPANY TRANSFERS

Praduct code: 99510101128
€5, 40k 45skrinkr, 40imb, 2071

DEATH SPECTRES

Product code: 39510101130
€5, 40k, 45skrfks. 20nmb, 202

Product code: 99510101132

€5, 40tk 45skrinkn 40rmb, 201

ANGELS OF VENGEANCE

£4

IRON HANDS. £4 RAVEN GUARD
CHAPTER TRANSFERS CHAPTER TRANSFERS :
Product code: 995 10101133 Praduct code; 995101071134

€5, 40k, 45ske/nkr, 40rmb, 20z}

5, 40clkr, 45skeinkr, 40rmb, 202

FLESHTEARERS £4  ANGELS OF VENGEANCE £4
CHAPTER TRANSFERS CHAPTER TRANSFERS
Product code: 99510101135 roduict code: 99510701136
€5, 401k 45skrinks, 40mb, 2021 €5.40 Qrimb, 20zt

FLESH TEARERS

CHAPTER TRANSFERS CHAPTER TRANSFERS CHAPTER TRANSFERS
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THE BLACK LIBRARY

BRINGING THE WORLDS 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.

www.blacklibrary.com
RETURN TO PROSPERO

Relive the brutal battle of Prospero,
and the tragic fall of a Legion, with

two massive audio books released

in stores this month: A Thousand

Sons and Prospero Burns. The first
unabridged Black Library audio books
to be available on CD, both of these
Horus Heresy novels were New York
Times best sellers when they were

first released. With a dozen discs and
over 13 hours of audio each, you can
experience these two great sagas in a
whole new way. Listen while you paint,
and immerse yourself in these two epic
tales of battle and tragedy. Both of these
audio books, along with dozens of
other titles, can also be downloaded in
MP3 format from:

www.blacklibrary.com/audio

LEGION OF
THE DAMNED

ROB SANDERS

The Excoriators seem powerless o The Soul Drinkers stand on trial. But A compilation of stories featuring the
protect the world of Certus Minor from darker forces have their eyes set on this infamous slayer, Gotrek and his reluctant
the World Eaters, but their salvation soon gathering of might, and the Soul Drinkers companion, Felix, by some of Black
comes from an unexpected quarter... may vet have battles to fight. Library’s best new authors.

Legion of the Damned £8.99 Phalanx £7.99 Gotrek and Felix: The Anthology  £7.99
ISEN: 378-1-B4970-142-6 ISBN: 978-1-85970-145-4 ISBMN: 278-1-84970-144.0

€12.50, 100dkr, 115ske/nke, 85mmb, 44.952f €10.50, 85clkr, 100skr/nkr, 65rmb, 39.9521 €10.50, 85dke, 100skr/nkr, 65rmb, 39,952

Pictures far ilistrative pirpases only. Product contents may vary. Products sold unpainted and unassembied. Cerlain Citadel products
may ba dangeraus if used incorrectly. Prices corvect at lime of going to press, please contac! us for current availability and prices. Frices
quoted are for products sold by Games Workstiop through its own storss, or website. Indep redailars ars ible for

datermining their own prices.




I’AINTINE A NEW DAWN

On Saturday 7th April the brand new
range of Citadel Paints hit Games
Workshop Hobby Centres, and there
has never been a better time to begin a
| new painting project!
In preparation for the big day, every
i Games Workshop store will have the
complete range of new Citadel Paints
| in stock ready for you have a go, and
the staff at your local store will be on
hand to give free help and advice.
You'll also be able to pick up a handy
army painting card (while stocks last) to
| help you paint many of the armies and
colour schemes found across the Old
| World, 40K universe and Middle-earth.
It is also a great day to choose a
hero miniature that you can enter into
our painting competition on the 28th April. So, if there has ever been a
model you've always wanted to paint, now is your perfect opportunity!

Hero Painting Competition - Saturday 28th April

Whether it's the captain of your new army, the leader for your Armies on
Parade board or that hero miniature you've been eyeing up and really fancy
painting, this is the day to show off and enter it into your local Hobby
Centre’s Hero Painting Competition.

Your entry can be any single hero from Warhammer, Warhammer
40,000 or The Lord of the Rings. Winners for each game system will be
chosen in every store, and they will each receive a certificate celebrating

& £There’s never been a hetter time to
hegin a new painting project.yy

their painting prowess. Not only that, but your chaice of miniature will
have an effect in an epic competition between the forces of Good and Evil,
beginning in stores next month — full details of which can be found in next
month’s White Dwarf.

So, good luck and get painting!

-ammunition to face the challenges
‘b fore hem: twelve new high-

. t&ﬂy ohs

s

. wwwfantasyflxghtgames com
5

Hero's Call is an epic supplement
for Warhammer Fantasy Roleplay
that takes your campaign to the
peaks of power! Hero’s Call provides
characters with tremendous new

eers, twelve regional
xn and Dwarfs from

land, two new player

‘cards for each new

¥ the first time ever)

1d blessings for Ranks

atest hérgj’es mcludlng epic ne“r
challenges and enemies. !

We're proud to announce that Games Workshop s first
Hobby Centre in Poland is now open, located in the
heart of Warsaw:

Games Workshop Warsaw
Unit No. 215

Zlote Tarasy

ul. Zlota 59

00-120 Warsaw.

Our new store will have gaming and painting tables for
use, and support Warhammer, Warhammer 40,000 and
The Lord of the Rings.

Check out GW Warsaw’s Facebook page regularly to find
out more details!

www.facebook.com/GWWarsaw

NEWS
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Elsewhere this Issue:

*From page 42, the
Hobby Team showcase
18 stage-by-stage guides
explaining how to apply
the new Citadel Paints.

¢ Steve Bowerman
presents the Space
Wolves of Harald
Deathwolf’s Great
Company in this
month’s Army Project
from page 94.

*On page 120, we've
included a handy paint
conversion chart to
help you match old
paints to new.

FERISE.

PAINT RANGE

It is an exciting time to be a hobbyist, as this month we unveil
our most expansive paint range to date — 145 paints designed
to redefine the way we paint our miniatures.

here has never been a more

momentous occasion in the history

of painting Citadel miniatures. The
release of the new Citadel paints heralds
our highest quality and most complete
range of paints yet. The formulas of the 145
new Citadel paints have been specially
designed to work in conjunction with one
another, providing a superb finish that is
consistent throughout the entire range.

Separated into seven categories —

Base, Shade, Layer, Dry, Glaze, Texture
and Technical — each paint is designed
to specialise in a particular painting

role making them especially suited for

a specific technique, from basecoating

to drybrushing. The Technical paints
encompass even more specialised roles,
consisting of a primer, medium, varnish and
Liquid Green Stuff.

The new paints were designed
specifically to paint Citadel miniatures (as
many of their names imply), filling in any
gaps to create a comprehensive range that
caters for new and experienced painters
alike. The consistency of each paint enables
whole armies of miniatures to be painted
swiftly and with a high quality finish.
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.PAINT RANGE |

1 The foundation to painting a great miniature is a
AS E smooth, clean basecoat, and Citadel Base paints have
e i been designed with this in mind.
A good, even basecoat is the starting
point for almost every paint jOb Not all Base paints display such strong
basecoats must be«in the colour of the coverage that even lighter shadles can
finished model, but they are essential for be applied qver 2 hiack undercaat.
providing a solid foundation upon which
washes or-additional layers of paint can
then be applied. This is where Citadel Base
paints come in.
The high levels of pigment in Base
paints are integral to their effectiveness
as basecoats, for they provide excellent
coverage over either black or white
undercoats. Even lighter Base colours —
shades that have traditionally been much
weaker in pigment — will readily provide
a strong, smooth basecoat in a single
application. Base paints also work well in

conjunction with the Citadel Spray Gun to
swiftly basecoat large numbers of models.

This Space Marine has been painted =" Mephiston Red 3

with a single coat of Mephiston Red B  Basecoat Brush
over a Chaos Black Spray undercoat,

Army painter Duncan Rhodes is
p | the proud owner of the hands
! featured in the How to Paint
Citadel Miniatures DVD.

Duncan: There are a great
variety of Base paints to choose
from and the colour choices
are simply fantastic, with plenty
of natural, earthy tones. The
consistency of the paints is very
smooth, and their coverage

is also excellent — everything
you could hope for in a paint
designed for basecoating

your models. Even the lighter
colours cover a black or white
Ceramite White will provide a solid The yellow areas on the Empire undercoat in a siﬂgle coat.

coat of white in a single application Swordsman above display visibly

even over a black undercoat. clean coverage with a single coat. b o i —




SHADE

Citadel Shades are thin, watery paints that run
freely over surfaces to pool and settle into recesses,
providing a quick and effective way to shade models.

Citadel Shades exist to provide a quick
and straightforward way to darken colour,
define details and accentuate recesses.

BEFORE

AFTER

Once applied, they dry to provide a very
effective, matt shading for your models,
onto which coats of Citadel Dry or Layer
paint can be applied to great effect.
Shades can even be used as an
alternative method of applying a basecoat.
A wash of Shade over an undercoat of Skull
White Spray will provide a striking effect,
essentially bypassing the need for further
highlighting or shading — a laudable result
achieved with the utmost simplicity!

Painting each areas of a model
with Citadel Base provides a great
basecoat over which o wash.

Armies that consist of large numbers
of models can be effectively batch
painted by liberal use of Shades.

b Wash Brush

Areas of armour plating and chainmail links can be shaded
and defined by a liberal wash of Nuln Oil, as the liquid will
pool to dry in the recesses and stain the flat areas.

ire Wsrrs by

| Chris Peach painted the Hive Fleet Kraken
army featured in the How to Paint Citadel
Miniatures book and in our battle report.

Chris: The new Shades are enormously
effective for painting armies. | painted my
Tyranid army in five stages, three of which
were washes of a Citadel Shade.

By applying a wash of the
appropriate Shade, the muscles of
this Wrack's chest can be defined.

ITADE

SHADE

Shades can also be applied over a
white unclercoat, where they will dry
to stain and shade the model.

This Mordor Orc has been
transformed by a wash of Agrax
Earthshade and looks all but finished.

The Skaven Clanrat above has
received an overall wash, again with
Agrax Earthshade.

A wash of Reikland Fleshshade has
dramatically altered the model’s skin
tone and shaded its flesh.

The armaur of this Eldar Guardian
has been heavily washed with
Casandora Yelfow.




| 2 With a huge palette of colour tones to choose from,
L AY E R Layer paints are designed to work in concert with each
~ other to create natural blends and highlights.
Layer paints are at the heart of the new
range, the core around which the other
paints are designed to work..

The range consists of 70 Layer paints,
designed to enable highlighting across your
miniatures with easy transition from one
colour to the next. They can be painted
over Base paints (either before or after
Shades have been applied) or other Layer
paints without any mixing, and minimal
watering down. Whilst you can easily paint
models without using Layer paints, the
huge range of colour tones — all designed to
work together in a variety of combmatlops
— means that Layer paints are where you'll
find most of the colours you use and the Detail Brush
type of paint you'll use the most.

T Moot Green g8

B Fine Detail Brush {

The Chaos Marauder on
the left has had a Base and
Shade applied at Stage 1.
The next example depicts
the same model after each
area has been highlighted
with a Layer paint, leaving
some of the darker tone
showing underneath. At
Stage 3, the model receives
a second highlight of Layer
paints and is then based to
finish it off.

This Tau Fire Warrior has
also received a Base and
Shade at Stage 1. The next
stage sees the first wave of
Layer paints developing
the tones of the armour
and highlighting the darker
colours of the fabric and
gun stock. At Stage 3, the
armour has received an
edge highlight using a
second, lighter Layer paint
) and has been fully based.

MATT HUTSON

White Dwarf designer Matt Hutson is a
renowned painter of Space Marines, but is
currently painting an army of Eldar as well.

Matt: The Layer paints are so numerous that
there is no need to blend paints anymore. The
structured sequence of colour tones from dark
to light shades make it very quick and easy to
paint natural highlights. The lighter tones are
especially good, and even orange, yellow and
white colours are easy to achieve. In fact, it
was this aspect that encouraged me to try such
a bold colour scheme on my Eldar army. Just
make sure you shake the pot before you start
painting — sometimes they separate out.




THE CITA

When it comes to basing a miniature, Texture paint is
I Ex I U R E in a league of its own, providing a coarse surface and
solid basecoat colour in a single application.
Basing your miniatures properly is an
essential part of helping them to look more _
at home ISR b.attlefle.ld \and-often gives | “The Chad, as his Hobby Team colleagues
a clue to a specific environment, such as <L A | 2all i, has bean Bulldig ahd painbie
frozen tundra o5 Saf!dy desgrt). Citadel _ F scenery for longer than he can remember.
Texture paints provide a quick and effective Gt The Texture:paints have
Wayta achleve th'.s .IOOk‘ G i the'days revolutionised the way hobbyists will base
where basing a miniature meant applying their armies. They are superb for basing
a layer of PVA Glue, dipping it in sand, your miniatures quickly and, drying times
then waiting for it to dry before it could be aside, you can fully base a model in about
painted. Texture paints need but a single a minute from start to finish. However,

application, and can then be washed or having built a lot of scenery over the

drybrushed to shade or highlight the base. years, I'm a real sucker for making suitably
detailed bases. Texture paints make this

| easy to achieve, as with minimal effort you
can add nice touches such as small craters,
pot holes, wheel grooves, thick mud on
tank tracks or even footprints to bring a bit
of extra character to your army.

This Khorne Berzerker was The Wood EIf above had Armageddon Dust and Static
based with Astrogranite and Blackfire Earth applied before Grass were used to texture this
Citadel Dead Crass. Static Grass was added!. Horror of Tzeentch’s base. e —— ]

Armageddon Dust & Tyrant Skull
Medium Drybrush

Mordheim Turf |

PVA Glue_

[F—

Basecoat Brush




DRY

Citadel Dry compounds are of a much
thicker consistency than Base or Layer
paints. However, this aspect of Dry
compounds makes them perfect for
drybrushing and, combined with their

" formulation, -ensures they provide excellent
coverage. The Citadel Dry range contains
15 colours, each of which can be painted
directly over an undercoat or basecoat.
But as their name suggests, these paints are
supposed to be dry, so be sure not to water

them down or use a brush that is still damp.

Steve joined the Hobby Team last year and
has recently been using the new paints for
his armies.

Steve: The first thing | noticed when |
gave the Dry compounds a go was the
fact that you barely waste any paint when
wiping the brush on a tissue in preparation
for drybrushing. The reason for this was
that there was hardly any excess paint
to wipe off! Such is the thickness of the
| Dry compound that, as long as you don't
completely submerge the bristles in the pot,
the brush won't pick up much more paint
than you need to drybrush with.
The Dry compounds actually
: complement the
| Base paints s0
well that in some
cases a quick
drybrush and a
shade will achieve
a very similar
result to neatly
| and painstakingly
| applying two
Layer paints.
Drybrushing
Praxeti White over
a base of Zandri
Dust and a shade
| of Seraphim Sepia
makes painting
Skeleton Warriors

a doddle!

Dry compounds may at first seem quite unusual in
appearance, but they have been specially designed to
make drybrushing easier and more effective.

Praxeti White
Medium Drybrush

The models displayed here have
all been undercoated with Chaos
Black Spray and drybrushed with
an appropriate Dry compound.
The paint has gradually been built
up onto the raised areas without
affecting the recesses, which
remain shaded. Dry compounds
work in a similar way to other
paints — the more you apply to an
area, the more defined the colour,
such as on the Bestigor below.

The Bestigor’s armour has
been heavily drybrushed with
Necron Compound,

This Dryad has been lightly
drybrushed with the aptly
named Dryad Bark.

The fur of the Orc’s boar
mount has been drybrushed
with Terminatus Stone.




THE CYTA

GLAZE

Citadel Glazes provide a translucent layer across the
colours beneath them and alters the original colour
with a new hue.

A Glaze is a kind of wash or ink that is
specially formulated to intensify colour,
emphasise strong colours or restore the
overall appearance to an area that has been
highlighted a little too much, pulling the
effects together more smoothly.
Essentially, glazing stains the colours
of your models with an effect that is
similar to looking through a colour filter
on a camera. With this theory in mind,
it is understandable that there are only
four Citadel Glazes — Lamenters Yellow,
Waywatcher Green, Guilliman Blue and
Bloodletter — as each of these primary
colours will have the most dramatic effect
on the complete colour spectrum.

)

Bloodletter g&

Wash Brush ¥

Multiple Golden Demon winner and "Favy Metal
painter Matt Kennedy has become obsessed with
painting green-skinned models of [ate.

Matt: Applying a Glaze to the right areas is an
excellent way of adding nuance to a mode!, subtly
altering the colour without the effect being too
overpowering (like around my Goblin Shaman’s
eyes). However, an overall wash of Glaze can
have the complete to opposite effect, radically
changing and enriching the colour. Thereis no
best way to apply a Glaze though, as it depends
entirely on what effect you're seeking to achieve.
Often, experimentation is the best way to find out
— all the more reason to paint a test model first.

With an application of the
appropriately named Bloodletter
Glaze, the model is transformed,

This is a completed Bloodletter
model prior to receiving a wash of
Citadel Glaze.

USING DIFFERENT GLAZES TO ACHIEVE DIFFERENT EFFECTS

; NO GLAZE

| This Chaos Warrior is completed,
save for a Glaze which...

WAYWATCHER
GREEN

...if green could show his
allegiance to Nurgle...

BLOODLETTER GUILLIMAN
BLUE

..or a coat of blue glaze could i
imply a follower of Tzeentch. |

..or with a red coat might suggest
being aligned to Khorne...




TECHNICAL

Citadel Technical paints encompass four specialist
formulas that have each been designed to perform a

specific painting or modelling role.

IMPERIAL PRIMER

There are times when using a spray
undercoat might not be convenient (when
it's raining-outside, for example, or when
undercoating a fiddly component). In such
circumstances, undercoating by hand is a
worthy alternative — in fact, hobbyists have
been doing it for years!

Imperial Primer is designed to
undercoat by hand. Whereas most paints
will pool and slide off bare metal or plastic
surfaces when applied, Imperial Primer has
no such issues, creating a smooth, even
undercoat. The paint’s high concentration of
pigment also ensures a strong coverage.

LIQUID GREEN STUFF

A viscous modelling filler, Liquid Green
Stuff is usable straight out of the pot, with
no preparation or mixing required. When
you glue models together, you might find
fine seams where the joins are. Using any
paintbrush, Liquid Green Stuff can be
‘painted’ into recesses, minor joins and
other tiny imperfections to give a smoother
finish. Once dry and set, Liquid Green Stuff
is as solid as its modelling putty counterpart
and can even be filed down for better
results using a Citadel Emery Board in the
same way as any plastic or Citadel Finecast
components.

CITADEL

LPAINT RANGE B2

TECHNICAL

IMPERIAL
PRIMER"

Imperial Primer §
Wash Brush

‘ARDCOAT AND LAHMIAN MEDIUM

Effectively a gloss varnish and a paint with no pigment
respectively, ‘Ardcoat and Lahmian Medium have a number of
uses. Both can be used to great effect when applying transfers:
a layer of 'Ardcoat provides the perfect surface on which to
slide a transfer (as in the example below), whilst Lahmian
Medium will help to matt the area down and seal the transfer.
As a pigmentless paint, there are many other uses for
Lahmian Medium. Layer paints can be thinned down to
make improvised glazes when mixed with Lahmian Medium.
Alternatively, its matt properties can be used to dull layers of
paint, enabling hobbyists to precisely refine their paintwork.

Liquid Green Stuff

Medium Drybrush



CITADEL MINIATURES
PAINTING GUIDE

KHORNE BLOOD ANGELS FIRE DRAGONS YELLOW

HIGH ELVES ~ ULTRAMARINES BLUE DAEMONETTES ~ DARK ELVES HORRORS

Caledar Sky Macragge Blue Kantor Blue Daemonette Hide  Naggaroth Night Khorne Red Mephiston Red Jokaero Orange Averland Sunser
(| kerih Drakerhaof Drakenhof Druchii Vieder Divaechil Viodet Carroburg Carroburg Carraburg Reikland Casandora
ightzhade ightsh Nightshad Crimson Crintson Crimsen Fleshshade Yeilow

Alaitos Blue Warpfiend Grey Kervus Purple Pink Horrow Wazdakka Red Evil Sunz Scarler Troll Slaver Yriel Yellow
Chrange

EX) Teclis Bive

'TI" Lothern Blug Caigar Blue Hoeth Blue Slaaresh Grey Genestealer Emperor’s Squig Orange Wild Rider Red Fire Dyagon Flash Girz Yellow

Purple Children Bright

QO

Etherinm Blue Etherium Blue Erherium Blue Praxeti White Lucins Lilac Ch ing Pink Kiriellefh Kindiefi Kindlel Hexoy Palesun

-~ N

Guilliman Blue Guilliman Blue Guilliman Blue Bloodletter Bloodleiter Lamensers Yellow

CADIANS ORKS DARKANGELS  DARK ELDAR LIZARDMEN SPACE WOLVES

KHAKI BONE CAMO

®

Steel Legion Dreath .“br.fn' Castellan Green Castellan Green
Drab Forest

Tneubi Darkress Stegadon Scale The Fang
Green

Caliban Green

thag}a.’ Flesh

Reikland Seraphim Sepia Athonian Athonian Athanian Biel-Tan Green Biel-Tan Green Coelia Coelict Nuln il

Fleshshads [ hid, & et C il Gresnshade (Greenshade

8| Tallarn Fand Ushabti Bone Elysicn Green Loren Farest Warboss Green Warpstone Clow Kabalite Green Sorek Green Russ Grey
“l.l
Screaming Skell Qgryn Green Nurgling Green Straken Green Skarsnik Green Svbarite Green Temple Guard Fenrizian Grey
Biue
B orminais Sione  Praxéil White Underhive Ash Underhive Ash Underhive Ash Underhive Ash Underhive Ash Hellian Green Skink Blue

Waywatcher Werywateher
Green Green




rBLUEfBLACK SHEER BLACK GREY

GREY/BROWN URUK-HAL YELLOW BROWN  TAU ARMOUR WARM BROWN FLESH

Abldon Black

Dryad Bark Rhtinox Hide X858 XVe88

Theederhawk L Administratum Bineblade Brown Tuskgor Fur Tmest L Ungor Flesh
Blue Grey

Tvrant Skull

BRASS BRONZE GoLD STEEL DARK ELDAR SKIN WHITE

Nuln Ol Nuln i Nuln Qi Agrax Agrax Seraphim Sepia Agrax
Earthshd, Ei hade Earthshads
Dark Reaper Eshin Grey Dawmmne Gorthor Bmmr Droembull Brown Balor Bmu n Tan Dgﬁ: Ochire Skrag frown

DIRTY BLACK ]

Leadblcher Celestra CGrey

Agrax Reikland Agrax Nuln 0§l Reikland Nuln O4 Nudn Ol
Earthshade Fleshshade Earthshade Fleshshade

Rarskin Flesh Bugman's Glow.
Reikland Reikland
Fleshshade Fleshshade

Bestigor Flesh Cadian Fleshtons

Ungor Flesh Kislev Flesh

FEldar Fiesh Eldar Flesh

BASING COMBINATIONS

DESERT RUINS

Amﬂguﬂm Asrogranite
Dust

Underhive Ash

Longheard Grey

(a8 Brass Smrmmr Hashut Copper Gehenna's Gold Tronbreaker Pallid Wych Ulthuan Grey Sk Bligh
Flash Dinge
,_-..
-q-m (—-\ \1
ﬂ.%“
i 4 o, ' 4
’{r Runelord Brass Sycarax Bronze Auric Armour Runeafang Sreel wm:e Scar White Scar Stormvermin Fur
Gold

irf _'\] i
Golden Griffon Necron .vmmhm Praxed White
Campeiind

Terminaius Stone

Grenldlen .Grl,ﬂfow

Grodden Griffon

USING THE PAINTING GUIDE

| Over the last few pages we’ve shown you

| the various different types of paint and the

| techniques that they lend themselves to.

| The matrix above suggests how you might
use these techniques to achieve a variety of
textures and paint effects. Turn the page to
see the Hobby Team put this into practice
and show even more ways to use the paints.
Of course, this is by no means prescriptive
— try out different combinations on your
own miniatures!

Stage number and colour-coded
w—i rechnigue bar

Mephist&h Red 3
Basecoat Brush

Colour title and
Which Brish ro use, with reference to the colour- paint swatch

coded Citadel Brush range

JUNGLE

Underhive Ash

M
= N
Praxer White Terminatis Stone
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i HOW TO.

HOW TO PAINT CITADEL MINIATURES

ow to Paint Citadel Miniatures
Hexp]ains how to use each type
of paint by introducing six

fundamental painting techniques — many
of these will be familiar to experienced
painters, but to others a new concept. The
theory behind each of these techniques
is explained in detail in the book, with
high quality close-up photos that depict a
painter’s eye view of each technique being
applied. By following these techniques,
anyone can learn to paint great miniatures.

The book itself is hardback and the
rear cover unfolds so that you can prop the
book up next to your paintstation for easy
reference. The ring-bound pages are of the
highest quality, and can be flipped over so
that you can always display the page that is
most useful to you whilst you are painting.

But far from just being a detailed
painting guide, How to Paint Citadel
Miniatures is all-encompassing in its
modelling wisdom. The expansive range
of Citadel tools are introduced at the
beginning of the book, and each is
explained in full. No stone is left unturned

when it comes to explaining every aspect of

painting a miniature, from how to properly
clip a component from its frame in the first
place down to the optimal temperature and
weather conditions for undercoating your
miniatures outdoors!

How to Paint Citadel Miniatures
culminates in eight Army Projects painted
for the book. Incorporating words of
wisdom from the army’s painter and
detailed stage-by-stage photography, each
Army Project teaches you everything you
need to know in order to paint your own
army. You can see one such example,

Chris Peach’s Empire army of Reikland,
opposite. If that's not enough, White Dwarf
will feature new Army Projects in issues

to come, starting with Steve Bowerman’s
Space Wolves army later this issue.
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THE DVD

Designed as a visual guide to
complement the How to Paint Citadel
Miniatures book, you can watch and
learn from our hobby experts as they
guide you through the process of
painting miniatures. The DVD includes
many demonstrations that show the
painting techniques actually being
applied to the models featured in

the book itself, including two Army
Projects models being painted from
start to finish. You can skip to the
painting technique that you wish to
employ and see exactly how it is done
before attempting it for yourself.



ARMY PROJECTS

| STAGES 47 e
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rmy Projects are a complete set of

painting guides that enable you

o replicate a painted army as
accurately and easily as possible using the
new Citadel paint range. The six painting
techniques and matching categories of
paint are an integral part of these guides.
Each stage is clearly captured by zoomed-in
pictures of the area to which paint has been
applied, and the attached quick reference
guide indicates which brush, paint and
technique was used to do so. Each Army
Project teaches the principle methods for
painting the army as a whole. Each stage-
by-stage guide has been carefully selected
to ensure that the techniques can be carried

! NIEER w\umh?:’“‘n Honst
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across to any other models that the painter
may wish to add to their own army, even if
opting to use a different colour palette.

The Hobby Team'’s dedicated army
painters, Duncan Rhodes, Steve Bowerman
and Chris Peach, are the painting masters
responsible for the Army Projects, and they
explain what inspired them to paint each
army from the outset. Certain armies can be
painted more swiftly by using tools such as
the Citadel Spray Gun, or by batch painting
certain models at the same time. Any
additional methods or techniques that were
employed to paint the army are described
in full, making it even easier for you to
replicate at home.

Chris Peach painted the
army displayed above and
certainly knows a thing or
two about painting lots of
miniatures quickly.

Chris: The new paint
range dramatically speeds
up the process of painting
armies for a number of
reasons. Firstly, the simple
painting techniques

make it much easier to
work out which colours
fo use and how to apply
them. Secondly, there is
no need to mix colours
when painting armies as
the choice of colours is so
wide and varied. Thirdly,
the colours are so well
suited to painting Citadel
miniatures specifically,
that you often don't

need to use more than

a handful of paints at a
time. Finally, the Texture
paints heavily reduce the
time it takes to base your
miniatures which, for me,
is absolutely priceless!




THE PERFECT PAINT STATION

A hobbyist’s painting area is his castle (unless he has a Warhammer Fortress, of
course). Below is a recommended selection of products that are available to buy
now in store and online, as well as some useful tips from our hobby experts:

CITADEL WATER POTS

Designed to fit in the pre-cut slots of the Citadel Paint Station,
Citadel Water Pots have six grooves for holding your brushes and
removable lids for easy filling and cleaning.

(44 Use two Water Pots — one for metallic paints
and one for non-metallic paints, as this
will prevent any cross-pollination of metal

paint particles. 99

Steve Bowerman

CITADEL PALETTES AND CUTTING MAT
The Citadel Palettes and Cutting Mats have been custom-
designed to fil neatly together on the Citadel Paint Station,
They can be easily remaved for cleaning as required,

“ Keep your Paint Station clean. Dust or hoover
it regularly to avoid your paints or painting
water being contaminated with dust, static
grass or sand. 99

Chris Peach

CITADEL BRUSHES AND TOOLS

There is a wide selection of brushes and modelling tools to
help you assemble and paint your miniatures, from a Hobby
Knife to Plastic Cutters and a choice of nine Citadel brushes.

{4 Look after your brushes and modelling
equipment properly and they will look

after you! 99

Chris Peach

CITADEL PAINT STATION

The Citadel Paint Station is the perfect size for working on
a selection of miniatures whilst the pre-cut circular grooves
keep the paints for your current project neatly in one place.

(44 Paint a test model and keep the paints
you've just used to hand so you can use
them on your other models. 99

Duncan Rhodes




HOW TO PAINT CITADEL MINIATURES

The consummate guide to painting your miniatures, the
hardback cover of this book unfolds to make a stand for easy
reference whilst you paint.

