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Official upate 0 Codex: Space Marines on page 66 9
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The skies above the battlefields
of the 41st Millennium are
ablaze with rockets, missiles

and tracer fire this month as
aerial reinforcements for three
Warhammer 40,000 armies
arrive — the new Space Marine
Stormtalon, the Necron Doom
Scythe/Night Scythe and the Ork
Bommer kit, which makes one of
three different Ork aircraft.

Those of you who have already read Codex: Necrons
will be familiar with the Doom Scythe and its appropriately
named death ray, not to mention the wormhole-toting Night
Scythe, and as a Necron player it’s a tantalising prospect to
be able to field them. The skies above Tanrak (the campaign
we started last issue) are already buzzing with eldritch
discharge and the contrails of these supersonic vehicles.

And as exciting as the new Necron aircraft are, it's not
every month that we get to include an exclusive update to
not one but two Codexes, but that's exactly what we've got
in store for you later in this issue. The Stormtalon Gunship is
a great new attack craft for Codex: Space Marines, packing
an unbelievably large amount of firepower into a compact
chassis; whilst the Blitza-bommer, Burna-bommer and
Dakkajet all add a dash of flyboy daring to the Ork army.

As well as painting guides for these two new craft, the
Hobby Team have been inspired to paint a new army to go
with each, so you’ll find an Army Project for White Scars
and Evil Sunz later in the issue too.

Finally, Robin Cruddace has a tale to tell of the Battle for
Cardrim, a bloody war full of exciting dogfights, dastardly
villains and moments of heroism and sacrifice. It's a great
read, and makes me want to refight it! But that, perhaps, is
for next month...

Andrew Kenrick, Edlito r
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ON SALE SATURDAY 2nd JUNE - AVAILABLE TO ADVANCE ORDER NOW FROM

The only way to guarantee getting your new releases on the day they are released e Free delivery
to your local Games Workshop Hobby Centre ¢ The only place to see the entire Games Workshop
range ® See release date information online for complete order and delivery details.
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SPACE MARINE

STORMTALON

GUNSHIP
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Typhoon missile fauncher

—

The Space Marine Stormtalon Gunship
is a heavily armed attack craft equally
capable of strafing enemy positions

as it streaks overhead or hovering

in place to unleash a devastating
display of aerial firepower. Indeed, the
Stormtalon’s diminutive size belies the
fearsome arsenal at its disposal and, in
a manner similar to the Space Marines
themselves, is able to engage and
destroy many times its own number

of enemies. Stormtalons are often
deployed as single attack craft or as
aerial escorts to help protect certain
high-value or high-risk units.
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OWTO
PAINT AN ULTRAMARINES STORMTALON.




Stormtalon Gunship
+++Astartes MK [ pattern++
Death from above made manifest.

This Stormtalon, designated
| Vengeance: of Calth, won
| much renown in-combat with
the greenskins of Waaagh!
Planetsmasha, accounting.
for an entire squadron of Ork
Dakkajets and hundreds of enemy
infantry. The Stormtalon’s pilot,
Brother-Techmarine Valdis, was
subsequently awarded with the
Marksman’s Honour for his deeds.
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| —— Side-mounted
twin-linked
heavy bolter

Side-mounted ———
twin-linked
‘heavy balter

| | Engine thruster £l fk
| A !

Retro-thrusters

“Wars are not won in the skies, but
hand-la-hand and eye-to-eye, Yet the
wise commander does not neglect the
battle that rages above, for it is here that
your talons can blind and cripple the
| foe, striking at him wherever he foolishly
- believes himself safe.”

' From the teachings of Roboute Guilliman,
as laid down in the Apocrypha of Skaros

————— A g —
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No victory can be won with

Engine thruster s

1he eavy
‘Ork aerial presence was.
.:gx?ecl;ed:m:mnﬁmmd;

Twinlinked
assault cannon

stabiliser and

incorporating gyro
stabiliser system

the weakest guns. i
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SPACEMARINE
: S|
: This multi-part plastic kit contains one Space ; it code 391 £;5§4
e Marine Stormtalon Gunship. The Stormtalon Stulpted by Jes Coodwin,
SEETHE 360 is armed with an assault cannon and any of S bl
GALLERY ONLINE four additional heavy weapon systems, the m
components for which are included in the kit.

Fictures for tlustrative purposes anly. Froduct contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used Incorrectly, Prices correct at time of going to press, please
fte. Indk o i i .

cantact us for current availability and prices. Prices quated are for products sold by Games Warkshop through its own stores, or websit retaifers are resy for ining their own prices.
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AVAILABLE TO ADVANCE ORDER NOW FROM:
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to find out how to pamt the Orh Bommcr.
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Many Orks are simply addicted to the rush of high velocity. Fver
since an Ork aircraft first took flight and achieved supersonic speed,
prospective ‘Flyboyz’ have been vying to outdo each other with their
latest ‘invenshuns’. The most popular configurations of Bommer are
the Dakkajet, a brazen dogfighter outfitted with rows of high calibre
supa shootas; the Blitza-bommer, a dive bomber used to deploy
payloads at low altitude and high speed; and the Burna-bommer, an
aircraft outfitted with an assortment of volatile incendiary bombs.

"

. ORK'BOMMER 15



Ork Burna-bommer aircraft
+++Xenos pattern+++
Fire from the skies.

During the Second Armageddon War, Ork Burna-
bommers earned themselves a terrifying reputation.
Over the course of the campaign, and especially
during the valiant defence of Hades Hive, waves of
Burna-bommers would descend from the skies to

|| incinerate the dug-in Imperial defenders with fiery

| bombs and rockets.

—— 4 Vertical stabiliser

Jet thruster

e

Fuel tank

Skorcha rokkits

Twin-linked
supa shoota turret

Naose-mounted twin-
linked supa shoota

Landing gear

Burna bomb




F Mutual hatred s all we can
| expect when treating with
aliens.

Harizontal stabiliser

s

Cockpit canopy.

Wing flap

Air brakes

Nose-mounted
engine inlet

4
‘ N>
3 Fuel tank {
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The multi-part plastic Ork Bommer kit contains
o the parts to build one of three different aircraft:

SEE THE 360 a Blitza-bommer, Burna-bommer or Dakkajet.
GALLERY ONLINE Each Bommer has a variety of weapon options,
all of which are included in the kit.

Fictures far illustrative purposes only. Product contents may vary. Products sold unpatnted and unassembled, Certain Citadel praducts may be dangerm if ueed incorrectly, Prices correct at time ofgo!ng 1o press, piease
contact us for current avaiizbility and prices. Prices quated are for products sold by Games Workshop through its own stores, catalogue or websits, | lent retaflers are resp for e ing their own prices.
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NECRON

DOOM SCYTHE

The crescent-shaped
silhouettes of the Necron
Doom Scythe and Night
Scythe strike dread into

the hearts of any that
would challenge the might
of the Necron dynasties.
Powered by unfathomable
technologies, Doom
Scythes sweep ahead of
the advancing phalanxes of
Necron infantry, gouging
lines through the enemy
ranks with fearsome death
rays, even as Night Scythes
following in their wake
teleport reinforcements into
the heart of the battle using
the metaphysical science of
wormhole gateways.

20 WHITE DWARF

G

NIGHT SCYTHE

/
I
€ A

M 4

Doom Scythe death ray Night Scythe wormhole gateway
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NECRON DOOM SCYTHE/NIGHT SCYTHE

Faxary

""hﬂ

‘This multi-part plastic kit can be assembled as _ 023
either a Necron Doom Scythe or a Night Scythe. :%ﬁﬁjm Dave Thomas and
Both are equipped with a twin-linked tesla

destructor and either a death ray or wormhole
gateway, all of which are included in the kit. Skl At

SEE THE 360°
GALLERY ONLINE

Pictures for lustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous i wsed incorrectly. Prices mfrec[ at rfme ofgomg 1o press, please
contact us for curent availability and prices. Prices quoted are for products sold by Games Workshap thraugh its awe stores, catalogue or wobsite. Inde lent retarters are resy ibie for g their awn prices,
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NECRON FALCE DELLA NOTTE DEI NECRON
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AVAILABLE TO ADVANCE ORDER NOW FROM:
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ULTRAMARINES STORMTALON GUNSHIP

Chad Mierzwa, veteran painter of the
Studio’s Hobby Team, shows us how to paint
a Stormtalon Gunship in the colours of the
Ultramarines Chapter.

INSPIRATION

Chad: When I first saw the Stormtalon Gunship being
assembled and painted by the ‘Eavy Metal team, | knew that
I wanted to have a go myself. | love the Stormtalon’s imagery
of a small, agile but hard hitting vehicle performing deadly
strafing runs as it tears across the battlefield in a way that not
even the most heavily armed Land Speeder can match. In
fact, it was with the vision of performing strafing runs in mind
that | equipped my Stormtalon with a potent mix of anti-
infantry firepower. In this way, it can really live up to its title
as a gunship, hosing down the enemy with impunity.

R Fe— - AT A7 ¥ _- _;"'_._'*. gL e "i" ."r-.' \ “.’__ -v*-,"_' el &b ¢ bt I 5 rie g 2 .

When it came to painting the Stormtalon | used the How

to Paint Citadel Miniatures book as a guide for selecting
which colours to use and what techniques to apply. It's worth
noting, however, that the methods I've used here can be
combined with the Citadel painting guides in the last few
issues to paint the Stormtalon in the colours of your favourite
Chapter. To do this, simply replace the blue at each basecoat,
wash, layer and glaze stage with the appropriate colours for
your Space Marine Chapter of choice. The techniques for
painting the Ultramarines Stormtalon can also be applied

to the rest of your Ultramarines army, as the combination of Codex: Space Marines is your guide to fielding the Space Marines in battle,
colours work equally well for power armour and tanks. including full rules, bestiary entries and a stunning ‘Eavy Metal showcase.

PREPARATION

In order to avoid getting any
paint on the clear plastic
screens of the canopy, Chad
carefully covered the area
with masking tape before
undercoating it with Chaos
Black Spray. To avoid any
potential contamination,
Chad then removed this
layer of masking tape before
applying another fresh layer
in preparation for his first
basecoat, which he applied
with the Citadel Spray Gun.
He repeated this process a
third time before applying
his first Layer paint, also
using the Citadel Spray Gun, Chad'’s Stormtalon after the basecoat of Macragge Blue was applied.
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FINISHING DETAILS

Having finished the Stormtalon’s
chassis and pilot, Chad applied a
few finishing touches to his model.
This took the form of weathering the
Starmtalon’s paintwork with streaks
of chipped paint, creating a charred
effect on the thruster exhausts and
adding some Ultramarines transfers
to the vehicle’s hull.

Chad lightly drybrushed the engines
with Abaddon Black to achieve a
suitably scorched effect.

The cockpit frame was carefully
painted in the same colours as the
armour panels using a Detail Brush

Chad weathered the leading edges
with a Detail Brush, using the same
colours as for painting the metal.

The final touch was to add some
Chapter icons from the transfer
sheet included with the kit,
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The Citadel Spray Gun is a handy tool that enables you to rapidly
basecoat large numbers of models in a single batch.
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hen Waaagh! Crax descended upon the forge
world of Ryza in 925.M41, the entire region of
space was engulfed in war. Such is the fractious
nature of Orks, however, that when a Waaagh!
sweeps across the galaxy, many aspiring Ork Warbosses
attempt to carve out a realm of their own. Skullkrumpa -
the infamous Red Scourge of Galthamor — was one such
Ork, a foul-tempered Evil Sunz Warboss and one-time
favoured minion of the great Grax himself. Skullkrumpa's
Speed Freeks had laid waste to the hive world of Galthamor
and it was said that he personally slew Chapter Master
Kendral of the Emperor’s Swords Chapter during the Assault
on Fireheart Hive, the planet’s primary population centre.
Now Warboss Skullkrumpa was breaking out on his own
and the world of Cardrim was the first to face his wrath, for
no reason other than it had the misfortune to be the first
planet to cross the belligerent Ork’s path.

30 WHITE DWARF

The planet of Cardrim was littered in ancient ruins
and little else. All but barren of life, it would have been
of little interest to the Imperium if it did not lie within a
reasonably stable corridor of Warpspace. Cardrim was thus
a vital staging post if war materiel was to continue to flow
into the Ryza Warzone. When it came under attack, word
quickly reached Joghaten Khan of the 4th Company of
White Scars. Joghaten had only recently been raised to the
rank of Khan, elevated by the Great Khan Kyublai himself
following his victory against the Red Corsairs in the Diata
System. Honoured Kyublai was impressed with Joghaten's
courage and cunning, but many of his brother Khans felt
Joghaten too young to bear the rank of Khan. Joghaten was
thus determined to prove himself in his brother Khans’ eyes,
and vowed to bring back the head of Warboss Skullkrumpa
to the Chapter's feasting halls on their home world of
Chogoris, or die in the attempt.



Within moments of entering orbit, Joghaten’s Strike
Cruiser launched two Thunderhawks and three wings of
Stormtalons. As was the White Scars’ way, the smaller craft
forged ahead to clear a path, the gunships streaking towards
the Bluegard Plateau like a spear tip aimed straight for the
heart of Skullkrumpa'’s force. Joghaten Khan flew aboard the
Thunderhawk White Crow with the gruff Sergeant Kortal, his
comrade these past eight decades, at his side.

The White Scars jets flew in perfect formation until they
were ambushed when dozens of Ork planes came bursting
out of cloud cover, the distinctive red Dakkajet of da
Krimson Barun, Skullkrumpa’s right-hand Ork, at their head.
The Stormtalons immediately peeled off to engage.

Da Krimson Barun claimed first blood; the Stormtalon
Khan's Pride shuddered as gunfire punched holes through
its hull before it burst apart. The Stormtalon Spear of
Chogoris, piloted by Techmarine Vor' Torro, shot down a
Burna-bommer with a volley of lascannon shots, before
setting off in pursuit of the Ork fighta ace. As da Krimson
Barun levelled off from a whirling barrel roll, he had a clear
bead on the White Crow, and his shootas spat a storm of
death. The gunship’s engines were destroyed, forcing the
pilot into an emergency landing. Joghaten Khan ordered
his remaining Thunderhawk to continue on to the target,
intending to meet them on foot.... if he survived the impact.

DoWNED BUT DEFIANT

The White Crow ploughed a great furrow in the surface of
Cardrim before grinding to a halt. As da Krimson Barun
and the Spear of Chogoris continued their mid-air duel, a

- Da Krimson Barun engages in a daring
dogfight with the Spear of Chogoris
above the Bluegard Plateau.

claw of three Stormtalons took station over the crash site,
providing covering fire from both sky-borne and ground-
bound Orks as the Space Marines disentangled themselves
from the wreckage. Warbikes and Wartrakks screamed
towards the stricken Thunderhawk, kicking up great clouds
of dust behind them. The Speed Freeks were intent on
destroying the White Scars before they could recover from
the crash, but they rode straight into a hail of gunfire, their
ramshackle vehicles chewed to pieces by the Stormtalons’
assault cannons and heavy bolters.

The Stormtalons bought time enough for Joghaten and
many of Squad Kortal to drag themselves out of the downed
Thunderhawk, but despite the pilots’ best efforts, a single
Blitza-bommer slipped past their cordon, evading fire as it
dove towards the vulnerable White Crow. The Ork jet, along
with its full payload, smashed into the Thunderhawk with
the force of a meteor. The resultant explosion destroyed
the Thunderhawk, blowing debris in all directions. The
Stormtalons hovering overhead were caught in the blast,
and those White Scars still trapped within the Thunderhawk
were slain instantly. Even those who had managed to get
clear were knocked to the ground. Picking themselves up,
the White Scars quickly took up defensive positions, using
the twisted wreckage of the Thunderhawk and Stormtalons
as makeshift barricades, knowing that Skullkrumpa’s main
force would not be far away. Within moments the revving
of engines, stomping of boots and the war cries of Orks
could be heard as they thundered towards the White Scar
position. Uttering challenges at the greenskins, the White
Scars levelled their bolters and prepared to meet the charge.