(44 Keep some painting inspiration to hand, be
it your test model, ‘Eavy Metal Masterclasses
or your How to Paint Citadel
Miniatures book. ,,

Chad Mierzwa

Rhiipigy Hide
Basecoay Brush
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LISTEN WHILE YOU PAINT

Blacklibrary.com has an expansive range of audio dramas,
available as both CDs and files for download. Why not listen m
to- some inspiring stories being told whilst you paint? BNE ' T

AND TALoN

* WARNAn,
i Sames MER

Play something cool in the background, such
as a Black Library Audio Drama, as this can
help you to relax whilst painting. 9

Chad Mierzwa

FOR THE FULL CITADEL RANGE PLEASE VISIT OUR WEBSITE:

SHES
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The Empire is the greatestand | i , :

most powerful nation in the Old 3 , . - . " Slaughter at

World. It has endured for over - : o

two and a half millennia against . _ : e
many enemies from without and ks [ 37 g Fodh .y Salzenmund

within, and yet it remains a nation of ; 2 ‘ bl iy R
contradictions. Although united under | 1 e 5% Battle of
the rule of the Emperor Karl Franz, the A" Beckethoven s m.
Empire is actually a loose confederation ‘
of provinces and city-states that often

sit at odds with one another. The lands

of the Empire are vast, ts cities defended
by high walls, its armies well trained

and equipped; and yet to say the realms
within its borders are tamed would be
folly. Beyond the great cities lie league
upon league of dark, monster-filled
forests, bast tracts of perilous terrain
haunted by bandits, Beastmen and
nameless things. Indeed it is said that
the Empire is akin to a series of islands
amidst a dark, perilous sea of forest.

ptbg'fs':ioj Plo-

LheLursed vl R L ot Moty
Marshes B SR .“_{/’ Great Victory o N )
‘ g 4 Pz e LA Battle of the
" Weeping Glen

Altdorf, City of Wonders
The capital of the Empire is Altdorf, seat
: o
- Karl Franz, the reigning Emperor, Z;d .-‘!om}:
to many famous institutions. The Colleges
ofﬂff'agrc, the Reiksport, the Imperial
Eng.meers School and the Imperial Zoo ] e
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Provinces of the Empire
Far from being a country, the Empire is a collection
of regional states, known as provinces. Each province
is led by an Elector Count and it is from these noble
‘men that an Emperor is chosen. The provinces vary i P _
widely in culture, idiosyncrasies, dialects and expertise. J e g i
These differences have caused various disagreements b i
and outright war on many occasions throughout the
i Empire’s %isrory. And sayit is no great surp%ise that to _ The Gu nnery
¥ o Middenlander, an Ostlander will be seen as much a B SChOO[ OfN uln
foreigner as a Bretonnian. g ® 70 linperit G ery
' chool is a gigantic
‘complez of forges and
workshops. Nearly every
~ artillery piece in the Empire
s cast there.
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| The Knightly Orders of the Empire

| are gallant brotherhoods of 2
. highly trained warriors scattered

- throughout the realm. The Knights
. of Taal's Fury are an order located
. in the heart of £

Talabecland.

3 Every member

is a worshipper of ~M

. Taal, the god of

=) nature and

82 ihe wild.

N
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ipire was founded in war, when the tribes of
man rose together to cast out the greenskin menace
ind reclaim the forests, rivers and mountains under
the first Emperor, the warrior-god Sigmar. Ever
ince, the Empire has had a tumultuous history,
“riven by battle and constant invasion. What hasn’t
helped the nation’s cause is that for long periods
he Empire has been blighted by ineffective,
ncompetent or outright corrupt figureheads. Or,

 even worse, when the nation has been bereft of any
ind of leader at all. ¢

wever, in times of greatest need, Sigmar

seen fit to bless the Empire with a worthy

mpion. Someone who can unify the disparate
provinces under one rule and channel the might of =

he Empire’s armies against the inoaders. Magnus
e Pious was one such man, bringing

gether Men, Dwarfs and Elves to banish
he dread hordes of -
savar Kul in the
reat WEJrAfainst

" [ Chaos. Tiwo hundred

. years later, another

)8 greatEmperor has

)

scended the throne.
\WThis is the Age of
\ Karl Franz, a skilled &

- warrior— everything {

| the Empire needsin

the dark and perilous I
times ahead.

The Moot lies to the south of Stirland and
is populated by Ha.’ﬂings. Despite their
minutive stature, they are proud to raise
regiments for theEmPeror‘s armies.
- i, o F -
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At the core of every Empire army are its state troops — professional, disciplined
soldiers, drilled in all manner of weaponry, from halberds to handguns. State troops
are raised by the province or city they hail from to stand ready in its defence.

he mainstay of the army of the S - =i ¥ ——
Empire are its state troops. These T iy —ay Voa oh ot Gls

are professional soldiers employed
by the province or city-state as a standing
army, always ready to defend against the
ravening hordes that invade or raid through
the Empire’s lands.

Over generations, the Men of the
Empire have learned at great cost that to
survive they must work together as large,
coordinated regiments. Discipline is the
key, for while a Man lacks the speed and
grace of an Elf, the brutal strength of an Orc
or the tough predisposition a Dwarf, they
do possess a tenacious demeanour and
are recipients of a back-breaking training
regime that makes them an implacable Crossbowman of Ostermark Handgunner of Nuln Creatsword of Hochland
force when arrayed for battle. Drilled
night and day by the constant barking of
ferocious sergeants, state troops operate on
the battlefield like a well-greased machine.
Regimented soldiers stand ready with
halberds or spears raised, as detachments
of Handgunners fire black powder shot
into the enemy ranks. On the flanks, the
flamboyant Swordsmen, expert fencers all,
can best the enemy, forcing them back into
the waiting blades of the Free Companies.
These regimental units are supported by
smaller detachments, who lend blade and Spearman of Altdorf Swordsman of Stirland Halberdier of Middenheim
shot to support their parent unit.




You'd struggle to find a
true Empire citizen who
disagrees with the notion
of a standing army. The
soldiers of the Empire
are drilled and battle-
trained to the highest
standards. As a result, an
experienced commander
can rely on his men to
obey his bellowed orders
to stand firm, even in the
direst of predicaments.
To represent this, any
regiment that is required
to take a Break test with
a Captain or General of
the Empire in the unit
rolls 3D6 and picks the
two lowest.

B . .

Imperial Griffons
There are many types
of Griffon in the world
and the ones favoured
by the Empire will
most likely have been
reared at the Imperial
Zoo in Altdorf. These
beasts have been
specifically bred to be
larger and even more
ferocious than those
encountered in the
wilds. Griffons are said
to be noble and loyal
beasts, two qualities
that resonate with

the rulers and warrior
classes of the Empire.
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OLLEGES

OF MAGIC

he Colleges of Magic are
) centres of magical lore and
learning renowned throughout
the Old World and beyond. Founded
by Archmage Teclis himself at
the bequest of Emperor Magnus,
who was adamant that the Empire
would no longer be at the mercy of
sorcerers, renegade warlocks and the
magic-users of enemy races.

Located in Altdorf, there are
eight Colleges of Magic in total.
Each trains its students in one lore
— mirroring the eight magical winds
that blow from the north. Battle
Wizards are often seen as dangerous
eccentrics, with the accoutrements,
ornamentations and demeanour to
match the magical lore they practise.

The vaults of the Colleges of
Magic contain many wondrous
artefacts that, in times of dire need,
Battle Wizards might wield. Amongst
the most powerful are the Arcane
Battle Altars, such as the Celestial
Hurricanum and Luminark of Hysh.

The Colleges of Magic were founded over two hundred years ago in the wake of the
Great War Against Chaos, repealing an ancient law that had forbidden the use of
witchcraft. Never again would the Empire be without its own magical capability.

Kornel Kozak: For this Light
Wizard | wanted the robes and
white staff to be distinct. And so
I painted the staff with a marble
effect, as if it was something he
fashioned using magical means.

Dave Heathfield: I've painted

this Amber Wizard in earthy
tones, then used turquoise as spot
colours. These can be found on
the beaks of skulls and on the
phial dangling from his belt.

Anja Wettergren: The globes
on the model were painted in
the same way as those on the
Celestial Hurricanum to show
an alignment between the

contraption and its ‘operator’

WHITE DWARF
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WARRIORS OF SIGMAR

The Empire is a realm whose people worship many gods, the most prevalent of which

is Sigmar. In life, Sigmar was a fearsome warrior who founded the Empire in blood
and battle, so it is fitting that his clergy can oft be found steeped in both.

he Empire is populated by the

entire gamut of Mankind - the

rich, the poor, the villainous,
the vainglorious, the caring and the
exceptional. It is well that there are those
who fall into the latter, who can don the
garb of a Witch Hunter and track down the
necromancers, monsters, warlocks and,
of course, witches that blight the lands.
That there are men of unshakeable faith in
Sigmar, and the other gods of the Empire,
who will go to war to fight the enemy with
martial feats as well as faith. In this way,
they not only directly confront the enemy
but bolster the resolve of those around
them, ministering the spiritual well-being of
those loyal to Sigmar.

Of the pantheon worshipped in the
Empire, Sigmar is most ubiquitous and
powerful. The cult is led by the Grand
Theogonist, but his will is interpreted by
the two Arch Lectors, They are grim men
and imposing figures in the extreme, who
also have the honour of riding the War Altar
of Sigmar to war from whence their battle
prayers are greatly enhanced.

When the armies of the Empire and
its Warriors Priests gather, so too do the
doom-mongering Flagellants. As battle is
joined, bands of the crazed rush the enemy
oblivious to their own survival; mollified in
knowing they have chosen their own fate —
to die in battle, in sight of their god.

Volkmar

the Grim

Based in Altdorf,

the Cult of Sigmar

is led by the Grand
Theogonist, Volkmar
the Grim, a pious
and forboding man
utterly devoted to the
destruction of Chaos
in all its forms. When
the Grand Theogonist
accompanies the army
of the Empire into
battle, he typically
rides atop the
powerful War Altar

of Sigmar. From the
pulpit, Volkmar will
utter battle prayers to
Sigmar evoking holy
fervour in the men
around him while
striking at the foe from
his lofty perch with a
strength beyond that
of a mere mortal.

SAAVZIM ANV SISATId

Witch Hunters

Judge, jury and executioner
combined, a Witch Hunter
will use any means to burn
out heresy. Once they have
the scent of their prey,
they are relentless in their
pursuit. Witch Hunters

are equipped with all
manner of mundane and
arcane weaponry, making
them highly useful allies
for any Empire general. A
Witch Hunter is an adept
character-killer as he

gains Sniper and Killing
Blow against his quarry.
Vampires and Chaos Lords
may be beyond his ken, but
enemy Heroes, Wizards
and Battle Standard
Bearers are perfect fodder!

SIGMAR’S HEIRS



THE KNIGHTLY ORDERS

Scattered throughout the Empire are the chapter houses of the Knightly Orders;
heroic brotherhoods of warriors who ride into battle atop mighty barded warhorses
as well as more exotic and deadly steeds.

Wh:le the state troops are mustered %,1,,,.__: e e ry,, S = _,--.__-_.ﬁ
from the commonfolk of the % ¥ il )
Empire, the Knightly Orders are Demigryph Knights Eos

formed from its noble sons. It is considered Only a few knights, g

a great honour to be inducted into a those of the Inner

Circle, are found
worthy to ride
Demigryphs into battle.
And even then, itis a

Knightly Order; to train as a knight, don full
plate armour and ride to war, thundering
across the battlefield to spit the enemy

through with steel-tipped lances or cleave minority of Knightly
heads with a cavalry hammer. Orders that can field
There are many of these brotherhoods these ferocious mounts
throughout the Empire. They range in size in battle.
and strength from great orders with a long When a Demigryph
and storied history and chapter houses in attacks, it strikes with
every province, to smaller and even more :'am"Sha'P claws and
specialist orders who may only operate hua'::o'ie;e‘:ll(t ‘:ﬁ: :‘:slﬁ(;:.
out of a single temple. Each keeps with its through Nechi-one and
own traditions and creeds, which will often ks with asie,

influence their preferred heraldic designs,
ritual behaviours and even their fighting
styles. Some orders may even restrict their
membership to devout worshippers of

a particular god. In any case, when the
Empire goes to war, the common soldiery
are cheered to have knights riding beside
them, for they know that they have the
greatest warriors in their midst.

WHITE DWARF
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THE ARTILLERY SCHOOLS 2

The Engineers and gunners of the Empire are keen to prove their worth. Only the
Dwarfs can rival the Empire in the art of black powder weaponry and even then, it is
said, the ingenuity of Man can outshine — and outrange - the Dwarfen smiths of old.

ocated in Nuln is the Imperial
I Gunnery School, a sprawling
network of forges and
smelteries where veteran gunsmiths
manufacture and maintain the
Imperial artillery trains. While
Nuln and Altdorf have the greatest
concentration of Engineers, these
eccentric and obsessive individuals
can be found throughout the Empire.
Determined to invent the next ‘great’
contraption and have their name
used with it in perpetuity, Master
Engineers have a carefree attitude N
to experimentation and the safety of
those around them. Occasionally,
the risks will pay off and through the |-
oft-insane ingenuity of its greatest .
Engineers, the Empire can field
some of the most devastating war
engines to ever grace the battlefield.
The Steam Tank, the Helblaster
Volley Gun and the Helstorm Rocket
Battery have all come from the minds
of the most brilliant, and deranged,
Master Engineers.

Outriders and Pistoliers

Armed with the latest in repeater technology, Outriders can
deliver a devastating fusillade. Pistoliers are also apt at firing
into the enemy, but are more manoeuvrable than Outriders.

Master Engineers

Engineers are always keen to field test their contraptions
in battle, be it a clockwork steed or the latest scope for
their long rifle.

SIGMAR’S HEIRS
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KARL FRANZ

Karl Franz is the Emperor and a warrior and statesman supreme. In this article we
present an extract of his bestiary page from Warhammer: The Empire, as well as take
a closer look at one of his greatest battles, the Third Battle for Black Fire Pass.
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KARL FRANZ

~

The Emperor

The incumbent Emperor is Karl Franz, Prince of Altdorf
and Elector Count of Reikland. Karl Franz is said to be

the greatest statesman the Old World has ever seen. He is
also a military genius and a valiant general. The Emperor
frequently takes personal command of his soldiers, wielding
Ghal Maraz, the fabled hammer of Sigmar, like the warrior
god of old, smiting enemies of the Empire with every blow.

The Emperor has earned a magnificent record of conquests.
It was Karl Franz who led the charge of the Reiksguard

that finally broke the Bretonnian Knights at the Battle of
Norduin. On the Field of Blood, it was the Emperor’s
courage that steadied the Imperial line against the charges of
Waaagh! Spleenrippa. Against the Chaos horde of Morkhal-
hai the Savage, Karl Franz led the Reikland Greatswords
into the heart of the enemy army, where he crushed the
Champion’s skull with a single strike of Ghal Maraz. There
is little doubt that Karl Franz is one of the greatest generals
of his age. He stands at the forefront of the battles against
those that would see his beloved realm torn asunder, and it is
a responsibility that weighs heavily upon his shoulders.

Karl Franz often rides to battle on the back of Deathclaw,
reputed to be the mightiest Imperial Griffon that ever lived.
A powerful bond exists between the beast and its master, one
forged in countless battles and many adventures. During the
Battle of Blood Keep, Deathclaw stood over the prone form
of the wounded Emperor for three hours, slaying any who
came near until the Reiksguard could hack a path to their

fallen lord. Deathclaw frequently flies freely above Altdorf,
returning dutifully to his cage come nightfall, much to the
relief of the capital’s citizens.

M WSBS §S T W I A
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TROOP TYPE: Infantry (Special Character).
Deathelaw (Monster): Karl Franz may be carried into battle
by his loyal Imperial Griffon.

SPECIAL RULES (Karl Franz):
Hold the Line!, Immune to Psychology.

Leader of Men: Karl Franz must be your General. His
Inspiring Presence special rule has a range of 18", unless he
is mounted on Deathclaw or the Imperial Dragon, in which
case it is increased to 24".

SPECIAL RULES (Deathclaw):
Fly, Large Target, Terror.

Bloodroar: Enemy units must roll an additional D6,
discarding the lowest result, for Leadership tests caused by
this beast’s Fear or Terror special rules.

Lovyal Beast: Deathclaw always passes any Monster Reaction
test he is required to make. In addition, if Karl Franz is
killed, Deathclaw has the Hatred special rule when attacking
the unit that killed him for the rest of the game.

MAGIC ITEMS:

Ghal Maraz: Ghal Maraz is the legendary hammer of Sigmar
and one of the most potent magical artefacts in the entire world.
This rune-encrusted weapon has been the symbol of the Emperor’s
office ever since the founding of the Empire.

Magic Weapon. Hits from Ghal Maraz wound automatically
with no armour saves allowed. In addition, Wounds caused
by Ghal Maraz have the Multiple Wounds (D3) special rule.

The Reikland Runefang: As the Elector Count of Reikland,
Karl Franz has the right to wield his Runefang in battle. When he
does so, it is almost always to make a political statement, namely
that his actions are done in his capacity as the ruler of his provinee,
and not the Empire as a whole.

Magic Weapon. All hits from the Reikland Runefang wound
automatically with no armour saves allowed.

The Silver Seal: The warrior mage Fredrik von Tarnus crafied
this ariefact for Magnus the Pious following the Great War Against
Chaos. It wards away harmful blows and evil sorceries.

Talisman. The Silver Seal grants Karl Franz a 4+ ward save
and the Magic Resistance (2) special rule.
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THE THIRD B
BLACK FIRE PASS

4 The Battles of
Karl Franz's Reign

2502 r

Accession of Karl Franz, the

L reigning Fomperor, whase first act

15 29 lead an army to the aid of

the Elector Count of Novdland 2

to vepel a massive invasion of
Nearse barbarians, Aided by

l the wizards and war machines

of the Celestial College, Karl

Franz predicts where and when 4

‘ the northern marauders plan to

attack, With this knowledge, Karl

Franz prepares a well-executed

5 ambush that devastates the Norse

are under attack. The Emperor
personally leads the Reiksguard
in the final charge against the 3
Neorse shield wall, and in doing

Sorces before they even realise they i

s, establishes a reputation as a
brilliant and courageous leader.

b 2507

‘ . The Battle of Broken Pillars.
Karl Franz leads the Retksguard
th mug}.t the Urs(x'emmy to atd
the Dwarfs of Zhufbar against a
subtervancan Skaven attack.

2510

The Battle of Blood Keep.

Karl Franz's loyal Griffon,
Deathclaw, defends the prone
MJ‘ q{'rﬁm wounded Empemr
Jor three hours, slaying any
enemics who come near until the
Reiksguard can forge a path to
their fallen lovd.

2516

At the behest q,l“,f(an’ Franz,
Supreme Patriarch Balthasar
Gelt intervenes in the dispute

- between the Counts of Nordland
«  and Hochland, averting the

l threat of civil war

2517
Baitle of Bloodpine Waods,
Karl Franz leads an army into
the heart of the Reibwald to
L eradicate the Spiderclaw tride of

TP
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streamed through Black Fire Pass in

numbers not seen since the time of
Sigmar. Thankfully for the citizens of the
Empire, Marius Leitdorf, the Mad Count
of Averland, had sent word to Karl Franz
warning him that the provincial army of
Averland would not be able to hold them
back alone.

Realising the grave danger to the
Empire’s southern provinces, Karl Franz
gathered to him a huge army with which
to defend Black Fire Pass. The Emperor
marched south with the combined military
might of Reikland and Altdorf behind
him, including a trio of Steam Tanks. With
such forces at his command, the Emperor
reinforced Leitdorf's beleaguered army and
stemmed the tide of Orcs before they could
spill through into the open lands of the
Empire beyond.

In the year 2520, Orcs and Goblins

TTLE OF

The battle lasted for much of the day,
the greenskins repulsed time and time
again by the disciplined Empire soldiery as
the Steam Tanks and artillery continued to
inflict terrible damage on the tightly packed
horde. Karl Franz made an early impact on
the battle, swooping down on Deathclaw
to crush the skull of a towering Giant with
Ghal Maraz before it could break through
the Empire lines.

However, just when it seemed that
the host of the Empire might yet stand
firm against the successive waves of
greenskin assaults, the Orc Warlord made
his presence felt at last. Bursting from the
woods on the Empire flank at the head of
a host of Boar Boyz, Vorgaz Ironjaw routed
the artillery batteries stationed there before
ploughing into the side of the Empire
battleline to devastating effect. But it was
then that Karl Franz also made his move...
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The Death of Mamus Leltdort

Orc Warlord Vorgaz Ironjaw
parried Leitdorf’s Runefang with
his battleaxe and let the Count
stab him with the long poignard
he was wielding in his left hand.
The blade buried itself in the
thick skin and muscles of the
creature, which ignored the

Troll Hunter

Lars Holt, the Count of Averland’s
Champion, broke ranks to engage a
monstrous Troll that was threatening
to tear through the Greatswords and
attack Marius Leitdorf himself. After
a brave duel that cost Holt two of
his fingers to the creature’s rancid
vomit, the Greatsword champion
finally cut the vile beast down.

2
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wound altogether and grasped the
neck of the Count in its powerful
left claw. After a few seconds of
struggle, the man’s strangled snarl
was cut short by the chilling noise
of bones snapping and the body
of Marius Leitdorf relaxed in the
grip of the Orc, lifeless,

Empcror Victorious
Though the Emperor arrived too
late to prevent Marius Leitdorf’s
death, he was not too late to
seek vengeance. An unnatural
silence fell on the battlefield,

all eyes turning towards the two
champions, each representing the
epitome of their race’s fighting
prowess. Ghal Maraz struck
home on the Orc’s forehead with
a thunderous crack. The green
giant fell, life quickly abandoning
his crushed skull. The Orc stared
through his own blood at the
enemy that had vanquished him
and raised a claw in a last attempt
to fight back, but his arm fell
back, powerless.

The battle was over. Their
leader defeated, the Orcs
scattered and kept fleeing until
they were back in their bleak
territories. From that day on,
the name of Karl Franz has been
pronounced in the Empire with
ever greater pride, for all heard
tales of his victory in that duel.




IN-STORE THIS MONTH

This month the greatest nation in the

Old World receives reinforcements, and
your local Hobby Centre is the place to
find out how to use them in your army.

Celestial Reinforcements

This month, the Empire is awash with brand new miniatures
you can include in your army, from the immense Imperial
Griffon to the fierce Demigryph Knights and three new
Arcane Battle Altars. Get down to your local Games
Workshop today and find out how you can add these
amazing new miniatures to your Empire army.

o AP AT A PP b AT ST

The Civilisation of Man

Garbed in fine panoply and proudly displaying the crests of
each province, the Empire is a diverse and colourful nation,
drawing upon eldritch magic and all manner of mechanical '|
contraptions. Have a chat with the staff in your local store
about starting your new Empire army, and how you can
paint them using the amazing new Citadel paints.

Defeating the Empire

During its two and a half thousand year history, the Empire
has had more than its fair share of enemies, and today is
no exception. Visit your local Hobby Centre where you can
learn all the tactics and strategies you need to defeat the ~ “mg
Empire on the field of battle. .

An Age of War

All this month your local Games Workshop will be holding
battles set across the Old World. Bring along your armies
and declare you allegiance to the Empire or join the Forces
of Destruction and bring the World of Men to an end!

=W “ . e d }',..
fj FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER

www.games-workshop.com

[
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In the final part of the Civil War Expansion we present the tables for the three
remaining races — the Empire, the Dwarfs and the Skaven. First we start with a closer

look at the Empire’s most infamous era of civil war, the Age of the Three Emperors.

This is the final part of
the Warhammer Civil
War Expansion, which
began in January’s
White Dwarf. To ensure
you have the complete
Expansion, you'll also
need February and
March’s White Dwarf.
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ar is rife in Warhammer, when
armies muster the only thing
guaranteed is that blood will be

spilt. But it is not a he blood of some

enemy creature or rival nation. Throughout

the Warhammer w toried history the

swords and spells of one force have been

turned against their own. Civil wars have

: en the most bitter and destructive,
equences of which can rip whole

/arhammer Expansion
issue of White Dwarf,

2, including

Civil War table.
Following issues have published racial civil
war tables, which you roll on in addition to
the general chart. On the following p
we conclude the Expansion with Ci
tables for the last three races remaining:
Skaven, Dwarfs and the Empire.

Although the higher political classes in
Altdorf would strenuously deny it, the
Empire has often been afflicted with

i ighting. This is because it is
alc onfederation of states separated
along tribal borders set down since the
realm’s founding. The Elector Counts who
rule the provinces are political animals

in many cases, manoeuvring and making
decisions based on their own ambitions,
desires and personal wealth over the good
of the nation or the common folk they

are meant to protect. There have been
nNUMerous ions where this has caused
the realm — or the parts thereof — to be
consumed with civil war.

The most infamous period of unrest
started in 1547 when the Count of
Middenheim proclaimed himself Emperor,
beginning the Age of the Three Emperors.
Although the truth of it was the Empire




had already suffered several hundred years
of mhghtmg, ince the death of Empc:ur
Mandred Skavenslayer — who was, in turn,
murdered by a Clan Eshin Assassin.
Without an Emperor or another worthy
candidate for the Elector Counts to back,
the Empire was sent into a vicious and
f-destructive cycle. The provin
Inc reaqmc‘l\f became sovereign states in
all but name. This in turn made the Elector
Counts even more reluctant to name one
of their own as Emperor, fearing a loss of
power and a refusal to bow down to a bitter
rival. Such rivalries played out in more
than just the courts. Armies took to the
battlefields as generations-old prejudices —
barely hidden when the Empire was united
— came to the fore. The longtime rivalry
between Stirland and Talabecland was
particularly acute and resulted in outright
invasion as Stirlanders crossed the border.
The Count of Stirland was desperate to

had dlxputed his claim to the Imperial
throne. Ewn fora C|\-|l war the Battle of the
ir and

the follow ing centur
It wasn't = Great War Against
, almost a thousand years later,
that the Empire would find its Emperor.
The warlord Asavar Kul led a great Chaos
horde south. Within a year Magnus the
Pious of Nuln had e the unthinkable
and unified the Empire’s armies, and
y petitioned the aid of both
s and the magical might of the
: . With the might of the Empire
behind him, Magnus was triumphant and
the most powerful realm in the Old World
had an Emperor once n. If anything,
Kul’s mistake had been to invade in the
place, as this forced the bickering provinces
to stand together under one standard.
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| Roll once on this table if you are fighting a Civil War between two Empire armies.

| 2 An Order without Honour: Each side in this dispute has backed a different Knightly Order. All models on
| each side gain Hatred against any opposing knights, while the knights themselves gain +1 Attack.

| 3  We'll Use Your Banners as Rags: Each side has vowed to do terrible things to the symbols of their foes! Each
| standard adds an additional +1 to combat resolution over and above its normal bonuses. Whichever side can
' seize more standards than the other, at the end of the game, will receive an additional 250 victory points.

4 Your Baron is a Bandit, Your Magistrate a Mutant! The heritage of local leaders and officers on bath sides of
the border has been brought into question. All Core troops (except Knightly Orders) and any champions in
their units can re-roll failed To Hit and To Wound rolls against characters (not champions) on the other side.

| 5  Artillery Duel: Both sides claim the better artillerists. After deployment, each player can, in proper turn
sequence order, take a pre-game shot with each Great Cannon and Mortar. During the battle, any roll on any
' Misfire chart can be re-rolled, although the results of the second dice must be kept, even if they are worse.

6 Border Dispute: A long-simmering border dispute has boiled over. After deployment, divide the table into two
equal halves with an imaginary line marking the border. You can divide the table in any manner, as long as
_ there are two equal halves. Any units with any part of their models in their foe’s table half gain Frenzy (so if
‘ | a unit moves across the border they will gain Frenzy the instant they do). Additionally, all friendly units gain
Hatred against any foe that has crossed onto their table half (with any part of their unit across the border).

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 Rival Regiments: Each side has a regiment that is famous for its battlefield prowess while also being infamous

| for its local misdeeds. After deployment, but before the first turn, each side must pick a single Core unit as the
elite formation. It can have either +1 WS or +1 BS and gain Hatred against the enemy elite formation. Triple
victory points are awarded if the rival regiment is slain, is fleeing at the end of the game or has fled off table.

9  We Drill, you Parade! All Core troops (with the exception of Free Company Militia and Knightly Orders) are
| always considered to have passed their test to march and Detachments can re-roll misses from their Support
\ Fire or gain the Devastating Charge special rule during a Counter Charge.

| 10 College Rivalry: Sometimes the rivalry between the different Colleges of Magic passes well beyond mere
bragging rights! Each side takes it in turn to choose which Colleges of Magic support his side - rivals cannot
use Wizards that support an opponent’s College. Roll off to see who selects first. All Wizards in your army
\ gain +1 level for free (so a Level 1 Battle Wizard goes to Level 2). Although Level 4 Wizards do not go up a
level, they do receive a further +1 on their attempts to cast spells. All Wizards channel on rolls of 4+. Double
| victory points are awarded for each Wizard slain or fleeing at the end of the battle.

{ 11 I Challenge you to a Duel: In this particular neck of the woods, duelling between nobles has become all the
| rage. At the start of each Combat phase, starting with the challenger, models in a challenge can choose either
+1 WS, +1 Initiative or +1 Attack. Any model slain in a challenge is worth an additional +100 victory points.

I 12 Favoured of the Gods: There is nothing that sets off a good soldier like seeing the fools on the other side
‘ claiming that Sigmar likes ‘their side’ better! Roll off before each game turn, with the winner receiving D3
re-rolls to be used anytime during his player turn (unused rolls are lost).
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| Roll once on this table if you are fighting a Civil War between two armies of Dwarfs.

!
| 2
|

10

11

12

Death Wish: The grim fate of those who face a Slayer is well known throughout Dwarf society. Bringing back |
a group of wandering Slayers to fight against their fellow Dwarfs is an effective tactic. Spreading rumours .
amongst their foes on the eve of battle about the deeds of their own Slayers makes facing them in battle all !
the more terrifying. All Troll and Giant Slayers from both sides have the Fear special rule. All Dragon and |
Daemon Slayers from both sides have the Terror special rule.

Bound by Honour: The two sides have come to blows over a minor grudge, but they can see there is reason |
enough for this conflict not to end in blood, as such weapons have been blunted. As a result all shooting |
and close combat attacks are at +1 to hit (with the exception that 1s always miss), but all shooting and close
combat attacks are at -1 to wound (with the exception that 6s always wound).

Bugman’s XXXXXX: News has arrived that the last shipment of Bugman’s XXXXXX for several weeks has |
just arrived at the local tavern. Both sides are determined to make sure they are the first ones there. Place a |
piece of terrain representing the tavern in the centre of the table. The first unit to enter the building gains the |
Immune to Psychology, Regeneration (6+) and Extra Attack special rules for the rest of the game. Every unitin |
the opposing army gains Hatred of that unit for the rest of the game. In addition, the side with a non-fleeing |
unit that is closest to the tavern at the end of the battle receives 250 bonus victory points.

Tunnels: These tunnels are well known to the Dwarfs. Any units of Miners making an Underground Advance
roll from the start of their first turn to see if they arrive. This means they will arrive on Turn 1 on the roll of 4+, l.
Turn 2 on a roll of 3+ and so on.

Engineered to Perfection: Both sides’ Engineers are out to show that their war machines are of the highest
quality. Every war machine adds +1 to the first roll on its Misfire chart. ;

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. .'

Fortified Positions: Both sides may place up to D3 sections of wall in their own deployment zone for each |
Engineer in their army. _ |

Tunnel Fighters: The equipment of the Dwarfs is eminently suited to tunnel battle. The Thanes have picked a
battle site to maximise this advantage, allowing the infamously stoic Dwarf shield walls to better protect their |
bearers. The parry save from fighting with a hand weapon and shield is increased to 5+ for this battle. |

Master Craftsmanship: Each side’s Runesmiths are determined to prove that their craftsmanship is superior to |
their opponents. They have laboured long into the night on the eve of battle to produce additional runes. Both |
sides’ Generals can spend up to 100 additional points on runes. Whilst this may take them above their normal

points limit for runes they must still follow the rules of the runes. ‘

Cave-in: This section of tunnels is extremely unstable. Roll a D6 for each unit in your army at the end of each
of your Shooting phases, adding +1 to the result if you fired any war machines that turn. On a result of a 6+ a ‘
small part of the tunnel roof has collapsed. If that unit is not in combat it takes D6 Strength 6 hits, distributed

as for shooting. If the unit is in combat, then every unit in the combat takes D3 Strength 6 hits instead.

Grudge of Ages: The battle is being fought between two clans with long-standing grudges and the final insult
has been thrown! All models have the Hatred (Dwatfs) special rule for this battle.
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| Roll once on this table if you are fighting a Civil War between two Skaven armies.

2

10

11

12

13

e e L D E————--—-_ e L ettt et e e e I ——

The Slaves are Revolting: The Skavenslaves are riled and ready to attempt a breakout for freedom. The range ".
of the Cornered Rats special rule is extended from 6" to 12" and the damage increased to D6 Strength 3 hits, |
with two additional hits added for every rank of slaves after the first. |

The Warlord Clans Reign Supreme! The Warlord clans have supplied their finest and most able warriors to the '
fray. All Skaven Stormvermin, Chieftains and Warlords gain +1 Strength, while all Clanrats gain +1 Initiative. |

Warpstone for the Taking: Gather the warpstone before the enemy does! Each player takes it in turns to place ‘
D6+1 warpstone tokens. No token can be placed within 6" of another. Each warpstone token controlled by
one or more of your own models within 6" and closer than any enemy, gains you an extra 100 victory points.

Empty the Lair! Units of Clanrats, Giant Rats, Skavenslaves or Stormvermin that are destroyed or flee the table
return at full strength (including any weapon teams, but no characters) as reinforcements in the next turn. |'
They enter play during the Remaining Moves sub-phase, coming on anywhere on their own table edge.

Uncertain Loyalties: The Clanrats wish to remain on the winning side! At the start of each player turn, the |
player may nominate a single enemy unit of Clanrats not pushing a Screaming Bell. Roll a D6, on a 6, that

unit (including any attached weapon teams and characters) now count as part of the controlling player’s army |
for the rest of the battle, or until its loyalties are tested again! |

Ancient Enmity: The two sides have harboured numerous grudges against each other for years. Roll twice on |
this table, re-rolling any duplicate rolls, and counting any further rolls of 7 as the dreaded 13th result.

Marked for Death: Clan Eshin have offered their deadly aid to both sides. Each player can choose a single I
Core unit and upgrade them to have the Poisoned Attacks special rule. '

Beasts Amok: Clan Moulder is field testing particularly ferocious creatures. All Giant Rats have the Poisoned
Attacks special rule, all Rat Ogres gain +1 Attack, and all Hell Pit Abominations gain +1 WS. |

Virulent Vermin: The vile poxes of Clan Pestilens give further unnatural vitality to those who spread disease.
For the upcoming battle all Plague Monks and Plague Censer Bearers gain +1 Attack.

Experimental Weapons: Clan Skryre is experimenting... All Poisoned Wind Mortars will wound on a 3+.

All Warpfire Throwers, Ratling Guns and Doom-flayers are +1 Strength, while Warp Lightning Cannons and
Doomwheels have +1 Toughness. However, should any of the upgraded inventions misfire, the owning player
must roll twice on the Misfire chart with their opponent choosing which one of the two rolls to keep. -|

Secret Tunnels: Both sides have been grinding out secret entrances to the battlefield from which to surprise |
their foe. Each player can hold two units in reserve. They emerge from their tunnels from the second turn. Roll
separately for each unit and on a roll of 4+ it will enter play, coming on during the Remaining Moves sub-
phase from any table edge. Units not brought on roll again at the start of each subsequent turn.

The Power of the Great Horned Rat: The Horned Rat has taken an interest in proceedings... All Grey Seers ‘
channel on a roll of 4+ and add +1 to all their casting attempts, however, if they roll a Miscast they are _
immediately whisked into the nether realm of the Great Horned Rat — remove the model as a casualty and |
do not roll on the Miscast table. Additionally, due to the Great One’s malevolent presence, any Skaven unit ‘

attacking an enemy’s flank or rear can re-roll all failed To Hit and To Wound dice rolls.
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DEATH WORLDS OF THE IMPERIUM

66\We've run into scorpions the size of battle tanks, three men died from Eycrot in the night, an insect’s

bite will kill and you better keep an cye on the trees — they move closer when you're not looking...

Emperor help me, I love this place! ”

The Imperium of Man spans the galaxy from
end to end, a grand sprawl of a million worlds
capable of supporting life. But wherever there
is life there is also death, and some of those
planets taken in the Emperor’s name are lethal
beyond measure. Amongst the dizzying variety
of planets that comprise the realm of Mankind
there are those worlds so hostile, so inimical
to existence, that they have been classified as
death worlds. Woe betide those who make war
upon such a world, for they fight the planet
itself just as much as the forces of the enemy.
Only the truly heroic can hope to join battle
upon a death world and survive.

It is almost impossible to imagine how vast the
Imperium is, and how thinly spread the planets
claimed and inhabited in the Emperor's name are.
And yet each world is dutifully codified and placed
into one of several classifications. These broad
categories represent the merest hint of what a
planet’s climate, environment, population and cultural
outlook are like; although its classification will be
enough for a savant of the Administratum sat half a
galaxy away to apportion the correct tithe grade.

All planets in the Imperium fall under one of the main
categories, or even a sub-classification. From forge
worlds to agri worlds and the many in between:
cardinal worlds, garden worlds, ghost worlds, feral
worlds and feudal planets. Then, of course, there are
the death worlds.

IMPOSSIBLE PLANETS

Death worlds are planets deemed too dangerous

to support widespread human settlements. Such
worlds are nearly impossible to colonise, but have
some intrinsic value — either strategic or mineral —
that necessitates the provision of outposts or other
facilities. The exact nature of a death world's threat
varies from planet to planet. Catachan is infamous for
its continent-spanning jungles and myriad forms of
carnivorous life, while Praxeti is a barren and blasted
rockscape, riven with ion storms that strike with
enough force to shatter rocks.

Other death world threats are stranger still - the
living planet of Croatoa, the psychic storms of
Sycorax or Kragadam's indestructible crystalline
fauna, to name but a few. From the endless deserts
of Luther Mcintyre to the burning sulphur fields of
Jjojos, any population able to scratch out an existence
on a death world will have to overcome threats far
beyond the imagination of most Imperial citizens.
Such hard-bitten folk are ideal recruits for the
Imperial Guard, a detail that justifies the settlement
of a death world regardless of other factors.

Unfortunately, the very same reasons that lead
Mankind to a death world will often lure in other
threats as well. Resources are few and far between

in the vast pall of the galaxy. And so when a planet
— no matter how inhospitable — is found to have
substantial wealth, whether that is in mineral form or
some other commadity, then conflict is inevitable.




ADMINISTRATUM AUDIT OF PROMI

IATUS
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NENT 8t-CLASS PLANETS

FENRIS

Orb. Dist. 0.4AU - 5.4AU
Adeptus Astartes Chapter Planet
Tithe Grade: Aptus Non
Aestimare: D400

Population: Survey Failed

Comments: Chapter planet of the
Space Wolves. Noted for its hilghh,r
unusual elliptical orbit that will
take the planet close to its parent
star in one season, and then far
from it during the next prolonged
period. Either season is punishing
to the planet’s population,
whether it's a permafrost winter,
or the dreaded Season of Fire,

Fenris, maximum orbit

Fenris, minimum orbit

SYCORAX

Orb. Dist. 3.2AU

Adeptus Astra Telepathica Training Planet
Tithe Grade: Aptus Non

Aestimare: G30

Population: Approx. 360,000

Comments: A planet riven with
psychic storms. Any psykers on
the planet's surface act as a literal
lightning rod. The psyker will need
to wield his talents to bend the
storm around himself or die. An
Adeptus Astra Telepathica training
facility has been installed on this
planet to take advantage of the
extreme environment.

Nocturne

LUTHER
MCINTYRE

Orb. Dist. 0.8AU

Imperial Planet

Tithe Grade: Solutio Tetrious
Aestimare: D120

Population: Approx. 16,000
Comments: A planet-wide desert,
raked by sand storms known to
have flayed the skin off those
caught on the surface. It is also
the home world to some extremely
dangerous subterranean fauna,

including burrowing ambulls and
razor-toothed mica-dragons.

CATACHAN

Orb. Dist. 1.2AU

Imperial Guard Recruiting Planet
Tithe Grade: Solutio Primus
Aestimare: D10

Population: Approx. 12,000,000

Comments: Infamous for its
inhospitable and aggressive

flora. Permanent structures need
constant maintenance or be
consumed by the encroaching
undergrowth. The people of Catachan
are hardy and resourceful. Those that
survive to adulthood make excellent
Imperial Guardsmen.




66 Tread carefully, brother, for here even the battlefield itself is your enemy.??

Fighting a battle anywhere in the 41st
Millennium is no easy thing, but to successfully
execute a well-honed strategy on a death world
is a different matter entirely. For you are not
just fighting the enemy but the environment
itself. Acid rain, fire storms, earthquakes and
widening chasms can all reduce your squad
numbers before you‘ve even encountered

your foe. But it’s not just the elements, as the
flora and fauna on a death world are highly
aggressive and dangerous, treating the visiting
armies as prey and an opportunistic chance to
feed. As force commander be wary, for they are
not called death worlds without reason...

WHERE ANGELS FEAR TO TREAD

Phil Kelly: In a death world mission, your army will
almost certainly suffer casualties from the world itself
as well as from the actions of enemy troops. Games
set upon death worlds are not for the faint of heart -
only the most hard-core of 40K players need apply!

still, if you're brave enough, you should have a lot
of fun — you will get to inflict all manner of horrible
fates upon your opponent’s troops as you roll on the
Death World Hazards tables and apply the effects.
Everything from eruptions of lava to deadly monsters
to gravitic anomalies that can hurl units into the sky
are represented here. Canny use of the death world
hazards can tip a game your way at a critical point —
it's a lot of fun to take a bite out of your opponent'’s
HQ with a giant carnivorous plant, for example.

Each Hazard table has a specific theme — these

give you the rules you need to represent a hostile
planetary environment. If your opponent agrees, you
can use the Hazard tables in conjunction with any
of the standard missions in the main Warhammer
40,000 rulebook. Alternatively, when choosing a
scenario to play from the Battle Missions book, you
can opt to use the Death World Hazard tables in
addition to whatever mission you roll up.

Lastly, if you want the full death world experience,
you can play one of the three special Battle Missions
presented over the next few pages. If you are using
the random selection method, these missions
occupy the following ‘slots’ on the Random Battle
Mission Table:

1,1 Search and Rescue
1,2 Breakthrough
1,3 Weather the Storm

78 Battle Missions: Death Worlds

USING THE DEATH WORLD

HAZARD TABLES

When playing a death world mission, at the
beginning of each of your turns, roll a D6 and consult
the following table to see which Hazard table you will
use for that turn.

HAZARD RANDOMISER TABLE
D6 Hazard Table used:

Your opponent chooses which table is used.

Environmental Hazards
Indigenous Hazards
Seismic Hazards

Hellscape Hazards

S N AW N =

You choose which table is used.

SCORING UNITS

Death worlds are planets so inimical to life that every
soldier, regardless of rank, does whatever necessary
to get the job done. Because of this, all infantry,
jump infantry, cavalry and bike units are scoring units
in any mission that uses the Death World Hazard
tables or the Death World Battle Missions.

' CHOOSE YOUR POISON

| Different Hazard tables have different effects, so

| you’ll want to choose the one that will have the

| greatest impact. The Environmental Hazards table

| affects the entire battlefield — it's deadly against

' lightly armoured troops, but not such a big deal

. for those in power armour. The Seismic Hazards

| table usually affects troops in the open, whereas

| the Indigenous Hazards table affects those in cover

| — that's where the death world's beasties like to
hide! The Hellscape Hazards table has the nastiest

results of all, though uniquely it has a couple that

may actually end up benefiting the opposing army,

so it's a bit of a gamble. As you become familiar

with your hostile environment, you'll learn how

best to use the death world’s own unique brand

of carnage as another weapon in your arsenal. It's

a simple evolutionary principle common to such




ENVIRONMENTAL HAZARDS INDIGENOUS HAZARDS
D6 Effect | D6 Effect
1 Flaystorm: The razorhail pelts down with such fury it 1  Self-Detonating Fauna: An indigenous lifeform

SEISMIC HAZARDS

flays skin from bone. All non-vehicle units are treated
as being in difficult terrain this turn. If a unit makes
a difficult terrain roll and the combined total of the
dice is less than 7, that unit takes 3D6 S1, AP - hits.

Deathly Miasma: A suffocating fog drifts up from
the earth. All units in play take 2D6 51, AP4 hits.

Rain of Oil: Qily rain falls from the sky. Non-vehicle
models treat the board as difficult terrain this turn.
Immobilised vehicles may move as if not immobilised.

Suffocation: The air itself suddenly becomes thin
and unbreathable. All units with a majority saving
throw of 4+ or worse treat the entire board as
difficult terrain this turn, and both difficult and
dangerous terrain next turn.

Rain of Vitriol: Acid rain falls from the skies. All
units that are not inside buildings or transport
vehicles take 2D6 S1, APS hits. Units in open-topped
buildings or transport vehicles also suffer these hits.

Seeker Lightning: The glowering skies spit out a
great lance of electrical force. The model closest

to the ceiling (factor in banner poles, wings, flying
stands, terrain and so forth) takes 2D6 S8, AP 5 hits.

turns out to have an explosive defence mechanism.
Centre the blast marker over an unengaged model
that is wholly in area terrain. All models touched by
the marker take a S8 AP3 hit.

Carnivorous Flora: Alien foliage wraps its tendrils
around the intruders. Choose a terrain piece. All
models at least partially in the terrain piece must pass
an Initiative test or take a S4 AP — hit. If the terrain is
a wood, these hits are resolved at S6 AP 5 instead.

The Swarm: A swarm of mind-eating psychneuein
stirs into action. All psykers on the battlefield suffer
D3 S3, AP2 hits (roll separately for each psyker).

Deadly Spores: Puffballs disgorge choking spores.
Choose a terrain piece. All models at least partially in
the terrain must pass a Toughness test or take a 51
AP3 hit. Models from Codex: Orks ignore this result.

Indigenous Beast: A great predatory beast attacks.
Choose an unengaged model that is at least partially
in a terrain piece. That model takes D6 S5 AP - hits.

Lasher Nest: Lasher tendrils grasp the trespassers.
Choose a terrain piece. All models that are at least
partially in that terrain piece take a 52 AP - hit.

D6 Effect

HELLSCAPE HAZARDS
D6 Effect

1

Ground Collapse: The ground gives way. Choose an
unengaged infantry model. That model must pass an

|

Initiative test or be removed from play. If the Initiative |

test is failed, choose another model within 2" and
repeat. Continue until an Initiative test is passed.

Treacherous Footing: The earth shifts underfoot.
Place a counter next to D3 terrain pieces. These
terrain pieces are treated as dangerous terrain.

Gnashing Earth: The ground gnaws like a living
thing. Choose an unengaged infantry unit with none
of its models in terrain. All models must pass an
Initiative test or take a S3 AP - hit.

Tectonic Shift: The planet's tectonic plates convulse.
Choose one deployment zone. All non-vehicle units in
that zone must take a Pinning test.

Magma Eruption: Red hot lava fountains into the
air. Choose an unengaged infantry unit with none of
its models in terrain. Roll a D6 for each model in that
unit — on a 4+ it takes a S4 AP5 hit.

Acid Geyser: A great column of boiling acid bursts
forth. Choose a single point on the battlefield that
is not within terrain. All models within D6" of that
point take a S2 AP3 hit.

1

Haven of Sanctity: Safe ground has been found.
Choose a fleeing unit. That unit automatically rallies.
You must choose a fleeing unit, even an enemy.

Meteor Strike: A fiery meteor strikes. Centre the
blast marker over an enemy model and scatter it
2D6". All models at least partially under the marker's
final position take a S7 AP2 hit. All models within 3"
of the template take a S3 AP - hit.

Gravitic Anomaly: A pocket of low gravity appears.
Choose an unengaged infantry unit and roll a D6. On
a 1-3, that unit may move as Jump Infantry this turn.
On a 4-6, it is placed in reserve and will re-enter play
by Deep Strike in its next turn.

Burning Skies: The skies themselves burst into flame.
All units that enter play by Deep Strike this turn are
treated as being deployed in dangerous terrain.

Ghastly Hallucinations: The toxic atmosphere plays
tricks on the mind. Choose D3 units without the
Fearless rule. Those units must take a Pinning test.

Meteor Storm: A shower of meteors rains down.
Apply the Meteor Strike result, though you may
choose D341 units to be affected. The same unit may
not be chosen more than once.
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SEARCH AND RESCUE

€6 What docs ‘retrieval imperative, subsequent redeploy at officer’s discretion’ mean?

It means grab the goods and get out of this hellhole, that's what it means!??

Despite being the most dangerous planets,
death worlds are often the most valuable, the
source of great mineral wealth or exotic goods.
Many are the operations that have scoured the
face of a death world for a priceless artefact or
person, just as the death world itself is trying

to scour them from existence. Such search and
rescue missions often end in conflict, for truly
valuable resources have a nasty habit of already
being claimed.

OBJECTIVES

The objective of the game is to capture as many
objectives as possible. Before deciding deployment
zones, the players must place D3+1 objectives. The
winner of a roll-off chooses a point on the table and
places an objective upon it. Then the opponent does
the same, and the players alternate until the position
of all the objectives has been determined. These
objectives may not be in impassable terrain or within
12" of a table edge or another objective.

DEPLOYMENT

Split the table into halves and roll off to see which
player chooses the table half they will deploy in.
The opposing player deploys in the opposite half.
Next, the player that chose table half deploys one
of his units. Then his opponent deploys one of his
own units, alternating placement until all units are
deployed. No unit may be deployed within 18" of
an enemy.

RESERVES

Players may place any number of units in reserve.

FIRST TURN
The players roll off to see who takes the first turn.

GAME LENGTH
The player that chose deployment zones rolls a dice
at the end of game turn 4. On a 1-2 the game ends

immediately, and on a 3 or more the game continues.

If the game continues then the same player rolls a D6
again at the end of game turn 5; this time the game
ends immediately on the roll of a 1-3, and continues
for another turn on the roll of a 4+. The game ends
automatically at the end of game turn 6.
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VICTORY CONDITIONS

At the end of the game, the nlayer controlling the
most objectives wins. If the players control the same
number of objectives, the game is a draw.

SPECIAL RULES
Death World Hazards: This mission uses the Death
World Hazard tables as described earlier.

Mobile Objectives: Any infantry model can pick

up an objective by moving into base contact with

it during the Movement phase. From that point on,
move the objective marker with the model. If the
model falls back, or is removed as a casualty, the
objective is dropped. Note that an objective cannot
be brought aboard a transport vehicle. If an objective
is dropped in impassable terrain, place it as close as
possible to the point where it was dropped that is not
impassable terrain.

ALFROST

The death world of Alfrost was rightly named.

A planet far from its feeble star, it is a world

sheathed in thick ice. The weather can shift from
| an icy chill to a hail storm of frozen boulders

in an instant. The surface of the world is criss-

crossed with deep chasms, many of which are

hidden, covered by a thin glacial layer. The

Valhallans discovered this at great cost, losing

several Leman Russ squadrons — the only warning

was the ominous cracking of ice before the tanks

plunged into the misty chasms below.

Nevertheless, the Valhallans continued to
strengthen their defences, even as the greenskins
landed. Like the Imperium, the Orks were drawn
to Alfrost for the mineral known locally as
starglass. This unique and valuable element could
be found in clusters strewn across the chasmed
surface of Alfrost. With the greenskin invasion,
the Imperial harvesting operation was halted and
the Valhallans were sent forth to wrest control

of the quarries from the Orks. The Valhallan

74th regiment advanced on the greenskin horde,
taking the fight to the eager foe. That's when
the berserker ice bears joined the fray, and the
slaughter really began in earnest.



The alhallin 74t]1 leave the protection of their bunkers to face both the Ork horde and the freczing elements of the death world's surface.

SEARCH AND RESCUE DEPLOYMENT MAP

............... Player 2 deployment zone.

FPlayer 1 deployment zane.

Set-up Summary

e Take it in turns to set up D3+1 objective markers at least 12" e Players alternate placing units in their table half, more than 18"
from a table edge or another objective. from any enemy model.
* Roll-off for deployment areas. = Any number of units may be placed into reserve.
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For the ground-pounders stranded planetside,
the nightmare is almost over. High command
has sent through the orders to advance toward
a drop site where the withdrawal can be made
in earnest. The strike force receives the news
with elation; every hour on the planet has
claimed the lives of those dispatched to it, and
not one of the soldiers fighting on-planet wishes
to spend another minute there.

Unfortunately, there remains the small matter of
the enemy forces locked in combat with those

who remain. If anything the foe seem to be doing
everything in their power to force their way through
enemy lines, relocating to a target site of their own.
Will there be anything left of the two forces once
they've fought their way across the death world’s
last reaches?

OBJECTIVES
The objective of the game is to get as many units into
the enemy deployment zone as possible.

DEPLOYMENT

Split the table into halves and roll off to see which
player chooses the table half they will deploy in. The
opposing player deploys in the opposite half.

Next, the player that chose a table half deploys one
of his units at least 12" from the centre line. Then his
opponent deploys one of his own units, alternating
placement until all units are deployed.

RESERVES
Players may place any number of units in reserve.

FIRST TURN

The players roll off to see who takes the first turn.

GAME LENGTH

The player that chose deployment zones rolls a dice
at the end of game turn 4. On a 1-2 the game ends
immediately, and on a 3 or more the game continues.
If the game continues then the same player rolls a D6
again at the end of game turn 5; this time the game
ends immediately on the roll of a 1-3, and continues
for another turn on the roll of a 4+. The game ends
automatically at the end of game turn 6.
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66 Mission accomplished? Holy Emperor, we've been waiting for this vox for days!
Shame it's too late for the rest of the 122nd...2?

VICTORY CONDITIONS

At the end of the game, each player totals the
number of units he has in the opponent’s deployment
zone (any unit, whether scoring or not). Troops units
count double towards this total — hence a player

with one Fast Attack unit and one Troops unit in

his opponent’s deployment zone would score three
points. The player with the highest total is the winner.
If the totals are the same, the game is a draw.

SPECIAL RULES
Death World Hazards: This mission uses the Death
World Hazard tables as described earlier.

Frayed, Fragged and Frazzled: The two armies
have been stranded on the death world for far too
long, and the constant barrage of trauma is leading
to a breakdown of discipline, nerves or synaptic
interference. All units have a negative modifier

to their Leadership equal to half the current turn
number (rounding up). For instance, on Turn 5, all
units will have a -3 modifier to their Leadership.

Furthermore, those whose frayed nerves finally
break will run pell-mell for their target site. To
represent this, units that flee will make their flee
move towards the enemy table edge instead of their
own table edge.

TYRANNOFORMED WORLDS
In the wake of a Tyranid invasion, even the most
idyllic of maiden worlds can become akin to a
death world. As it first approaches a prey world,
a bio-fleet seeds the planet with billions of alien
spores, spurring the native flora into unnatural
growth to maximise the potential biomass. As
| the Tyranids invade, the world is transformed
| into a nightmarish landscape as the world itself
begins to turn into a bioform. In the latter stages
of invasion, as the last of the defenders are
| defeated, the process of consumption begins, as
acidic digestion pools are bored into the planet's
crust to render the bodies of the fallen down into
biological gruel to feed to the descending hive
ships. Finally, as the hive fleet departs for another
world, the planet is left barren and utterly lifeless.



Stranded planetside as the hive fleet begins to digest the world itself. Ragnar Blackmane leads his Space Wolves in a spirited breakout.

BREAKTHROUGH DEPLOYMENT MAP

............... Player 2 deployment zone.

Player 1 deployment zone,

Set-up Summary

* Roll-off for deployment areas. * Any number of units may be placed into reserve.
» Players alternate placing units in their table half more than 12"
away from the centre line.
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WEATHER THE STORM

€6 Stuck on this Emperor-forsaken hell of a planet, right in the middle of a blazin' electrical storm?

Something tells me the top brass don't want us around no more...??

The storms that ravage death worlds are a

class of their own. The skies rage and growl,
the atmosphere boils, and thunderheads hang
low in the skies. As armies clash on the heaving
ground below, the planet itself writhes with the
titanic forces exerted upon it. Deadly lightning
arcs down to ground itself on the troops below.

Abandoned on the surface of an exceptionally violent
death world, the two armies have been laying into
each other with every weapon at their disposal. The
battle lines have become confused in the carnage and
both sides form coherent battle lines more through
luck than design. Each soldier secretly believes it can't
get any worse; that is, until the skies darken and an
electrical storm of unprecedented magnitude rolls in.

OBIJECTIVES
There are no objectives in this mission, other than to
survive the hostile environment!

DEPLOYMENT

Split the table into six equal sections as shown in the
deployment map (this is very easy to do if you have
a Realm of Battle board, as it is already divided into
six such zones). Then divide the board lengthwise,
and roll off to see which player chooses the table
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half they will deploy in. The opposing player deploys
in the opposite half. Next, the player that chose a
table half deploys one of his units. Then his opponent
deploys one of his own units, alternating placement
until all units are deployed. No unit may be deployed
within 18" of an enemy.

Before deploying a unit, roll a D6. That unit must
be deployed wholly within the section of their
deployment that corresponds to the D6 result (see
deployment map).

RESERVES

Players may place up to half of their units in reserve.

FIRST TURN

The players roll off to see who takes the first turn.

GAME LENGTH

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



VICTORY CONDITIONS

At the end of the game, each player counts up the
number of units he has left in play, and adds one

to the result for each enemy unit he has destroyed.
The player with the highest total is the winner. If the
totals are the same, the game is a draw.

SPECIAL RULES
. Death World Hazards: This mission uses the Death
World Hazard tables as described earlier.

Deafening Thunder: Due to the shrieking gales and
rumbling thunder that constantly rolls through the
clouds above, communication is all but impossible.
Morale tests must be taken using the majority
Leadership of the unit, not the highest Leadership in
the unit. For instance, a unit of five Grey Hunters (Ld
8) joined by a Wolf Lord (Ld 10) must use the Grey
Hunters’ Leadership of 8 for Morale tests.

Lightning Strikes Twice: Once you have resolved
the usual roll on the Death World Hazards tables at
the beginning of the turn, roll a separate D6. The
Seeker Lightning result is triggered at the beginning
of the turn on the roll of a 4+. See the Environmental
Hazards table for details.

| across the stars so you may want to interpret
. the Death World Hazard results to fit with your

. table to their own needs. The ice world of Fenris

| Hellscape Hazards results on the table, one of
| which replaces the Indigenous Hazards result —
' even predatory fauna doesn’t stand a chance!

CONTEXTUALISING DEATH WORLDS
There are many types of death world scattered

own battlescape. In the sub-zero temperatures of
an ice planet, for instance, the Magma Eruption
might be a fountain of freezing liquid — adapted
to fit that style of death world, but no less deadly
for it. On a jungle world, the Indigenous Beast
might be a many-legged Catachan Devil, whereas
on a lava world it might be a flame-skinned
salamander. Some players may wish to go one
further, customising the Hazard Randomiser

may not use the Hellscape Hazards table (it's
absolutely freezing, but at least it obeys the

laws of physics) but could instead replace it with
another Seismic Hazards result to represent the
shifting, cracking ice floes underfoot. Conversely,
a mechanical Daemon world might have two

WEATHER THE STORM DEPLOYMENT MAP

v

Player 1 deployment zone,

Set-up Summary

e Roll-off for deployment areas.

= Players alternate placing units in their table half, rolling a D& for
each unit and placing it in the corresponding table area more
than 18" from any enemy model.

jremm e Player 2 deployment zone.

e Up to half the units may be placed into reserve.
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THEWOLF AND
THE KRAKEN

Tyranids of Hive Fleet Kraken. Can one side emerge victorious whilst battling amid &

tectonic upheaval, meteor showers and indigenous hostiles?

Army Projects

Both of the armies
featured in this battle
report form the basis

for an Army Project.
Chris Peach shows you
how to paint the Tyranid
army in How to Paint
Citadel Miniatures whilst
Steve Bowerman’s guide
to painting the Space
Wolves army can be
found later this issue.
Each Army Project shows
you how to paint the
army through clear stage-
by-stage guides that can
be applied to all of the
models in the army.

If you're looking to start
a Tyranid or Space Wolves
army yourself, these are
great places to start.
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Simon: The new Death World Battle
Missions enable players to fight battles
amid the most lethal environments. Death
worlds have long been an integral part of
the game’s background, and there are many
planets ¢ 1 as such in the galaxy-
spanning Imperium of Man. Indeed, the
Space Wolves’ Chapter Planet of Fenris is
a death world - the tectonic upheavals,
hostile wildlife and extreme weather
conditions so severe as to be inhospitable
to all but the hardiest folk. Fighting in such
treacherous conditions was too exciting an
opportunity to miss, so | grabbed a copy
of the rules as soon as Phil had finished
writing them to play a game.