THE BATTLE FOR CARDRIM 31



THE BLUEGARD MASSACRE

Before the first Ork hove into bolter range, the skies
were wracked with lightning, though there was not a
thundercloud in the sky. Dozens of Orks were flung off
their feet as the first bolts hammered into their ranks,
and scores more were slain as waves of crescent-shaped
aircraft swooped overhead. Searing beams lanced out
from the craft, cutting through Trukks, Warbikes and
mobs of Orks alike, the heat from the weapons vitrifying
the ground.

Unbeknownst to the combatants, the world of
Cardrim was once a Tomb World of the reclusive
Nihilakh Dynasty. Although its Overlord, Tarekh, had
stirred from his slumber long years ago, implementing
masterplans of his own design, his distant Phaeron
Krispekh had recently ordered all Nihilakh Tomb Worlds
to step up their revivification protocols in readiness for
a new era of expansion. And so it was that when the
invaders came, phalanxes of Necrons were already
awake and ready, hidden beneath the surface.

Tarekh had watched with interest as the Orks
and Space Marines made planetfall. Tarekh was in
the final stages of a centuries-long plan to awaken a
long-forgotten super weapon, a time when he could
ill-afford distractions. However, neither could he ignore
b the threat that the trespassers posed, for if they learned
of his secret plans and escaped to spread word to his
true nemesis — the despised Eldar — his chance to reap
vengeance for his defeat millennia ago could be wasted.

Though the probability of such an outcome was slim, it 3
still remained, and so, in his paranoia, Tarekh set about
ensuring that not a single witness left the surface of
Cardrim alive.

Tarekh had allowed the trespassers to fight amongst
themselves, taking the opportunity to learn of their
strengths and weaknesses. Thus far, he was unimpressed,
content that the invaders were nought but dishonourable
foes to be exterminated. So it was he sent the command
for his newly awakened legions to march forth, and it
was his armada of Night Scythes and Doom Scythes that
formed the first wave.

As the Necron aircraft dove from the heavens, the
few remaining Ork Bommers were shot down, and the
surviving Stormtalons were forced to disengage and
withdraw to friendly lines. Da Krimson Barun, on the
other hand, had no concept of the term ‘outnumbered’,
and upon seeing the swarm of Necron planes whooped
for joy and turned to intercept the new foes. Within
moments his guns were barking and first one, then
a second Necron craft were punched out of the sky.

He jinked, rolled, dove and flew as only a Fighta Ace
can. Soon his Dakkajet’s guns were stitching the air

with tracer fire again, and two mare Necron craft were
transformed into plummeting wrecks, their fuselages
mangled by the storm of heavy-calibre bullets. Then

a third Night Scythe struck da Krimson Barun’s craft a :
glancing blow to its rear. The Fighta Ace banked and e
turned but couldn’t shake his pursuer, so instead turned i







the tables by slamming on his air-brakes and chuckling
madly as the Night Scythe shot past him, straight into his
gun sights. Another aircraft broke apart.

But for every plane da Krimson Barun shot down, two
more took its place, and soon there was not one, but several
enemies on his tail. Despite breathtaking acrobatics, several
bolts of lightning finally found their mark, ripping great
holes in the Dakkajet’s wings. Da Krimson Barun could not
pull up, and although they couldn’t be heard over the roar
of the ruined jet engine as it spiralled groundwards, the
obscene gestures suggested da Krimson Barun went down
bellowing curses.

With the threat from the skies neutralised, the Necron
aircraft banked for another pass at the enemy below.
Crackling arcs of lightning incinerated scores of greenskins
as beams of fire ploughed great furrows in the ground. In
addition to weapons’ fire, the undercarriages of every Night
Scythe glowed with an eerie light and Necron Warriors
appeared out of thin air. At the same moment, figures began
to emerge from the ground, stooped Necrons with blades
for hands that dragged themselves free of their underground
tombs to attack. Skullkrumpa was delighted, finally having
foes he could get to grips with, and he ripped apart any
warrior that stood in his path. However, his Boyz were not
so fortunate, and with each passing second another squad
of Necrons entered the fray. Under attack from above and
below, the Orks were being methodically butchered.

BreAkoUT

Joghaten Khan, whose forces had suffered a near-fatal

blow during the onset on the conflict, looked upon the
Necron onslaught and sensed that he could not face such
overwhelming numbers with the warriors at hand. Instead
of throwing their lives away pointlessly, his surviving Battle-
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A pair of Necron aircraft pop up from
behind a ruin to engage da Krimson
Barun, but the Ork has other ideas.

Brothers took advantage of the confusion caused by the
Necrons’ appearance amidst the greenskin lines. Bolters
boomed as they cleared a path of escape, leaving the Orks
to face the Necron onslaught alone.

Observing the battle from the dais of his Command
Barge, Tarekh simmered with disappointed rage. The White
Scars had slipped through his grasp to regroup with the
remaining squads of the 4th Company. The threat of the Evil
Sunz had likewise failed to be neutralised, for though the
Orks had been massacred at Bluegard, Skullkrumpa had
somehow survived and the Evil Sunz even now rallying
to his banner were far more numerous than Tarekh first
thought. The first Battle for Cardrim was a victory for the
Necrons, but the war was far from over.

ASSAULT ON FELLSTORM AIRFIELD

In the latter stages of the war, the White Scars were cut

off from resupply and reinforcements, and Joghaten Khan
was forced to prosecute a guerrilla campaign against

the xenos. Necron technology had rendered attempts to
communicate with the orbiting Strike Cruiser useless, and
until the vox-links could be re-established, the White Scars
were on their own. Joghaten’s only course of action lay in
retaking Fellstorm Airfield, whose powerful comms-beacon
stood a chance of breaking through the jamming fields.
However, Warboss Skullkrumpa had taken the airfield as
his command base during the opening months of the war,
using its extensive landing pads to rearm, repair and refuel
his remaining jets and bommers. If the White Scars could
purge Fellstorm, it could prove to be the turning point in
the war, but time was limited, for Tarekh’s Necrons were
even now converging on Skullkrumpa’s final bastion of
defence. Knowing that to delay was folly, the Khan ordered
the attack.



First into the fray were the bike-mounted Battle-
Brothers of Squad Ghenghal, who roared towards the Ork
fortifications with bolters blazing. In their wake came
the Khan himself, leading Techmarine Vor'Torro — whose
Stormtalon had been destroyed beyond repair by Necron
Destroyers days before — and the remnants of Tactical Squad
Kortal into the fray.

Grot sentries quickly raised the alarm, and Orks
scrambled to the barricades, pouring gunfire on the
approaching foes. As was normally the case, the Orks fired
away with more enthusiasm than accuracy, but several
Space Marine bikers were knocked from their saddle, the
sheer volume of bullets ensuring some found their mark.
One biker disappeared in a blossoming explosion, his
vehicle catapulted into the air as a mob of Deffkoptas took
off from a landing pad, rockets firing the moment they were
airborne. But the remaining bikers continued on to their
target when a great shadow fell upon them. A single Burna-
bommer soared overhead. The pilot couldn’t believe his
luck when he saw the White Scars bikes speeding towards
the airfield — he had only come in to refuel but he still had
a couple of skorcha rokkits left. Both were launched forth,
corkscrewing wildly through the air as they raced after the
white-armoured bikers, who throttled their engines to the
full in an attempt to outrun the missiles. At the last, the
Space Marines threw their bikes into a sideways skid, and
the skorcha rockets streaked over their heads, only to roar
onwards and detonate amongst the Ork barricades. As
burning promethium washed over their position, dozens

of Boyz were burned to a cinder. The surviving Orks, their
body armour smoking, hurled insults and bursts of shoota
fire at the rapidly departing Bommer, but had little time to
bellow abuse before the White Scars were vaulting over the
barricades, bolters blazing.

SKULLKRUMPA'S FURY

As the White Scars ascended to the top of the nearest
landing pad, Sergeant Kortal’s chainsword ran one Ork
through as Joghaten emptied his bolter into an Ork Nob

at point blank range. Skullkrumpa’s voice could clearly be
heard over the clamour of battle, and the Warboss barrelled
into the brawl with his hardest ladz. One Space Marine
was swatted aside like a gnat with a back-hand swipe of

a power klaw even as another was hacked in two with a
terrible blow from a Nob’s axe. Throwing his boltgun aside,
Joghaten Khan took a two-handed grip on his power sword
and, with his Primarch’s name on his lips, charged.

The Khan's blade parried one Ork choppa before
twisting and cutting down the greenskin behind it. A
heartbeat later he wheeled and stabbed another Ork
through the throat, before raising his sword to block an
axe swing. It was then that Skullkrumpa himself laid the
Captain a glancing blow. The impact of the power klaw
knocked Joghaten sprawling across the blood-slick landing
pad. Skullkrumpa roared a victory cry as he advanced
on the prone Captain, who was even now defying his
grievous injuries and staggering to his feet. However, before
Skullkrumpa could finish his foe the air shimmered in front

White Scar bikers from Squad
Ghenghal spearhead the assault on
the Ork-held Fellstorm Airfield.
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Skullkrumpa charges into combat with
Joghaten Khan atop the landing pad at
Fellstorm Airfield.

of him. Terminator Squad Moghitai — veterans of a hundred
wars — teleported in a defensive ring around their captain.
Sergeant Kortal, despite having lost an arm to the foe,

had successfully fought his way to the comms-array and
activated the homing beacon. Having detected the signal,
Sergeant Moghitai had ordered an immediate surgical
strike, saving the Khan from certain death.

Skullkrumpa and his Nobz opened fire, hut the
Terminators strode through the hailstorm unharmed. Their
return fire took a far heavier toll, and as storm bolters
clattered Ork bodies burst apart in explosions of blood
and gore as the mass-reactive shells did their grisly work.
Roaring in anger, Skullkrumpa knocked one Terminator
clear off the landing shield but before he could raise his
power klaw again a shimmering sword burst through his
chest. The Warboss slumped to his knees as Joghaten Khan,
bloodied but undefeated, wrenched his blade free before
decapitating the Ork in one deft blow.

TAREKH ADVANCES

The White Scars had taken Fellstorm Airfield, and not a
moment too soon, for even as Joghaten Khan surveyed the
battlescape, Necron craft could be seen approaching from
the east. Tarekh's legions would not be far behind.
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As the remnants of Squad Kortal secured the Airfield,
Techmarine Vor'Torro awakened the machine-spirits of the
airfield’s dormant Icarus defence weapons. Meanwhile,
Joghaten Khan sent a series of encoded commands to his
orbiting Strike Cruiser, including orders for an immediate
evacuation. A Thunderhawk was soon en route, but unless
the White Scars could clear the skies of enemy aircraft, it
would doubtless meet the same fate as White Crow.

However, as the Necron aircraft prepared to strafe the
White Scars positions, only a pitiful number of autocannons
fired, the majority of the defence array staying silent.
Vor'Torro reported that the presence of the Orks had tainted
the ritual to wake the machine-spirits, necessitating another
lengthy cleansing rite. Knowing that the guns would not
awaken in time, the Khan ordered his men to take cover
mere seconds before the Necron aircraft were upon them.

THEe RETURN OF DA KRIMSON BARUN

As the lead Doom Scythe entered weapons range it blew
apart in an explosion of sparks and flames, the debris
raining down over the airfield below. Da Krimson Barun
(piloting a new and freshly repainted Dakkajet ‘borrowed’
from a rival fighta ace) had returned and, this time, he’d
come with all his best flyboyz. Wherever the Ork craft

Waaagh! Skullkrumpa invades
the world of Cardrim.

134926.M41

The Bluegard Massacre.
Necrons ambush White Scars
and Evil Sunz hattling at the
Bluegard Plateau.
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Fellstorm Airfield falls
to Skullkrumpa. With
Fellstorm as a staging post,
Skullkrumpa’s forces launch
gruelling hit-and-run raids
upon Necron forces and the
White Scars come under
increased attacks from waves
of Ork aircraft.

209926.M41 332926.M41

The Doom Seythe squadron A Deathwatch kill team
the Hand of Tarekh ‘makes planetfall and joins the
methodically hunts down White Scars, Together, they
Skullkrumpa’s Speed Freek fight through the Canoptek

mobs as they pursue Tomb
Blades across the vast
expanses of the Vallron Desert.

guardians before planting
nucleonic charges deep in
the heart of a tomb. The
explosion destroys thousands
of dormant Necrons.



flew they left oily contrails of thick black smoke in their
wake, and the skies soon darkened as thick clouds formed
overhead. In between could be seen the red flames of
afterburners, the muzzle flashes of weapons fire and the
blinding arcs of Necron energy weapons.

As the Ork planes circled overhead they saw the
approaching Necron legions and dove to engage. Blitza-
hommers dropped their payloads into the very heart of
the Necron formations. Necron Warriors were blown to
pieces and quantum shields burst under the force of the
Orks” boom bombs, their advanced science offering scant
protection against such massive explosions. Pieces of
shrapnel and twisted metal bodies whirled in all directions
as the Ork bombs fell. A squadron of Burna-bommers
skimmed overhead, their pilots hollering all manner of
abuse as they dropped their bombs and transformed vast
swathes of the landscape, along with entire phalanxes
of Necron Warriors, into a fiery vista of destruction. The
Necrons struggled to regain air superiority, a Doom Scythe
executing a perfect vertical loop to draw a bead on an
Ork Bommer only to be shot to pieces from by a burst of
shoota-fire from a very panicked Grot gunner. The Orks
were hammering the Necrons out of the skies one at a time,
da Krimson Barun dishing out revenge for his humiliating
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'.Bnmmerpxlat Urk S ggs’
Gnawtoof to a bloody pulp
after the over-enthusiastic
flyboy mistakes two under-
construction Stompas for
Necron Monoliths and
destroys them both.

C*ardrrm and forces in orbit,
cutting off reinforcements.

downing during the massacre over Bluegard Plateau.

The White Scars did not sit idly by as the Ork Bommers
rained death upon the Necrons. Vor'Torro finally awakened
the Fellstorm machine-spirits and soon lcarus-pattern heavy
weapons were stitching the skies with anti-aircraft fire,
autocannon and lascannon turrets punching through the
fuselages of Necron planes and Ork Bommers alike.

As the Fellstorm defence guns opened up, da Krimson
Barun’s flyboyz were blown to bits. Somehow the Fighta
Ace managed to fly through the storm of firepower
unscathed, but his hoots of delight were short lived as
Brother Khothor, standing atop the command-bastion, fired
his rocket launcher. The Space Marine missile streaked
across the sky, smashing into the Fighta Ace’s Dakkajet and
knocking out its engine. With a cry of ‘zoggin’ ‘eck’, da
Krimson Barun plummeted to the ground once more.

THE LAST STAND AT FELLSTORM
Though the Ork aircraft had badly mauled Tarekh’s legions,
the remaining Necrons still vastly outnumbered the White
Scars, and their march upon the airfield continued.

Icarus autocannons hammered the remaining Necron
craft as Squads Kortal and Moghitai manned the ramparts
of the airfield’s landing pads. Within minutes, the Space

Doum Scythes to tar
ories of devastati ﬂg
dawn attacks, systematxcalh'

S, s
Stormtalon Spear o Chogoris.

Techmarine Vor'Torro repairs destroying all outlying Ork
the craft, before launching outposts. The Evil Sunz
a raid against the Ork-held reel from the ferocity and

efficiency of the attacks and
are forced to withdraw back
to Fellstorm Airfield.

Dreska Bastion.
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Marines were opening fire on the approaching Necrons
with volleys of bolter fire. The White Scars defending
Fellstorm had the advantage of cover and height, but
Joghaten knew they could not hold out for much longer. As
if in answer, a vast shape loomed through the pall of smoke,
the White Scars Chapter symbol emblazoned proudly
upon its hull, marking it as the Khan's last remaining
Thunderhawk. As the gunship descended, it launched a
volley of missiles into the advancing phalanxes, shattering
Necron bodies as if they were made of glass as turbo-laser
fire vaporised the foe. Surrounding the majestic craft were
four Stormtalons, escorting the Thunderhawk as it set down
upon the nearest landing pad. Two Stormtalons suppressed
the Necrons, heavy bolters and assault cannons laying
down a curtain of death, transforming robotic warriors to
scrap. The remaining Stormtalons streaked forwards, jinking
gauss beams as they sniped Triarch Stalkers and Ghost Arks
with pinpoint lascannon bolts.

No sooner had the Thunderhawk’s ramp struck the
landing pad than a score of Space Marines deployed to
cover the evacuation. Squad Kortal dragged their dead and
wounded aboard, Apothecaries on board tending to the
injuries or else reclaiming the gene-seed of the dead.

Tarekh could now see that the Space Marines had no
intention of holding the Fellstorm base. With his quarry
on the verge of escape, Tarekh ordered a final charge, and
his Command Barge soared forwards. Two Space Marines
fell as arcs of lightning shot forth from the Necron vehicle,
and a third warrior was beheaded as Overlord Tarekh
skimmed over the ramparts, warscythe flashing. Squad
Moghitai turned their weapons upon the floating barge, but
their weapons were useless against the vehicle’s protective

s, bolter rounds expiodmo harmlessly. Ignoring the
small-arms fire as the nuisance it was, Tarekh turned his
barge towards his true target. He prepared to fire a tachyon
arrow into the Thunderhawk’s innards, only to see the bulky
form of a Dreadnought descending the ramp, the white- hot
muzzle of a multi-melta aimed straight at him. A thermal
beam hotter than the heart of a star roared across the
landing pad, punching through Necron energy shields and
reducmg the Command Barge’s anti-grav engines to molten
slag. The sky chariot exploded in a ball of scorched metal
and sparks, blowing Tarekh all over the landing pad.

As the last of Joghaten Khan's warriors embarked within
the Thunderhawk, he looked upon the sea of metal bodies
that had converged on Fellstorm and smiled. His plan to
lure the Necrons to Fellstorm had worked. As Joghaten
Khan climbed aboard, the Thunderhawk lifted off and,
despite a few glancing gauss beams, its jets lifted the craft
skywards, Stormtalons forming up in perfect formation on
its wings. With Cardrim I‘PCF‘dIng behind him, Joghaten
opened a vox-link to his Strike Cruiser and uttered a single
word: ‘Fire!’

As Overlord Tarekh’s body repaired itself amidst the
smouldering wreckage of his sky chariot, he turned his
head skywards just in time to see the first volley of magma
torpedoes heading straight towards him. He had just a
second to register that the cunning of the Space Marines
might mark them as worthy foes after all, before the orbital
barrage smashed into Fellstorm Airfield, mstantl\ vaporising
every building and Necron within five miles.

It had taken Joghaten Khan several months longer than
he would have liked, but he had performed his duty. Not
only was Skullkrumpa dead, but the surface of Cardrim had
been cleansed of xenos. The Khan did not pause to relish
his victory, knowing that the time for celebrations could
wait until their return to Chogoris. Instead, he ordered a
course be set for Ryza; there was another war to be won.

White Scars reinfarcements cove
Joghaten Khan's withdrawal,
unleashes his full force,
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OGHATEN'S
BROTHERHOOD

te Scars

Chapter

Tactical Squad Kortal

Veteran Sergeant Kortal has accompanied Joghaten
thorough decades of warfare. He stood shoulder to
shoulder with Joghaten during the Defence of Gyrux
Hive and he saved the Khan’s life during the Diata
Purge, parrying a renegade’s axe blow with his trusted
chainsword. Though Kortal is a raucous warrior whose
loud boasts and gruff jests are legendary amongst the
4th Company, he is the most dependable and determined
line officer that Joghaten has ever served with.
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The Spear of Chogoris

The Spear of Chogoris has a fickle reputation
amongst the White Scars’ more superstitious pilots. The
Stormtalon’s machine spirit is likened to a wild stallion;
an unruly beast, but faithful if it can only be broken.
For centuries many have struggled to control the Spear
of Chogoris in battle, the craft bucking, stalling and
fighting against its pil ot. It has only been since Techmarine
Vor'Torro took to piloting the intemperate gunship that the
Spear of Chogoris has again proven itself a deadly hunter,
with an impressive string of enemy kills to its name.




]ogg\atcn Khan
Joghaten Khan is the Captain of the White Scars’

4th Company and he is relatively young for so high a rank.
Though his courage and cunning are spoken of with high
regard within the palace of Chogoris, the young Captain
feels he has much to prove. Renowned for his cunning and
courage, Joghaten’s greatest victory prior to the Battle for
Cardrim was against the renegade Red Corsairs during

the Diata Purge, the campaign’s name emblazoned on his
personal banner to honour his deeds.

9 Honoured Temajin

Before his interment within a Dreadnought,
Honoured Temajin served as part of the great Kyublai
Khan's personal Honour Guard. However, whilst locked
in a great duel with a fell champion of the Black Legion,
Temajin was shot in the back by a Legionnaire’s plasma
gun and laid low. Whilst many White Scars find the
prospect of being confined within the metal sarcophagus
a horror, believing their soul should be allowed to roam
free, Temajin has vowed to hunt down and enact revenge
against the coward who shot him.

@ Bike Squad Ghenghal

Sergeant Ghenghal vets the warriors in his squad
personally, and no Battle-Brother is accepted unless they
can first land a single blow upon his shield in a ritual
jousting trial. For every aspiring warrior who succeeds,

a score more are knocked from the saddle by Ghenghal’s
strikes, ensuring only the most skilled riders in the Chapter
are inducted into the squad. Only once, against the great
Kor'Sarro Khan himself, has Ghenghal ever fallen from
his mount, an event the Sergeant acknowledges with the
utmost respect, for a superior rider is due no less.

Terminator Squad Mo%}u'tai

Also known as the Stormbringers after their
distinctive pauldron-shield heraldry, the warriors of
Terminator Squad Moghitai have a roll of battle-honours to
rival the White Scars’ greatest heroes. Sergeant Moghitai
himself, whose first action upon earning his suit of Tactical
Dreadnought Armour saw him single handedly holding the
Fyremouth Bridge against a swarm of Hormagaunts, is as
grim a Sergeant as the White Scars have ever produced, a
warrior who has reputedly never smiled in his life.
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WAAAGH!
SKULLKRUMPA

Da Red Wheels

Da Red Wheels are Skullkrumpa’s outriders. The
fastest amongst them is Magrot, the kustom-jobs on his
bike ensuring he’s always the first into the fight. However,
Magrot is forever urging the Meks to make his warbike
even faster, meaning it spends a long time in the Mek-shop.
Whenever he’s not racing across the plains, Magrot grows
bored and takes to wandering through camp looking for
something to duff over. Magrot once picked a fight with
Nagrut, a mistake that ended with his arm ripped off. Still,
it helped to pass the time ‘til his bike was ready.
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Thugruk’s [__adz

Thugruk is a Mrute of an Ork with dreams of one
day leading a Waaagzh! of his own. He's not the only Ork in
his mob with dreamas of bigger things, but the ambitions of
Thugruk’s heavy we=apons enthusiast, Fugnok, are limited
to getting hold of th.n€ biggest shoota he can. His current
big shoota, ‘Big Dak=ka’, makes a raucous clamour every
time Fugnok blazes = away, but heisa notoriously poor shot,
even by Ork standar=ds. Indeed, during the Galthamor War,
Fugnok was utterly gggobsmacked to finally hit a target, a

feat he has yet to reggpeat.
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Warboss Skullkrum'fa Da Krimson Barun

The one-time favoured Ork of the great Warboss Da Krimson Barun is perhaps the finest Fighta Ace
Grax, Skullkrumpa’s strength and infamy have grown with ever to live. Whilst many Ork pilots stencil enemy kills
every passing victory. As Waaagh! Grax descends on the onto their planes, da Krimson Barun’s Dakkajet remains
Ryza system, Skullkrumpa has decided to carve out his free of such blemishes. Whenever this is remarked upon,
own realm. Skullkrumpa is a hulking brute who wields a da Krimson Barun retorts that if he bothered with marking
power klaw called ‘Man Smasher’. With it, Skullkrumpa every kill he’d need a flying Gargant! Indeed, da Krimson
slew Chapter Master Kendral of the Emperor’s Swords Barun's preternatural skill is matched only by his ego, and
Chapter, ripping his head off during the fight for Fireheart the only thing that comes close to screaming through the
Hive and gaining a fancy new helmet for his collection. air, guns blazing, is telling all the other flyboyz about it.

9 Da Sky-slashers '6) Nagrut's Big Nobz

Da Sky-slashers were instrumental in the Nagrut’s Big Nobz are the hardest bunch of fighters
destruction of Fireheart Hive, the Deffkoptas’ rockets in Skullkrumpa’s tribe, a mean bunch of bullies who keep
making short work of the defenders’ heavy weapons the other Orks in line by beating any greenskin who fails
emplacements, Though they sneer at the bikers of to get stuck into a fight or who looks at them funny. Worst
da Red Wheelz, seeing them as slow-pokes, da Sky- of the bunch is Nagrut himself, whose short temper and
slashers look upon the Dakkajets and Bommers of da frequent violent outbursts have left dozens of Boyz dead

Krimson Barun’s flyboyz with jealous eyes. Da Sky- or bleeding. If da Krimson Barun is Skullkrumpa’s right
slashers have a high attrition rate, not just because of hand, Nagrut is the Warboss’ left fist, and other Orks go
enemy fire, but because many abscond with an angry to extraordinary lengths to steer clear of him and his Nobz
pilot's plane in the dead of night. unless they want a good thumping.
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TAREKH'S
LEGION

The Storm Herald

The Storm Herald has sat immobile for countless
decades within the Nemesor’s own tomb, its ever-charged
tesla weapons guarding the entrance to the complex in
case a lone interloper might perchance happen across it.
As Tarekh ascends to his Catacomb Command Barge and
moves to eradicate the alien invaders on Cardrim, the
Storm Herald has once again activated its repulsor fields,
gliding into formation to engage the foe. Having been
motionless for so long, the Storm Herald is keen to destroy
the Nemesor’s enemies with emerald bolts of lightning.
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Phalanx X1101s
Amongst the first warriors of Tarekh’s legions

to have been awakened, Phalanx X1101s performed
above calculated expectations during several of Tarekh’s
campaigns, leading the Nemesor to favour them above

his other front-line soldiers. Though illogical, Tarekh is
convinced that fortune smiles upon these automatons,
and time and again they emerge through the fires of battle
relatively unscathed.




o Nemesor Tarekh

His Regal Omnipotence, Tarekh the Undying,

was once a powerful Overlord who ruled many of the
Nihilakh coreworlds and whose legions were respected by
all his rivals. However, Tarekh’s powerbase was shattered
following his defeat by the Eldar during the Starheart Wars,
and he has since plotted his revenge, secretly rebuilding

a super weapon beneath the surface of Cardrim. Tarekh

is suspicious to a fault and consumed by paranoia, seeing
conspiracies and spies in every shadow.

@ The Voiceless Guard

The Voiceless Guard are Tarekh’s sworn protectors,
silent warriors who accompany their Overlord at all times.
In ages past, during Tarekh’s defeat at the hands of the
Eldar, the Overlord would have been utterly destroyed
were it not for the intervention of the Voiceless Guard,
the warriors cutting down several would-be assassins. For
decades at a time these guardians have stood their vigil,
as immobile as statues whilst their charge works from his
throne. As the Nemesor makes ready to wage war once
more, the Voiceless Guard are ready to march at his side.

The Hand of Tarekh

The Hand of Tarekh are so named because the
Doom Scythe squadron numbers five craft. Where one is a
deadly foe, the squadron has obliterated entire regiments.
Indeed, the Hand of Tarekh has been all that was needed
to guard Cardrim from intruders, descending upon any
trespassers from on high and scouring them utterly from
the surface of the world before any knew they were in
danger. In the face of Waaagh! Skullkrumpa, Tarekh has
declared they will instead form the fist of his vengeance.

Ethermancer Drizyan

Drizyan is vital to Nemesor Tarekh’s plans, but over
the decades the Cryptek has grown recalcitrant, insisting
on ever-more bizarre and time-consuming demands from
the Overlord if the great work on Cardrim’s buried super
weapon is to continue. Unable to complete the work
alone, Tarekh has thus far been forced to acquiesce to the
Cryptek’s demands. Unbeknownst to Drizyan, however,
Nemesor Tarekh is even now looking for another, more
compliant Cryptek, to replace the Ethermancer.

THE BATTLE FOR CARDRIM
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SCRAMBLE!

68The Orks have found us, the first wave of Bommers is inbound. All Techmarines to their craft,
prepare to scramble all Stormtalons. Fill the skies with fire and bring them down!®?

Aerial superiority allows a war to be fought on
the attacker’s terms. By controlling the skies, an
attacker can cut off the enemy from resupply and
reinforcement, whilst launching his own aerial
strikes against ground-based forces.

To ensure domination of the skies an attacker must
strike first, to attack the enemy’s airfields before he has
the chance to launch his own aircraft.

OBIJECTIVES

One player is the defender and the other is the attacker.
The defender’s objective is to hold off the attackers long
enough to launch their aircraft. The objective for the
attacker is to destroy the grounded aircraft before they
can take off,

DEPLOYMENT

During deployment, the defender designates three
points anywhere on the board to act as the launch pads
(Skyshield Landing Pads are ideal for marking these).

The defender then places one Fast Skimmer on each of
the launch pads to represent the grounded craft — these
do not count towards their army's points total.

The defender then deploys his entire army anywhere on
the board that is more than 12" away from any table
edge. If, for any reason, it's impossible to deploy a unit,
it must deploy as reserves.

The attackers all start the game in reserve.

RESERVES

The defender cannot place any units in reserve
voluntarily, but may be forced to do so during
deployment (see above).

Unless they Deep Strike onto the battlefield, all reserves
enter play from a randomly determined table edge.

Roll a dice: on a 1 the unit arrives from any table edge
chosen by the defender, on a 2-3 from either long table
edge, on a 4-5 from either short table edge and on a 6
from any table edge chosen by the attacker.

FIRST TURN

The attacker takes the first turn.

GAME LENGTH
Roll a dice at the end of game turn 5. On a 1-2 the

46 Battle Missions

- Ultramarines Techmarine Vesavus

game ends immediately, on a 3+, the game continues,
If the game continues then roll a D6 again at the end of
game turn 6; 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 7.

VICTORY CONDITIONS

At the end of the game each player receives 1 kill point
for each enemy unit that has been completely destroyed.
If the attacker can destroy any of the grounded aircraft
— whether they have been launched or are still on the
launch pad — he scores 2 kill points for each of these
instead. In addition, the defender scores D3+1 kill points
for each of his grounded craft that he managed to
launch and that are still operational at the end of the
game (i.e. not immobilised or destroyed). The player
with the highest total kill points wins the game.

SPECIAL RULES

Aircraft Inbound: Any attacking Fast Skimmer unit
that is completely destroyed is returned to play at full
strength and placed in reserve. It will arrive with other
reserves as normal. Note that kill points are scored each
time a unit is completely destroyed, so if a Fast Skimmer
unit was destroyed, returned to play, and destroyed
again, then the defender would receive 2 kill points.

Scramble!: At the start of the game, the grounded
aircraft are still being refuelled and rearmed and count
as immobilised vehicles that cannot shoot. They can be
shot as normal by the enemy.

At the start of each of the defender’s Movement phases,
he may attempt to launch his grounded craft by rolling
a dice for each of them. On game turn 1, a craft may be
launched on the roll of a 5+. On game turn 2, a

craft may be launched on the roll of a 4+. On game
turn 3, a craft may be launched on the roll of a 3+

and on game turn 4 any remaining grounded craft are
launched automatically.

As soon as a grounded craft is launched it becomes
fully operational and may move and shoot normally.
Any damage inflicted earlier in the game still applies,
however, so a grounded craft might be immobilised or
have a weapon destroyed before it can be launched by
the defender.



The Ultramarines race to launch their Stormtalon Gunship as waves of Ork Bommers attack the airfield.

SCRAMBLE! DEPLOYMENT MAP

Defender deployment zone,

Set-up Summary

» The defender designates three points anywhere on the battlefield as than 12" from any table edge.
launch pads and deploys a Fast Skimmer on each, * The defender may not deploy any units in reserve.
e The defender deploys his whole army first, anywhere that is more = The attacker enters play on the first turn from a random table edge.

Battle Missions: Scramble! 47
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Andrew manages to scramble his Salamander Stormtalon not a moment too soon as Chad maves his Doom Scythes in to attack.

48 Battle Missions
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TO THE SKIES!

The air is heavy with noise and explosive fires; it’s an overhead clash of brute force”
between three sides as the Orks, Necrons and Space Marines battle for control over

the skles Whose side are you on?
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you've been enticed by the new elements of battle
introduced this month, and don't yet have an army ready
for flight, now is your chance! Doom Scythes, Stormtalons
or Bommers? The choice is yours, and for some great ideas
for your army, get down to your local H Centre and
talk to staff about the amazing new possibilities.

Battles above

Many of the races in the 41st millennium are advanced
in the art of aerial combat with Flying Gunships to Fast
Skimmers, while other races have a huge selection of
weaponry to take them down. With so much to consider,
there is nowhere be
guidance on starting your new Warhammer 40,000 army.

f&

GAMES WORNSHOP

games-workshop.com

er than your local Hobby Centre to get

Scramble!

With the new miniatures released this month come

expanded rules, and new missions to play. Featured this
month, ‘Scramble!” is an awesome Battle Mission that

incorporates this new style of play. If you and your friends

are ready to dominate the skies, get your armies to your

local Hol bby Centre and try ‘Scramble!” out for \.'OUI'SQ-“[VF“».

What goes up must come down...

If you prefer to have your feet firmly on the ground, then
you are going to have to think big when it comes to this
style of assault Defending your gmund will be no small

task. Get down to your local e to test your mettle in
battle. Your Hohbv Centre Staff will be at hand to discuss
and explore the many new challenges that lie ahead.

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER



Pt

-4

"LOOK TO THE

WARHAMMER @ WARHA

40,000 400

STORMRAVEN GUNSHIP  STORMRAVEN-LANDUNGSSCHIFF DARK ELDAR
ESCORTEUR STORMRAVEN  CANNONIERA STORMRAVEN RAZORWING JETFIGHTER

2 1) = CHASSEUR RAZORWING
CANONERA STORMRAVEN Ab—LL A7 RS ELDAR NOIR

CAZA ESTILETE DE LOS
ELDARS DSCURDS

Of course it’s not just the Space Marines and Orks who can take part in the
Scramble! Battle Mission, as other races also have access to Fast Skimmers. These
kits are available to buy now online and from your nearest Hobby Centre.
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THE WHITE SCARS CHAPTER

In this Army Project, professional army
painter Steve Bowerman shows us how he
painted his White Scars army, including the
new Stormtalon Gunship.

INSPIRATION

Steve: As Duncan Rhodes and | were painting up our
Dakkajet and Stormtalon respectively, an idea came to us —
why not paint an army for them both to join? Having both
agreed that this would be a fun challenge, we initially looked
at painting a Battleforce apiece, as they would provide a core
of miniatures to form each army’s foundations. However,

as we were both working on Orks and Space Marines, we
settled on painting up the contents of the Assault on Black
Reach set instead. In this way, both armies would end up
with a good selection of miniatures, but also include a
suitable HQ unit to act as army commander. My Space
Marines would therefore be led by an awesome hero in the
form of a Space Marine Captain, and include a squad of
Terminators and even a Dreadnought.

TECHNIQUES

| have been experimenting with painting white recently

and decided to put my theory to the test by painting up my For the most part the White Scars follow the Codex Astartes, although often
Space Marine Army Project as a White Scars army. The key display tribal markings alongside their other iconography.

to this technique was to use a colour scheme focused around

Ulthuan Grey - a very light shade of grey — which is then

highlighted with White Scar. This enabled me to provide a

final layer of edge highlighting, which, if | had painted the j
model pure white, would not have been possible. However,

Ulthuan Grey is a Layer paint so doesn't quite have the same

level of coverage when compared to a Base paint. The trick J

here is to use a Skull White Spray undercoat before applying -

a basecoat of Ulthuan Grey with a Citadel Spray Gun. This

way, Ulthuan Grey will effortlessly cover the undercoat and
give you a great foundation for painting White Scars armour.

When it came to painting the Stormtalon, | used the same

colours and techniques as Chad did on his Ultramarines

Stormtalon (see page 24), but simply painted its armour -

panels in the same way as my other White Scars.

The White Scars display their squad markings on their left knee pads.

Chapter icon Tactical Squad Assault Squad

Steve first undercoated his miniatures with Skull White Spray in preparation for @

a basecoat of Ulthuan Grey, which he applied with the Citadel Spray Gun. Veteran Squad Devastator Squad




WHITE SCARS SHOWCASE

Dreadnought Terminator Sergeant Terminator

Space Marine Sergeant Space Marine Captain

Steve’s Stormtalon Gunship, inspired by the Spear of Chogoris in the Battle of
Space Marine with missile launcher Cardrim, was painted to be the centrepiece of the White Scars army. .
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EVIL SUNZ ORK CLAN

Duncan Rhodes, one of the Hobby Team’s
dedicated army painters, shows us how he
painted an Ork Bommer and an Evil Sunz :
army to go with it.

INSPIRATION

Duncan: The challenge was on. With Steve painting
up a Stormtalon to go with his Space Marines from the
Assault on Black Reach set, | had to get my thinking cap ;
on for a theme for the Ork army. After a quick Squig brain 3
transplant operation (in addition to his many other talents,
Dave Andrews is also a fully qualified Painboy), | settled on
painting an army belonging to the Evil Sunz Clan. Of all
the Ork clans, the Evil Sunz are renowned for their love of
vehicles — the faster and louder the better. With a Dakkajet
and a Deffkopta squadron at the forefront of the army, the !
Evil Sunz were the most suitable choice by far.

The Ork Bommer can be assembled as any of three different
types of aircraft and there are loads of different ways to build
each one. | opted for the Dakkajet as it's the shootiest of them
all. Having read Robin Cruddace’s story about the Battle for
Cardrim, | was really inspired by the deeds and antics of an
Ork Fighta Ace known as da Krimson Baron (see page 30). |
decided to assemble and paint my Dakkajet to represent this
infamous flyboy, ensuring that | included all of the available
upgrades, such as an additional twin-linked supa shoota,
onto the model.

With such a strong aerial presence in the army (a Waaagh!
Air Force, if you will), | used the spare Ork pilot heads from
the Ork Bommer kit on some of the Ork Boyz and Deffkopta
pilots to help reinforce the army’s overall theme. When | get

around to adding some Grofs to the force, | will do the same d ""k " .;. d-.f. " —
wi I nner heads as well. Codex: Orks is the definitive guide to fielding an army of savage greenskins in
th the e Grot gunner he d the 41st Millennium. Look no further than this hook to ready youor Waaagh!

g ——

TECHNIQUES

The Evil Sunz are firm
believers of the age-old

Ork adage that ‘red wunz
go fasta’, so my colour
scheme was clear from the
start. However, as much

as | made sure to use red
throughout the army (on
armour plates and other
such surfaces), | wanted to
add a bit of variety to these
shades to represent the
scavenging nature of the
Orks — some of the materials
that they use will invariably
be older and more
weathered than others that
have been bolted on more
recently. For this reason,
after using the Citadel Spray
Gun to apply a basecoat of
Mephiston Red, | painted
some panels on the fuselage
in a different shade of red.
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EVIL SUNZ DAKKAJET

Using the same four stages for painting the metal,
Duncan added chips to the paintwork all over the
Dakkajet’s wings and fuselage for a more worn
and rugged look. Duncan’s final stage was to apply
some appropriate decals from the transfer sheet
included in the kit and weather them with flecks of
the Layer colour over which they had been affixed.

Duncan carefully applied a row of dags with After gluing the finished pilot in place, Duncan
Averland Sunset on a few of the armour panels. carefully painted the canopy frames.




Displayed below is a convenient reference chart of every Citadel paint Steve and
Duncan used to paint their Army Projects, allowing you to quickly and easily find the
paints that you’ll need to follow along at home.

WHITE SCARS PAINTING GUIDE EVIL SUNZ PAINTING GUIDE

METAL GDLD I.EATHER
T Fesh w-pmmmm Batthasar Gotd Rhino Hide Msphumn)?ed
. ‘. |
Biel-Tan Graen Nefn cHl Neeln i) Nuler O1f Agrazx
Earshshade
. ¥ 3 # !: ;
; e oy o 4 A
O8] (ki Grey Runefang Steel ~ Gehenna's Gold  Stormvermin Fur  Evil Sunz Scarler 881 yiboss Green Runefang Steel  Runeflng Steel Tiskgar Fur il Suny Sortet
3 b o I ! I |In 3 ‘ I<
= R Steet Squig Orange bl Sornik Green Wizzdakka Red
Neeron Necron
Compound Compound
s . Y r'.-‘ "
- a ; - i -
2
Warpiock Bronze Mephistan Red Warboss Green Skerrsnik Green Tuskgor Fur Wazdakka Red

O [

Runefang Stesl Gehenna's Gold

o Ry B W P

Necron - Imperial Primer o Starmvermie  Administratum Evil Sunz Sguig Change  Stavenblight
Compowund Far Grey Scariet Lhnge

AVAILABLE NOW IN STORES AND ONLINE FROM WWW.GAMES-WORKSHOP.COM
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ASSAULT ON BLACK REACH

The Assault on Black Reach boxed game is a great way of getting hold of two armies
of fantastic Citadel miniatures - the barbaric Orks and the mighty Space Marines.
Steve and Duncan used this set as the foundation for their Army Projects.

WARHAMMER
& iﬂﬂ nn

What's in the Box:

Assault on Black Reach is an ideal purchase for anyone to begin playing right away - these finely detailed plastic,
new to Warhammer 40,000 as well as anyone looking to Citadel miniatures have been designed to allow you to
bolster their existing Ork and Space Marine armies. The quickly assemble an army ready for your first battle. For

enclosed starter booklet has easy-to-follow examples anda  existing Warhammer 40,000 players, this set provides a
step-by-step introduction to the game, while the rulebook handy, pocket-sized rulebook — great for taking along to
contains all of the information you'll need to play the game  your games — as well as two great-looking armies and all
itself. The two armies provided will allow you and a friend ~ manner of gaming accessories.

This boxed game contains: a 112-page rulebook, a 33-page Getting Started booklet, dice, templates, range rulers
and almost 50 Citadel miniatures, including: a Space Marine Captain, 10 Tactical Space Marines, 5 Space Marine
Terminators, a Space Marine Dreadnought, an Ork Warboss, 20 Ork Boyz, 5 Ork Nobz and 3 Ork Deffkoptas.




This month, Jervis
Johnson discusses
the ‘hobby gene’
and how the Games
Workshop hobby
appeals to each
person in its own
unique way.

For many people, the pinnacle
of the hobby is to play a game at
Warhammer World.

64 WHITE DWARF

little while ago | was in Warhammer

World celebrating the launch of

our Blood in the Badlands book.
The White Dwarf team were fighting a big
multi-player Storm of Magic game, and
I'd come along to have a look and talk to
people about the siege rules I'd written for
the book. | had a great time: | always enjoy
talking to people about the hobby, and
Warhammer World was really buzzing with
activity. In one corner a group of friends
had booked one of the large tables in the
hall and were fighting a large Warhammer
40,000 game, while in another a visiting
club was fighting an Apocalypse game on
one table and a Storm of Magic
game on another. Meanwhile the centre of
the hall was filled with players who'd come
along to take part in a 40K tournament.
| can remember taking a minute or two
just looking around and soaking up the
atmosphere of the place. It was really
inspiring to see so many people all enjoying
the hobby in their own different ways.

As it happened I'd arranged to visit to
Warhammer World the following day as
well, to play a game of Warhammer with
my long-time opponent Mark Farr. We
get together about once a month, slowly
pottering our way through a campaign,
trying out some new models that Mark
(a prodigiously fast painter) has added to
his collection or giving some new rules
I've come up with a go. Recently we've
been playing a decidedly old-fashioned
campaign, based on the Blood Bath at Orc's
Drift campaign pack originally published

Ja U A

back in 1985, and this was to be the final
game in the series! It was a Sunday morning
and although Warhammer World was busy,
it was quieter than it had been the day
before. This suited me and Mark very well:
our games are quite low-key, and we spend
almost as much time chatting, drinking
cups of tea and eating biscuits as we do
playing the game. As usual, | had a great
time, even though (sadly, also as usual)

I lost. Not that winning or losing matters
much in our games, which are more about
getting together and trying different stuff out
than competition.

Anyway, as we were piaylng our game,
my mind drifted back to the previous day
and | found myself thinking about all of the
different ways that different people explore
the hobby There was the group of ‘garage
gamers’, getting together with their buddies
to play their reauiar multi-player 40K game.
There were the club gamers, on a road-trip
to play monster games of Apocalypse and
Storm of Magic. There were the tournament
gamers, testing their skill and battling away
in a spirit of friendly competition to see
who would be crowned the best general.
And there were people like Mark and me,
comfortable in each other’s company and
meeting up to explore the hobby in a low-
key, companionable sort of way.

As | thought about these things, it
occurred to me that, different as the
commitment and dedication needed for
different sorts of games may appear to
be on the surface, in actual fact it's really
remarkably similar. Big games like Storm of




Magic and Apocalypse may look like they
require players to have huge collections of
miniatures, but that's not really the case —
really all you need is for a group of players
to combine their collections together and
you'll easily have enough models for a
game. Similarly, tournament games can
appear to require hours of preparation
studying the rulebooks and army lists in
order to take part, but the truth is most
tournament players just turn up to play a
few light-hearted games with one of their
regular armies. And so on; when you look
close, what you've got is a bunch of equally
committed people exploring the hobby

in the ways that make them happiest.
Although this might seem like quite a minor
point, | found it rather thought provoking.
Specifically, it made me appreciate two
things in particular:

First of all, the diversity of our hobby
is a good thing, and something to be
cherished. I've talked about just three
different ways that people explore the
hobby, but there are countless others,
from the person that just enjoys painting
miniatures, to the one that is determined
to collect an entire Space Marine Chapter.
The range of different things you can do
gives the hobby real depth, and means, as
long as you have that ‘hobby gene’ which
means you can't resist the allure of a finely
crafted Citadel miniature, that you will
always be able to find that special bit of the
hobby that seems to have been made just
for you. It also means that should you grow
jaded with one part of the hobby, you'll
easily find something else that can take
your interest. I've lost count of the number
of hobbyists who've said to me ‘I used to
only do X, but now I've found that | also
love Y’. As a designer and writer it makes
me all the more determined to show off
different aspects of the hobby. We already
put a lot of effort into making sure that our
rulebooks show just how broad the hobby
is, while the expansions we publish are just
as much about showing off different aspects
to the hobby as they are about providing
us with excuses for making exciting new
miniatures. However, this isn’t an excuse
for us to rest on our laurels — there is a lot
more we can do yet!

Secondly, it underlined to me the
dangers of assuming that the way | play is
the ‘right’ or ‘best’ or ‘proper’ way. Like
most people, | can get rather partisan about
certain aspects of the hobby, which is
silly. Just because [ like playing campaigns
doesn’t mean they are for everybody, or that
people who don’t play campaigns ‘don’t
understand what the hobby is all about’.
There's plenty of room in the hobby for all
of us. This is especially important for me,
because as a designer and writer | need
to treat all of these different aspects of the

The White Dwarf team refighting
one of their favourite games from
Blood in the Badlands,

hobby with equal weight, and not just focus
on the things I'm interested in or which
are my ‘flavour of the month’. But above
and beyond how these things effect what
I do at my day job, working away in the
office we call the Studio, | think they are
important for me on a personal level too.
Thinking about the diversity of the hobby
has made me realise that there are plenty
of things that | haven't ever tried out. For
example, I've never trusted my painting

€€ The diversity of our hobby is
a good thing, and something
to be cherished.??

ability enough to enter Golden Demon, and
this means that there are huge areas of the
painting hobby I've never ventured into.
Who knows, perhaps if | gave it a try | too
will end up saying ‘I used to only do X, but
now l've found that | also love Y'.

And with that clarion call | will leave
you for another month. As ever, if you have
any feedback or comments on this month’s

Write to Jervis at:

Jervis Johnson
c/o White Dwarf

Standard Bearer, or indeed on any aspect . :

of the Games Workshop hobby, please feel g:sn;%'; ‘S,\t,z:,i;gho
free to write to me at the address on the Willow Road P
right. | receive quite a lot of letters, so can't Nottingham
always reply, but | do read all of the letters NG7 2WS

| receive and | take everything you say very
seriously indeed. I look forward to hearing
from you soon...

United Kingdom

STANDARD BEARER




The Stormtalon Gunship serves the armies of the Adeptus
Astartes as both an interceptor and ground attack craft. It

is fast enough to engage all but the swiftest of enemies,
and sufficiently well-armed to reduce the chosen foe to a
mangle of twisted wreckage and ruined flesh. The tide

of many a battle has turned with the thunderbolt descent of
a Stormtalon from the war-torn skies.

In many Chapters, Stormtalons are routinely assigned to
close support and interdiction duties. Indeed, a Stormtalon
is often assigned to escort another mission-critical unit.

In this role, the Stormtalon is all but unmatched. At one
moment it can be screaming across the battlefield at
death-defying speeds, at the next, its pilot can switch over
to repulsor systems, trading raw speed for agility, all the
while strafing enemy positions with a thunderous barrage
shells and missiles. Such were the tactics employed by the
Ultramarines at the Battle of Cold Steel Ridge, where the
Stormtalon pilots pushed their craft to the limit in their
attempt to hold great swarming broods of Gargoyles and
Harpies at bay.

A few Chapters, notably the White Scars and Raven Guard,
believe these duties — whilst valuable — do not properly
exploit the Stormtalon’s potential. To such Chapters, who
prosecute their campaigns with greater alacrity than even
other Space Marines, the Stormtalon excels as a vanguard
strike-craft, able to keep pace with their Assault Marines,
bike squads and Land Speeder squadrons. In these missions,
the Stormtalon’s traditional role is reversed: here it is the
principal strike craft. The remainder of the strike force’s
elements act as escorts, scouring the attack corridor clean of
anti-aircraft fire, as the Stormtalon roars in to obliterate its
designated target.
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'/ STORMTALON GUNSHIP

Armour
Type BS F S R

|Stormtaion Gunship Fast, Skimmer 4 I e |

UNIT TYPE: Vehicle (Fast, Skimmer)

WARGEAR
Ceramite Plating: Melta weapons do not roll an extra D6
armour penetration when shooting a Stormtalon Gunship at

half range or less.

Skyhammer missile launcher: These weapons fire a volley
of hyper-velocity missiles that smash into their targets with
the force of a thunderclap, perfect for turning armoured
vehicles into scrap metal.

Range Strength AP Type

60" 7 4 Heavy 3

SPECIAL RULES:
Aerial Assault: A Stormtalon Gunship that moved at
cruising speed in its preceding Movement phase can fire all

of its weapons.
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Escort Craft: If a Stormtalon Gunship is kept in reserve, it
can be assigned to escort any friendly unit in reserve with
the following exceptions:

» A Stormtalon cannot escort a unit arriving by Deep Strike.
e One Stormtalon cannot escort another Stormtalon.
e A maximum of one Stormtalon can escort each unit.

If this is done, do not make reserve rolls for the Stormtalon.
Instead it arrives at the same time as the unit it is escorting.
The Stormtalon must move onto the board within 6" of the
point that the unit it is escorting entered by.

Hover Strike: At the start of its Movement phase,

a Stormtalon can declare that it is making a special Hover
Strike attack this turn. If it does so, it changes its type

to Skimmer until the start of its next Movement phase and
cannot move (though it can pivot on the spot). However,
when performing a Hover Strike, a Stormtalon shooting

at Artillery, Beasts, Bikes, Cavalry, Infantry, Monstrous
Creatures and vehicles without the Skimmer type, has +1
Ballistic Skill. Regardless of the target, when performing a
Hover Strike, a Stormtalon Gunship's shots have the Pinning
special rule.

Supersonic: A Stormtalon Gunship that moves flat out may
move up to 36".



TAN AN AR

FAST ATTACK i
b
STORMTALON GUNSHIP ................... .. 130 Points A
Al X
- . r"s'c'”' B ‘ Options: o
Stormtalon Gunship 4 1M 11 11 f ° f!\gsgviﬁg.ange twin-linked heavy bolter for one of the
- Twin-linked lascannon .............cccceeeeeen. 20 points
) N - Typhoon missile launcher ..................... 25 points
Unit Composition: - Skyhammer missile launcher ............... ... 25 points
s 1 Stormtalon Gunship 0
Unit Type: . WEAPON TYPES
» \ehicle (Fast, Skimmer) Weapon Range Str. AP Type
Wargear:
® Twin-linked assault cannon
® Twin-linked heavy bolter
» Ceramite plating annon. 48" ¢
- ) Typhoon Missile launcher |
fpice'g'al"‘:s'fasmt (Frag) 48" 4 6  Heavy 2, Blast
e Escort Craft (Krak) . 48" 8‘_. 3 Heavy 2 -
o Hover Strike e ; ' :
e Supersonic

Two Starmtalon Gunships converge to pour their combined fire into the exposed flank of the Chaos Space Marines.
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STORMTALON GUNSHIP

Salamanders Chapter icon

Salamanders
Stormtalon Gunship

Targeting array
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Fin displaying honour markings
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White Scars Chapter icon Primary engine wing

White Scars Stormtalon Gunship
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DARRAJET

The Dakkajet is a blur of colour and noise amidst the
smoke and clamour of battle. Propelled by a single massive
jet engine, it roars through the sky, guns blazing a near-
constant stream of bullets as the pilot laughs manically to
himself.

Dakkajet pilots believe firmly in quantity over quality, and
commonly bolt as many big shootas as possible to their
aircraft. This makes Dakkajet pilots unusually good shots —

with so many bullets fired, some are bound to hit the target.

However, the Dakkajet also excels as a ground-attack plane
— assuming the target is something good an’ squishy, like
‘umies. Indeed, the only thing that cheers an Ork pilot more
than watching the bullet-riddled and smoking wreckage

of an enemy aircraft tumble from the sky, is watching an
infantry formation scatter and flee as the hail of shoota-fire
ploughs bloody furrows through their ranks.

From the outside, Dakkajets share many common features
- not least the Orky disdain for the laws of aerodynamics
and mind-boggling defiance of lift/thrust ratios. Under the
hammered and welded exterior, however, things are quite
different. Here, no two Dakkajets are precisely the same —
no Mek would ever consider using another’s design without
making a few ‘improvements’. No matter the different
designs, dents and odd fixing, all Dakkajets carry countless
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thousands of rounds of ammunition. Once they’ve opened
fire, Orks tend to keep shooting until their guns overheat or
run out of ammo — doubly so if their veins are running thick
with Waaagh! fever.

There are a few rare individuals amongst Dakkajet pilots
who are a true cut above their erstwhile peers. These Fighta
Aces are veterans of scores of sorties (and no small amount
of mechanical failures besides) and hundreds of successful
dogfights. Fighta Aces celebrate their success with lofty
titles, such as ‘da Krimson Barun’, ‘da Sky Shredda’ and

‘da Blue Mek’. To Ork pilots, Fighta Aces are true heroes,
well-deserving of their outlandish and self-appointed titles.
To other Orks, who prefer to smash ‘umies face-to-face, and
with both feet on the ground, Fighta Aces are simply viewed
as the maddest of a particularly crazed breed.

Armour
Type BS F S R

Dakkajet Fast, Skimmer 2 10 10 10

UNIT TYPE: Vehicle (Fast, Skimmer)

SPECIAL RULES:
Aerial Assault: If this model moved at cruising speed it can
fire all of its weapons.

Strafing Run: When shooting at Artillery, Beasts, Bikes,
Cavalry, Infantry, Monstrous Creatures and vehicles
without the Skimmer type, a Dakkajet has +1 Ballistic Skill.
Regardless of the target, a Dakkajet’s shots also have the
Pinning special rule.

Supersonic: If this model moves flat out it may move up
to 36".

Waaagh!plane: During a turn in which a Waaagh! is
called, this model’s Assault weapons fire twice as many
shots as normal.

UPGRADE:

Fighta Ace: When shooting at Jetbikes or vehicles with the
Skimmer type, a Dakkajet with the Fighta Ace upgrade is
treated as being Ballistic Skill 3.
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BURNA-BOMMER

Orks love fire — almost as much as they love fightin'. It was
therefore inevitable that someday a Mek would think of
attaching canisters of volatile promethium to the underside
of a Bommer - thus was the Burna-bommer born.

Only when the enemy is suitably bunched up do Burna-
bommer pilots attack. Any idiot can drop bombs, but it
takes a real flame master to drop them such that firestorm
is funnelled to immolate the maximum number of targets.
Unfortunately for other Orks, a pilot's idea of a valid target
is typically anything not in the sky, and it is not unusual for
few (or a few dozen) Boyz to get caught in the blast.

Burna-bommer pilots perform their attack runs at as low an
altitude as possible — often a few scant feet above ground
level. Not only does this guarantee higher accuracy, it also
allows the pilot to slide back his canopy and yell abuse

at the enemy. Such daredevil antics aren’t without their
hazards. Many a Burna-bommer has returned to base with a
decidedly scorched undercarriage, or even with the battered
remains of an enemy combatant embedded in the fuselage.
In fact, a Burna-bommer that returns from battle without so
much as a single scorch mark or unexpected limb provokes
a great deal of mockery from the other pilots.

Many Burna-bommers also carry skorcha missiles, whose
nosecones are filled to bursting with the same oily
promethium found in burna bombs. These are somewhat
erratic in flight, and can randomly alter vector as bits drop
off, but inevitably manage to hit something — even if that
something wasn't quite what the pilot was aiming at.

Armour
Type BS F S R
Burna-bommer Fast, Skimmer 2 10 10 10

UNIT TYPE: vehicle (Fast, Skimmer)

WARGEAR
Burna Bomb*: When these bombs explode they blanket
vast swathes of the battlefield in burning promethium.

Range Strength AP Type
See below 5 4 One use only,
Heawy 1,
Large Blast,

lgnores Cover

During the Burna-bommer’s Movement phase, it may drop
one burna bomb. To do so, centre a large blast marker over
one model it has passed over that turn and scatter it D6".
Any model (excluding the Burna-bommer itself) at least
partially under the large blast marker's final position takes
one hit, resolved using the profile above.

A Burna-bommer cannot drop a burna bomb and move
flat out in the same turn. A Burna-bommer that dropped
a burna bomb in its Movement phase counts as having
already fired one weapon in its following Shooting phase,
however, any additional weapons it fires that turn can
choose a different target to that of the burna bomb.

Skorcha Missile*: These ‘fire and fergit' rokkits corkscrew
wildly toward their target before exploding in great balls
of flame.

Type

One use only,

Heawvy 1, Blast,
Ignores Cover

Range Strength AP
24" 5 4

*Both burna bombs and skorcha missiles are flamer
weapons for the purposes of special rules that interact with
flamer weapons (such as an Eldar Avatar’s Molten Body
special rule, for example).

SPECIAL RULES:
Aerial Assault: If this model moved at cruising speed it can
fire all of its weapons.

Grot Gunner: One of this model’s weapons is fired by a
Grot Gunner (see the army list to see which). Shots with this
weapon are resolved at Ballistic Skill 3.

Supersonic: If this model moves flat out it may move up
to 36",

Waaagh!plane: During a turn in which a Waaagh! is
called, this model’s Assault weapons fire twice as many
shots as normal.
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BLITZA-BOMMER

Ork pilots learned long ago that mucking about with
trajectories, wind speeds, parabolas and the like was not
only ineffectual, it was dead boring. So it is, with true
Orky directness, Blitza-bommers 'aim’ their bombs by
diving at the target. Only at the last moment is the release
mechanism (a cramped Grot with a clearly-marked lever)
thrown and the Ork pilot pulls up out of the perilous dive.

Being Orky made, Blitza-bommers are not reliable. This has
less to do with the ramshackle construction and more to
do with an Ork pilot’s addiction to speed. As every flyboy
knows, you go much faster when plummeting downwards,
and some Orks completely forget to pull out of their dive,
smashing into the floor. It's for this reason that so many
Grots claw and bite to get out of the plane before takeoff.

Some Blitza-bommers escape slamming into the ground by
the smallest of margins, coming so close to the ground the
target is clipped with the undercarriage — a practice known
as belly-krumpin’ — that results in huge guffaws from the
Ork pilot and shrieks of terror from the Grot crew.

After a Blitza-bommer has dropped its payload, it is far from
defenceless. Each Blitza-bommer mounts a pair of supa
shootas, so the pilot doesnt get bored after he’s dropped
his bombs. Last, but not least, is the Grot turret gunner.
Whilst primarily intended to give the craft a means of
defence against sneaky aircraft that attack from behind, it's
just as effective when taking pot shots at ground targets.

Armour
Type BS F S R

Blitza-bommer Fast, Skimmer 2 10 10 10
UNIT TYPE: vehicle (Fast, Skimmer)
WARGEAR
Boom Bomb: These huge bombs are crude and unsubtle.

Range Strength AP Type
See below 7 4 One use only,

Heavy 1, Blast*
Skreamin’ Descent

*Hits from a boom bomb roll an additional D6 when
determining armour penetration.

SPECIAL RULES:
Aerial Assault, Grot Gunner, Supersonic,
Waaagh!plane (see Burna-bommer).

Skreamin’ Descent: During the Blitza-bommer's Movement
phase, it may drop one boom bomb. To do so, stop your
Bommer 1" in front of its target, roll 2D6 and consult the
table below. If it survives the Skreamin’ Descent, it can
complete its move. A Blitza-bommer cannot drop a boom
bomb and move flat out in the same turn. A Blitza-bommer
that dropped a boom bomb in its Movement phase counts
as having already fired one weapon in its following Shooting
phase, however, any additional weapons it fires that turn
can choose a different target to that of the boom bomb.
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2D6 Effect

2

5-9

10-12

Faster! Waaagh! Uh oh... No bomb is dropped,
and the bommer smashes into the ground. Centre
the large blast marker over any model in the target
unit and scatter it 2D6". Units suffer a number of S8,
AP2 hits equal to the number of models from their
unit at least partially under the large blast marker,
The Blitza-bommer is then removed from play and
replaced with wreckage or a crater.

Zogging "eck! The pilot manages to pull up, clipping
his target. No bomb is dropped. Instead the bommer
and its target each suffer a single S9, AP 2 hit.

Just like dis! Centre the small blast marker over
any model in the target unit and scatter it D6". Any
model (excluding the Blitza-bommer itself) at least
partially under the blast marker’s final position takes
one hit, resolved using the profile above.

Dakka-Dakka-Boom! The pilot gets the angle just
right. The Blitza-bommer not only drops a bomb on
the target (resolved as ‘Just Like Dis’) but also makes
an out-of-sequence shooting attack against the
target with its supa shootas! Any unit that suffers
one or more unsaved Wounds from the bomb or the
supa shootas must immediately take a Pinning test.
Note that it is permitted to shoot its supa shootas
again during the Shooting phase and it can target a
different unit.



X DAKKAJET 110 poins
Special Rules:
BS E Arn;our R * Aerial Assault
Dakkajet 2 10 10 10 * Strafing Run
s Supersonic
* \Waaagh!plane
Unit Composition: Wargear:
» 1 Dakkajet s 2 twin-linked Options:
supa shootas = May take an additional ................. 10 points
Unit Type: twin-linked supa shoota
= \fehicle e Maytakered paintjob................... 5 points
(Fast, Skimmer) = May upgrade the pilot to a Fighta Ace . .. . . . 10 points

X BURNA-BOMMER 125 poms
j ) Special Rules:
| Armour o Aerial Assault
[ BS F S R e Grot Gunner (twin-linked big shoota)
‘ Blitza-bommer 2 10 10 10 e Supersonic
. * \Waaagh!plane
Unit Composition: Wargear: :
e ; Options:
* TBurna-bommer * I;vcgr;:(lei‘nked big * May take up to six skorcha missiles ... 10 points each
Unit Type: * Twin-linked supa e Maytakeredpaintjob................... 5 points
e Vehicle shoota

(Fast, Skimmer) ¢ Two burna bombs

* BLITZA-BOMMER 135 POINTS
|
[ Armour Special Rules:
BS F S R e Agrial Assault
Blitza-bommer 2 10 10 10 * Grot Gunner (big shoota)
— ! e Supersonic
Unit Composition: Wargear: e \Waaagh!plane

= Twin-linked
supa shoota

s 1 Blitza-bommer

Options:

Unit Type: e Big shoota e Maytake red paintjob................... 5 points
e Vehicle e Two boom
(Fast, Skimmer) bombs

WYYV Y VY VYV Y Y VYV VP Y VYV VY Y Y YV VY VYV VY Y YV VYV VY VYV VYV VYV YWY

WEAPONS SUMMARY

Supa Shoota: These enormous machine guns fire a
deafening roar of heavy bullets.

Weapon Range S5tr. AP  Type
Big shoota 36" 5 B Assault 3 Rgg?e Streggth ‘:;I z::uft 3
Boom bomb  seerules 7 4 One use only,
Heavy 1, Blast
Skreamin’ Descent BED PAINT JoB
Burnabomb seerules 5 4 One use only, Orks believe that a vehicle that has been painted red can
Heavy 1, Large Blast, outstrip a similar vehicle that isn‘t. As odd as it may seem,
Ignores Cover they are quite right. Ork vehicles with red paint jobs add
Skorcha missile 24" 5 4 One use only, Heavy 1,  +1 to their move in the Movement phase but do not incur
Blast, Ignores Cover penalties for this extra inch. For example, a vehicle could
Supa shoota 30" 6 4 Assault 3 move 13" and still count as moving 12",
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ORR DARRAJET

> ORK PILOT
The few Ork pilots that
survive long enough to
earn the title of Fighta
Ace invariably become
quite accomplished at

gunning down enemy

aircraft in dogfights.

A SUPA SHOOTA

Every Ork loves to

fire big guns and
Dakkajet pilots are

no exception. Many
pilots therefore choose
to ‘kustomise’ their
aircraft with additional
supa shootas to make
a bigger bang and
cause more carnage.
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ORK BLITZA-BOMMER

> GROT GUNNER

No sensible Grot will
ever let a Blitza-
bommer take off with
him on board. Those
unfortunates that do,
however, make highly
adroit turret gunners
in between bouts of
squealing at the pilot
to pull up from their
near-suicidal dives.

A BOOM BOMBS

Little more than
large metal cases
packed with high
explosives, the
boom bombs
carried by the
Blitza-bommers are
crude weapons, but
undeniably effective.
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ORK BURNA-BOMMER

IVENTVENI VNI VAVI VT VENS VAU VENT VAN PRNTVITY

A SKORCHA ROKKITS AND BURNA BOMBS

As if their primary payload of burna bombs
wasn't already enough of a threat to the enemy
(and the crew themselves, for that matter),
Burna-bommer pilots often arm their aircraft with

racks of skorcha rokkits.

76  WHITE DWARF

A DA CREW

Control of the turret
guns is usually given
over to Grot assistants,
freeing up the Ork pilot
to engage in all the fun
stuff such as blowing
up the enemy with
incendiary bombs.
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Angron and Lorgar begin a
secretive mission together, but
the World Eater’s berserk fury
spon attracts the attention of
xenos who will not allow him
to follow this bloody path.

Bukcher’sNoils £10
SBM: 978-1-84970-179-2
€15, TH5cke Di0skn 140nks S0

LACK LIBRARY

BRINGING THE W RLDS 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 of forthcoming releases. The website is also the
only place to get limited edition copies of novels and an ever-
growing range of digital downloads.

www.blacklibrary.com

“Everybody knows who the
Primarchs are and their place in
the history of Warhammer 40,000,
but how much do we know about
the Primarchs themselves? Sure,
we know that Fulgrim is sharing his
body with... something else, but

is that the whole story? We know
that the aforementioned Primarch
decapitated his brother, Ferrus
Manus, but did the progenitor of
the Iron Hands have any idea of
what his eventual fate would be?
What was Lion El’ Jonson doing
while the rest of the galaxy burned?
And just what are Alpharius and
Omegon up to? If you want to
know, you'll just have to pick up
The Primarchs - it does exactly
what it says on the tin (well, the

cover at least!).” The Primarchs

ASEM: 978.1-84970-134-1
. e 10,50, B5cke, 100sks, 10nks
— Christian Dunn 5einb, 390541
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As war erupts between ancient Two aspirants are recruited An omnibus edition of

enemies, Ulrika the Vampire into the Grey Knights and must bestselling author Graham
struggles with her conflicting hane their psychic talents if McNeill’s novels the Killing
loyalties, but soon becomes they are to join the hallowed Ground, Courage and Honour
involved in a scheme to kill the and mysterious ranks of the and the Chapter’s Due, as well
Emperor himself, Karl Franz. Space Marine Daemonhunters. as two additional short stories.
‘Bloodsworn £7.99 The Emperor's Gift £17.99 Ultramarines Omnibus £12.99
15BN: 978-1-84970.171-6 ISBIN: 978-1-84970.189.1 15BN, 976-1-B4970-173-0

1050, A5ake, T00skr, 1000k £25, 180dks, 220ske 220nky €135.95, 135dky, Fassks, {65nks,

B5rmb, 39 9521 170k, B9 9521 M5rrab 64,9524
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The ‘elite’ of the Ork air force take

to the skies in this action-packed

graphic novel. A classic series in a
brand-new large format.
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PAUL NORTON'S BLOOD ANGELS

Paul Norton won the title of Swansea Hobby Centre
Armies of Parade Champion in 2011 with his beautifully
painted Blood Angels army.

Paul: My Armies on Parade entry mainly came about as |
was a Blood Angels player when | was much younge
Dawn of War computer game se kindled my a
for Space Marines and so it was the Blood Angels |
returned to after taking up my paintbrush once
again. My burgeoning force soon turned into a
full-on Armies on Parade.
I've deliberately painted them with a
clean, lustrous look, as if just removed out of
a storage facility on Baal. This style suits my
method of painting, as I view every
flat surface as a canvas on which | can
add embellishments such as insignias
and patterning, or pieces of freehand
painting. To my mind, this suits the
. i . . . . Blooc [s partic s well, as they

{’\rmles on Pa r_ad_e isa charl ce for l’fIObb}_‘ISFS to paint an Ejic\eiﬁ';%i: J:, frr}r ;;Iel.gtrflrencf;[és)wghe;s

army, display it on a 2' x 2' board and proudly show it the nracticalities o the' o ;

off at their local Hobby Centre’s Parade Day. Everyone ,]Efp_m'” _"‘a_ Hisg ol ihelrequpen

in the store will be able to vote for their favourite and armour.

entrant, and the winner will go on to represent their

Hobby Centre at Games Day where the ultimate

champion will be crowned.
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iker has been armed with a
ed wrist-mounted meftagun.
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MONSTROUS
ARCANUM

Monstrous Arcanum is a supplement for Warhammer. It is a

ary JIILmtJatJm-3 the vile ¢ res and mighty beasts
of dark lege forgotten realms of the \.‘\- rhammm
world. Gloriou i
contains 31 §
well as new artef. magic rtem< and exc |t|n£: narrahwq thdt
bring the horrors and powers of the arcane to the tabletop.
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SAVAGE ORC BIG BOSS GOBLIN SHAMAN

F!oduacode 990?9203‘002 Product code: 95079299091:

Sculpted by Matt Hofland. Sculpted by Neil Langdowr.

ON SALE 16th JUNE ON SALE 161h JUNE

The plastic Savage Orc Big Boss wields an enormous The second plastic character released this month is the
two-handed choppa with a flint axe head. The model’s Goblin Shaman. Perched atop a scenic base, the Goblin
aggressive pose depicts the Big Boss charging frenziedly at Shaman carries a crude staff decorated with fetishes with
the enemy, leaping past the snake on its base. which to summon the power of the Waaagh!

FPictures for llustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Cartain Citade! products may be dangerou.» W used incorrectly. Prices correct at time nfgomg 1o press, please
contact us for current availability and paces. Prices quated are for prodiscts sold by Games Warkshop through fts own stores, catal or website. Independent retailers are il for g their own prices.
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( CITADEL FINECAST

Citadel Finecast is Games Workshop’s range of highly detailed resin
miniatures. This month sees the launch of a number of Ore & Goblin models
in Citadel Finecast on our website, a selection of which are shown below.







u SAVAGE ORCS

DA STONE TOOF TRIBE s

One of the Studio’s foremost army painters,
Duncan Rhodes has been inspired by the new
Savage Orc Big Boss model to return to his
Orc & Goblin army.

INSPIRATION

Duncan: | actually painted the Orc & Goblin army featured
here about a year or so ago, but the awesome new Savage
Orc Big Boss model inspired me to revisit the army. By
adding the Big Boss, it also allowed me to demonstrate how
to match the colours I used in the original painting guide
with the new Citadel Paint range.

When [ first began the army, | was inspired by the theme of
a feral tribe of Ores & Goblins and therefore decided to limit
my selection to Savage Orc and Forest Goblin units. Okay, |
admit — | love the Arachnarok Spider and the Big Stabba of
the Savage Orcs, so they might have influenced my decision
somewhat! | made sure to keep any metallic objects in the
army to a minimum — it was sharp flint rocks all the way.

Those who have a copy of March 2011’ issue may remember
that when | painted the original army (shown below), | made
a point of painting the command group and front rank of the
Savage Orcs with more highlights than the rest of the unit.
By contrast, the rear ranks were painted to a more basic
level — they would not be as clearly visible, so didn’t warrant
as much time and attention. The next few pages will explain
how | painted the new Savage Orc Big Boss, but remember
that he is a character model, so | spent much more time on
him than I would for the other miniatures in the army. To
paint rank-and-file models using the principle above, you
can simply choose to finish painting the skin at stage 3 or 4
for the rear ranks, and stage 4 or 5 for the front rank.

Warhammer: Orcs & Goblips includes a comprehensive background, detailed
bestiary entries and full arrry list for using the Orcs & Goblins in battle.




PREPARATION

Duncan: The Orcs & Coblins range
consists almost entirely of multi-part
plastic kits and Citadel Finecast resin,
making the assembly of such an army
very straightforward. A pair of Plastic
Cutters and a Citadel Clean-up kit
should be all you need to remove
any flash and mould lines from each
component before assembling them.
I used Plastic Glue Thin to build the
Savage Orc Big Boss as the joints are
relatively small, but | would suggest
using Plastic Glue Thick for larger
models such as an Arachnarok Spider.

The Stone Toof tribe’s Arachnarok Spider
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SAVAGE ORCS PAINTING GUIDE

SKIN LEATHER TEETH & BONE STONE

b

mmga.r'ﬂm Zandri Dus: Mechanicus

Standard Grey

[@|  Eicltin Green Agrax
Earthshads Earrrm'mde .F.ar.rﬁskaa's

7] Warboss Green Skrag Brown Ushibii Bone

=H Slra i e Sereaming Skall White Scar

Hngherd ey HOW TO PAINT CITADEL MINIATURES
Remember that How to Paint Citadel Miniatures includes all the
modelling and painting advice you could ever need, including eight
more Army Projects and even a DVD that gives you a painter’s eye view
of each painting technique being performed first hand.

Biel-Tan Green

Skaysnik Green Sereaming Skull White Sear Imperial Primer

AVAILABLE NOW IN STORES AND ONLINE FROM GAMES-WORKSHOP.COM




ORCS & GOBLINS

If you've been caught up in Duncan’s Waaagh! and want to collect your very own
savage tribe of Orcs & Goblins, we've displayed the products that he used to create
the Stone Toof tribe below, all available in-store and from the website now:

FORESTGORLIN SPIDER Ry
GORELINS DFs RETS Fioms
JINETEZ DF
. LM

AVAILABLE NOW IN STORES OR ONLINE AT:
WWW.GAMES-WORKSHOPCOM

Pictures far iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citads! products may be dangecous If ussd incorrectly. Prices correct at tims of going m_pré_ss. please contact us for current
availability and prives. Prices quoled are for products sold by Games Workshop through ifs own stores, g or website. refaliars arg rasp ble for tetermining their 0wn prices.




CITADEL FINECAST

This month sees a horde of miniatures for the Dark Elves, Lizardmen, Tomb

Kings and Orcs & Goblins available in Citadel Finecast resin for the first time.
A selection are displayed below - go to the website to see the complete range.

-1 R, b A s ik & ). '”




ADVANCE ORDER FROM 9TH JUNE AT
WWW.GAMES WORKSHOPCOM
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EMPIRE GALLERY

We shine a spotlight on a selection of Empire
models that have won one of the highly sought

. Ben Komets
after Golden Demon trophies at Games Day. Gold in
Warhammer
ames Days are annual events that take place in seven different Single Miniature,
countries across the globe to celebrate every aspect of the Games 2011

Workshop hobby, from mass participation games to the Armies on
Parade competition. Anyone who has been to a Games Day will know that,
for many people, the highlight of attending the event is the chance to enter
the world-famous Golden Demon painting competition. So fiercely disputed
is this contest that to even make the final cut is a significant achievement in
itself. But to actually win one of the hallowed Golden Demon trophies is an
honour limited to those talented few that have truly painted a work of art.

During the last three years, a number of Golden Demon trophies have
been won for Empire models and regiments. And after the stunning new
Empire miniatures released in April, we expect this trend to continue at this
year's events. Here is a showcase of some of our favourite such winners.

James Travers
Silver in Duel, 2011

WHITE DWARF




Angelo Di Chello
Gold in Warhammer Regiment, 2011

Ben Jarvis
Silver in Warhammer Slayer Sword Winner, Gold in Warhammer
Single Miniature, 2010 2009 Single Miniature, 2010

GAMES DAY AND GOLDEN DEMON




eIVl WAZA DLE, AA AT TS
SHOWCASE 4 F@ VA VE '@ Vi | X

REIKSGUARD
CHAPTER HOUSE

Unlike lesser Knightly Orders, Reiksguard Knights maintain many
chapter houses throughout the Empire. In this article, Chris Peach
shows us his rendition of just slich a Reiksguard outpost.
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REIKSGUARD MAUSOLEUM

Chris: | wanted this building to look like it
had been built up over a number of years,
each layer gradually developed and added
to over the ages. By combining the Garden
of Morr and Witchfate Tor kits, | was able
to create a grand mausoleum for the fallen
heroes of the Reiksguard interred within.
The impression | wanted to give was that
the higher up the dead knight was buried,
the more revered he was in the eyes of
the Order. This culminates in a shrine to a
legendary hero at the summit, perhaps a
long-dead Reiksmarshal. Those buried in
the outbuildings or vaults below ground
were therefore of lesser significance.

IEYLE PLLILEED,
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OUTBUILDINGS

Having finished the mausoleum and Skullvane Manse, |
assembled a selection of outhouses that would complement
them as part of the outpost. | also replaced the statue of
Morr atop the plinth with a modified Empire General,
representing the hero enshrined atop the mausoleum.

To provide an overall feel of an outpost that belonged
to the Empire, | opted to use a limited palette of warm red,
white and black on many of the details. These ranged from
the shield designs crowning the mausoleum tower to the
banners hanging from the windows and even subtle touches
like the colour of the candle wax.

[ 0 L o

Chris printed the hanging Reiksguard banners onto paper before cutting them
out and painting over the designs.

Using spare parts left over from the Garden of
Marr kit, Chris built a number of mausoleum
outbuildings that would likely lead below
ground to the crypts of long-dead knights.

This statue depicts a greal hero of the Reiksguard Order, the bronze heavily

weathered with verdigris.

Chris further aged and weathered
the appearance of the buildings by
adding plenty of bird droppings.

The red tiling on each of the
buildings helped to create a unified
look to the outpost.

SCENERY SHOWCASE: EMPIRE SCENERY
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Chris Peach made his Reiksguard mausoleum, statue and many of the
outbuildings using the three plastic kits displayed here. These products are all
available to buy now from your local Hobby Centre and our website.

WITCHFATE TOR, TOWER OF SORCERY
LA BUTTE AUX FEES, TOUR DE SORCIER

HEXENFLUCHZITAD

TOR-DESTINODEBRUJA, TORRE DE MAGIA

Witchfate Tor

A towering keep crowned by high
ramparts, bearing ancient symbols and
Empire iconography upon its sheer flanks,
Witchfate Tor was the foundation for
Chris’ Reiksguard mausoleum.

104 WHITE DWARF
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GARDEN OF MORR
JARDIN DE MORR
JARDIN DE MORR

CANERALE
L, IMPERO

Empire General

The rearing horse and dynamic pose of
the Empire General lends itself perfectly
for use as an imposing statue. The plinth
from the Garden of Morr set made an
appropriate base for the effigy.

MORRS CARTEN
GIARDING DI MORR
£ =L PR RERA

Garden of Morr

The Garden of Morr kit includes a
number of walls and small edifices with
Gothic iron gates that lead to crypts
below ground - an ideal way to represent
the catacombs of revered knights.




There are now only a few short months left until Parade Day; the first round
of this year’s Armies on Parade painting competition. Are you ready?

Will it be careful planning or spontaneity that sees you through to your
finished parade entry? Whatever your style, it is time to start getting creative.
The competition will be even bigger this year and we're expecting some
outstanding entries from across the country.

To be crowned the champion of Armies on Parade is as much about
representing your community and Hobby Centre as it is about being
recognized as one of the very best. It is also a great accolade; one to aspire
to, and one that will remain a part of Games Workshop history!

Remember, you only have one day where you can parade your army in
your local Hobby Centre and get the votes needed for the chance to enter
the Grand Final at Games Day 2012.

Make sure you don’t miss out — check out the full competition rules and
guidelines, together with all the latest news about Armies on Parade, at your
local Hobby Centre and on www.games-workshop.com.

Good luck to everybody!

In-stofe Parade Day: 9th Sentember
Games Day Grand Final: 23rd September
: “ i 471

—_— ™

The Accursed Dead is the third

Battle Pack in the Bloodquest Cycle
for Warhammer: Invasion — The

Card Game. In this bone-chilling
expansion, the Undead and the forces
of Destruction gain unprecedented
necromantic powers, whilst even the
forces of Order gain control over the
fallen. Additionally, three of the Old
World's races set off on new quests:
the Dark Elves conduct bold raids, the
Orcs gain an early advantage and an.
adventurous legend lends his strength
to the Empire. Prepare yourself - the
dead are rising!

www.FantasyFlightgames.com

Display your devotion to the Ruinous Powers
with a premium edition of the most recent
Warhammer 40,000 roleplaying game.

The Black Crusade Collector’s Edition is a
magnificent, individually numbered tome
bound in crimson leather, with copper-gilded
edges adorning its pages. Its masterfully
sculpted resin outer case displays a stylised
Star of Chaos, with a horrific Daemon
emerging from its centre. Within this highly
coveted set you'll find a personalised Writ

of Execution, as well as sixteen pages of
exclusive content!

www.FantasyFlightgames.com

NEWS
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Dan Abnett's Pariah
marks a return to some
of the most well known
and loved characters in
the 41st millennium, but
with limited quantities
available on the day,
make sure you head over
to the Sales Stand early
to avoid disappointment.

106 WHITE DWARF
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With Games Day tickets now on sale, we begin our coverage
leading up to the greatest wargaming show on Earth, starting
with what the guys at Black Library will be getting up to.

As alwa. ; B[aLk Lihrarv w |l| be the

brmg you exclusive t!t[es, author algmnﬂs
seminars, pre-release books months ahead
of schedule, and a whole host of other
activities, guaranteed to delight the most

avid bibliophiles among you.

Sales Stand

Here's just a taste of some of the pre-release
s that will be there:

Pariah — Dan Abnett's long awaited follow

p to the Eisenhorn and Ravenor series
which sees the two Inquisitors pitted against
each other. Who will prevail?
The Emperor’s Might — the second in John

Blanche’s series of art books that explore
the servant’s of the God Emperor, this

GAMES DAY AND GOLDEN DEMON

time focussing on the military arm of the
Imperium of Man.

Tome of Fire — a collection of short stori
and novellas from Nick Kyme, tied into
hugely sssful Salamanders tril

Sword of Caledor — William King’s Tyri
and Teclis t continues in this new
volume, as the twins venture into the
deadly jungles of Lustria in search of the
fabled Sunfang.

The (_.rc*cit Betrayal - I\llc ne brim‘;s us

disc audio drama from James bwailow
Nathaniel Garro returns from the
2|ds of Calth to find a new mission
g for him.




Our Games Day stand is one of the only
places in the world (outside of
blacklibrary.com) where you can buy the
full range of our Direct Exclusive products,
including titles like Lone Wolves by Dan
Abnett, with art by Karl Richardson, and
Herald of Oblivion, the new Path to Victory
book by Jonathan Green.

You'll also be able to get your hands
on our full range of Horus Heresy posters
and our new selection of event-exclusive
limited edition art prints.

If all of that isn't enough, you can get
your hands on a copy of the exclusive
Black Library Games Day Anthology
2012. If you haven't seen one before, the
Anthology is a collection of short stories,
exclusive to Games Day events worldwide.
A must buy for the true Black Library fan.
This year’s Anthology includes: Perihelion:
an Eisenhorn and Ravenor story by Dan
Abnett, Steel Blood; an Iron Warriors
story from CL Werner that ties into his
forthcoming Space Marine Battles novel
The Siege of Castellax, and Master of
Mourkain; a prequel to the Blood of Nagash
Trilogy from Josh Reynolds.

September 2012
LG Arena, NEC
Birmingham
10am-4pm

Author Signings

Whether you stock up on the latest releases
at the sales stand, or bring along your
favourite books, nothing compares to the
feeling of meeting the author and getting
their signature. Here are just a few of the
authors confirmed so far:

e Dan Abnett
e Graham McNeill
* Josh Reynolds

Seminars

Once again, the Black Library seminars will
be packed with authars, artists and editors,
sharing their tales of adventure and derring
do, well writing and creating the fantastic
tales and epic characters that we all know
and love. This year sees the return of two
popular seminars from last year as well as
other special activities to be announced
nearer the time.

On that note, we will make a very
special announcement this year that will
revolutionise your Black Library experience
forever, but for more information on that,
you’ll have to come to Games Day.

- Septmnber‘llﬁ"l
LG Arena, NEC
~ Birmingham

number:

“irned oul more al gair

e

As In previous years, you will have
the opportunity to pick up all the
brand new novels, as well as many
of the greatest and most successful
novels and background books from
the Games Day Sales Stands.

For the most up to date information
on Black Library at Games Day
2012, checkout the event page at
www.blacklibrary.com/events

Tickets to this year’s Games Day
& Golden Demon event are now
available from Customer Services
on 07115 91 40000, your local
Hobby Centre, and from

www. games-workshop.com

GAMESDAYTICKET  £30
Product code: 60139999102
S0t ol SO el

GAMES DAY PARENT TICKET £6*
FProduct code; 60139999703 ]
£7.6(5, 60k, 75skinkr, 60mmb?, 302*
e e T e

www.games-workshop.com
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“Sunday 2

. _ ;\_ 4
tember 2012

‘ ; 3 'f‘.':‘lwf v :\ -""_‘.._:.
3" Sep

LG ARENA, BIRMINGHAM NEC

Tickets cost £30 and are available
from your local Hobby Centre and
www.games-workshop.com




EVENTS DIARY

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

Mwlmmlip«lmuﬁ%'\lr‘
+ Serminiiy. s by the iames Drvelosmet b

For one day only, the Design iy rcenrtion e Loy el b 3 s
7 Cnipn hearres.
Studfo staff, including ‘Eavy Metal * Aoty o M the chare  hit
7 ¥ maidlh. mhwus\r |ner,g‘Mn Z
p 5, Games Develop 25 = Stunnig deplays, producant by thi
Disign Sk
Miniatures Design team, and many &
Othepinformation
more, will be here-at Warhammer * Tickats cat £15 g persan and o gwailable fizm
i i s : o EAmes ek fa
World running seminars, hobby # W e fe parking o 56 thineghaid the day

+ Foadd and cink 1§ syalable ol dai rom Bugmans Bar.
e o At the i Cay. i

demonstrations, and answering all
your questions about the hobby!

- CMME e ord

Tickets available from 2nd May 2012!

Join us at Warhammer World for a Event mformation

T firnd ot more information aoit this euent wisit the
fantastic day of hobby ind uigence! Wa Workd’ sactian of the majn

HMET
«fou can also e-mail us @t whesddeenta@pwpi com ar call
You'll get to meet lots of like minded et

hobbyists and see some fantastic armies 2 oo,
as you battle it out in a one-day gaming :'?—r;;?&"::‘:'?;o and are available o buy from
event, with prizes on offer for gaming, Gthlune 2012, b e
painting, sportsmanship and much 3 Joircan. by vour I chaleat Wit
maore!

For one day only, the Design Studio will be venturing out
into Warhammer World! You won't want to miss this unique
opportunity to talk to the very minds behind your favourite
miniatures and books and ask them how they go about
bringing the worlds of Warhammer, Warhammer 40,000
and The Lord of the Rings to life. Tickets are still available,
so make sure you pick one up as soon as possible!

Forge World and The Black Library

As weil as all of the folks from the Design Studio, there will
also be special guests from both Forge World and The Black
Library running seminars and hobby demonstrations. Forge
World will be making their range of show only models
available on the day, and The Black Library will also have
new release products on sale, months in advance, so don't
miss out!

The Warhammer World Hobby Centre will also have
a big range of Forge World and Warhammer Forge models
available to buy in store, and you can get same-day delivery
on any Direct Sales placed before 2pm!

Why not make a weckend of it?

There is so much to see and do at Warhammer World, that
one day won't be enough! On the Friday night before the
Open Day, you'll be able to get hold of seminar and hobby
demonstration tickets early, so we recommend you get here
early to guarantee your place (there will be some left on the
Saturday too!). We'll also hold one of Warhammer World's
famed Pub Quizzes where you can relax in Bugman’s and
have a good laugh testing your hobby knowledge!

On Sunday 15th July, we’ll be running a one-day
Warhammer 40,000 gaming event, called Cataclysm, where
you can truly indulge your hobby by spending the day
playing four great games against other like-minded folks.
With lunch included, and prizes on offer for generalship,
painting, sportsmanship and more, why not get yourself a
ticket and make a weekend of it? Tickets for Cataclysm will
be available from Wednesday 6th June.

Tickets for the Design Studio Open Day and Cataclysm
are available from www.games-workshop.com or by calling
0115 9140000.

www.games-workshop.com
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+ FICKETSFOR
% FFORTHCOMING EVENT i

'To help you plan which Warhammer World events yom
- want to attend and make sure you don’t miss out, here.
“ are the tlcket on sale dates for our upcoming events. |

Batileficld: Medusa V it
Battlefield: The Gates of Zhufbar 4th
mer 40.000 Throne of Skulls October 2012 4th July

E | Masterclass: Tynmd Hive Tyrant A Ist Augu:
' alMasr:rc.l;ss Space Marine Commander st Ay
yammer 40,000 Throne of Skulls November 2012 15t Augu
mer Doubles Weekend November 2012 IstA

. Fmpircs Campaign Weekend 2012 Ist Augu's;i

Wotld Masterclass: Zone Mortalis Sth Sep
ts and Confactb"ei‘zils

Tickets for all events are available from Customer Serviceson
40000 and from www.gam ¢ g

Come to Warhammer World and Bkt infommatiog : ;
£ fa i 2 * Ta find gut more information about this event, visit the
take part in this epic gaming event “Warhammer World" sectior of the main website
. v - h r 1 whworideses ts@gwplc.
as you and an ally take part in five Saeopdeice 4 e
great games of Warhammer 40,000, i
meet new people and share war + Tickets cost £30 and are avallable 1o buy fram
£ Wednesday Sth fune 2002,
stories at the heart of the hobby!  Yau :all{‘liry ST VAT WErkSNOE cot aF
all 1115 $1 40000, o
= % .
oFLD

]uly 2012

July 28th

YOUNG BLOODS

Age Limit: Ages 12-15 only

gaming venue!

WARHAMMER 40,000 THRONE OF SKULLS

{players must be accompanied by a responsible adult)

Details: Spend a great day fighting three fantastic games of Warhammer
40,000, meeting new friends and creating new war stories, all in the
surroundings of Warhammer World, the world’s most inspirational

Tickets: £25.50 per person, available online or by calling 0115 91 40000

\ J

AT AW,
WARES nIER

August 2012

August 4th

FORGE WORLD MASTERCLASS: VINDICATOR

Age Limit: 16+

Details: If you've ever wondered how the folks at Forge World make
their tanks look so good in their publications, now is your chance to
find out. Learn great techniques from painters Mark Bedford and Phil
Stutcinskas as they take you through painting a Space Marine Vindicator,
Tickets: £115 per person, available online or by calling 0115 91 40000.

29th-30th September 2612,
Warhammer World Nottingham
g e 1 Tl -

Come to Warhammer World
and make the most of this
opportunity to settle old
grudges, meet with comerades
and share war stories at the
heart of the hobby.

Event infarmation

* To find out mora information about this avent, visit the
“Warhammar World section ef the main vwebsite

« ou can also e-mail us 3t wiwerldeventslguple com
orcall us en 0115 9004334

Ticket information

= Tickets cost £58 and are available to buy from
‘Wednesday Sth June 3012

* You can Buy your ticket Bt www gameswerkshopcom or

call D115,91 40050 2
EUIKD % J
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Come and spend a day in the

Warhammer World Masterclass Studio
with Chris Peach, Duncan Rhodes and
Steve Bowerman of the Design Studio
Hobby Team as they take you through

techniques to pamt a squad of Chaos

Terminators
quickly and
effectively!

Event information

* To find out more information about this event, visit the
‘Warhammer World’ section of the main website.

= You can also e-mail us at whworldevents@gwplc.com
or call us on 0115 900 4994

Ticket information

e Tickets cost £110 and are available to buy from
Wednesday 6th June:

s You can buy your ticket at www.games-workshop.com
or call 011591 40000.

www.games-workshop.com

WARHIANME
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STORE FINDER

" Hobby Centres are Games Workshop’s own retail outlets.
gal:sy‘m,ﬁh!!giﬁ Each store provides gaming and painting facilities and is
can be found up and staffed by expert hobbyists.

down the land, in cities

and towns, on high Full range of products

~streets and in shopping All our Hobby Centres stock a full range of

centres. Consequently, Warhammer 40,000, Warhammer and The

the opening hours of Lord of The Rings games and models as
well as all the hobby materials you need to

individual stores may
vary greatly. collect, build and paint your armies.

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.

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!

STORE LISTING

June 2012

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

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.

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

www.games-workshop.com

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
%) These Hobby Centres sre closed on Mondays and Toesdays,

NEW STORE OPENING
Ponfieates nevw sdnckists

* T be sure they have whot pou weant in stack, we recomynend calling the stare first,

CORNWALL

AUDN SLOUGH, Warlord Workshop: GERRARDS CROSS, Howard Marshall: * GW STOCKPORT:
- LR+ Tel: 01753 694 171 SLY 8ES Tel: 01733 8E2952 32 Mersey Squarg, .
SIS WINDSOR, W] Daniels: HAZELMERE, Childs Toys: SKI 1RA Tel: 161474 1443 Gy TRURKY: o
33b Wine Sireet, 2ot e ¥: 3 PR Unit 1, Bridpe House, Mev Bridge Sheet,
BST 2B0) Fel: 0917 925 1533 SL4ane Tek: 0i753 B62106 HP15 7A4 Tek 01494 711 425 farehouk com/GWStnchpart TRT 244 o Tek: 0187 232 AT
; : i MILTON KEYNES, HobbyCraft: + GW WARRINGTON: facelioak.com/GWruro

facehook com/GWBristol

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

ES34 5UF Tek: 117 954 2520
facetook. com/ GWCribbs Causeway
BRISTOL, Antics Model Shop:

851 308 Tek: 01179273744
BRISTOL, Area 51:
BST 8BA Tel: 01179 244655

BRISTOL, Cut and Thrust Wargaming:
652 OEj Tel: 09174 G20 021
CRIBBS CAUSEWAY, HobbyCraft:
BS534 515 Tok: OB45 051 6524

= GW BEDFORI:

10 Greyfriars,

ME4D THP Tel G123427 3663
facebaok, com/ G Hedford
BEDFORD, Close Encounters:
MK 1PW Tel: 01234 270777
DUNSTABLE, Parallel Worlds:

LUS 4P Tel: 01382 hah 204
HARPENDEN, Lorna’s:
ALS 1M Tel: 91582 769 204

LEIGHTON BUZZARD, 8 Model Shop:
LT TEA Tk O1525 373457

= GW MAIDENHEAD:

1 Kingiway Chambers, King Sirvet,
LESE Tek: 0162 863 1747
faceboak.comiGvy enhear

* GW NEWBURY:

114 RBarthaloemew Sireel,

RGI4 5DT Tol: 0763 540 348
acehook, o GWNewbry

GW READING:

19 Onford Hoad,

RGT 704 Tel: 0178 954 693
facehnok.com/CWReading

* GW WINDSOR:

Unit 3, & George V Place,

SLa 1P Tel: 01753 361067
Tacebonk.com' GWWindsar

HENLEY ON THAMES, Henley Model Miniatures;
RG3 1AG Tel: 01497 572684
READING, HobbyCraft:

RGI IHS Tel: D845 051 6532

YOUR

WHITE DWARF

BIRMINGHAM AREA

GW BIRMINGHAM:

3o Priory Queensway,

B4 TLA Tek: 0127 F33 4840
favehonk. com/GWEirmingham

CW DUDLEY:

Lhail 36, Merry Hill Centre,

DYs 159 Tel: 0138 448 1018
lacebook.com/GW Dudley

* GW SOLIHULL:

&0 Warwick Road,

B97 30X Tel: 21 705 7997
faceboak cam/GiWSalthull

* GW SUTTON COLDFIELD:
36 Hirmingham Road,

#2100 Tek 01271 354 3174
facehnak. comyGWSuttonColdfield

= GW WALSALL:

Unit 26, Od Square Shopping Centre,
W51 1QF Tel: 0192 3725207
Eacehooh. com/ GWWalsall

= GW WOLVERHAMPTON:

4 King Strced,

WV ST Tel: 0190 231 0466
facebond.com/CWWalverhampton
BIRMINGHAM, Console Games:
B45 OLD Tel: 0121 457 7736
BOURNVILLE, Louise of Bournville:
aw AN Tel 0121 472 14926
KIDDERMINSTER, T] Models:
DY10 20P Tel: 0562 747002

* GW AYLESBURY:

& Market Sirect.

HPI0 2PN Tel: D256 429 703
facebaokenmdGWAylebury

GW HIGH WYCOMBE:

Ma 55 Eden Walk Gallery, Eden,

HF11 18 Tel: 0149 453 1494
iacebook comy/ G HighWycombe
GW MILTON KEYNES:

timit 2, 512 Sifbury Boubevard,

MES 24D Tel: 0150 05T 0477
Tacehook,camGWMiltonKeynes
AYLESBURY, HohbyCrait:

HPID 10G Tel: GI45 051 6575
CHESHAM, Harvey Johns:

HFS IER Tel: 01494 FE2161

JCAL

METY 8PU Tel: 0545 051 6544

CAMBRIDGESHIRE

GW CAMBRIDGE:

54 Regent Street,

CB2 107 Tel: (2% 337 3350
facebuok.com/GamesWorkshopCambeidge
GYY PETERBOROUGH:

3 Wentworth Streel,

PETIDH Tel: 11733 490 052
acaboak. com/GWPeerhorough
CAMBRIDGE, Cambridge Toy Shop:
CH1 1A Tel: 91223 309 10
CAMBRIDGE, HobbyCraft:

CBI 3ET Tel: 0845 051 6584
ELY, City Cycle Cent
Ch7 ar8 Tel: #7353 663731
EYNESBURY, Wheelers:

PETS 2TA Tel: 1581 476525
HUNTINGTON, Niche Comics:

PEIY 3TF Tel: 480 352 307
MARCH, The Toy Box:
PETS SLB Tel: 01354 658 057

PETERBOROUGH, The Rift:
PETIEL Tel: 11733 341087

WISBECH, Prams & Toys:
PET3 184 Tel: 01445 304142

GHANNEL ISLANDS

JERSEY, ST. HELIER, The Litile Shop:
JEZ 3NT Tel: 11534 601925

GUERNSEY, ST. PETERS PORT, Carousel:

oY1 e Tel: 01481 721721

CHESHIRE

GW CHESTER:

112 Fosegate Street,

CHT THE Tel: 0124 431 1967
froebonk. com/GW Chester

= GW CREWE:

& Market Street,

CW1T 2EG Tel: 1270 216903
facehaok.com/GWrewe

= GW MACCLESFIELD:

31 Church Steeat,

SK11 618 Tel: 162 561 9020
faceboak-com/GWMacchesfield

Unit 20, Bank Street, Time Square,
WAT ZAP Tel: 0192 565 1954
facebook. com/GWWarringlon

BRIDGEMERE, HobbyCraft:

W3 708 Tol: 045 057 6537
CHESTER, HobbyCraft:

CHI 4RY Tel: DB45 05T G546
CONGLETON, Colours and Crafts:
W12 9EE Tel: D1260 277211
CREWE, HobbyCrait:

W1 2 Tel: 0545 051 6579
ELLESMERE PORT, D&A Models:
CHE5 J0A Tel: 15713557948
NORTHWICH, Level 1:

CWH AL Tel: 01616 45053
NORTHWICH, The Model Shop:
C 5E Tel: (14606 47740
STOCKPORT, Goslings Toymaster:
SKA AW Tel: #B14 272090
STOCKPORT, HobbyCraft:

SKT 2HH Tel: G435 051 6530
WARRINGTON, HobbyCraft:

WAZ BT Tel: 0845 051 6547
WIDNES, Widnes Model and Crait Centre:
WAB SAZ Tel: 01514 F28043

GW MIDDLESBROUGH:

Unil 33, 39 fundas Strees,

TS1THR Tel: 0164 215 4091
facobaak.cony GWMiddieshrough
BILLINGHAM, W Boyes & Co Ltd:
TE23 2N Ted: 41642 553 U586
GUISBOROUGH, Road Flag Ltd:

Tsid GEN Tol: 01287 637777
HARTLEPQOL, Chips:
T526 9HL Tel: G1429 #0800

MIDDLESBROUGH, Waugh Games:
T56 GTL Tel: Q1642 293 737
NORMANBY, PC Tech:

TS6 OLT Tel: 01642 SBT854
REDCAR, PC Tech:
TS10 301 Teli 01642 467010

STOCKTON ON TEES, Hobbies R Uz:

TS 1P Tel: 01642 535187
STOCKTON ON TEES, Minatour Games:
TS18 180 Tel: 1642 6749 656

BODMIN, Bricknells:

PLI1 2JL Ted: 01202 77088
CALLINGTON, GMS @ Simphee’s:
PLI7 7AN Tel: 11579 383900
EAST LOOE, Today Toyshop:

PL13 1DF Tel: 01642 292 732
HAYLE, Blewetts of Hayle:

Th27 450 Tek: 01736 753 M2
LAUNCESTON, Gamezane Models:
PLIS 9DV Tel: 1568 773467
LISKEARD, Traga Mills:

PLT4 GHY Tel: 07579 2480877
PENZANCE, Newlyn Post Office:

TR18 5HE Tek: 734 264342
TR15 361 : V20 278 555

T
REDRUTH, Barb's Lil Shop-ww
TRIS 2AU Tek: 07939 586 934
ST AUSTELL, Mad for Miniatures:
PLZS 5Q8 Tel: 01726 72250
5T IVES, Dragon's Hoard:
TRZA 205 Ted: D736 798484
WADEBRIDGE, Bricknells Toy & Nursey:
P27 T Tel: 01208 812615

* GW DURHAM:

64 North Road,

DH1 450 Tel: 0§91 374 102
nceloak, comy WD) m
* GW DARLINGTON:

78 Skinnergate,

DL3 7EX Tek 0132 538 2463
faceboolcom/GWDarlington

BISHOP AUCKLAND, Chips:

DL14 TEN Tel: 01386 06 046
BISHOP AUCKLAND, Windsock Models
DL14 7PF Tek: 01308 609 766
CHESTER LE STREET, Chips:

DH3 3B} Tel: M642 237345
CONSETT, Chips:
DH4 5LA Tek: 01642 227348

(3
Tel: 01325 466042
SEAHAM, Games of War:
SRT DAA Tel: 41915 817 118
STOCKTON ON TEES, HobbyCraft:
T5i7 7BW Tel: 0845 051 6559




GW CARLISLE:

Unit 2, Earls Lang,

A1 1DP Tel: 0122 859 8216
Facebook.com/GWarlsle

GW KENDAL:

Unite 4 & 5, Blackhall Yard,

Lagali) Tel: N335 722007
Tacehock com/GWKendal
BARROW-IN-FURNESS, Heaths:
LAT4 1JE Tel: 01229 B20 435
BOVWNESS-ON-WINDERMERE, Ernest Atkinson & Suns:
LA23 JAP Tek: (1539 443 (47
BRAMPTON, Hadrian’s Hobbies:
CAB THNW Tek: 07962 177 904
COCKERMOUTH, The Toy Shop:
CAlz U Tel: 01900 B25655
KENDAL, Aireys of Kendal:

LAD 4RA Tel: 91539 720 781
PENRITH, Harpers Cycles:

CATl TPG Tel: [H7G8 864 475
WORKINGTON, ToyTown:

CATE TNGQ Tel: 01500 875 322

DERBYSHIRE

= GW CHESTERFIELD:

21 Knifesmithgate,

540 1RL Tek: 01246 271118
Eacebook,com/GWEhesterfickd

GW DERBY:

42 sadler Gate,

DET 3NR Tel: 733 237 1657
farehook. com/GWIDerby

ASHBOURNE, Lumbards Toy Shop:

DE6 166G Tel: 335 345115
BUXTOMN, Knowles Toys and Models
SK17 B Tel: 41798 24203
CHESTERFIELD, Midland Co-op:

S0 1UN Tel: 0246 220 200
DERBY, Tokyo Otiku:

DET 208 Tek: 0722 311355
DERBY, Toy Planet:

DE} 280 Tel: V3332 347734

GLOSSOP, Wain Services:
3K13 7AB Tel: 01457 853 540
ILKESTON, Midiand Co-op:

DE7 556G Tek: 01159 327 777
MATLOCK, Shawes:

DEL $AQ Tel: (1629 502 482
RIPLE\' Chimera Leisure;

s uL Tel: 01773 747040
STANLEY COMMON, Oakfield Farm:
DET GFF Tel; 079649 534972

DEVON
= GW BARNSTAPLE:
A Queens House, Quesn Street,
EX32 BH) Tel: 01271 B557115
facebook com/GWharmnstaple
GW EXETER:
I1a Sidwell Streel,
EX4 6NN Tel: (1349 248 0305
facehusk com/GWEseier
GW PLYMOUTH:
E4 Carnwall Sireet,
PLT 1LR Tel: 0175 225 4121
facebook.com/GWelymouth
* GW TORQUAY:
12 Market Streol,
TQ 3AQ Tel: (180 320 1036
Tacebook.com/GW Farguay
BRIXHAM, Mainly Miniatures:
TOs 88 Tel: 01803 832 555
CULLOMPTON, Nanna's Toy Chest:
EX15 LB Tek: G1E04 839317
DARTMOUTH, WG Pillar & Co:
TQ6 AN Tel: (1003 &52 129
FXETER Khaos Games Ltd:

B4 4, Tel: 01392 670 022
EXETER Iron Haven Games:

Tel: 01392 202 042

EXMOUTH Collett’s Model Trains:
EXg 1L Tel: 395 224 ROG
HONITON, lay:
EXia PG Tel: 07404 545612
KINGSBRIDGE, The Trading Post:
TO7 PG Tel: 0P34 B52 923
NEWTON ABBOT, Trago Mills:

O j0 Tek: 01626 821111
OKEHAMPTD Kinderbox:
EX20 1AW : 01837 659950

PAIGNTON, Faignton Model Shop:

T4 5 Tel: 01803 355862
PL‘I"MDUTH, Antics Model Shop:
P IDU Tel: 01752 221 851
PLYMOUTH, Giants Lair:

PlL4 05T Tek: 1752 2200 475
PI.YM.P'IDN Nimrif Models:
AL Tel: 41752 5174999

SIDMGU'IH Gliddons Toymaster:

EXT0 81X Ted 01095516695
TAVISTOCK, Kaleidoscope:
FLIY THE Tel; U122 615 236

TAVISTOCK, Games and Computers:

PLI9 0DD Tel: A22 616288

TEIGNMOUTH Jackmans Toybox:
4 BEA Tel: 01626 788755

TEII._NMOUTH M Cubed:

T4 HPE Tel: 0T824 870995

TIVERTON, Banbury's:

EX16 60D Tek: igg4 252627

TORRINGTON, Toyzone:

EXIB #HO Tel: 11205 624 790

TOTNES Fnishmﬁ Touches:

Q¥ 1803 BGZ244

'IOTNES Today Toysha

Tal: 0[80??540 303
IIIIIIS!T

GW BOURNEMOUTH:

85 