It has been a good while since | last
unleashed my Space Wolves in battle, so
when Steve Bowerman finished this month’s
Army Project (see page 94), | was eager to
lead them to battle in their inaugural game.
Steve has even painted the illustrious leader
of his army’s Great Company, Wolf Lord
Harald Deathwolf, to command them.

My canny opponent for this venture
into a death world’s lethal embrace is none
other than veteran Tyranid player Tom
Hutchings, White Dwarf’s resident vassal of
the Hive Mind's will. He will be using the
army of Hive Fleet Kraken painted h\f the
Hobby Team's Chris Peach.

An interesting detail about this game
(other than the Ta( t that we'll be battling
over terrain that is as likely to kill our
troops as the enemy armyl!), is that we’ll be
fielding armies centred around the contents
of a Battleforce, but with a few choice
additions such as a pack of Thunderwolf
Cavalry and a Trygon. These two armies
conveniently added up to 1000 points
apiece, so the size of the game was all but
decided for us.

With our armies in place, Tom and |
shook hands and prepared to face nature’s
ultimate wrath. The Space Wolves and
Tyranids may be used to fighting on death
worlds in the Warhammer 40,000 universe,
but we certainly weren't!




HARALD DEATHWOLF'S
GREAT COMPANY

HQ

Harald Deathwolf

Wolf Lord wi

the Wolfk

plasma pistol and t

TROOPS

Torvald’s Warbringers

5 Grey Hunters with
agunand 3

serkers
th plasma gun

175 points
FAST ATTACK
The Riders of Morkai
3 Thundel vith storm
shield and p

1000 points

HIVE FLEET KRAKEN

HQ
The Swarmlord
points

TROOPS
Tyranid Warrior Brood
3 Tyranid War with

Termagant Brood
gants with
g

96 points
Hormagaunt Brood
16 Hormagaunts with
128 points

Genestealer Brood
8 Genestealers with
toxi 5
136 points

Ripper Swarm Brood
3 Ripper Swarms.
30 points

HEAVY SUPPORT
Trygon

with adrenal glands.
210 points

1000 points
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FIRST BLOOD

As Tom prepared to make his opening moves, the thoughts of both players turned
towards who would claim the first kill: the Tyranids, the Space Wolves or perhaps
even the death world itself?

The Skald's Account:

One of the Wolf
Scouts is dragged
beneath the ice by
Carnivorous Flora.

The Termagant brood
claims the southern
objective as they
begin their advance.

)

The Wolf Guard
arrive via Drop Pod
to reinforce the
western flank.

Torvald’s Warbringers
hold position with
the second objective
on the Skyshield
landing pad.

)

Wolfgar's Berserkers
burst from cover to
launch a devastating
assault on the
Termagant brood and
proceed to slaughter
them all.

imon’s roll for scenario resulted in a
S Search and Rescue Death World Battle
Mission with two objectives. One

was placed in the north on the Skyshield
landing pad, and the other further south by
the crashed shuttle. Simon then won the
roll for deployment, opting to take up a
position amid the ruined buildings. Tom set
up as far forwards as possible opposite him.
Tom won the roll-off for the first turn,
but even before the Tyranids could close
on their prey, a Wolf Scout succumbed
to some Carnivorous Flora — a malignant
strain of blood-hungry crystalline weed
called Vitae Vine unique to the planet’s icy
plateaus. First blood to the death world!
Tom's army was out of effective
shooting range, so he opted to make run
moves this turn, but managed to only roll a
2 for this bonus movement on every roll.
Simon’s turn began with some deadly
.- seismic activity, in the form of
Gnashing Earth, claiming the lives
of two Hormagaunts. Hoping to
inflict as much damage on these
< diminutive but dangerous
: creatures as possible,
Simon deployed his Drop

R
g
.

Pod to bring the Wolf

TURNS 1-2

Guard into the fray and reinforce his right
flank. Ever willing to take the fight to the
enemy, the Blood Claws sprinted forwards
to engage the Termagants that had claimed
the southern objective. The cunning

Wolf Lord, however, held back with his
Thunderwolf Cavalry in the shelter of the
ruins, to act as a mobile reserve.

The Space Wolves’ Shooting phase left
the Tyranids reeling as five Hormagaunts
were cut down by the Wolf Scouts and
newly arrived Wolf Guard. Meanwhile,
the plasma and bolter fire of the Grey
Hunters hammered the Ripper Swarm
brood, leaving them with but one Wound
remaining. The over-eager Blood Claws
forsook their chance to shoot by unleashing
a Berserk Charge. Despite the Termagants
managing to slay
four of their number,
the overmatched
Tyranids were wiped
out by the frenzied -
Space Wolf youths, R
who consolidated to
claim the abandoned
objective marker. ;

Another Wolf
Scout died at




the start of Tom’s second turn, also falling
victim to the Vitae Vine. The Genestealer
brood Tom had held in reserve then arrived
exactly where he wanted them — right
behind the Wolf Guard. The Tyranids
advanced as one, swarming forwards in
preparation to launch their assaults.

Tom’s Shooting phase was poor for
the most part, though his Tyranid Warriors
managed to slay Harald Deathwolf’s
Fenrisian Wolves. The Assault phase,
however, was devastating. The Trygon
suffered a single wound from the Blood
Claws but slew them all in response,
even as the Genestealers tore the Wolf
Guard apart with six Rending hits. Harald
Deathwolf fared better, butchering all the
Hormagaunts, though his Thunderwolf
Cavalry each suffered a wound in doing so.

The Wolf Lord responed by charging
straight into the jaws of Hel. The Grey
Hunters and Wolf Scouts lent supporting
fire, blasting another wound from the
Trygon and cutting down two Genestealers.
Charging into combat with the Tyranid
Warriors, two Thunderwolf Riders fell in
the vicious struggle, though they were soon
avenged by the rampaging Wolf Lord.

Wolfgar’s Berserkers, the pack of
Blood Claws, emerge from cover

| to throw themselves at the enemy.

T

The Tyranid horde converges upon

the outnumbered Space Wolves,
threatening to overwhelm them.

i |
| i 1]
' I & . l“

THE WOLF AND THE KRAKEN

89



'{.

R

ONE SHALL FALL...

{% Having butchered his way through the Tyranid Warriors, Harald Deathwolf now

TURNS 34

stood face-to-face with the murderous form of the Swarmlord. Taking position atop a
fallen symbol of the Allfather’s invincible might, Deathwolf roared his challenge.

The stage is set for an epic
confrontation between the
Swarmlord and Harald Deathwolf,

i

KILLER INSTINCTS

The Genestealers had already made their brutal presence felt on the
battlefield by slaughtering the Wolf Guard last turn. They now turned
their attention to the Wolf Scouts nearby, deftly clambering up the
building and tearing the lightly armoured Space Wolves to pieces.
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s if the death world itself was
A heralding the imminent clash

between the two mighty warriors, a
Meteor Storm came crashing about them.
Thankfully for both players, the two comets
scattered wildly away from the combatants
below. As it closed on its chosen quarry, the
Swarmlord attempted to cast Paroxysm on
Harold Deathwolf. However, such was not
the Wolf Lord’s wyrd, and the debilitating
power was resisted by his wolf tail talisman.

In the east, the Trygon threw itself at
the Grey Hunters, but it fell short of their
elevated position. The Genestealers leaped
upon the Wolf Scouts, weathering their
blows and slaying them without mercy.

But the prize fight was in the middle of
the battlefield, as the Swarmlord charged
Harald Deathwolf. Simon’s vailant Wolf
Lord landed three mighty blows on the
deadly bioform, wounding the creature
twice, but he simply could not withstand
the lethality of the Swarmlord’s bonesabres
and was cut down in spite of his defiance.
One Thunderwolf Rider remained and,
though he knew that he could not prevail
against such a terrible foe, he bravely held
his ground, seeking a warrior’s death.



Defiant to the Last

Never ones to retreat
whilst even the slightest
chance of victory
remained, the Space
Wolves stubbornly held
their ground.

Despite his
determination to die
hard, Simon’s luck
let him down ina
final act of spite. All
he could achieve in
his final turn was to
blast another wound
from the approaching
Trygon with his Grey
Hunters’ plasma gun,
but even then, he only
just survived the volatile
weapon overheating in
the process.

Turn 4 saw Tom
ruthlessly hunting down
the last of the Space
Waolves and securing
victory. For the second
time in the game, the
Trygon scythed down
Simon’s squad with huge
sweeps of its scything
talons as the Swarmlord
smashed the Drop Pod
apart in the distance.

VICTORY AND DEATH

Tom: Mwahaha!
Victory for the
swarm! It was a
pleasure to use
Chris’ Hive Fleet
Kraken army, and
even more of a
pleasure to finally
win a battle report.
Even though the
army list didn’t
include some of the units that | would
normally take, two monstrous creatures
proved a near insurmountable obstacle for
Simon’s army.

| did find that the Space Wolves were
able to deal with my infantry with relative
ease, so | soon found myself forced to try
and wipe them out and claim a default
victory instead. If Simon had chosen
discretion as the better part of valour with
his Grey Hunters, it may have ended up as
a different game. That is, unless the death
world got them first...

Speaking of death worlds, that game
was a lot of fun, and the hazard rules
brought a whole new aspect to the game.
I will definitely be looking to make some
death world scenery for games at home.

Simon: Well, my
Space Wolves may
have died to the
last, but not all
honour was lost.
Harald Deathwolf
and his Thunderwolf
Cavalry, perhaps
unsurprisingly,
performed brilliantly.
As did the Grey
Hunters, stoic in the defence of their
objective, though they too met a grisly end.
Oh well, you can’t win them all, | guess!
The Swarmlord was nothing short of
unstoppable. Even if my Thunderwolf
Cavalry hadn’t already been weakened
by two previous combats, I'm still not
confident that they could've brought it
down in a fair fight. You really have to
shoot it dead before it reaches your lines or
you're in serious trouble. I normally field
more Grey Hunters and some Long Fangs
or a lascannon-toting Predator, so would've
mercilessly pummelled it until it stopped
twitching. Steve’s army, however, is far
more aggressive than what I'm used to, so |
should've played accordingly. | shall ponder
this over a tankard of Fenrisian mead.

NEXT MONTH

Next issue, we will be
showcasing the awesome
ice world terrain featured
in this battle report, as
well as suggesting how
you might go about
making your own.
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The most savage and barbaric
of all the Space Marine
Chapters, the Sons of Russ are
proud, noble and fierce. This
Battleforce contains 25 plastic
Space Wolves models and a
plastic Drop Pod kit. The Army
Project you can see overleaf
uses this Battleforce as its core.

SPACE WOLVES BATTLEFORCE £60
997120101080
€80, 620k, 770ske/nkr, 600rmb, 300z

FOR THE FULL SPACE WOLVES AND
TYRANID RANGE VISIT THE WEBSITE:

Pletures for ilustrative purposes only. Product contents may vary. Products sold wnpainted and unassembled. Certain Gitadel products may be dangerous if used incorrectly. Prices correct at fime of going fo press, please comfact us for current
availabitity and Games Workshap prices. Prices quoted are for products seld by Games Woarkshop traugh its own stores, or website. i retaiigrs are rasponsibie for ining their own prices.
b T o
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The Tyranids are a ravenous
race of aliens that seek to
devour the galaxy. Within
the Tyranid Battleforce you'll
find 43 multi-part plastic
miniatures. The Hive Fleet
Kraken army featured in the
battle report is built around
the Tyranid Battleforce.

TYRANID BATTLEFORCE £70
99120106017
€00, 7O0dkr, 870skr/rkr, 700rmb, 33020

Pictures for ilustrative purposes only. Product comtents may vary, Products sold unpainted ard unassembled. Cartain Citadel products may be dangerous it used Incorrectly, Prices correct at trme of going to prass, please contact us for current

availahility and Games Workshap prices. Prices quated are for products sold by Games Workshap trough its own stores, caialogue or website, I dant retaiiers arg fa far ining their awn prices,
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HARALD DEATHWOLF'S GREAT COMPANY

Last month, Steve Bowerman showed us how
to paint Thunderwolf Cavalry. In this Army
Project he explains how he painted a Space
Wolves Battleforce to accompany them.

INSPIRATION

Steve: The Space Wolves have always appealed to me.
Space Marines are cool enough as it is, but when you add

in a healthy mix of axe wielding and an endless quest to
earn a heroic death in battle worthy of a saga, you can’t go
wrong. Even looking at the artwork on the cover of Codex:
Space Wolves, there are three main characters and only one
of them seems concerned with using his boltgun! The other
aspect of the Space Wolves | appreciate is their individuality,
both in their background and in how they look - replete
with furs, pelts and fetishes — as it makes them a lot of fun to
model and paint.

Last month, | painted three Thunderwolf Cavalry models
belonging to Harald Deathwolf’s Great Company for the
Painting Workshop. | enjoyed painting them so much that

I have since painted a Wolf Lord on Thunderwolf model to
represent Harald Deathwolf himself (see below). | wanted

to take the opportunity to expand these four models into an
army whilst demonstrating how to paint Space Wolves using
the new paint range and the painting techniques described in
the How to Paint Citadel Miniatures book.

A Space Wolves Battleforce was the natural choice to provide
a solid core for this new army, whilst providing plenty

of opportunity to showcase these techniques. In order to
showcase the Battleforce’s diversity and provide as many
different painting opportunities as possible, | assembled the
two Space Wolf Packs included in the Battleforce as three
different squads (see opposite).

Steve has already painted a Wolf

Lord on Thunderwolf, who he uses
to represent Harald Deathwolf, the
Wolf Lord of his Great Company.

© LISTEN WHILE YOU PAINT

I'nne Hor HERESS

If you feel the need for further inspiration, why not listen to an audio
drama or book from Black Library whilst you paint? Prospero Burns, an
exciting tale of the Horus Heresy featuring the Space Wolves, is a perfect |
example, but there are plenty of other titles available online. ’
|

BLACKLIBRARY.COM

The Space Wolves have little regard
for the teachings of the Codex

e ——
1
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THE SPACE WOLVES BATTLEFORCE

A Battleforce is the perfect way to kickstart, or even to
bolster, a collection of Space Wolves. Steve decided to
split the box set's two Space Wolf Packs into a large squad
of ten Blood Claws and two smaller, five-man packs of
Grey Hunters and elite Wolf Guard. This provided the

| army with a nice balance of different squads and, when

. combined with the more lightly armoured Wolf Scouts, a
number of different painting challenges.

TECHNIQUES

Steve: To get the lion’s (or should that be wolf's?) share of the
basecoats finished in a single hit, | decided to assemble all
of the models in the Battleforce in one go before starting to
paint them. Having completed this stage, | undercoated them
all with Chaos Black spray at the same time. Whilst this stage
was drying, | mixed a large batch of The Fang into my Citadel
Spray Gun to apply the basecoat. | applied this basecoat to
all of my models in one fell swoop, mounting a handful of
Space Wolves at a time on a spray stick with double-sided
sticky tape to speed up the process. When this stage was dry,
| repeated the same method with Russ Grey to build up a
lighter overall shade. By basecoating all of my models in this
way at the same time, | ensured that all of my base colours
were consistent throughout the Battleforce. Having reached
this stage, | then focused on painting one squad (or the Drop
Pod) at a time so that the task wasn’t quite as daunting as
tackling the entire army in one go.

11

1. By applying a basecoat of 2. Having applied a second

The Fang using the Citadel Spray basecoat, this time with Russ Grey,
Gur, Steve was able to achieve a Steve had reached a stage where
smooth, even finish in preparation he could now focus on painting

for the next stage. smaller batches of models.

s
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A TALE OF

FOUR GAMERS

Having kicked off their new armies last issue, our four intrepid
gamers return this month with their armies expanded to 500
points and news of their first faltering steps on the battlefield.

Tale of Four Gamers is a classic

White Dwarf series that challenges

four hobbyists to collect and paint a
new army in monthly increments and use it
to engage in several battles with their fellow
gamers. Each month, points are awarded for
hitting painting deadlines and performing
on the battlefield. All the while, you, the
reader, can keep up with their individual
developments, trials and tribulations as
our gamers lay their hobby reputations on
the line. What's more is you can join in
at home and match yourself against your
friends and gaming group, or just compare
your efforts with our motley foursome of
gamers. Either way, be sure to check out
last issue if you missed out on part one of
the series to catch up with each gamer’s
plans for their army.

This month, with our participants
having increased the size of their armies to
a respectable 500 points apiece, it was time
for them to engage in their first skirmish.
Army lists were written and battlelines
drawn — there were valuable series points
up for grabs, after all! We thought it only
right to pit the regional enemies against one
another for this opening bout, so Simon’s
army of Gondor would clash with Dan’s

host of Mordor in an impromptu refight
of the defence of Osgiliath. Meanwhile,
Dom’s Rohirrim would be looking to
defend their homeland by riding down
Nick’s marauding Uruk-hai.

However, this month’s game is but a
prelude of things to come. Next month,
in the third and final part, our four gamers
team up to play a big battle. Not only will
we find out which of our hobbyists is king
of the battlefield hill, but they can also
earn some all important points in a bid to
be declared A Tale of Four Gamers series
champion. But that's not all — each gamer
will also be painting an army centrepiece
for their collection. Check out next issue
to see what these mysterious additions will
be. Will they choose to paint a mighty hero,
fiendish villain or perhaps a fell creature?
For the time being though, let’s see how our
gamers got on in their first battle...

E Remember that Dan is also monitoring
' the What's New Today inbox for those of
. you joining in at home. Send in photos of
‘your monthly painting exploits to:
E;whatsnewtoday@games-workshop.co.uk ,é

e An army list.

Points will be awarded as follows:
* 500 point army painted on time:
= Victory in battle:

* A draw in battle:

e A loss in battle:

Maximum points on offer this month:

MONTH TWO CHALLENGE:

Expand your force to a fully painted 500 point army including;
* Any unnamed Heroes to be given appropriate names.

Arrange and play your first 500 point game using one of the sourcebook scenarios.

+5 points
+3 points
+2 points
+1 point

8 points

Simon Grant claims to

be a Lord of Gondor and
distant cousin to Angbor
the Fearless of Lamedon.

E
é

P

Dan Harden has painted
an army of Mordor, the
better to crush the lands
of Men. How mean.

Dom Murray, the
unofficial fourth Marshal
of the Mark, leads his
own Eored of Rohirrim.

Nick Bayton is rumoured
to be an Uruk-hai in
disguise. He’s not very
good at subtlety though.

102 WHITE DWARF
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Simon (Gondor) vs. Dan (Mordor)

Simon and Dan would be contesting the
Reconnoitre scenario, where escaping off their
opponent’s board edge was key to victory.
Both players advanced full speed, but a clash
in the centre of the battlefield was inevitable.
Faramir and his Rangers had already slain

four Morannon Orcs at range before combat

Nick (Isengard) vs. Dom (Rohan)

Dom and Nick rolled up To the Death! for
their scenario. Nick deployed as far forward
as possible, and Dom’s infantry were soon

in a vicious battle for survival, though their
throwing spears took a steady toll. The Rohan
cavalry arrived shortly after the lines had
clashed, attacking from both flanks in a pincer

STRATEGY BATTLE

was joined in earnest, and Simon spent all of
Boromir’s Might in short order to hew through
Dan’s battleline. Gothmog led the Mordor Troll
and Black Guard in a flanking manoeuvre,
breaking through and making for the Gondor
table edge, but Boromir leapt at the Troll as it
retreated, and cut it down to secure victory.

movement, but the ferocity of the Uruk-hai
kept them at bay. Despite Dom’s infantry
bravely leaping from buildings into combat,
throwing spears as they did so, the Rohan
army broke. Moments later, the game was all
but over when Théoden King fled the field —
evidently, he knew the battle was lost.

A TALE OF FOUR GAMERS
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The War Host
of Mordor
Warband 1: Mordor

Leader — Gothmog,
Lieutenant of Morgul,
rith warg.

6 spears and 8 shields.

98 points

Warband 2: Mordor

Kragor, Captain of the
Black Guard.

6 Black Guard of Barad
with banner.

Mordor Troll,

<

MONTH 2 SCORE:

500 points painted + a loss

Uruks of the
White Hand

Warband 1: Isengard
Leader — Lurtz

Warband 2: Isengard
Mauhir

116 points

Warband 3: Isengard
Hurtz, Uruk-hai Captain
with two-handed weapo
and shield,

o apoms (S Sl MONTH 2 SCORE:

500 points painted + a win

104 WHITE DWARF



TRATEGY. BATTLE GAME *

A Tale of Four Gamers [ORD#ZHINGS

The Defenders
of Osgiliath
Warband 1: Minas Tirith

Leader — Boromir, Captain of
the White Tower, with shield.

del Guard

Warband 2: Minas Tirith
Captain of Gondor,

Warband 3: Minas Tirith

Lord Barano ght of the
White Tower.

5 Warri
h shields.

MONTH 2 SCORE:

500 points painted + a win

Théoden’s Royal
Host of Rohan
Warband 1: Rohan

Leader - Théoden, King of
ith arr

Warband 2: Rohan

Erkenbrand, Captain of
Rohan, with horse.

Westfold R

Warband 3: Rohan
Brytta, Captain of Rohan with

50 points

=

L 2 Pt . v

MONTH 2 SCORE:

500 points painted + a loss

y Rl =%
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Games Day
Miniature of 2012
This year's exclusive
Games Day miniature

is of the iconic Blood
Angels Space Marine
Captain from the front
cover of 2nd Edition
Warhammer 40,000 and
is an absolute must-have
for any fan of

Space Marines.

resent thP al (J|LJIP pmnacle of
mes Workshop hobby, getting
and better, and becoming more
endid with each event.
This year will be no exception as, this
, we return to the vast halls of the
Birmingham NEC ¢ e, set up shop
for the gwatest show of Citadel miniatures
anywhere on Earth!
Each year, thnusanda Ui

their favourite armies, talk to th
and the ‘Eavy Metal Team about their latest
hobby projects, picking up more than a
few tips to help them along th / anc
of course, bear witness to the incredible
display of painting talent in the Golden
Demon and Armies on Parade painting
competitions. In fact, if you fancy having a
go yourself in either painting competition,
full details of how to enter, together with
category details and guidelines for both
Golden Demon and Armies on Parade can
be found on the Games Workshop website.
Already the forges and fires of industry
are working hard, preparing great displays,

GAMES DAY AND GOLDEN DEMON

as:cmbllng vast gaming tables and painting
lavish armies for you to play with in the
many participation games. Plans are afoot
for an even bigger and better on-site Games

. where you can make all your
purchases in one place, including all the
latest releases from Black Library and Forge
World. And once again we’ll be setting
aside areas where the Design Studio can
show off the many amazing projects th
been working on over the year, including...
no, wait... you nearly got me. You'll just
have to wait and see.

Games Day Tickets

Tickets to G 201 .] are re

on atu rda\

7th Apnl - ]ust one mor
become a White Dwarf sub er.

Over the coming months we'll reveal
even more of the details of Games Day

2, both here and on the website, but
r ured, with all we have planned for
this incredible year ahead of us, Games
Day is not to be missed!




Cladiuy \-"l_vli.ﬁ:bﬁ |

romance

-

Sunday 23"

September 2012
LG Arena, NEC o] . Cast your vote for
Blrminvinm 5‘\ ’ Armies on Parade!
Hhm-f\i’]:'l'l % : gundfl\r’ 23”' Voting will close at
l T T 19 2.30pm. GAMES DAY TICKET
Seplember 2012 Product code: 60139999136
I vote for army €39, 300k, 380skr/nkn, 330rmib, 15028

. LCI ATEI]&, NEC number:
.|/ Birmingham

GAMES DAY PARENT TICKET £6*
Product code:

£7.80°, 6ldkr kr/ Grmb*, 3021*

* Whin purchiased with at least ane regular Cames Day Ticket,

Product Gode: 60139999102
- 4

BAMES wmr = e . &
WORKSHOP - pecll +'_ £ 30 in advance. Admit One.

} A S L
! ¥ Find out more al games-workshop.com

] ‘-'-;ﬁ'
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Materials provided for you on the day?
* On the day you will be provided with all the materials that
Darren and Joe use to paint their own models including
‘Eavy metal paint brushes & medium, all the paints that you
will be using on the day, a full work station with daylight
bulb and even a folder containing personal tips from Joe and
Darren for you to take home.
» Attendees must be aged 16 or over and have a good grasp of
all basic painting techniques as this Masterclass is aimed at
advanced techniques.
# For any further information regarding the event, e-mail us at
whworldevents@games-workshop.co.uk, or call us on
- 0115 9004994,

Are you thinking about entering Golden
Demon this year? Would you like to be able
PR to ask the judges what they are looking

4] forin a winning model and then get their

| help learning those techniques? Then this
Masterclass is for you! Joe Tomaszewski and
Darren Latham have teamed up with the
Warhammer World Events Team to bring you
this unique opportunity.

14th July 2012, Warhammer World, Nottingham
Tickets available from 4th April 2012

What does the ticket cover?
= Hands on tuition from Joe Tomaszewski and Darren Latham,
experts from the ‘Eavy Metal and Model Design team.

e Tea, coffee & bottled water will be provided throughout the day.

A hot lunch with your tutors.

s Access to all of Warhammer World's facilities, including the
Miniatures Hall.

* You will be given hands on tuition covering techniques on
non-metallic metals, freehand and object source lighting.

= Tickets cost £150 per person and are available from
www.games-workshop.com
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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!

April 2012

April 28th

WARHAMMER 40,000
THRONE OF SKULLS APRIL “12

Details: War has come again. Spent casings litter
the floor as the air is filled with tracer rounds,
jon beams and crackling green lightning. Victory
is fleeting and failure is washed away by the

tide of battle. Wage bloody war over five games
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
access to the event and three meals over the
weekend.

May 2012

SCENERY MASTERCLASS: DWARF BREWHOUSE

Details: Come and spend a day in the Warhammer World Scenery Masterclass workshop,
and learn how to build your very own Dwarf Brewhouse from scenery legends Ray Dranfield
and Gareth Williams. Responsible for the world class scenery in Warhammer World their
advice is second to none. We will provide everything you need to assemble your Brewhouse
and will even give you a painting guide to take with you.

Tickets: Tickets cost £110 per person.

May 12th

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:

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 Maelstrom.
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

UK GOLDEN DEMON
2011 WINNER’S DISPLAY

From March 31st to June 10th 2012

e one thing most hobbyists want to
inets. At Warhammer World you'll

WWW.GAMES-WORKSHOP.COM

www.games-workshop.com



= AN DESIGN STUDIO R ==
EXHIBITIONS OPEN DAY EXHIBITIONS

VAMPIRE COUNTS The Empire

March 10th - May 6th
May 12th - July 8th

Disguised in finery
befitting the grandest Since its founding
of nobility, the Vampire the Empire has stood
Counts are a perilous fast, its tireless citizen
threat to the Old World. soldiers and valiant
Admire their chilling heroes surviving against
presence in the original innumerable foes.

Detailed miniatures and

artwork and miniatures
from the Design Studio. evocative artwork show
this army in their full glory.

Saturday July 14th
On Saturday
Lhalm will

\’ihll"l“ hni
|ab|e

WARHAMMER
|
{
|

| ICKETS FOR
fFORTHCOMING EVENTS

{ To help you plan which Warhammer World events you-
¥ want to attend and make sure you don’t miss out, here i}
are the ticket on sale dates for our upcoming events.

(Event Ticket On Sale Date 5§
olden Demon Masterclass 4th April 201 2
uly Warhammer 40,000 Throne of Skulls 4th April 2012
' Young Bloods Throne of Skulls 4th Apr;l 2012 ¢

Bt

THRBIIE-SHILLS
JULY 2012

Come and spend two days in our fantastic Warhammer themed gammg venue

| playing five awesome games, seeing great armies and swapping war stories.

For those wanting to make a weekend of it, come down on Friday evening and

pre-register for the event, play some social games in the gaming hall and take
advantage of Bugman's call order food service,

21st July 2012,
Warhammer World, Nottingham

need fo asirdt What s the ticket covest
d el b 1,500 potnt Warhammer #0000« Five geat games of Waihirme:
= Lunch on Saurday and Sunday,

rge World Masterclass 2nd May 201 2
llege of Artisans 2nd May 2012

pi:rhbc_f Warhammer 40,000 Doubles 6th June 201 ZM
ember Wirhammer Throne of Skulls 6th June 20 12

September Warhammer 40, UUIU Throne of Skulls

4ih July 2012

s, chuding he ‘

g the meon please smal v
ishop co.uk, or call us on

| Tickets available from 4th April 2012! ‘

FIND OUT WHAT’S GOING ON AT WARHAMMER WORLD AND YOUR LOCAL HOBBY CENTRE WITH

FACEBOOK, TWITTER aAND oN WWW.GAMES-WORKSHOP.COM

GAMLES WORKSHOPY

games-workshop.com

WHITE DWARF WARHAMMER WORLD
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£28800)

What will you need to attend?

e A fully painted and based Warhammer 40,000 army 1500
point army from any current Codex, as well as two copies of
your army list.

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

e The Event Rules Pack and Warhammer World Events Guide.
These are available to download from the Warhammer World
section at www.games-workshop.com.

» Players must be aged 12-15 and be accompanied by a
responsible adult.

« For any further information regarding the event, please e-mail
us at whworldevents@games-workshop.co.uk, or call us on
0115 9004994,

Spend a day at Warhammer World, playing three great games of
Warhammer 40,000, meeting new friends, and swapping war stories.
Who will be crowned the Youngbloods Throne of Skulls Champion of 20122

28th July 2012,
Warhammer World, Nottingham

Tickets available from 4th April 2012!

What does the ticket cover?

» 3 great games of Warhammer 40,000 over the day!

®» Lunch in our Restuarant.

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

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

e Access to all of Warhammer World's facilities, including the
Miniatures and Exhibitions Hall.

» Tickets cost £25.50 per player and are available from
www.games-workshop.com

www.games-workshop.com 111
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OPENING TIMES

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

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

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

www.games-workshop.com

ST0

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

staffed by expert hobbyists.

Full range of products

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

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

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

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

Free gaming & tactics advice

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

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

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

INYOUR 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

GAMES WORKESHOP INDEPENDENT STOCKISTS

GAME
& PREMIUM STORES

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

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

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

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

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

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

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

FOR MORE INFORMATION, CALL: 08700 134411

WHITE DWARF YOUR 1
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oW BRIS‘[UL

1: 0317 925 1533

RRFSTOL Ant(Ls Model Shop:

BS1 3D8 Tel: 01179 273 744
BRISTOL, Area 51;

ES7 8BA Tel: 01179 284655
BRISTOL, Cut and Thrust Warga
B52 0F] 01173 620 0F
CRIBES CAUSEWAY HobbyCraft:
BS54 575 Tel: 0843 051 6524

= GW BEDFORD:
10 Grey
MKS0 THP Tel: 123 427 3663
facebook com/ GW Bedfard
BEDFORD, Close Encounter:

ILH
LEIGHTDN BUZZ.-\RD # Model Shop:
Tel: 01525 373357

= GW MAIL)LNHEAD

1 Kimgsway Chambers, Ki

516 TEE Tek: ATHZ 853 1747

faceboak.com/GWMaidenhead

* GW NEWBURY:

174 Bartholomew Street,

RGT4 50T Tel: Q163 540 348

facehook com/GWNewhury

GW READING:

29 Orwford Road

TOA Tel: 118 459 8693
cehook.com/GWReading

« GW WINDSOR:

Uinit 3, & Genege ¥ Place,

L4 T3P Teh 01753 861067

faceboak.com/ GWWindsar

HENLEY ON THAMES, Henley M.odel \hmalms

RGS1AG Tedi 07491 5

READING, Hul:b{f_‘uﬂ

R AHS 0843 057 (532

SLOUGH, Wzrlunl Worlsshop

5L1 4G 694 17

WINDSOR, W] Dam:

514 1DP fak 01753 BGZ106

GW BIRMINGHAM:

36 Priory Queansway,

B4 TLA Tel 0121 233 4840

farebuah.com/GWBimingham

GW DUDLEY:

Unit 44r, Merry Hill Centre,

DY5 18P Tel: 0138 448 1818

Tacehook.com GWDidley

= GW SOLIHULL:

690 Waswick Road,

BO1 30X Tek: 0121
/GWSalibudl

"ITD\I fOLDFI'LLD

facehook.

< GWS

i.lrrl|||c|l:.\'unl.-q_'-'.\":\lrl-ml oldfield
* GW WALSALL:
Unit 16, Old Square Shopping Ce enieE,

W1 10F Tel: 92 272 5207
facehook.com/ GWWalsall

* GW WOLVERHAMPTON:

9 King, Street,

Wv1 151 Tek: 0190 131 0466
facehaok.cam/ GWWalverhamgiton
BIRMINGHAM, Console Games:
B45 LD Ted: 0121 457
KIDDERMINSTER, T] Models:
DY10 20 Tel: 01562 74702

= GW AYLESBURY:

i Market Street,

HP20 2PN Tek: 01296 429 703

facehank.com/GWAleshury

GW HIGH WYCOMBE:

oo 55 Eden Walk Gallery, Fden,

HP1 18] Tel: 0149 453 1454

faceboak.com/ GYWHighWycombse

GW MILTON KEYMNES:
502 Sifbary Boulevard,

£ 1) B6% D477
facebiook com/GWMitlonKeynes
AYLESBURY,
HF0 106 Tel: 0043 051 w75

CHESHAM\: Harvey Johns:

H¥5 1EP Tek 01494 7RI161

L‘.EIIRARDS CROSS, Howard Marshall:
Ted: D1753 BHZO52

HAZELMERE Chllds Tays:

HIFMS5 TAA Tel: 01494 711 425

MILTON KEYNES, HBbh)‘Craﬂ:

MEK13 aru Tel: 0845 051 6544

GW CAMBRIDGE:

54 Regent Street,

Chz10p Tek: Y22 331 3350
facebonk,com/ GamesWorkshopCan
GW PETERBOROUGH:

3 Wentwaorth Street,

PET 10H Tel; 01733 890 052
facehook.com/GWPelerborough

CAMSRIDCE Camhndgu 'luv Shop
CBT 1PA

CAMBIDGE. }%ﬂ:

EI.\" Cll‘y C}'dE Centre
32 BBS1

PE19 2TA

HUNTINGTDN Nlcl»: Cn

PER

MARCH, The Tay ﬂu

PELS LB Tl
PI:TEIISGRDUGH Th

PE1 TEL

WISBECH, Prams & Toys:

PEYI THA Tel: '\"J-h ;N-vl—)

JERSEY, ST. HELIER, The Littie shop

1E2 38T Tel: 01534 601525
GUERNSEY, ST, PI'TEITS PORT, Carousel:
G e Tel: D141 721721
CHESHIRE

GW CHESTER:

Tel; 0124 431 1967
b com/ GWChester

= GW CREWE

facchook.com/GWE

= GW “ACCLEBFI[[D

11 Church Street,

SK11 6B Tel: 0162 561 9620
facchoak.com/GWMacclesficld

* GW STOCKPORT:

¥2 Mersey Square,

SK1 1RA Tel U161 474 1443
farebook.com/GWStockport

* GW WARRINGTON:

Unit 20, Bank Strect, Time Square,
WA ZAP Tel: 1192 565 1984
facehouk. com/GWWarringlan
BRIDGEMERE, HobbyCraft:
CWS TOR Tel: Oll45 051 6537
CHESTER, HobbyCraft:

CHE ARY Ted: Q45 051 6340
CONGLETON, Colours and Craits:
01260 277211

W1 28F Tel: 0845 051 6579
EI.I.ESMEI'GE PORT, D&A Models:
CHE5 BIA Tel: 513557044
NORTHWICH, Level 1:

CW9 SAE Teb: 1606 45053
NORTHWICH, The Model Shop:
CW4 SEA Tek: 160G 47740
STOCKPORT, Goslmgs Toymaster:
Kb BAW : 01614 272099
STOCKPORT, HuhhyClafL

SK1 2HH Tel: 0845 057 6530
WARRINGTON, Huhby(laﬁ

WAL 8TP Tel: 0845 051 6541
WIDNES, Widnes Model and Crait Centre:

WA BAZ Tel: 015714 220043

GW MIDDLESBROUGH:
Unit 3, 39 Dundas Slreet,
TS1 THR Tel: 0164 225 4091
Facehoak.com/GWMiddlrsheough
BII.LII\GHAM, W Boyes & Co Ltd:
NI Felp U142 553 054

C ECIKCIUGH, Road Flag Ltd:
TS14 68N Tel: M2RT 637777
HARTLEPOOL, Chips:

T526 ¥HU Tel: 11429 BaS50M0
MIDDLESBROUGH, Waugh Games:
TS0 GTL T ek DI642 292 731
NORMANBY, PC Tech:

T56 0LT Tel: 01642 JHTBSH
REDCAR, PC Tech:

T510 300 Tel: 01642

TSHH 1FL Tel: 0162
STOCKTON ON TEES, Mmztam Games:
TSB 18D Tol: B1642 677 666

GW TRURD:

Uit 1, Reiddgr Mowse, New Bridge Stroet,
TRI ZAA Tel; 0107 232 0047
facebook.com/GWTrisro.

BODMIN, Bnd(nells'
Tel:

PLIT 2L

CALLINGTDN GMS Qr Sumphee 55
EASI' nda)' T

PLIL 1Dl Tel= (1

HAYLE, Blewetts nf Hayl

iz 4B0) Tek 01736 753 012
LAUNCESTON, fzm!zunc Mndels
PL15 9DY | 01566 77
LISKEARD, Tragn Mille:

PLLS GHY Ted: 01579 J4BHTT

PENZANCE, Newlyn Post Office:
TR SHL Tel: (71736 364592
REDRUTH, Barb's Lil Shop:

TR1S ZALI Tol: 07439 566 934
ST ALISTELL, M.ad for Miniatures:
PLIG SOE 01726
ST IVES, Dragnn < Hoard:
TH2E 205 Tek 01736 7
WADEBRIDGE, Bricknells Toy & Nursey:

PLIT 7DD Tek: 0V2O0HK B1 2615

COUNTY DURHAM

» GW DURHAM:

64 Narth Road,

H1 450 Tel: 0197 374 1062
facetinok.com/GWDurham

= GW DARLINGTON:

DL 7L Tel: 0132 535 2461
facehouk con/ GWDarkington

BISHOP AUCKLAND, Windsock Models:

DL14 7PF Tol: 11304 609 7hé

CHESTER LE STREET, Chip
D3 35 Tk 01642 227340

: 01642 227348

Lamb’s:
DL3 9FF Tel: 01325 406042
SEAHAM, Games of Wa
SR7 DAA Tel: 01915 817 118
STOCKTON ON TEES, HobbyCraft:
T517 TEW Tel: 1845 051 6559

GW CARLISLE:

Linit 2, Earfs Lane,

cA Tel: 0122 659 8216
facobnak,com/ GW Carlisle

AL:
5, Blackhall Yard,
Tel: 01539 722211

facebioak com/GWiendal
BARROW-| IN-FUIINES Hcalhs

BIMMPTDN Had an’s Hobbies:
CAB TNW Tel: 07962 177 914
COCKERMOUTH The Toy Shw
CAT3 9LU :

LAS 4RA Tel: 01539 720 781
PENRITH Harpers Cycles:

Tel: 01768 B64 47

TG
WDRKINGTUN, ToyTown:
CAT4 INQ Tel: (119410 873 322

* GW CHESTERFIELD:
21 Knifesniithgate,

540 TRL Teb: 01246 271110
facebook.com/GCW Chesterfield

GW DERBY:

42 Sadler Gate,

DE1 INR Ted: 0133 237 1657

facebovk.com/GWDerby

ASHBOURNE, Lumbards Toy Shop:

DE6 166G Tel: 11335 345115

BUx'lOl\ Knowles Toys and Models
Y Tel: 01208 24203

CHESTERFIELD Midland Co-op

540 TUN Tek: 01246 220 200

DERBY, Tokyo Otaku:

D1 208 Tek DI3ZL 311355

DERBY, Toy Planet:

DET 2P0 Tel: 01332 3477

DET 55G Tel: 01159 327
MATLOCK, Shawes:

DE4 3AQ Tel: 01429 582 482
RIPLEY, Chimera I.eﬂsul

DES 38U Telt 7049

STANLEY COMMON, Qakfield Farms

DE7 BFP Tel: 07964 53452

= GW BARMSTAF
& Queens Houso, uucon Stre
EX12 4H] !
lacebook, cony' G \»\Ihmmplr
GW EXET
3a Sidwell ~.m~n

EXd4 6NN Tek: D13% 249 (505
Eaceboak,com/GWExeter

GW PLYMOUTH:

4 Cormwall Strect,

PLY LR Tel: 1973 225 110
{acebook.com GWPlymeuth

» GW TORQUAY:

12 Market Street,

T 3AQ Tol: 0180 120 1036
facelook, com/ GWTorquay

BRIXHAM, Mainly Miniatur

TS 0K Teb: 01803 64
CULLOMPTON, Nanna's Toy (_‘hest:
EX15 116 Tel: 01884 835317

DARTMOUTH, WG Pillar & Co:
TCH 9AN el 0ngod Bz 139
EXETER, Khaos Games Ltd:

EX4 4AX Tel: 013492 6770 022
EXETER, fron Haven Games:

X2 A Tel: 712 202 042
EXMOUTH, l.'n!lelt s Model Trains:
EXE 1)L {3 35 9805TH
HONITON, Pressplay:

EX14 1PG Tek: 07404 54%612
KINGSBRIDGE, le Trading Post:
107 PG Tel: D1548 B52 923
NEWTON ABBOT, Trago Mills:
TQIZ 6D Tel: 07626 821111
OKEHAMPTON, Kinderbox:

EX20 1AW Tel: (HB3T 659950
PAIGNTON, Pajgntun Model Shop:
TQ4 5BY ol 803 555852
PLYMOUTH, Anlus Mode1 Shnp

PLY 2AL Tel: 01732 511999
SIDMOUTH, Gliddons Toymaster:
EX10 8LZ Tel: 13455166595
TAVISTOCK, Kaleidoscope:

PL1Y OHE Tel: 41622 615 236
TAVISTOCK, Games and Computers:
FLI9 GO Tel: (1822 616260

GAMES WORKSHOP HOBBY CENTRE

{#) These Hobby Centres are chosed on Mondays and Tuesdays,

PREMFU STORE
he groduct range.”

NEW STOIIE OPENING
Indicaies new stockists

* Tis be sure they b you wont i stock

calling the stone

'lElGNMOUTH ]adcmaﬂs [oylmx

10314 OE Tl

1EIGNMOU!’H, M Cub:

T4 BPE Tel: 11626 AT0905

TIVERTON, Banbury’s:

EXTh QD Tel: (1804 252627

TORRINGTON, Toyzone:

EX36 BHO Tek 1805 624 790

TD'INES Finishin, .F Touches:
A18A3 BoII44

003 840 383

DORSEY

GW BOURNEMOUTH:
85 Commercial Road,
BH2 3RT Tel: 01202 319 292
facebaok,com/ GWEsimemeuth
GW POOLE:
Unit 12 Towngate Centre,
BH13 1ER 120 263 5634
Eaceboakcom/ GWPnale
BLANDFORD, Inspirations:
D1 TP Tel: 01256 dB0%09
BOURNEMOUTH, HobbyCraft:
BH22 9D] Tel: 0643 051 6520
BRIDPORT, Frosts Toymaster:
D6 308 Tel: 11308 422 171
CHRISTCHURCH, Simple Miniahlc Games:
BHI3 1EE Tek D202 485972
DDRCHESTER, Dorchester ‘I‘o 8

Tek @1305 267

SH,&FTSBUR\' The To)' Box Dorsel Lid:

7 RS0 077
sHERBOURNE 1119 (.ﬂml:r House
Tel: 07435 815
SHEREOURNE The Toy Barn:
HIE Y Tel: 01935 815 040
SWANAGE, Leonard's:
BH1Y9 18T Tol: 01929 42609
WEYMOUTH, Howley's Toymaster:
074 BHQ Tel: 01305 779255
WIMBORNE MINSTER, Riverside Toys:
BH21 1LN Tel: 01202 B41754

GW CHELMSFORD:

Unit 4C, The Measdows Centre

CM2 HFD Tel: 1124 549 D048

facehook.com/CWChelmaford

GW COLCHESTER:

2 Shorl Wyre Streel,

CO1 1IN Tek 0120 676 7279

facebook.cam/GW Colchestes

LW SOUTHEND:

12 Southcharch Road,

551 INE Tel: 0170 246 1251

facehoak.com/GWSauthomd

GW THURROCI

Uinit 4138, Level 3, Lakeside Shopping Centre,

RM0 22] Tel: 1170 B6 7133

facebiook.com/ GW Thurrock

@ HARLOW, Marquee Models:
CMZ0 IS Tel: 01279 423 334

BASILDON, HobbyCraft:

514 TWP Tel: 0045 051 6536

BASILDON, XLounge Gaming Ltd:

WG 4ND Tek: 01260 293 41

BILLERICAY, Toys N Tuck:

CM12 YR Tel: 01277 650444
BRAINTREE, Kidzone Toy:
CM7 3YA Tel: 11376 554 793

BRENTWOOD, B&M C;

yele

CM14 4RG Tel: 01277 214 342
CHADWELL HEATH, Atomic Comics:
Bbh 4AH Tok: DUO85 478 547
CHEI.MSFDIID Hubby{'raf('

0854 051 6572
CIACION N SEA, (Jarlm Art & Craft Centre:
CO15 1A Tel: 01255 436 346
COLCHESTER, 4TK Gaming:
€04 5EG Tel: 01206 756300
HARLOW, HobbyCrait:
CM20 204 Tel: 0845 051 6565
HORNCHURCH, Tole Haven:
RMIZ 4TN Tek: 01700 475051
LEIGH ON SEA, Caliver Books:
559 INH Tek 01159 382 1171
MALDON, Colin Bliss Models:
M9 582 Tel: 01621 B51 327
RAYLEIGH, Toys N Tucl
55 TEW Tel: 11266
RAYLEIGH, Gamerz Mexus:
S56 THE Tel:
SAFFRON W’RI.DEN, Game On:
CRI0 1AX Tol: 071799 506 022

SOUIHEND ON SEA, Wayland Games:

Tel: D1702 66ATS0

WESTCIIFFE DN SEA, Argosy Toys:
550 981 702 346 B0G

HI.IIIIGISTIBSIIIIK

GW CHELTENHAM:

HE Tel: 1124 222 8419

facehonk,com/GWCheltenham

» GW GLOUCESTER:

35 Clarence Sireel,

GL1 1EA Tek: 0145 250 5033

iacebook.com/GW Glnucester

BOURTON ON THE WATER, Bourton Mode Railway:

GL54 ZAN Tel: 01451 B20 686

CHELTENHAM, HobhyCraft:

GL51 U Tel: 0843 051 ESU'I

CIRENCESTER, Crocodile T
IPR Tel: (1285

GLOUCESTER, thbyCra

GL1 55F DE45 151 R522

MIORE'I ONIN MMISH. Cotswold Bwﬁ Store:

GL56 0AF Tel: 014 &

e

STROUD, Alan T'{ndall Ltd:
GL5 1AN 11453 765920

GW BASINGSTOKE:

3 Potters Walk,

RG2Y 700 Tek: 0125 646 A0S0

facebook.com/GWBasingstoke.

GW PORTSMOUTH:

3 Arundel Streel,

POT TNL Tel: 0239 267 6266

facehook.com/GWFortamouth

GW SOUTHAMPTON:

13 Easl Sreet,

S04 3HG

facehaok.com! GWSathamg

= GW WINCHESTER:

15 Jewry Street,

SOE3 BRY Teb 0196 206 0199

faceboak.com/GWiinchester

@ ALDERSHOT, The Game Shop:
GUI1IDE  Tel: 01252 317 443

ALTON, Alton Model Centre:

GUM 10D Tel: (1420 542 244

ANDOVER, Andover Toys:

SP10 11X Tal: 01264 352 263
BASINCST{JKE, HobbyCraft:
RGZZ 6HN Tek 0845 B51 6571
EASTLEIGH, Eastleigh Wargames:
SO50 HA Teb: D2360 644 179
FAREHAM, Craft Crazy:

PO 6 OFF Tek: 01329 285 51

FARNBOROUGH, Dark Star:

GL14 0N Tel: 01252 545019
FLEET, Fleet Toys:

GLITS ABL Tel: 01252 613549
FORD!NGBRIDGE All The Cool Stuff:
SP6 TAX Tel: 01425 650 96
GOSPORT, TD Bm:ﬂu. and Wargam
POTZ LR - 7969 494855
HAVANT, Hﬂhb)‘tliﬂ

PO IND Tel: R4S 051 6554
LYMINGTON, HE Figgures:

SO41 9AQ Ted: 01590 672002
MILFORD ON SEA, Milford Models and Hobbies:
5041 00D Tel: 01590 642 112

NEW MILTON, Toys of New Milton:
BHZS fHY Tel: 11425 617 a5
NORTHEND, Fun To'ys and Games:
PO 0LH : 7.

RINGWOOD, T

BH24 1AT Tel: 01425 479 444
ROMSEY, Roundabout:

5051 BGD Tel: 01744 512 145

SOUTH.AMPTCIN, Bod & Sues Models:
5 APT Tel: 42380 844 550

s{}umme, HobbyCraft:

S8 IHW Tol: 1445 051 6527

SOUTHSEA, Solcnl Wargames:

WINCHESTER, Childhood's D-;imm:
5021907 Tel: 01962 #61 951

* GW HEREFORD:

40 Eign Gate,

HEA 0A Tal: (1432 3
facehook.com/GWHerclord
HEREFORD, Weaobley Bookshop:

5 40

HR4 HSA Tl 01544 319292
LEDBURY, Little Shop of Wonders:
HRD 240 Tek: 015171 632206
LEDMINSTER, Martin's Models & Crafts:
HRth BES Tel: 01560 613 TE2
ROSS ON WYE, Revolulions:

HRS 7DY Tel: 01989 562 639

* GW HEMEL HEMPSTEAD:

16 Bridge Street,

HPY 1EF Tek 0144 224 9752
facebook.com/GWHemelHempstead

= GW 5T ALBANS:

18 Herltage Clasr,

ALY 4EB Teli 0172 786 1193
facebook. com/GWSTAlans

= GW STEVENAGE:

3 Quoensway,

SG1 104 Tel: 11438 355044
facehonk.com/GWStrvonage
BERKHAMSTEAD, Hamlins:

HPd 248 Tol: 01442 f6d 642
BUNTINGFORD, Lost Ark Games:
560 TAD Tel: 01763 448 414
CHESHUNT, Creative Thinking:
ENI NU Tel: 01992 22333
HITCHIN, Battle Worlds:

SG5 1BY Tel; 01462 436588
HITCHIN, Mainly Models:
5G5 108 Tel: (1462 422 204

506 30A Tel: |.F|4ﬁ] ELTAE R
LETCHWORTH, llnweﬂi Toy Emy
SG6 30N Tek 01462 680 717
STEVENAGE Hobb-,rl:raﬂ

SG1 Tek: 0845 ﬂﬁ'l 6553

ALB 6HA Tel: nho: 391 319
WATFORD, HobbyCraft:
W7 25F Tel: 0845 D57 6538

ISLE OF MAN

DOUGLAS, Model Tech:
1M1 2ER Tel: 014624 6 043

www.games-works
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BOLTON

www.facebook.com/GWBolton

This month we’re off to the Northwest, and first on our list of
stores to visit is Games Workshop Bolton, just a stone’s throw

from Manchester.

Games Workshop Bolton can be found on
the first floor of The Gates Shopping Centre,
just a short walk from the Town Hall.

Bolton itself has been home to a Games
Workshop Hobby Centre for a mighty 19
years, and today the store finds itself at the
heart of a thriving hobby community.

The first thing you will notice about
the Bolton Hol “entre is the enormous

Helm’s Deep ‘miniature’ which stands a
Lolosml 5'6" high, dominating the store

thdt the Hobk 2
similarly impressive in size.

Bolton boasts four miniatures cabinates,
many of which contain armies that have
won nominations for best painted army
at the Throne of Skulls events held at

YOUR LOCAL STORE

Warhammer World. GW Bolton also has
enough room to fulfill all your hobby
needs, be it building and palntmg your
newest models for your army or takmg, part
in your favourite game, whatever the scale.
shup Boltun tOdd\

manner uf hll‘lt‘» dl"ld tlps to help ya
your current or future hobby projects.

Games Workshop Bolton
Unit 14, The Gates
Crompton Place
Bolton, Lancashire, BL1 1DF

Tel: 01204 362131




ISLE OF WIGHT

NEWPORT, Cheap Thrills

POI0 1§
NEWPORT, R P Gln_m. =
POGD 180 Tel 07342 421 B

NEWPORT, Toy & Models:
PO 18O Tek: 01963 520 258
RYDE, The Sports & Model Shop:

PO33 20T Tel: 071963 A62 454

KENT

GW BLUEWATER:
Unit 0528, Upper Thames Walk, Blisrwater
DAS 950, Tol: 0132 242 7880
facebook. com/ G WEluewater
GW CANTERBURY:
Uinit 5, Iron Bar Lane,
CT1 2HN Tel: 11122 745 2888
facehook.com/ GWCanterbury
GW MAIDSTONE:
7a Purlding Lane,
METS TPA Tel: 0162 267 7435
facehoak.com/GWialdstone
GW TUNBRIDGE WELLS:
36 Grosvesir Koad,
TN1 ZAP Tel: 0189 25
facehpak.com/ GW Tunbridge)
ASHFORD, Kid's Stu
TNZ3 TAR Tel: 01233 610200
ASHFORD, XPRESS Games:
14 BN Tel: 01233 6217710
BEXLEY HEATH, Kit Krazy:
D DO Tel: 0206 295 7177
BROADSTAIRS Time & Space:

Tel: 07843 A66 INb
CH.\‘I’H.&M. Maynes:
ME# ABF Tel: miad4 400 031
CRAYFORD, HobbyCraft:
DAY LD Tek DB45 051 6535
DEAL, John Roper:
CT14 6TE Tek 01304 3161404
DOVER, Turners Models:
CTI7 087 Telr 01304 204 711
DOVER, XPRESS Ga
CT16 1B Tel: ulsu-l-w-lhn
FOLKESTONE, ankrait
CT19 4DF TAT0T
GRAVESEND, Swue’s Cnllectables and Toys:
DA 2£Q Tel: 01474 564 465
GRAVESEND, The Stamp Cenlre:
AT BAY Tel: 11474 534 166
HILDENBOROUGH, Toy Time:

TNT1 940 Tel: 01732 833 645
HYTHE, Apple Jax
T s Yel: 01303 262 602

MAIDSTONE, HobbyCrait:

MEVG 1SN Tel: DH45 D51 6335
MAIDSTONE, Model
ME14 5LH Tek: 01

7
MAIDSTONE, No Man’s Land:
MET4 THP TBC
ROCHESTER, RDE'IEEI.!.! Games:
MET T[T
SEVENOAKS, IH Lonmer

THI3 1R Tak 01732 452 840
SEVENOAKS, Manklows:
TNT4 5AR Tel; 01732 454 952
SITTINGBOURNE, F1 Hobhies:
METD 3TR Tel: 08435 2602622
SITTINGBOURNE, Nickel Books:
MEND 4PD Tel; 01745 429 546
THANET, HobbyCrait:

CTT0 2BF Tel: 0845 051 BS54
TUNBRIDGE WELLS, HobbyCrait:
T2 JUR Tel: 0845 051 560

LANCASHIRE

= GW BLACKPOOL:

i Rirboy Street,

F¥11DU Tek. D25 375 2056
facebook.cam/ GWElackpao!

GW BOLTON:

Unlt 14 (¥st floor), Crompton Mlace,
BLY 10F Tek: 0120 436 2137
facebaok.com/GWEBollon

+ GW BURY:

16 Cromplon Sireet,

BL9 DAD Tel: 0161 797 6340
facebook.com/GWBury

GW PRESTON:

15 Miller Arcade,

PR 20Y Tel: 0177 2811855
facebnak.com/GamesWirkshopPresion
* GW WIGAN:

12 Cromplon Street,

WNT YR Tel: 01942 829121
facehook.com/GWWigan

ASHTON UNDER LYNE, Roundabout Toys:

OLb BAL Tul: 1613 432 344
BLACKBURN, Sa‘l(ave

EE2 1)L - 1254 b7 488
BLACKBURN, Merl:ers Toys:

BE2 2L Tel: 01254 RB140T
BLACKPOOL, iCollectables:

FY4 1BW Tek 01253 03030
BOI.TDN, HobbyCraft:

BL1 250 Tel: 0B45 051 6331
BOLTON, Porteullis Wargames Emporium:
BLT 4AD Tel: 01204 772 522
BURNMLEY, Compendiu

BIN2 0BG Tel: 071283 45

CHORLEY, Hampsons Toys & Nursey Waorld:
PRY 2500 Tely 01257 163045

CLITHEROE, l:nwgrrills of Clitheroe Ltd:
887 20A Tel: 01M00 423 587
COLNE, West End Model Centre:

BES 0BT Tol: 01262 867711
FLEETWOOD The Model Exchange:
FY7 Tel: 01253 H74 247
lE!GH, Storktown Ltd:

WHNT 1AW Tek 01942 671 116
ORMSKIRK, Taylors:

£39 2AA Tek: D165 113
POULTON LE FLYDE, Padley Toys:
FY6 TAA Tel: OB452 997 749
PRESTON, HobbyCraft:

PR1 BAF Tek: 0845 051 6529

THDRNT{.)N, Tuys 2 Save:

WIG Cuzy‘ nmqr'
AN- Tel: 01042 375 554
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156506

9 Wesl ST Marys
DN3Y 1L
face bk, com/ W Grimsby

NI THS
GRANTHAM, »\\'I
NG 95E
LOUTH, Castaline

LN11 9ET Tel: 01307 602 145
MABLETHORPE, Belas Toymast

LN1Z 1AD Tel: 01507 473 328
SCUNTHORPE, Shermzm Model Shop:
DN1G 6LE 11724 842 439

SKEGNESS, The M.odel Shop:
Tel

PE2S INY D754 7hi 42%
SKEGNESS, Warlords of the Coast:
PEZS 1RY Tek: 01754 Thisds
SPALDING, Mason's Models:

PEIT 1DQ Tek: 01775 722 456
STAMFORD, Starmford Models

PED 2AL Tel: D1780 767934

= GW ANGEL:

36-37 Myddlgton Street, Ange! Islington,
ECIR 1UA Tel: M7 71308
facehook.com/GWaAngel

GW BROMLEY:

Uinit 24, The Mall, Bramley,
BR11TS Tel: (208 466 O6TE
facehoakcom/GWirombey

GW COVENT GARDEN:

Unit 13, The Marked,

WOCZE 88E Tel: 0207 240 5106
facehouk.com/GWCoventGarden

GW CROYDON:
Unit 35, Centrale Shopping Centre, Keeley Ruad,
CROTTF Tel: 0200 680 4600
facehook,com/GWCroydon

* GW EPSOM:

it High Street,

KT19 8AD Tek 01372 751481
fatebonk, com/GWEpsnm

GW KENSINGTON:

shop 7, Lancer Square, Kensingtan Church Streel,
W 4EH Tek: BI07 937 7011

taceboak,com/GWKeasington

GW KINGSTON ON THAMES:

43 Fifie Road,

KTT 15F Tel: 0204 540 5224

faceboak.com/GYWKingston

GW OXFORD 5T:

Unit F10, The Plaza Shopplig Centre,

WD LT Tel: 0207 436 0819

facebouk com/GWiLondonPlaza

= GW MUSWELL HILL:

117 Abexandra Park Road,

N0 20P Tel: 0208 883 9901

facebouk. com/ GWMiswellHill

GW ROMFORD:

12 Quadrant Arca

w1 3ED kD170 742 140

faoehook,com' GW Romfard

* GW STAINES:

& Clarence Stroet,

TW1d 459

facebook, cam/ G

GW SUTTON:

Linilt 26, Times Square Shopping Centre,

SM1 ILF Tel: 0208 770 9454

facebook com/GamesWnrkshopSution

GW UXBRIDGE:

Unit 32, Chquers Mak, The Paviions Shepping Cenlre,

UBE LN Tel: 189 525 2H00

Tacebwoh.com/GW Lxbridge

GW WATFORD:

Unit @, 1A Queen Steeat, Harequin Centre,

W7 2 Tel: (1523 245368

lacelrooh. com/' GWWatford

GW WOOD GREEN:

Unlt 93, The Mall Wood Green, High Strecl,

NE2 6BA Tel: 0208 BRSTOTY

facehonk.com/GWWaoodGreen

BARNET, Toys Toys Toys:

EN3 5XOQ Tek: D208 449 0966
iniatures Ma

Tel: D178 444 0675
Stained

BATTERSEA, Comet
EWI1 GRH Teki 0207 924 1005
BECKENHAM, Beckenham Toys:

BRI 1EN Tek: 02036 505 355
BLACKHEATH, 2nd Impressions:
SE3 0TA Tel: 0208 852 6152
BRENT , HabbyCraft:
NWEBLW Tel: 0843 031 6374
BROMLEY, Chatterton Toys:

BRE YN Tel: DZ0B4R43001
CHISWICK, Turnham Arts and Crafts:
Wi LS Tel: 020H 9952872
CROYDON, thhv(mﬂ

CRO 4XU Tok: D845 D51 6570

= . T 2
ﬂ"vCHl.E\ Leisure Games
% 2o 34

FLLHA\I.. Patrick’s 'I'eys
5 Tek: 0207 3859864
cniﬁmm, HobbyCraft:
L DLW Tel: 0845 051 6526
HAMPSTEAD, Happy Returns:
N3 T Tel: 0207 435 2431
HARROW Toy Galaxy:
HAT 284 Tel: (200 424 0300
HERNE HILL, Just Williams:
SE24 9HU Tel: 1207 733 9955
HORNCHURCH, Modellers World:
12 5RE Tal: 11708 AHMAD
KIN‘.}STCINr The
wi Tel: 020 7
MUSWEI.I. HILL, Art For Art's Sake:
NG 1Dp !ul 20 B442 0511
LEYTON, Engine Shed Model Railways:
ET1405 Tek: M20E 539 3950
I.DNDUN 40 Mad.elshop

Tek 020 7264 1264
ORPINGTDN Chlps

RE 0

PUTNEY, Toystop:

SW15 1ITW Tel: 0208 785 #4955
RICHMOND, Planet Ace Ltd:

W2 1BW Tel: U204 948 B476
ROMFORD, Hnbl:vyCra'ﬁ

RMT 1AL Tel: 0845 051 6545
RUISLIP, John Sanders:

HAS BJB Tol: 1TBY5 614 B4R
SOUTH WOODFORD, Sauth Woodioed Libeary:
E18 205 Torl: G206 708 9067
VICTORIA PARK, The 'lovhnx

I THD Tel: 0260 133 2679
WATERLOO, Dark Sphere Retail:

SE1 TN] Tel: (207 928 7120
WEST DRAYTON, The Aviation Hobby Shop:
LIB7 BEA Tel: 01895 442123

MANCHESTER RREA

= GW ALTRINCHAM:

Linit 1, 19 Grafion Streed,

WA14 TDU Tel: O1AT 929 9836
facehoak.com/GW.Alirincham

GW MANCHESTER:

Unit 115, Marsden Wiy South, Armdale Centre,
M4 3AT Tel: 0161 034 &OT1
facebook com/GWhManchester
MANCHESTER, Fanboy 3

M1 1FZ Tel: 17422
MI\NCHEETER 'lravelhng Mai
Tel: 01612 371 B77

GW LIVERPOOL:

13h Central Shopping Centre, Raneleigh Sreet,

L11QE Tek 0151 78 0963

farebook. com/GWLiverpoal

* GW SOUTHPORT:

Unit 2, The Edge, 7 Hoghton 5t,

PRY OTE Tul; @170 450 1255

facebook.com/GWSowthpart
BRIMSTAGE, Wargamestore:
CHES 6jA  Teh 01244 man-r

BIRKENHEAD, Muma;r n%:

CHA1 2vH “Teli 01516 661 01

ST HELENS, Scott Rock Hobbies:

WAS 3IN Tel: 07512 094742

ST HELENS, Rennies Arls and Crafis:

WAL TNW Tolt 1744 739660

= GW KINGS LYNN:

23 Mosfalk Street,

PESD 1AN Tul: B1553 777 420
facehonk com/ GWKingsLynn

GW NORWICH:

12-14 Exchange Streel

NRZ 1AT D160 376 ThSE
facrboak.cam/GWNarwic
CROMER, Cromer Furniture:
NRZ7 SHT Teh 01263 515153
DEREHAM, Starlings Toymaster:

NR19 1TR Tek: 01362 697 7
DISS, Toy Box Toys:
P22 4LD Tel: 01379 540 003

GREAT YARMOUTH, Kerrisons:

R3O INZ Tel: 01493 853 891
GREAT YARMOUTH, Platform 1 Model Shop:
NR30 2L Tel: 17493 843 250
HOLT, Starlings Toymaster:

NRI5 68N Tel: 07263 713 100
HUNSTANTON, Pavilion 'I‘oym:nster
FPE36 5AH Tol: 1148
NORWICH, HobhbyCra
NET IWR Tel: D845 051 6573
NORWICH, Kerrisons:

NE3 2RX Tel: 01603 454 D08
NORWICH, Langle

NR13 6LH Tek DI&03 621954
SHERINGHAM, Starlings Toymaster:
NR2E B80S Tek: OTZ63 BIZ 368

= GW KETTERING:

4 Lower Streel,

NNTH BOH Telr 01536 411114
facebook, com/GWEeiering

= GW NORTHAMPTON:

24 Abiinglon Sruare,

MNT 4N Tel: 01604 636 657
facebook.com/GWNprthamptun

BURTON LATIMER, Cockpitsonic UK Ltd:
NN1S LA Tol: 11536 725 405
NORTHAMPTON, HobhyCraft:

NNS SAF Tel: (445 051 6523
NORTHAMPTON, Wargames Workshop:
NNT dAE Tol: 07931 775263
PETERBOROUGH, thbyCraft

1E1 8YZ Tek: 0845 051 6563
RUSHDEN, Oshorne Sports & Toys:
NN10 OPE Tek: 01933 112 415
WELLINGEOROUGH, Software Seller:
WG TEG Tek: 01933 440 861

CORBRIDGE, The Village Square:

NE4S SAW Tl 01434 634 056
MORPETH, TG Allan:
NEG1 1BA Tel; 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):

34a Friar Lane,

NG G0 Tel: 0115 948 0651

facebook,.com/CWAottingham

CGW WARHAMMER WORLD:

Willow Road, Lentan,

NGT WS Tel: 0175 416 410

facehook.com/GWWarhammerWaorld

@ MANSFIELD, Eye of the Storm:
NG 5BU Tek 01623 2349149

ARNOLD, W Boyes & Co Ltd:

NGS 7EB Tel: D159 260 106

BEESTON, Chimera Leisure:

NGO ILH Tel: 01159 225080

MANSFIELD, TC Painling Studios:

NGZ1 904 Tel: 0182T 440047

MANSFIELD, The Games Emporiun:

NGI NG Tel: 01623 640

NEWTHORPE, Caliver Books:

NGI6 20P Tel; 01159 302111

NCII'I'INI.‘.HAM Foundry Miniatures:

NG 1D Tel: 0115 #413000

NOTTINGHJ\M HobbyCraft:

MNGE IGZ Tel: 1843 051 6249

NOTTINGHAM, Vague Conneclions:

NG SFP Tel: IFE16 47A844

RETFORD, Iloniswamn

D22 6EA Tel:

WEST BRIDGFORD Ins

NGZ 5GR Tel: 1115

GW OXFORD:

1A Bush House, Now tnn Hall Street,
X1 20H Tel: D1BBS 242 182
facebook, com/GWOiord
BANBURY, Trinder Bros:

X156 SBN Tek: 01205 262 546
BICESTER, HobbyCraft:

OX25 INY Tek: 045 051 6557
CARTERTON, Giles Sparts:

ox18 3L Tel: 01993 842 396
DIDCOT, Toys-UK:

OX11 #R) Tel: 01235 ?sq-tsu
GORING ON THAMES, Goring Hardware:
RGH $HG Tel: 01481 a.z-un
OXFORD, Boswells Toymaster:
OX1 3AG Tel: D1B65 T41 244
WALLINGFORD, Kev's T

X110 0EW T I 01491 #5136
WITNEY, Dento

OX2E 6HW r-el 7993 704 479

GW SHREWSBURY:

& Market Street,

SY1ILE Tek: 0174 336 2007

facebook.com/GWShrowsbury
WELLINGTON, Questing Knight Games:
TFL1PS Tek 01952 417 747

|Acmim, Robert Harrop Designs Ltd:

Tel: 01952 BASRO4
DSWESTRY Totally Games:

§Y11 252 Tel: 01691 6l 994
DONNINGTON, Sanda Games:
TF2 BAF Tek 01952 676 712
WHITECHURCH, Molibob T
SY13 1AF Tel: 11148 8413
GW BATH:

15 54 James Farade,

8a1 1Ll Tel: 0122 533 4044

facebook. com/GWHath
BRIDGWATER, Insane

TAG IBW Tok: 127, s
BURNHAM ON SEA, GW Hurley:
TAB 1PA Tel: 01278 789 261

CLEVEDON, Insane Games:
B521 6ND Tel: D1275 B71612
FROME, The Ellenbray Press:
BATT TR Tek: 01373 462 134
FRGME. Frome Model Centre:
BAT1 1DA Tel 01373 465295
MIDSOMER NORTON, Signals:
BA3 2DB Tel: 01767 402404
SOMERTOM, Somerton Hobbies:
TA11 600 Tel; n:q.nzr;)a‘.
STREET, Insane Games:

BA1G OHP Tel: 114 ,u 447443
TAUNTON, Krackers:

TAT 4ER Tel: 1ME23 33

TAZ BRY Tel: A3 272 277
'WELLS, Insane Games:
BAS 2AW Tel: Illzd'! h79911
'WELLS, Kids Stufi:
BAS 2D Tel: 01749 676 217

WESTON SUPER MARE, The Games Bunker:

B523 1RH Telk: 01934 622147

WIRRAL PARK, Fedalzrs Toymaster:
B 9XE Tek: 01450 B34 562
\'EO\"II.. Atomic t:auhc & Games:

Tel: 01935 432 639

\‘EO\-'H. Witch Engu :
AAZ0 TNE ;014935 427077

SI'II’FII!IISI

+ GW BURTON ON TRENT:

Linit B, Union Court, Union Stroet,

DEI4 1AL Tel: 126 353 5065
facehook, comi GWhurlon

GW STOKE:

27 Staffoed St,

ST1 1 Tel: 017H 220 5207
facehaok,cony GWStake

BURTON ON TRENT, Midco Toys:
LEV4 1]E Tel: 01332 347734
FENTON, Guys That Game:

514 204 Tel: 02061 I36046
HAMLEY, The Game Place:

5T1 1EG Tek: 01762 285 542
LEEK, Old Skool:

5713 5JW Tel: 01536 383 161
LICHFIELD, Digital Drago

W13 60T Tel: 07

LONGTON, AN Miniature Mndcls

ST3 TNW Tel: 1782 321 790

LONGTON, The Game Place:

5T3 INS Tel: 01728 698 218
NEWCASTLE-| UNDEII I.\'M.E, l'_'lnps:
515 2AH el a2
NEWCASTLE- UNDER-I.YME ]ull!es Arls:
575 2AT Tel: 01782 616 700
STAFFORD, HobbyCraft:

S177 45U Tel: (845 051 6549
STAFFORD, Mldland-s Co-op Sociely:
ST16 2EP Tel: 11785 223431
STAFFORD, Stafford Games:

ST16 2ZHS Tel: 11783 25557
STAFFORD, Too Fat

5T16 2NG Tal: 017
TAMWORTH, HobbyCrait:
676 IHE Tek: D#45 851 6525

GW IPSWICH:

63 Westgate Street,

11 30T Tel: 01473 210 031
facebook.com/ GWipswich

BECCLES, Toy Box:

INR34 JHE Tel: 01502 712 785
BURY 5T. EDMUNDS, Starlings Toymaster:
1P33 18E Tel: 01284 761 646
FELIXSTOWE, Wizards Workshop:
P11 2AW Tel: 01394 277 233
LOWESTOFT, Annatar:

NR3: THE Tel: 502 313477

NEWMARKET, Moons Toyland:
CBE BUG Tel: 01638 663 147
STOWMARKET, D | Collectables:
P14 1AH Tel: 01449 771 015
STOWMARKET, Simpson & Sons:
P14 THA

Tel: 01449 612 514

21DH Tek 01394 383 170

GW GUILDFORD:

Unil ¥, 9/12 Tunsgatr,

GLI 30T Telit4R 345 1793
Tacehook.com/GWGuildiord

GW WOKING:

Unil 3, Cleary Court, 169 Church Streel East,
GUZ1 EH) Tel: 1148 377 1675
Tagehook. comy'GWWoking

ADDLESTONE, Addlestone Model Centre:
KTI5 28E Tel: 1932 B45440
CAMBERLEY, Morning Star:

GLHS 356 Tel: (12746 665160
COBHAM, Funtasia:

KT11 2LR Tol: 1932 867374
DORKING, Dorking Models:
RRH4 161 Tel: 01306 81 747
FARNHAM, Enchanted Wood:
GUY TRY Tel: 01252 722222
FARNHAM, Games Pod Computer Games:
GL9 7P Tel: 01252 717 563
GODALMING, The Toy Box:
GU7 INN Tel: 01483 4243
HASLEMERE, Enchanted Wood:
GLIZ7 2HR Tel: 01428 4B
OXTED JH Lorimer:

RHB 00 Tel: 01883 715 305
REDHILI. Gamers Guil
RH1 1BB Tel: 01737 789 123

RICHMOND, Tny Stah

TW 1EE Toi a0k 930 4038
SURBITON, Heroes and Legends Games:
KT6 7AB Vel 203 258 0054
SUTTON, The Games Shop:

SM3 9H] Tol: 02006 446 660
WOKING, HoblbyCraft:

GUZZ BED Tel: BHI45 051 6556

SUSSEN AREA

GW BRIGHTON:

Unit 7, Mile Pavilbons,

Tek 0127 320 3333

« GW CRAWLEY:

11 Broadway,
RH10 10X Tel: (29 355 72

facehook.com/GamesWaorkshopCrawboy
+ GW EASTBOURNE:

33 Comfield Road,

BNIT 400G Tel: (1132 364 1423
facehonk.com/GWEasthour e

= GW WORTHING:

2 Bath Place, Worthing,

BNTT 38A Tel: 01903 213 930
facohank.com/GWWorthing
BILLINGHURST, Aurora Gaming:
Ted: 07403 701 991

BOGNOR REGIS, Squires Models and Crail Tools:
P02 1DD Tel: 01243 B42 525
BOGNOR REGIS, Tnms Models and Hobbies:
PO2T 1EH Tek: 01243 Bod 727
BRIGHTON, Brightan Tny and Model Musture:
BN1 1AD Tel: 01273 749494
BRIGHTON, Dnslanshl Games:
ONTI DEW 07927 063641

BURGESS HILL, Kid's Stuff:
RH15 9NP Tel: 01444 257 724
CHICHESTER, Kid's Stuffi:

POT9 106 Tel: 01243 788055
CHICHESTER, Toywizz:

FOT9 105 Tel 1}124 3 784 055
CRAWLEY, thhr
RH11 75T 0845 051 6552

EAST GRINSTEAD, Martells of Sutton
RH19 1E Tel: (1742 321303

EAST WITTERING, Shell Toys and Gifts:
POZO BBL Tel: 01243 672353
HASTINGS, Hastings Hobbies:

TNAS THL Tek: 01424 200021
HAYWARD'S HEJ\TH Clarkes:

RH16 4LL 1 01444 457557
HORSHAM, Barl:leq t Games:

RH13 5AA Tek OMB] 242003
HOVE, Kids Dreams:

BM3 51D Tek: 01273 420 666
LEWES, Tashtori Arts and Crafts:

BNT 0B Tel: 01273 487670
SEAFORD, Toylown:

BN251PL Tehr 01323 395 6871

ST LEONARDS OM SEA, Silverhill Models and Toys:
TN3T GPA Tel: 01424 431 133
STEYNING, The Dollhouse Shop:
INd4 RO Tel: (1903 816812

www.games-workshop.com




UCKFIELD, Kid's Stuff:

ThIZ 500 Tel: 01825 768 398
WISBOROUGH GREEN, Aurora Gaming:
RH14 OES Teki 01403 701991

TYNE AND WERR AREA

GW NEWCASTLE (Central):
Linit 6, Nevgate Shopping Cenlre,

ME1 5PY Tel: 8197 232 2418
facebook. com/GWNewcastle

GW METRO (Metro Centre):
Uit 2, First Finar, The Arcade

inear the Mediterranean Village),

NETT BYL Tok: 0797 451 0950
facehaok. com/GWMetroCentre

* GW SUNDERLAND:

2538 High Street West, Sunderland,
SRT 30H Tek: 01975 100 434
favebook.com/GWSunderiand
HOUGHTON LE SPRING, The Gamers Outpost:
DHE yw Tek: 0191 305 2030
GATESHEAD: HobbyCrait

NETT B0 Tel: G845 051 6547
NEWCASTLE UPON TYNE, Fantastic Toys:
NET 5QF Tel: D782 511001
NEWCASTLE UPON TYNE, Travelling Man:
NET 5[E Tel: 01912 614 993
NORTH SHIELDS, SR Gladston & Son:
NE29 6} Tel: 01912 570 335

PELAW, Graham's Wuerkshopp:
NETD HW Tel: 11914 690745
SUNDERLAND, Tﬂ{ and Computer Store:
K1 31H el: 0191 565 5196

WARWICKSHIRE

GW COVENTRY:

Uit 39, Upper Level, Calbiedral Lanes Sapping Centee,

V11 Tel: 0247 622 7311

facebouk.com/GWCoventry

* GW LEAMINGTON SPA:

32 Regent Street,

V32 5EG Tel: 11926 435771

facebonk com/GWLramingtonSpa

= GW NUNEATON:

3 Bridgn Stroot,

Vi1 4DZ Tel: 02476 125754

faceboak.com/ GWalumeaton

= GW STRATFORD:
L Windsor Streo!

Tel: 017

1'|crhML.mn|N.\\'Sirzll'mli

9 197 262

Telt 04785 766 755
COVENTRY, Alan Tyndall Ltd:
Cv1 1Fs Tel: 02476 551135
COVENTRY, HobbyCraft:
€V 6TA Tel: 0843 051 6534
LEAMINGTON SPA, Avon Toys:
CV32 4RR Tel: 01926339922
NUNEATON, Hmrl ai Englaml Cu—up.
Y11 &)X 1
RUGB\' Joto Raulways & Mud
€v2 5E) j 5
SOLIHULL, Hub
BYO 4LD Ted: UII—I.'» 051 6562

M

ek 6 397 S5
WOLVERHAMPTON, HobbyCraft:
WVI1 18P Tek: DB45 051 6543

WILTSHIRE

GW SALISBURY:
18 Winchester Sireel,
SP1 1HB Tek: 0172 233 0955
favehook, com/ GWSalishury
GW SWINDOMN:
18 Brunel Plaza,
SNT TILF Tel: 0179 343 6036
facehook, cony GWSwindun
CHIPPENHAM, Thorntons Toymaster:
SN15 3WL Tel: (1249 4631040
DEVIZES, Devizes Toys:
SN TAG o 013041 841
MAIII.BORGUGH Ducklmgs Iuys
SNB 1BE Tel, 11671
MELKSHAM, Cammgalure
SN1Z BLE l: 01225 70754
MELKSHAM, l'he Toyshop:
SNTZ GLE Tol: 14225 703 204
SWINDON, Clec atra’s Palace:
SN26 TEA L 0793 724526
SWINDON, Huhh}'l:lzﬂ

Tel: 1845 051 /551
TRDW’BRIDGE The T
BAIS BAS "Tol: 11225 768 415
WESTBURY, The Gas Cupboard:
HALT 3P Tel: 41373 825 625
WESTBURY, Tr!pie Hellx Wm;ames
TA1E 4I5S
WOOTON BASSEIT M.ul: (] ﬂel& Lidk
5N TAG Ted: ‘01793 851 242

GW WORCESTER:
23 Lychgate Mall, Cathedral Plaza,

WR1 205 Tel: 0190 561 G707
taceboak.com/GWWaorcester
DROITWICH, HobbyCraft:

WRS DG Tek: 0845 051 6540
DROITWICH, Look-rite Ltd T/A Toywaorld:
WES 8E) Tel: 01905 772 405
EVESHAM, Giit Horse:

WRI1 486G Tek 01386 761535

EVESHAM, Total Wargamer:

WRIT TRE Tek: 01386 513 073

MALVERN, The Toy Corn
W14 LT _ Tel: Dt

PERSHORE, Pplumz Lid:

WRIDTED - Tak 0146 555 002

REDDITCH, Hnbhy Hut:
L}

BI7 4L) 40 840
STCIURBR[DGE, Irwai n Games:
DYB 1EF Tel: D364 373336

YORHSHIRE

= GW BRADFORD:

4 Ficcadilly, Bradford,

BOT 3LW Tel= (127 474 5430
facebook. com/GWhradiord

* GW DONCASTER:

26 High Sireet, Doncaster,

DN1 1DW Tel: (4134 232 0535
facehook com/GWDoncaster

116 WHITE DWARF

= GW HARROGATE:
3 Stathon Parade,

HG1ATT Tel: @142 355 4310
facebook.com/GWHarrapate

GW HULL:

) Paragon Streed,

HUT IND Tel: 0143 258 4576
faceboak.com/GWHull

GW LEEDS:

ABA Lands Lane,

151 bLB Tel: 0113 242 0434

facebnak.com/
* GW SHEFFIELD iCmIralJ
16 Fitzwiliiam Ga
51 4fH Tel: Q114 275 0114
facebook.com/GWSheifeld

GW SHEFFIELD (Meadowhall Centre:
Linil 918, High Streed, Upper Mall

next to entrance near Boos),

59 1EN Tek: 0114 256 9836
facchaok,com/GWMeadaowhall

GW WAKEFIELD:

i Kirkgate, The Ridings Centre,

W1 ITE Tek: 0192 436 9431
facebaok,col Wivakefield

GW YOR

134 Lendal,

YO BAG Tok: D790 452 3014

facebaok, com!Games\WarkshopYork
SHEFFIELD, Warga
51 IF8 Tk 0714
BARNSLEY, ]an:o Tay:
- 0

BE\"ERI.\' Bcw:ﬂy Model Shop:
HUTY 0AA Tel: 01482 464 221

BRIDLINGDON, W Boyes & Co Lid:

Y015 20N Tel: 01262 609 111
BRIDLINGTON, T2 Internct Cafie:
Y015 FAL Tel: 01262 b04 (54
DEWSBURY, Cosmic Toys and Collectables:
WFi3 1LF Tel: 01524 G50548
DONCASTER, Zone Out:

DN 2PW Tel: (1302 H10265
DRIFFIELD, Sokel

Y025 6PS Tel: 01377 252101
FILEY, Beachcomber:

Y4 SHU Tel: 11723 514 434
GOOLE, Hall's Music:

D14 BEP Tel: 014405 76415
HALIFAX, Halrfax Mndellers World:
HX1 THE 422 349157
HARROGATE, Bllttzrﬁll i

HG1 5HS Tel: 11423

HELMSLEY, The Toy Shop Ile[msley
Yiral 50W Tel; 11439 771 020
HUDDERSFIELD, Patriot Games:
HOT U Tel: 11484 511019

HUDDEIISFIEI.D Sume\‘hlng Wicked:
HD1 18T

Tel
HULL, Archeron Gamts
HLT 3BA Tel: 01482 221011
HULL. Heroes Hideout:
5 45H Tel: 01482 844 631
HULL, Hobby Fortress:

3549 23

HU1 3HG Tel: 07798 600 357
HULL, HobbyCraft:
HUT 2TX Tel: 0845 051 6566

ILKELY, W Boyes & Co Ltd:
Ted: 01943 601 344
LEEDS, Leeds Wargamlng Centre:

157 2)F 7581 121017
LEEDS, Hnb!:lyCra
L510 TEW Tel: 0845 051 6342

I.E.‘_DS Travelling Man:
Tel: 01334 236 461

NORTHMLEIITON Chips No
DG 1MA Tel: 01609777612

NORTHALLERTON, T & FM Grover Ltd:

DL7 BLW Tek: 01609 773 334
PICKERING, Pil:lcermg Model Cenire:
YOTH 7Al Tek 01751 472 762
POCKLINGTON, Chykds Play:
Y042 207 Tek: 01759 306 (41
RICHMOND, Fi Tea Room:
DLID 4O Tek BI743 026 B
RIPON, The Knowledge nel:
HG4 1PA Tek: D155 bS0 10
SCAREOROUGH, Srace Myth and Magi
YOI THE) BB45G 341 m

SCARBOROUGH, W Boyes & Eu Ltd:
533

YO 1HS Tel: 01723 37

SCISS!T Hnblues.
ol 11484 1600l

SHEFFIEI.D Anlics Model S
Tel: 01742 495 700

SHEFFIELD Hohl.lyCr
4!

SHEFFIELD Impac! UIK:
525 2P Tel: (1509 560 273

SKIPTDN, Craven Model Centre:
BD23 1)Z Tel: 1756 797414
THIRSK, The Artist’s P:
YOT 140 Tel: 0545
WETHERBY, Castlegate Toys I.td:
1522 6LR Tel: 01937 582 816
WHITBY, John Am:lersun Toymaster:

051 6526

YO ARG Tel: (7947 602 21%
WHITBY, Co Lud:
YOour 1Dy el e Gls 404

HUTTON LE HOLE, The Crait Wnrkslmp:

Y062 6UA Tel: 01751 417426
YORK, Travelling Man:

YO1 TLF el 01904 624 7
YORK, W Boyes & Co Ltd:
YOI 7LS Tel: 01944 610 660

NORTHERN IRELAND

GW BELFAST:

204 Castle Court,

(tawards the hack of the centre)

BT1 10D Tek: 0285 0233634
faccbook.com/GWBEHast
BALLYMENA, Camerons:

T

ET43 6ER Tel: 02 25645021
BANBRDGE, Roger's Toymaster:
BT32 311 Teb: 0F# 20622225

BANGOR, Replay Games:

BET20 56D Tel: 028 91452210
BELFAST, Arts and Hobby Belfast:
BT1 418 Tel: 028 9033 2540
BELFAST, Nerdln?a Coffee Ltd:
BTY SFE 955 16 570
BELFAST, Serenity Games:

BI7 1jR 028 9024 9578

thalleton:

COLERAINE, Netramedia:

BT32 1IN Tel: D7813 905966
ENNISKILLEN, Modellers Corner:
W74 7EW Tel: 028 6h3ITIF6T
PORTADOWN, Creative Destruction:
BT&0 1TF Tel: 0ZB3T 552411

SCOTLAND

GW ABERDEEN:

Unit 1, 1214 Upper Kirkgate,

ABH 1HA Tel: 1122 464 9778
facehonk. com/GWAbrdeen

Avcade; 115 High Stree,
Tel: 01292 285 650
favehook.com/ GWAyr

GW DUNDE
130 Commerci ct,
DO 24 Tel: 0134 220 382
facehook.com/GWDunder

GW EDINBURGH:

136 High Street,

EHT 105 Tel: 0931 220 6540
facehook.com/GWEdinburgh

= GW FALKIRK:

12 Cow Wynd,

LIRLY Tel: 0932 462 4553
facobook.com GWFalkirk

GW GLASGOW:

BT Union Streel,

G134 Tel: 0141 221 1673

facebook.com/GWGlasgow

= GW STIRLING:

45 Baroton Street,

KB THF 4 01786 459009
facebnek, com/ GWSring
ABERDEEN, Hohh}(raﬂ

AR11 3PP Tek: 0A45
ABERFELDY, Crossfire Hobby:
Tel: D1EBT 829 519

ANGUS, Hags:

D0 15 Tek: 01307 461263

51 hEET

ANGUS, Mac’s Model Railroa
DD 485 Tek: 01575 572 397
ARBROATH, Hags:

DT 1HL Tel: 01241 672195
ARGYLL, Alba:

PAZS AR . .Tl‘[: 01631 563645
AYR, The Lost World:

A7 1K Tel: B1292 390 418
AYR, Toy Town:

KAT 11L Tel 01292 282945
BANCHORY, Nano Toy Shop:
AR 5T Tel: (1330 B24 545

BISHOP AUKLAND, Chips:

DL14 7EN Tel: 1384 606 046
DINGWALL, Sporls and Maodel Shop:
I¥15 9RY 9 H62 346
DUMFRIES, Tn}'ltlwl’l
DG 1BW Tel: 11307 264984
DUNDEE, Highlander Games:

DD SM Tel: 013 IHZM'JF; s
DLI'NDEE. ‘HabhbyCrait:

Telf 445 051 635
DUN’FER.\M.INE, Abbey Models:
KY1Z7NH Tel: 01383 731 116
DUNFERMLINE, Walker's Opticians:
K¥11 9NH Tel: (1383 821 6an
EDINBURGH, HobbyCrait:

EH15 38D Tel: 0543 051 6561
EDINBURGH, Marionville Models:
EH1Z BLX Tel: 01373177 010
EDNEUIIGH Toys Galure (Mid Lothian):
EH: Tel: 013133 28199

EDINBUIIGH, Toys Galore (West Lothian):
EH 0P Tel: 0137 447 1006
ELGIN, Junner's Toymaster:

Win 1|z Tel: 01343 542 492

u Tel:

FCIKT WILLIAM, The Gra te House:
PH13 BAD Tel: 01397 703 651
GLASGOW, Static Games:
G158 Tel: 0141 5529745
GLASGOW, HobbyCrait:
Gad 0L Tel; OB45 051 B355
GREENOCK, Arts, Crafts & Hobhbies;
PAIS 10E Tel: 01475 705 204
HAMILTON, Ink Spot:
ML BRU Tek: 1690 201311
HELENSBURGH, Acorn Art
Gild BAW Tek: 0143 667 2132
INVERNESS, Hemes For Sale:
w1108 ok: 01463 711717
INVERMNESS, Imerlless Modelshop:
(RTY] Tek 01463 712448
INVERNESS, Junners Toymaster:
V1 10QA Tek 01463 233 234
INVERURIE, Models Unli
AHST IXG Tel: 01467 672 '}
KIRKCALDY, The Hope Ches
KY1 1ED Tel: 11592 260 im
KIRKCAI.DY Klm.f of Adventure:

mw’ EFT
KIRK(_UDBRICHT, Solway Books:

DGH 4HZ Tel: 01557 330635
KIRKWALL, Cycle Orkney:
KW1s 140 Tel: 56 4

LARGS, Bus Stop Toy Shop Ltd:
KA BHR Tel: 11475 GE992
I.IVINGS'ION HobibyC

54 6RO Tel Mﬁ&ﬂ?
LI\-'INGSTON, Worlds at War:
EH54 5ED Tel: 1546 494073
NAIRN, Naim Model Centre:
IVl 4AG Tele 1MB6T 451 480
?.v\ISI.E\' Paisley Model Shop:

Tel: 0141 889 4221

PERTH, The Gamers Pad:
PH2 BEF Tel: 01738 442 036
PERTH, }nlmpudauons
FH2Z 8LY Tel: 0173 856 1900
PETERHEAD, George Donald Lid:

AB42 1DT Tel: 01779 474 737
PETERHEAD, Peterhead Puifers:
Al42 1TE Tel: 01779 481102
SHETLAND, Harrys Dept Store:
ZE1 0LL Tel: 01595 693 147
STEWARTON, Annic Arts:

KA3 5BY Tel: B1560 414400
STONEHAVEN, Toymaster Toyland:
AR3Y 2BS Tek: D159 THG3 33

STRANRAER, Discover:

DGO TRS Tek: D776 70006
THURSO, Durrans:
KW14 TaN Tek: D147 593 169

GW CARDIFF;
31 High Strect,
CFI0 1P Tek: 0292 064 4917
farehook, cami GWCardifi
« GW CARMARTHEN:
19 Rridge Streel,
SA31 35 Tel: 01267 231200
facebaok com/ GWCarmarihen
* GW CWMBRAN:
30 The Parade, Cwmbran, Gwen,
NP4 1PT Tek 1633 874 070
facehaok.com/GWCwmbran
= GW NEWPORT:
11 Griffin Street,
NP2 1GL Tel: 0161 325 6295
facelaok com/ GWNewpart
GW SWANSEA:
53 Kingaway,
SATSHQ Tel: 01749 246 3965
fncehook com/GWSwansea

CARDIFF, Firestorm Games:

CrI0 300 Tel; 42320 227117
ABERYSTWYTH, Albatross:
S¥23 2N Tel: M978 h'la 836
BIIECON. I Cl-‘trk Toys & Giil

Tel: 01674 622 865
C.-\EI!PHILL\" Jét Models and Hobbies:
Tel: 12920 BEOGO0
CAERNARFRON Austi
1155 1RR Tel: 07724 B104
CARDIFF, Antics Model Shop:
CFUD AW Tel: 42920 279 145
C:\RDIFF HobbyCraft:
Tel: 0843 051 6530

CARDIFF Otakuzok ;

CF24 4AA 16359600
C.M’HAI'C Fage 23 Ltd:

Tedi 002 K28 8L
CHEPSTDW Artists Corner:
NP1 SEW Tel: 01297 627 391
DOLGELLAL, Waterloo:
LL4D 1AL Tel: 01347 423 407
HAVERFORDWEST, Emrys Art Supplies:
SABT TNH Tel: 01437 779 bdh
LAMPETER, Lomax"
SA48 THG Tel; 01570 422 510
LLANDUDNGO, Acme Games:
LL30 2TL Tel: 01248 354798
LLANTWIT MAJOR, Rainbow Plaza:
CFu1 1X2 Tel: 071446 794 118
NEATH, Fish N Things:
SA10 GTE Tel: 01792 612 199
NEWPORT, HobbyCraft:
NP0 38A Tek: 0B45 051 6540
NEWPORT, D-9 Models:
NPT 1DX Tel: 01433 222282
NEWTOWN, Craits and Co:
5Y16 2P0 ek igicaiezring
OSWESTRY, Totally Games:
5¥1 100G Tek: 01451 65E994
PEMBROKE, Drzqun Alley:
SATY 404 niads f»ll 456
PONTYPRIDD, Suga! and Spice:
CF37 ITH = 07879 221 379
POIITHMADOG. Porllmrado Models:
LE41 4DE Tel: 01766 830269
RHYL, Games Exchange:
LL18 1TR Tel: 01745 336644
SWAN. Hobb
AR m\SEA" TeK(_:JMQ!'\‘ISI H505
WELSHPOOL, Frontline Games:
TR Tel: 1938 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA —
BAHIA BLANCA, Las Cuatro Plumas:
Tek: 029 14 52 57 57

BUENOS AIRES, La Cueva del Enano:
Tok 011 5291 4% 22

BUENOS AIRES, Warzone 5A:

Tek 611 47 10 06 40

LA PLATA, Scptimo Portall Comics:
Tek 022 14 22 15 67

MENDOZA, EI Baron Rojo:

Tel: 034 14 24 10 54

GW ANTWERPEN:
Vieminckstezal 10, Antwerp, Antwerpen2iid
Tel: 3485 Ba27
acebook.com/GWAMwerpen
GW GENT:
lansstrast 17a/19, Gent 59000
Tel: 19223 9120
Facebook com/CamesWarkshopGent
HASSELT, Oberonn:
Tek: 011 351 358
@ LEUVEN, Spelfanaat Leuven:
Teb 016 4 36 30
@ MECHELEN, De Spelfanaat:
Tk 015 34 59 07
AALST, Hermelijn:
Tel: 153 41 48 66
AALST, Highborn:
Tel: (485 26 b4 47
AARSCHOT, Ingelberts:
Tel: 432 16 56 62 23
ANTWERPEN, Celtic Cross:
Tel: 03 284 41 &5
BRUSSEL, Au Chaudron Magigue:
Ted: 0470 67 80 44
BRUSSEL, Inlerloy\s Anderlechi:
Tek: 025 23 84
BRUSSEL, interloys Ixelles;
Tek: 025 141
DENDE)!MONDE Utopia Games;
Tek: 052 52 31 99
DEUIIN[—, The Gamestore:
Tek: 033 25 35 35
GHENT, World's End Comics:
Tel: +32 (09} 222 05 76
HALLE, Het Spelplezi
Tek: 024 724 587 G

HALLE, Mishra's Playground:
Tel: 023 1 56 53
HALLE, Top 1 Toys:
Tel: 023 56 04 03
HEIST-OP-DEN-BERG, RC Vulture:
Tol: +32 473 B2 54 62
I(OI(.‘.'I]DE, uzlu Toys:

pl: 51307

I(ON'IICH, jannekn Maan:
Tol: 03 348 22 34

MNEERPELT, ‘t Spellenhuis:

Tl 011 74 4% 79

OVERIJSE, Intertoys Overijse:
Tel: 026 07 42 51

OOSTENDE, King Arthur:

Tel: 059 51 57 56

ROESELARE, Black Border:

Tel: 051 20 62 50

ROMSE, Modelbnuw Dekeyser:
Tel: 055 45 79 60

SINT NIKLAAS, Krokedil:

Tel: 03 296 77 43

TURNHOUT, ‘1 Bazarke:

Tel: 014 41 19 36

VILVOORD, Boekcenter BVEA:
Tel: +12 (02) 251 20 05
WESTKERKE, What Ever:

Tel: +32 10473 77 16 41
WESTOUTER, Domino:

Ted: 57 445166

BOLIVIA
COCHABAMBA, Last Trick:
Tel: 5.1 787 10245

LA PAZ, Kenosha:

Tel: 59 1775 03203

LA PAZ, Las Dos Torres:
Teh 59 1 720 07931
ORURO, Taurus:

Tel: 59 1 724 53814
SANTA CRUZ, Urolnkl
Tek: 59 1 716 205

BRAZIL

CAMPINAS, Legends do Brasil:
Tek 1% 3234 3343

CAYMANISLANDS  WE
GEORGE TOWN, GameShack:
Tek 1 345 943 4263

CHILE

ANTOF. Osamu &T

Tel: 56! ;m er
LAS CONDES SANTIAGO, Fenris Habbies:
Tek 56 94 464 62 07

LAS CONDES SANTIAGO, Mi
Tel: 22 46 34 6
PROVIDENCIA SANTIAGO, Guild Dreams:
Tel: 56 22 31 71 37

FROVIDENCIR SANT!AGO Stronghold:
Tel: 56 97 905

GW SHANGHAL:

B138 XinTis Style, 245 Mablang Road,
LuWan District, Shanghai 200021

Tel: 33766176

BEIING, Berjmg Bnuk Building:
Tel: (086 10 beDH&ESY

BEIJING, Beu:ng Warhammu Club:
Tel: «86 1360127473
BEIING, QI-WAN Mmla.luru Wargame Club
Tel: (486 93 681244512

BEIING, Tong Yun Card Game:

Tel: D086 13801324686

BEIJING, Wangl‘wrng XinHua Bookstore:
Tel: 1086 10 65277767

BEIING, Warhammer Elite Club:

Tel: 0BG 13 601274736

BEIJING, Warhammer Elite Club:

Ted: 0024 10 82615654

BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 190BA 10 82515659

BEIJING, Xinshi Hobby Zhongguancun Shop:
Tel: 0084 10 59863768

CHENGDU PROVINCE, Kid's Castle:
Tek: 0BG TRUSOEAI1T3 | OAH 2861812543
CHONGQING, XinShangYou Game:
Tek: 0086 13 638; 10

FUZHOU CITY, Play&Show Warhammer Club:
Tel: U004 551 B3339562

KUNMING, Kunming Efite Warhammer Club:
Tek: AD0G 1365661 1659

KUNMING, Yunnan Lanyu Model:

Tek: 0006 871 4112937

QINGDAQ, Qingdao Battle of Wits Club:
Tek: 0086 11963950012

SHANGHAI, Boocup:

Tek 0006 71 SHI0GETY | OB 21 50200551
SHANGHAI, Good Knight Board Game Stare:
Tek 0086 21 35080800

SHANGHAI, \‘uu Lat You Qu:

Tel: 0086 13916719

SHANGHAL Zark

Tel: 06 T BOS

SHANTOU, Miniature Kingdom:

Tek: 0754 BAR10916

SHENYANG, Shenyang Warhammer Cluls
Tel: D086 11869197092

TIANJIN, Tianjin Waaagh' Gaming Club:
Tel: 0046 13682199661

WUHAN, Stormcastle Warhammer Club:
Tel: DUSG 13476007121

WUHAN, Zhi-Li Model:

Tel: 0086 27 02818761

XIAN, Xian Waaagh! Warhammer Club:
Tel: B8 13408470106

THENGEZHOU, Zhengzhou Warkammer Frant HC):
Tal: D086 1359 ¢

COLUMBIA =

CALI, Magic Columbia:
Tel; 072 377 46 26

EDEI.LIN Ingn & Real:
Tel 5747332 7

CROATIA i
ZAGREB, Carta Magica:
Ted: 00385 976130209

CYPRUS
NICOSIA, lsengard Fantasy Shop:
Tel: 00 35 722640700




£}

PRESTON

OF

www.facebook.com/GamesWorkshopPreston

Continuing our journey we came to Games Workshop
Preston, and were greeted by a wall of excited hobbyists.
Eager to see what they had to offer, we ventured inside...

When we arrived, the store was packed Demon awards at Games Days.

with gamers, many of whom had brought In fact, campaigns, tournaments and
examples of their latest work in to show painting competitions are constantly being
off. For some, painting models and sharing run in the Preston Hobhby Centre, together
ideas for armies is the core if the hobby with loads of great introductory activities
while, for others, gaming in all its forms for those just starting out in the hobby.
gets the vote. In fact, two gamers we met And through it all, whatever your level of
at GW Preston first met each other across painting ability and skill as a General, the
the gaming table at last year’s Warhammer staff at GW Preston are always on hand to
40,000 Throne of Skulls event, despite help you with your latest hobby project.

living only a few miles apart. Since
returning to Preston they have set up their

very own gaming club and meet regularly Games Wﬂ_l‘lSIIUIl Preston
in the store for more games and hobby. 15 Miller Arcade

Indeed, the Preston store is home to a Preston, Lancashire
number of customers who have won Throne PR1 2QY

of Skulls events at Warhammer World, and Tel: 01772 821855

to others who have won multiple Golden

WWww.games-wo I'I(Shﬂ]) com



KATO PAPHOS, Cyprus Crusade:
Tel: 4357 976 49072

CIECH-REPUBLIC Db
BRNO, Cerny Ryfir:

Tel: =420541214860

CESKE BUDEJOVICE, Chaotit:

Tel: +420602489156

HARADEC KRALOVE, Knihlupectvi Valhalla:
Tel: #42049552200%

KOPRIVNICE, Magic:

Tel: +420495522008

KOSTELEC, Certuv Pekelny Kotlik:
Tel: +420605584448

LIBER! fe Games-Chchodni Pavilion:
Tel: +42077 7526154

OSTRAVA, Matrix (knihkupectvi):

Tel: +420774 4044 (24

PRAHA, Ogri Doupe:

Tl s

PRAHA, Cerny Rytir:

Tel: +420227112461

VSETIN, Atlantis:

Tel; +42057141 1657

DENMARK -]

Gw KE!BENHA\' N
Fredoriksborgy;

N.GWK phenbavn

@ AALBORG, Dragons Lair:
Tek: +45 9012 16 18

@ ARHUS C, Dragons Lair:
Tek +45 86 16 44 03

@ KE@BENHAVN K, Faraos Cigarer:
Tol: 445 33 67 20 09

@ LYNGEY, Fams Cigarer:
Tel: 445 32 10 23 23

@ ODENSE C, Dragons Lair:
Tel: 445 6311 12149
ROSKILDE, Fanatic Roskilde:
Tol: 445 46 16 35 48

AALBORG, 9K Painting:

Tek: 20 21 B 19

ARHUS, Gunzone:

Tek: 35 1245 45

ASN/ES, Bog & Ide:

Tek: 59 65 00 14

BORNHOLM, Dorthes Hobbystue:

Tek: 56 95 04 49

ERSLEV, | Games:
Tek 4081 94 68

ESBJERG, Amnl:l Busl:li.
Tel 759201 7

FSPEIIGAERDE Arnold Busch:
Tel: 49 13 19 46

GREVE, Greve Games:

Tel: 43 69 02 99

HELSINGE, Arnold Busck:

Tel: 48 79 44 11

HELSING@R, Hobby og Fritid:
Tol: 49 271 45 42

HERNING, Feerges Kalder:

Tel: 45 741 14 97

HISRRING, Arnold Busck:

Tel: 98 92 80 40

HOBRO, @sterskov Efterskole:
Tel: 61 5995 93

HOBAEK, Bog & Ide:

Tel: 59 45 13 00

HOBAEK, Hadt '’ Slash:

Tel: 61 b 29

HORSENS, I.eguka!dzn

Tel: 75 61 60 17

HORSHOLM, Bog & Ide:

Tel: 45 4 04 OB

KEBBENHAVN K, Fantask:

Tel: 33 93 05 36

KOBENHAVN S, Pipi Legetoj:
Tel: 32 55 74 4

I(QBENHM'N N, Wicked Workshop:
Tel: 60 64 63 74

KOLDING, Good Games:

Tel: 75 5003 04

LYNGBY, Amold Busch:

Tel: 45 87 04 45

NAESTVED, Guns and Games:
Tel: 31 20 20 04

ODDER, Legekaden:

Tel: 86 54 42 7

RANDERS, Byrge Sarensen Hobby:
Tel: 86 4258 14

RANDERS, Randers Hobby Import:
Ted: #6 £1 39 23

RINGSTED, Andm&:

Tel: 27 20 36 7

RODOVRE, Mnold Busck:

Tek: 36 41 D4 B5
ROSENGARDSCENTRET, Arnold Busck:
Tek: 66 15 59 20

SI(I\-'E, ]ydsk Boghandel:

Tel: a7

SI.AGEI.SE, Uldtnrten

Tek: 56 53 50 33

SOLROD STRAND, Fantacia Games:
Tek: 43 69 07 99

ST HEDDINGE, Hobbystalden:
Tek: 56 50 86 10

STENL@SE, HH Hobby:

Tel: 23 46 39 @1

SVENDBORG, Farve & Hobby Hjermnet:
Tel: 62 21 3 31

TAASTRUP, Genbrugsbﬂger
Tel: 43 71 61 15

VIBORG, Bog & Ide:

Tel: B6 62 64 66

TALLINN, Ludo:

Tel: 603 04 37

TALLINN, Rautakirja Estonia;
Tol: 6336015 >
TARTU, Ludo:

Tol: 7353364

ALKLANDS
STANLEY, Falkland Collectibles:
Tel: 1050021174

FINLAND =

GW HELSINKI:

Simankatu @, (0104,

Tel: 09 75 15 45 25

facebank,com/GWHelsinki

® ESPOO, Tapiolan Pelikauppa:
Tok: 09 - 412 9941

WHITE DWARF

@ HELSINKI, Fantasiapelit Helsinki:
Tel: (04} 650 103
@ HELSINKI, Stadin Pelikauppa:
Tel: 49 HIBOTN
@ JYVASKYLA, Fantasiapelit Jyviiskyld:
Tel:dn14) IT6 627
KOUVOLA, Kouvolan Puolenkauun Pelt
Tel: (03} 222 52 00
LAHTI hden Puolenkuun Pelit:
5151
@ OUI.U Fantasiapelit Oulu:
T‘I (18} 374 906
-antasiapelit Tampere:
r-tl 103} 222 52 0
TURKU, Fanlaslape];t Turkar
Tel: (0121 232 841
AHTARI, HDnltann_mtn Kirjakauppa:
Tel: 0 553 0027
ALAND, Dillen AB:
Tel: 01815578
EKENAS, Kungshokhandeln AB:
Tel: 0192461020
HYVINKAA, Viirinappi:
Tol: (19 474 700
IMATRA,
Vel: 0543 193
JOENSUU, Fantasiapelit Joensuu:
Tel: i113) 204 314
KARIS, Bli Ladan KD:
Fel: 019 234 44
KERAVA, Keravan Pelikauppa:
Fel: 179-426490813
KLAUKKALA, Hilma ja Huugo:
Tol: 04 674 2647
KOTKA, Eagle Card OY:
Tel: (36 5 214238
KOUVOLA, Muoviepox KY:
Tol: 053117435
LAPINJARVI, Onnimuxu:
Tel: 000 7185543
LAPPEENRANTA, lempeh! Lappeenranta;
Tel; (05) 541 137"
MIKKELI, I.aslenlamke Muppela:
Tel: 015361611
MIKKELI, Mlkkehn Pelikauppa:
Tel; 094289075
ORIVESI, §i ver Seed:
Tel: 1417775106
PIEKSAMAKI, Sirkkis:
Tel: 0715 348 370
PORIL, Askartely-Pori:
Ted: 02 A326671
PORVOO, Porvoon Pelikauppa:
Tel: 014-53 44377
PUDASJARVI, Aarrearkku:
Tel: 050 386 He60
RAAHE, Raahen Astartelu ja Paperi:
Tel: 062276825
SEINAJOKI, Fantasialinna:
Tel; 040 5616330
SEINAJOKI, Pelikeidas:
Tel: 00358 6 4177880
TAMPERE, Kirja Karkkainen:
Teh: 03 2251050
TAMPERE, Tuoni Tatuoinnit:
Tek: 03 715 3905
VAASA, Pelimies OY:
Tek: 06 312 5111

GIBRALTAR (-
GIBRALTAR, KEM Hobby Centre:
Tel: 350 20070037

GREECE

HALANDRI, Box of War:
Tel: GOS0 6944032531
ATHENS, Fanlasy Sllor.L

Tek: D030 110 231072

ATHENS, Fantasy Shopc Exarcheia:
Tel: G030 210 3828877

ATHENS, Fantasy Shop: Kallithea:
Tel: (030 210 939 2922

ATHENS, Hobby Planet:

Tel: GO0 210 6042816

ATHENS, Kaissa Amarousiou:
Tel: (030 210 6141673

ATHENS, Kaissa Glyfadas:

Tel: (130 210 8982 057

ATHENS, Kaissa Halandriou:

Tol: 0030 210 6698485

ATHENS, Kaissa Kallidromiou:
Til: (030 210 A6b4B4

ATHENS, Kaissa Monokeros:

Tel: 0030 210 8613 990

ATHENS, Kaissa Pagratiou:

Tel: 10 30 210 7218 318

ATHENS, Strategy Hall:

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: 0030 2821086996

CRETE IRAKLEION, Papercut:
Tel: 0030 2810346168

HALANDRI, Game Corps:

Tel: 0030 69475007 64

HALKIDA, CD Corner:

Tel: 0030 2221 087315

ILIOUPOLI, Kaissa llioupoleos:
Tel: 0030 K'HQIM‘JIIS

KALLITHEA, Kaissa Kallitheas:
Tel: 0030 210 9559950

KERKYRA, Digital Fantasy:

Tel: 002261035279

LARISA, Kaissa Larisas:

Tek: 0030 2410 536575

LOANNINA, Kaissa Loannina:
Tek: 00 30 265103089

LARISA, Kaissa Larisas:

Tel: 0030 2410 538555
NAFPLIO, Miniature Shop:
Tek: 00 30 2752024884

NEA SMYRNI, Games Vault:
Tek: U0 213 34722
PATRAS, Kaissa Patras:

Tal: D030 ’ﬁ'lﬂl' 32

PERISTERIO, Kaissa Peristeriow:

Tel: DO30 2105 ?P}I»?DT

THESSALONIK], Kaissa Kalamaria:
Tel: G030 2310 449377
THESSALONIKI, Hobby Games:
Tel: 2311 252666

THESSALONIKI, Kaissa Thessalonikis:
Tel: ) 30 2310 257 397
THESSALONIKI, Underworld:

Tel: B30 2310 2401 53

-Lahja Alex Ky:

YOUR LOCAL STORE

VOLOS, Fantasy Shop:
Tel: 0030 24210 23782

HONG ONG ISLAND, Jumbo Arts Co:

BUDAPEST, Holdfeny Fantasy:
0034 1 3430730

BUDA| ST Ialtk Box:

0aia 1
BUDAI’EST Modtll Hungaria:
0036 1 7681171

BUDM’EST S.\rkanyluz

0036 70 3223093

BUDAPEST, Sas Military:

0036 1 2654393

BUDAPEST, Szikla-Fonix:

0036 20 5371303

BUDAPEST, Veg-Ye:

Tek: D036 70 BH6195)

BUDAPEST, Wargammers:
0036 30 6467671

M
Tol: 0036 71k S242670
KECSKEMET, Sarkanyluz:
0036 "f» 129008

E, Zordkom-Game kit:

Tek ms znum'z?
MISKOLC, Sarkanytuz;
QU136 20 3962160
MISKOLC, Valhalla Paholy:
036 30 BU50564
PECS, Sarkanytuz:
01136 2 2962860
SZEGED, Sarkanytuz:
Q36 71} 290245
SZEKESFEHERVAR, Holdfeny Fantasy:
G036 12 329793
SZEKESFEHERVAR, Sarkanytuz:
0036 20 2962790
SZEKESFEHERVAR, Fonix Csarnok:
D036 20 9179197
SZOLNOK, Sarkanytuz:
D026 20 3962050
SZOMBETHELY, Sarkanyluz:
36 94 789208
VESZPREM, Sarkanytuz:
D036 20 3610015
ZALAEGERSZEG, Sarkanytui:
(M35 20 2962870

o -
IGELAND =
REYKJAVIK, Nexus:
Tek: 00354 552 9011

INDONESIA —

BANDUNG, Hobbyline:

Tel: 022 4218555

JAKARTA BARAT, Comics N Games:
Tel: 111 5696-3855

JAKARTA SELATAN, Fantasy N Games:
Tel: 01-600-50:143

SURABAYA, Fantasy N Games:

Tel: (31-600-50343

SURABAYA, Fantasy N Games:

Tel: 031.740.2475

GW DUBLIN:
Unit 3, Lower Lif
Tel: 00351 THT 2
lacebook. com GW Dublin

CORK, Other Realms:

Tel: 021 4279508

DUBLIN, Gamers World:

Tel D79299397
BALINA, World of Wonder Balina:
Tel: 0% 76676
BLACK ROCK, Arts and Hobby
Tel: 53 T2632394
COBETT COURT, Arts and Hobby
Tel: 01 574 5312
CORK, Murphy’s Toymaster:
Tel: 01353 58 474 76
COUNTY DONEGAL, Tinnys Toys:
Tel: 074 9122474
COUNTY KILDARE, Gamers Hub:
Tel: D53 6 0466 029
COUNTY LOUTH, Marley Model Mania:
Tel: DIB53 419R73741
COUNTY MEATH, Art and Hobby Navan:
Tel: BI453 14565308
COUNTY MEATH, Toys & Fun Galaxy:
Tel: D353 19 690 253
COUNTY OFFALY, s Model e
TE6 OLT Tel: 00357 579 341 #27
COUNTY TIPPERARY, Tall Tales Bookshop
Tel: K153 51 873 967
COUNTY WESTMEATH, Arts and Hobby Athlone
Tel: 1 f62 4500
COUNTY WESTMEATH, Arts and Haliby Mullingar:
Tel: 353449335247
DOUGLAS, Arts and Hobby:
Tel: 021 436 3560
DROGHEDA, Arts and Hobhby:
Tel: 41 507 3270
DUBLIN, Arts and Hobby Dundrum:
Tel: 10353 12962944
DUBLIN, Art and Hobby Liffey Valley:
Tel: 10353 14365308
DUBLIN, Banba Toymaster:
Tel: 118727 100
DUN LAOGHAIRE, Toymaster Banhz Dun Laoghaire:
Tel: 112 804 071
DUN LAOGHAIRE, Arts and Hobby:
Tek: (280504
DUI\GAIWAN Toymaster Murphys:
Tel: 050 41178
DROGHEDA, Arts and Hobby
Tek: 00353 41 957 3270
ENNIS, Tir na Nog Toymaster:
Tel: 00353 63 (542 385
GALWAY, Nobby's Hobby's:
Tek: 00353 BEERTIT7
GREYSTONES, Arts and Hobby
Tel: 00353 12673796
KERRY, Cabal's Toymaster:
Tek: 00353 66 7121847

LIMERICK, Arts and Hobby:
Tul: 061 300757
LIMERICK, '"lE Gathering:
Tel: D1 3
MARKET CRUSS, Arts and Hobby
Tel: 056 777 1904
MNEW ROSS, Brldgc Stores:
Tol: 051 4226
NEWBRIDGE, Arts and Hobby:
Fel: 045 450200
SANTR\' Arts and Hobby:
1: 01 62 4500
ORGAN, Toymaster Nimble Fingers:
Tel: 11 2800708
THURLES, Bookworm:

Fol:
WEXFORD, Gamers Paradise:
Tel: (0353 339121190

WEXFORD, Readers Paradise:
Tel: 054 9124300

WICKLOW, The Hobby Shack:
Tel: (353861072700

WICKLOW, ankms Toymaster:
Tel: 10353 45 722 2

YOUGHAL, Murpll}s Toymaster:
Ted: 00353 50 413 76

ISRAEL =
HAIFA, Kitaro:
Tel: 00472 443
HERZLIA, Freal
Ted: 00972 “'J >IK'J[I"'

It MAT HASH.‘\RON Tapuah:

TEI. »\\\"I\l’ Freak

Tel: (00972 T6961820
TEL AVIV, Kitaro:
Tek: (D972 36299320

GW JINBOCHO:

limboche 1 F. Chiyoda-Ku Kanda, Tokyo,
Tel: 03 329 3
lacehook.com/GW

Tel: B {727} 291 530
ALMATY, Meloman
Tel: 8 (7271 2 111 555
Tol 8 (727 292 2622
ASTANA, :
Tel: B F1720 777 951

RIGA, Games Shop:
Tel: 0371 27700390
RIGA, Ludo:

Tel: 67204040

LITHUANIA sy

VILINIUS, DB MNecona:
Tol: B} 370 5 2133269

MACAU, Game Fun Table Games Shop:

Tel: 853 66690427

EIRA
MADEIRA, Sétnmn Dimensio:

Tel: 331 291 23

BANDAR TANJONG TOKONG, Gameforce:
Tel: 164449194 / 048500387
KOTA KINABALU, Just Wargame:
Tel: 613 - BOS 5264
KUALA LUMPUR, Comics Mart:
Tel: 03 - 2267 (26
KUALA LUMPAR, Hobby Forge:
Tel: 60 176126670
PENANAG, Game Forge:
Tel: 60 164701475 / bl ARSI
PETALING JAYA, Woli's Game Shop:
Tel: (112 2599952

W

MALTA, Forbidden Power:
Tel: (10356 T1 227990
MALTA, K Hobbies Ltd:
Ted: 00335 11 095423

AGUASCALIENTES AGS, Tienda Omega:
Tek: 449 115 39 26

CANCUN @ ROO, Gamer's Den:
Tek: 990 898 08 03

CELAYA GTO, Animundo:

Tel: 461 200 08 27

CELAYA GTO, La Cueva Del Mago:
Tek: 461 546 76 16

CELAYA GTO, Zona Otaku:

Tek: (461} 206 0851

CUERNAVACA, Darkland:

Tek 777 13771 52

LOMAS, Quest Hobbies & Games:

Tel: 55 63 83 60

ME:I(ICO DF, Battlel Lore:

Tel: 55 807 9%

M.E:I(ICO DF Capital 8:

MEKICO DF, Cnlzcclun!s Colibri:

CD DF Kalhstl
Tel: 55 56 80 (H 1

MIXCOAC, Qut:sl Hobhbies & Games:
Tel: 55 9892 78

SATELITE EDO, Entretente Toys:
Tel: 55 46 33 04 32

Teh 72237

CHISINAL, Adept:
Tel: 373 69819996

GW ALKMAAR:

Laat &8, 1617 EX,

Tek: 072 512 1030

facehook.com/GWA Rmaar

GW AMERSFOORT:

20 Koestraal, 3611,

Tok 033 4 1
facehook.com/GWAmersfouel

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tol: 020 612 3863
facebook.com/GWAmsterdam

GW BREEM
Torenstrant 21, 4611 XV,
Tel: 07
facebook.com/GWiseda

GW DEN HAAG:

Schoolstrant 12, 2511 A%,

Tel: 070 392 7A36

facehoak com/GWDenHaag

GW DORDRECHT:

Voorstraat 3860, 3311CK,

Tel: 078 611 9040

fareboalk, com/GWDondrechi

GW EINDHOVEN:

Kleing fierg 50, 5611 ¥,

Tel: 040 244 3444
facebook.com/GWEndhoven

GW GRONINGEN:

1 Grasle Kromise Hlebsog, 5712 B,

Tel: 650 311 (701

faceboak, com/GWGroningen

GW ROTTERDAM:

Van rslévmam. »ﬁlfpluh 452, ML AP,

Rotesdam
HEM, Spellrwalller

DEN IIOSCH Lh. Dobbelsteen:
Tok: 0173 514 5530

@ ENSCHEDE, Fijplines:
Tek: 053 430 5727
GRONINGEN, Purperen Draak:
Tok: Uh4 166 1472

@ HAARLEM, Speilmhuls
Tek 023 53 n:n

@ LEEUWARDEN, Spellekijn:
Tel: 058 213 1112

Tel: 043 325 1653
MIDDELBURG, De Burcht:
Tel: 011 BE50M4E
MNIJMEGEN, Moenen & Mariken:
Tel: 024 323 6119
TILBURG, De Dobbelsteen:
Tel: 013 544 3700
UTRECHT, Subcultures:
Tol: 030 2311122
ZWOLLE, Games-n-Us:
Tel: (£35 421 G305
ALKMAAR, Bookers & Strippers:
Tel: 072 512 1213
ALPHEN AAN DEN RIIN, Hoge Ogen:
Tel: 0172473031
AMERSFOORT, Spellenwinckel:
Tel: 833 470 0322
AMSTELVEEN, Het Ganzenbord:
Tel: 020 fi41 1552
AMSTERDAM, The Game Keeper:
Tel: 020 H30 1579
AMSTERDAM, Snoek Strips:
Tol: 020 266 8 109
ASSEN, Plok:
Tel: 059 231 3292
BARENDRECHT, Peter's Posttrein:
Tel: 180 619535
BERGEN OP ZOOM, Boz Spellen:
Tel: 1164 245120
BERGEYK, Wouters Technohobby:
Tel: 049 755 0240
BEVERWIJK, Bmm Games:
Tel: 125 1116566
EREDA, Spellenwmkel Breda:
Tel: 076 322 17
DELFT, Speldnrado,
Tel: 015 213 4516
DEVENTER, Knibhel Comics:
Tel: 057 061 6879
DOETINCHEM, Top 1 Toys Speelplanet:
Tel: (314 366366
DORDRECHT, Hobby Modelboaw Dordrechi:
Tel: 078 631 2717
EDE, Tinnen Soldaat:
Tel: G311 63 1296
EINDHOVEN, Gameforce Eindhoven:
Tel: 040 2447030
EMMELOORD: Toys & Zo
Tel; 052 7621 098
EMMEN, Spirithoes:
Tel: 0511 G45767
GEMERT, Top 1 Toys Van de Goor:
Tel: 04652 16 56 45
GENDT, Euromaxx Gendt:
Teki U481 421 737
‘GOES, Het Hobbyhuis:
Tek: 0113 227 590
GRONINGEN, Wirwar:
Tek: 050 314 B424
GRDNINCEN Zinneheeld:
Tel: 050 312047
HEEMSKERK, Bub Hes:
Tel: 431 (0251) 24 19 99
HEERHUGOWAARD, Huider Modeltreinen:
Tek: 0725714157
ERLEN, De Houten Sleutel:
Tel: 432 (5] 54 91 426
HENGELO, De Dondersteen:
Tul: 074 2505030
HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33 131
HOODFDORP, Spellenwinkel Wahalla:
Tel: 023 5578092
HOORN, De Spellenhoorn:
Tel: +31 (K229} 24 55 65
HUISSEN, Euromaxx Huissen:
Tel: 026 325 3330
LEIDEN, Tolkienwinkel:
Tel: 077 541 2324
LEIDEN, Warp 9:
Tel: 071 3121380
LELYSTAD, Games of War:
Tel: 4 3195 9819

@ M.AASTR CHT, Vieg-er-uit:




MAASTRICHT, Hounjet:

Tel: 043 363 6778

NES AMELAND, Top 1 Toys Van den Brink:
Tel 051958 1 11

NUENEN, Schellens Speelgoed:

Tel: +31 40 787 10 00
OLDENZAAL, Top 1 Toys:

Tol: 0541535234
RIJNSBURG, Toys 2 Play:

Tel: 077 40 21 244
RISWIJK, Ted's RC Shop:
Tel: 070 4151870
RISWIIK, 'lnp 1 Toys In de Bogaard:
Tel: 070 39 32 411

ROERMOND, Bloemboetick Hermien:
Tek: 047 531 6424

ROSMALEN, Tap 1 Toys Jovi:

Tek: +31 (73) 5212

ROOSENDML, Tup 1 Toys Jadin:
Tek: 0165 55 Tihod

ROTTERDAM, Rogue Trader:

Tek: 010 2709243

SCHIEDAM, BTS:

Tek 010:471 8755

OONHOVEN, De Gruijter Boekhandel:

Tel: 0182 3824

SITTARD, Atomik:

Tel: 046 -hl 574

SLIEDRECHT, De Gruijter:

Tel: (784 412 744
UDEN, Goblin:
Tel: (41 327 0662
UTRECHT, Lahyrinﬂ‘r.
Tel: 030 20 7157
UTRECHT, Whoops:
Tel: 030 230 4123
VENLO, Modelbouw Luthart:

Tel: 077 354 2630
WASSENAAR, Top 1 Toys Kouwenhoven:
Tek: 070 511 0217
WIN Top 1 Toys

Tek 054 351 2427
WORMERVEER, Mini-Wonders:
Tek 075 640 3617
ZEVENBERGEN, Top 1 Toys:
Tek: 0168 330455
ZOETERMEER, RC-Pitstop:
Tek: 079 116 0560

facebaok cam
ALESUND, Brio Kremmi:rlluwl Moa Syd:
Tel: +47 TO143770

BERGEN, Outland:

Tel: +47 55314422

DR.AM.MEN, Dramm:n Spilliorening:
Tel: +47 93819

FREDIHKSTAD MNorstar Leketorvet:
Tel: +47 69315630

xclNcsBEkG Itolf Liane:

Tel: S

KR TlANSAND Outland:
FNOTI420

ol:
MICI I RANA Rlngu Lekehjernet Mo:
Tel: 17

H bl:vygenl!ret

Tek: +47 75170170
NARVIK, Ringo Barnas Verden:

Tek: +47 76946505

SANDNES, Oszland Hobby:

Tek: +47 FT6ET500

SJBVEGAN, Oulpost:

Tek 447 95703245

SKIEN, Sokratis Hobby Girden:

Tel: 447 15528764

STAVANGER, Outland:

Tel: 447 51930080

STOKKE, Hobby Hagen:

Tel: +47 iH! 292

TROMSE, Tromse Bruktbokhandel:
Tel: +47 '_MGH‘] 4

TRONDHEIM, Outland:

Tel: +47 71520545

TRONI DHEIM Tronderfnm

Brln Bamse:

[.Izdzshus‘eL

7

HATO PINTADO, Arkham & Hobbie Games:
Tek: 507 3 95 60 11

AV ARENALES, Colores y Miniaturas:
Tek 31 18 71 6 b

LAHUG CITY, Neutral Grounds:
Tel: (63916) 4305040

MAKATAI CITY, Neutral Grounds:
Tel; (632) 195800

MUNTINLUPA, Neutral Grounds:
Tek: (632) 502033

QUEZON CITY, Neutral Grounds:
Telt (632) h344902

SAN JAUN, Neutral Grounds:

Tek: (632) 727H3683

TAGUIG, Hobbes and Landes:
Tel: (632 H50039

POLAND -

GW WARSAW:
Wnit v, 215, Zinte Tarasy, i, Ziota 5%, 00-120
el TBC v

= Wilanaw

BIELSKO-BIALA, Gnom:

Tel: 0046 13 0213432

KATOWICE, Bard:

Tel: 1040 32 2571817

KRAKOW, Bard:

Tel: (446 12 633 B0 63

POZNAN, Bard:

Tel: 0040 61 8536277

WARSZAWA, Faber i Faber:

Tel: OB X2 B491265

WROCLAW, Bard:

Tel: 4B T1 3417472
BIALYSTOK, Komnata Gier:
Tel: 0048 (66381663
BYDGOSZCZ, Wszystho Gra:
Tel: (048 608641909

GDANSK, Rebel Centrum Gier:
Tel: D046 50 3370204
GDANSK, Usmiech Naszego Dziecka:
Tel: D044 5B 3057045
GDYNIA, Futurex:

Tel: 0048 smsr.'un.e-

Zielone Wzgﬁm.

el 0048 61197754
GOLUB-DOBRZYN, Excalibur:

!Eml TH02499 ¥
GORA, Zielone Wzgdrza Centrum Gier:

Tek: 62317754 "
GORZOW WIELKOPOLSKI, Przystan Gier;
Tek: 0048 730719110

KIELCE, Wargamer:

Tek: 0048 50 BOGTH2A

KOSZALIN, l'ecza Zabawki:

Tek: 0043 94 392207

KRAKOW, -l\GTOM_

Tel: 0048 12 3563678
KRAKOW, Ba
Tel: 1048 12 2596140
KRAKOW, Sklep Smok:
Tel: 0048 12 4330110
KRAKOW, Smok:

Tel: 0848 66 4414530
KRAKOW, Vall
Tel: 0041 12 4115
KRAKOW, Vanahei
Tel: 0040 12 4221137
LEGNICA, Skelp Feniks:
Tel: D048 Y 260661H

-shelp:

1l
Tel: DB 42 6111161
LODZ, Stagrai Studio:
Tek: urz:mogg
LODZ, Slr.llcha Centrum Gier:
Tek: 0048 76595
NOWY SACZ, Graal Hobhit:
Tek: (1045 60 4133612
NYSA, Raptor Hobby:
Tel: 698090524
OPOLE, HMS Computers 11
Tel: (1644 77 4547413
OSTROW WIELKOPOLSKI, Centram Gier Arena:
Tel: 0040 634877377
OSWIECIM, sm? Modelarski Model-Hit:
Tek: Doad caz74
POZNAN, Cube-Q-Workshop Polanka:
Tel: 061 6712415
POZNAN, Cube-Q-Workshop M1:
Tel: 061 6712415
POZNAN, Cuhe Q -Workshop King Cross:
Tel: (4148 50607°
POZNAN, Cube Q-Wmlusl»p Panorama:
Tol: 514812564
POZNAN, Cube-Q-Workshop Pestka:
Tel: 514112564
POZNAN, Wilczek:
Tok: G040 HI3E52R08
PSZCZYNA, Red Scarpion:
Tek: 602656281

ST
Tek DO4B &% 2625230
RZESZOW, WAW Skelp Modelarski Hobby:
Tel: 017 85 28 101
SIEMIANOWICE, Jaga PHU:
Tel: Q48 32 2290139
SZCZECIN, Fenix:
Tel: 0041 (95934995
TARNOW, Salon Gier Jaskinie:
Tel: 073204053
TORUN, Sklep Pamermcrv
Tel: 0048 56 6522593
TORUN, Strefa Gier:
Tel: 1048 6U575275%6
TORUN, Wszrsllm Gra:
nl (M4 56 h52255

W
'I(!I L Eﬂg&?&a Shimm Wk

WARSZAWA, Altdorf:

Tel: BO4H 212 H280392

Wmﬂ“fé. Cy

Tel: 90418 6013121203

WARSZAWA, Graal 3Iue City:

Tel: p048 22 3117627

WARSZAWA, raa! CF Skorosze:
Tek 0046 12 342
WARSZAWA, Gr&l Dworzec Centralny:
Tek: BI4B 696501053

WARSZAWA, Graal Galeria Mokotow:
Tek: 0045 22 5413318

WARSZAWA, Grzal KEN Centre:

Tel: G048 22 2089090

WAMW Rondo Wiatraczna;

WARSZAWA, Graal Sarmacka:

Ted: 0048 22 ?I-IT'I'H

WARSZAWA, Hobbyt:

Tel: (844 22 43140206

WARSZAWA, Morion Bemowo:
Tel: 4048 22 4239120

WARSZAWA, Morion Bielany:

Tel: D04 22 4241962

WARSZAWA, Paradox:

Tel: 044 22 RTHEITHI

WARSZAWA, Sklep Superserie:

Tol: 04041 515 414 444

WARSZAWA, Wargamer Centrala:
Tel: (040 72457513

ARSZAWA, Wargamer CH Targowek:
Tel: (045 72457313

WROCLAW, Bolter:

ABOG6!
WROCLAW, Wroclaw Model Centre:
Tek: 713419991
LAW Planszoweczha:

23017
fl‘l .ﬁzausm Y'afyzm
mm a e
PORTUGAL -

ALCABIDECHE, CascaisPress:

Tel: +331 314 600 530

BELOURA, Hobbykit:

Tel: +331 214 50 901

CALDAS DA RAINHA, Magic Club Caldas:
Tel: +331 239 049 #10

COIMBRA, Divercentro:

Tel: +351 239 149 610

COIMBRA, Inforhnhbles

Tel: +351 239 781

LISBOA, Fna

Tel: +351 219 o 700

LISBOA, Homem Azul:

Tek 4351 i]] h29 382

LISBOJ\ Lu|zss Arena:
2131

I.ISBOA Myrdmns Magic, Lda:
Tek: 4351 "IJDTZ &3

PORTO, Lojas Arena:

Tel: +351 222011 388

SINES, Galeria BT:

Tek: +351 269 632 511
TELHEIRAS, Tabak:

Tek: +351 217 165 574

PUERTO RICO B=
N JUAN, Game Wizard:

hl #THT 449 B2

SAM JUAN, Max;mnm DC:

Tel: +787 Thh 9634

BARNAUL, Ellmgna

Tel: B (303) (72 061

BLAGOVESHENSK, Igromir:

Tel: B (4160) 522 243

BOR, Karusel:

Tel: B {83159) 65 297

CHEL\”ABINSK Huhhy Store:

Tek: & (412} 320 7

CHEREPOVEL, {“ahl:llka

Tl 8 (921} 253 347

EKATERINBURG, Magicportal.ru:

Tek: § (343) 310 3987

EKATERINBURG, Mosigra:

Tek: & (343) 372 3446

EKATEIIINBURC» Waorld of Models:

Tek: 8 (343) 361 4

IRKLITSE, I(msn’ava Igra:

Tel: 8 (3952} 722 972

KALININGRAD, Fangarn:

Teli 8 (4017} 521 52 h -

KALUGA Nmo rad:
el

KAIAN Urza:

Tel: B (917) 247 :'lurs

KHABAROVSK, Karfon:

Tel: 0 (924) 1019 100

KRASNODAR, Hobby Land:

Tel: 6 (9051 477 0025

KRASNODAR, Astronomikon:

Tel: B (9051 477 0025

KRASNOYARK, Rodnik:

Tel: § (913} 573 3643

KRASNOYARK, Mosigra:

Tel & (191} 293 7154

KRASNOYARD, Stek CD-DVD:

Tel: 8 {391} 265 2571

LUKING, sbe;;:

Tel: & (M) 759 4904

MAGNITOGORSK, Gostinniy Dvor:

Tel: 8 [1519) 280 496

"+
Tek: # (495) 628 3337

0
Tek 8 (495) 137 560
MOSCOW, Algeris:
Tel:  495) 261 5
MOSCOW, Cardplace ru:
Tel: & (495) 34 5429
MOSCOW, Edinorog:
Tel: 8 (90h) ﬂﬁﬁ B90°
MOSCOW, Mosigra
Tel: 1 (455) 641 B331
MOSCOW, NeaToy:
Tel: B (495) 621 8379
MOSCOW, Paladin:
Tel:  (026) 777 177
MOSCOW, Portal:
Tel: B ¢295] 631 1078
MOSCOY i
Tel: & (245 m
MOSCOW, IP Knpeyhn
Tel: B (M6} 079 7!
NIZHNIY NO\"GDRDD Fishka:
Tol: 8 (K31} 2777 666
NIZHNIY NOVGOROD, HobbyDay:
Tel: & (831 423 0240
NOVOMOSKOVSK, World of Models:
Tel: 8 (315) 789 6404
NOVOSIBIRSK, Clever Games:
Tek 8 (923} 155 0335
NOVOSIBIRSK, Clever Games:
Tek: R (313) 9273 35840
OREL, Hobbit Store:
Tel: 8 (980) 361 7957
PENZA, Blockbuster:
Tel: § (962) 474 TN86H
M, vlo 5
reEl:Ru g, veky
ROSTOV NA DONL, Samalety, Tanki, Korabli:
Tel: B (Bad) 263 8353
SARATOV, Alien-Logic:
Tel: B (902) 710 1415
SARATOV, Martel:
Tel:  (917) 307 8476
ST PETERSBURG, Art Miniatures:
Tel: B (1) 633 3395
ST PETERSBURG, Hobbit:
Tel: 8 (B12) 315 7763
ST PETERSBURG, Mosigra:
Tel: B (§12) 520 5104
RS

 (913) 923 99
TYUMEN, Labmnl Mirov:
Tel: § (904) 494 1786
ULAN-UDE, BMV:

Tel: B 902) 1674 750
VOLOGDA, Mozgolom:

Tel: § (8172} 701 530
VORONEZH, Edinorog:

Tel: 8 (903) B56 1839
VORONEZH, llga Muromets:

Tel: 8 (4732) 918
VORONEZH, Krokodil:
Tel: 8 (@732) 5“4&! N
YAKUTSK, Artefakt:

Tel: 8 (1) !‘JUUS«U
YOSHIKAR OLA, Kenga:
Tel: & {8362) 460 112

FUNAN CENTRE, Battle Bunk
Tel: 65 93840450

FUSIONOPOLIS, Paradigm Infinitum:
Tek: 65 A7 343858

10NS ORCHARD, Prologue Bookstore:
Tek 65 B4hG1477

MIDPOINT ORCHARD, Paradigm Infinitum Pte Lidk
Tel: 65 67343850

PLAZA SINGAPURA, Comics Connection PTE Lt
Tel: 65 GAITAIM0

SEREN CENTRE, Toy Station:

Tel: 65 bd6831054

SUOMERSET, Harris Planerds:
Tel: 65 146555

BRATISLAVA, Madmaxon:

Tel: 421 2 524 927 87

SPISSKA NOVA VES, War Gaming:
Tol: 421903219195

SLOVENIA Lo

D3RG ﬂ 5TaB030

LJUBLIJANA, Crna Luknja:

Tol: BO3B6 55031220

LJUBLIJANA, Direndaj Citypark:
DO3BG 45768030

BELVILLE, The Boys and Mens Hobby Shop:

Tek: 0027 21 974 #6838

BLOEMFONTEIN, The Games Dungeon:

Tek 0027 72 BS1 9970

CAPE TOWN, Pastlmcs Retail:

Tek: 0027 21 421 17

CAPE TOWN, nuards Books and Games:

Tek: 0027 27 E-ES 03640

CRAIGHALL, OtherWorld Games:

Tek: 011 326 0790

DORINGKLOOF, Battle Planet:

Ted: 00 27 B245 935933

DURBAN, The Hobby Specialists:

Ted: 0027 31 566 4806

EAST LONDON, Slaters Toy Magic:

Tel: +#27 41 7265762

EDENVALE, Plastiks:

Tel: 0027 02 7R3 1469

IOHRNNESEURC The Underground:
el: #27 11 7

|CIHAN\IESBURG Esswex Retail:

Tel: 0027 11 B8E3619

1o RG, Outer Limits

Tel: DOZ7 11 482 3771

JOHANNESBURG, Outer Limits Fretoria:

Tek DOZT 12 342 4360

JOHANNESBLRG, Wizards Boak and Games:

Telk 0027 17 B30 9253

JOHANNESBURG, Warfair:

Tel; DO2T B2 431 2242

JG[HANNESBUEE SOUTH, Dragons Den:

Tek 0027 17 432

MENLYN, Top CD:

Tek: 0027 12 367 3122

P]ErERMARITZnURG Games Direct:

Tek: 427 33 342 9971

RUSTENBURG, Warcrv

Tek: 0627 72 910 2608

UMHLANGA, The Hobby Specialists:

Ted: 0027 31 56 4806

SOUTH KORER (il
SEOUL, Orctown:

Tel: 07 6402 3948

GW GOTEBORG:
Drottninggaten 52, 411 07,
Tel: 031133958
faceboak cum/GWGateborg
GW STOCKHOLM:
Master Samuetsgatan 67, 111 21,
Tel: 0B-27 38 20
facebook.com/GWSinckhobm:
KARLSTAD, F[&Fanlasu
Tel: 054-15 10 7
LUND, Playotekel Center:
Tek: il-lsI-ZF‘SI'J
@ MALMO, Playoteket Center:
Tel: 040185530

UMEA, Fantasia:
Tel: 190.77 03 60
UPPSALA, Fantasia:
Tek: F18-1 00150
@ UPPSALA, Prisfyndet:
Tel: 01810 b6 07
@ OREBRO, Batalj:
Tel: 01918 46 00
AVESTA, Vega Video:
Tel: 0226-10078
BORLANGE, Hobby Drake:
Tel: 076-1808 D40
ESKILSTUNA, Lasses Leksaker:
Tol: 0161303 35
FALKENBERG, Lekcenter:
Tel: 0346807 60
FRITSLA, Fritsla Hobby:
Tel: 032070166
GAVLE, Hobb}ghopen
Tel: 626-18 62 T
GOTEBORG, Goblin Games:
Tel: 031-2451 10
GOTEBORG, Toys Leksaker & Hobby:
Telk 031459400
GOTEBORG, Wizard Games:
Tol: 03151 41 50
HALMSTAD, I.cmnler‘
Tek 035-15 91 7
HUDDINGE, Humlan Lek & Hobby:
Tek 06-639 B365
KALMAR, Lek & Hobby:
Tek: 0480-24717
KARLSKRONA, Leksakshuset:
Tel: (h455- 24002
KATRINEHOLM, Narren Spel:
Tel: 11540-12032
KIRUNA, Lekhuset Lekia:
Tel: 0980-H25 &5
KUNGSBACKA, Lek & Hobby:
Tel: IHI'JIl_-I'Q'IJ‘J
KUNGALY, Froknarna Bus:
Tel: 1303-139 40
LAHOLM, Lekia:
Tel: 143010069
LANDSKROMA, Leksakshuset:
Tol: D418-107 90
LIDKOPING, Game Maniacs:
Tek: 051025330
LINKOPING, Sagoland:
Tek mnznon

LULEA, locus:
Ted: ll'uﬂ 69954
LUND, Unispel:
Tel; d-lf-ZILS ‘I!S‘,FS
MALMO,

MAL {
Tl m
Nonm«‘}ch. Hnbbvllﬁrnan
Ted: 0111-62120
NORRKOPING, Lekhuset:
Tel: 11112-87670
NDI!R‘I’I(I.IE Lekplaneten:
Tel: 0176-12358
NYKOPING, Laka TV-spel:
Tel: 0135-201 000
NYNASHAMN, Asas Leksaker:
Tol: 001-520 11235
ORMINGE, Happies:
Tel: 0715250
Elons Leksaker:
Tel: 022-41 03 14
SKELLEFTEA, Legend:
Tel: @-01 35 62
STOCKHOLM, Arcane pid Hagagatan:
Tek an-22 25 22
STOCKHOLM, Hijgdalens Leksaker:
Tel 06-749 1146
STOCKHOLM, Dragons Lai
Tek 08-654 b0 50
STOCKHOLM, Hobbyisterna:
Tek: 06401 90500
STOCKHOLM, Science Fiction Bokhandeln:
Tek: 06-21 50 52
SUNDBORN, Géranssons Firg:
Tel: 023-621 55 (2)
SUNDSVALL, Orion Spel:
Tek: 161155 947
TROLLHATTAN, Hobbyhérman:
Ted: 0520-13363
UMEA, Incrade:
Tel: 0490-196 580
UDDEVALLA, Olles Leksaker:
Tel: 052288520
VARBERG, Fyndmagasmer
Tel: (340678990
VIMMERBY, Lekia:
Tel: (452-31158
VISBY, Skuggspel:
Tel: B488-21 T B2
VASTERAS, Zetterlunds:
Tel: 021-10 44 71
VASTERVIK, Lekstugan:
Tel: B490-36171
VAXJO, Heige; Hila:
Tel: 04702 18
YSTAD, Tv- r!]ElE'lDrniﬂ
Tel: 04116668
ANGELHOLM, Leksaksmagazinet:
Tel: 043112350
OSTERSUND, Hobbyboden:
Tek: 0635-13310

TAIWAN o]

CHANGHUA, Lian Xin:

Tel: +886 4 BATO420

GANGSHAN, Toys Cat:

Tel; +H86 7 H2149410

HSINCHU, Mini Sho

Tel: +086 3 5231002 il
HSINCHU, Style Toy House:

Tel: +B8E 1 5612499

KAOHSIUNC- Dwarf's Goldmine:
+886 7 2299

L
KAOHSIUNG Longrneﬂ
Tel: +B86 7 311814
KAOHSIUNG, Toys Cat:
Tal: #6846 7 H214940

TAICHUNG, Fantasy House:
Tel: +806 4 ZJI-H“III

TAINAN, Star Toy Castle:
Tel: +886 E 2‘3‘052"

T6h4
TAIPEL, Catatll

Tel: +886 2 2309'15 5
TAIPEI MPK Hoblw Shop:

x
Tek: +886 2 29035898

BANGKOK, A Framing:

Tel: 446 8414 64313

BANGKOK, Battleneld Bangkok:
Tel: +46 2747 9

BANGKOK, Sllm and Dice:

Tel: +66 1149 87593

mlwcxmt, Thmx Hobby:

Tel

CHONBUR{ Paltara Players:
Tel: =66 B9 29523
o
UKRAINE | ==
DNEPROPETROVSK, Tay House:

m 003K 05k w m
m Lo ;9 5201
KHA L
Tek: WIBE? TIS R0
KYIV, Convercor:
Tek: OD3A 067 317 2441
KYIV, Hobb: !
Teb gt tme 100 e
KYIV, Nastolki:
m U1 044 I60 1917
'm dmm 60 1997
el t&mﬁd 1777122
KYIV, Toy House:
Tel: mﬂ“ T T8
KYIV, Toy House:
Tel: D036 044 377 7128
K\"I\l' House:
Tel 377 71
I(‘\"IV _\"al‘abc'nc
Tel: DIISE 044 503 7863
LEVOV, W World:
Tel: D036 D 764 2261
DE: '_Av-:?ﬂt
Ek u?ssasl:sﬂ Frrd
enpares

DUBAI Bisho J)s!'radmg

Tk 009713594878

shop.com




- MUNVERSIUN..__!;J" 1A

- @ his conversion chart allows you to
’ I get a good match between colours
from our old and new paint range
‘ ’ — especially useful if you're mid-project
-/ J and you need to restock your paint supply.
Be aware that as the new paint range
C O NVE RS I O N C HART comprises brand-new formulations we can
suggest close, but not exact comparisons.

. . . While we're comparing old and new, it's
To use this chart, simply look up the old Citadel Colour  worth noting the new Citadel Paint range is

in the top bar and you’ll get the best match from the farlatges. Indacs, s dotbled insize, Wity
over 70 additional colours to expand your

new paint range shown on the accompanying swatch. palette and further enhance your models.
.. Sunburst Yellow Dark Angels Green Codex Grey
Flash Gitz Yellow Caliban Green Dawnstone
k. . Golden Yellow Snot Green % Chaos Black Macharius Solar Orange
Yriel Yellow Warpstone Glow _ Abaddon Black Jokaero Orange
B Blazing Orange j Goblin Green (‘ Mechrite Red
Troll Slayer Orange Warboss Green 3 White Scar Mephiston Red
3 o (S -
Blood Red Scorpion Green k. Burished Gol e
Evil Sunz Scarlet Moot Green / Armour Gold

Tausept Ochre
Red Gore !

Balor Brown
Wazdakka Red .

- e Calthan Brown
Scab Red Camo Green e Dwarf Bronze ;
Khorne Red Elysian Green - " Hashut Copper

Rotting Flesh
_Nurgling Green

Dark Flesh Catachan Green o Tin Bitz e Tallarn Flesh
Doombull Brown Castellan Green . Warplock Bronze : Cadian Fleshtone
Dwarf Flesh Graveyard Earth Boltgun Metal
Ratskin Flesh Steel Legion Drab ’ Leadbelcher
~ Scorched Brown o
Rhinox Hide -

Chainmail
Ironbreaker

Warlock Purple Bestial Brown
Screamer Pink Mournfang Brown
Liche Purple Vermin Brown

Xereus Purple Skrag Brown

—hegal Blue Snakebite Leather
Kantor Blue Balor Brown

Ultramarines Blue L Buboni Brown
Altdorf Guard Blue - ~ Zamesi Desert.

Enchanted Blue Vomit Brown _
Caledor Sk Tau Light Ochre

Shadow Grey Desert Yellow
The Fang - Tallarn Sand

Space Wolves Grey Kommando Khaki

S i

Fenrisian Gre

Ice Blue
Lothern Blue

Badab Black

Nuln Oil

Hawk Turquoise
Sotek Green
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SUBSCRIPTIONS

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

e Get access to the exclusive subscriber
model every year. Check out this year’s
White Dwarf ‘Pirate’ above!

* 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

t Dehit
1 from my account every 3 months)

Instruction to your Bank

Originator's trirs : C ’

Identification Number 0; Bg;rld[;?fecs:]’l;:;));tm ‘
388464 pay - DIRECT
Debit

T theMianageeBanlc NEMEN .. e ey
Address it

................................ .Postcode

Namels) of account haolder(s) .......

Branch sort code DD DD I:][j

Bank/Building Society DDDDDDDD
Ref No (Office use only)

I |

SIMRBIRE(ST e b i e e R e e B e
Bt L 2o

Banks and Building Societies may not accept Direct Debit Instructions for some types of account

bscribe to White Dwarf beginnin

th issue: WD ]

| would like to st

.Forename

Postcode
Telephone |

Surname
Address
Postcode ..

Telephone (inc STD code) ...

RETURN THIS FORM TO
White Dwarf, Warners Subscriptions Dept, FREEPOST PE211, Bourne, Lincs, PE10 9BR
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NEXT MONTH'S ISSUE ON SALE 28TH APRIL

THE NIGHT OF ATHOUSAND

ARCANEDUELS

NEW STORM OF MAGIC SCENARIO, SPELLS AND MORE!

e




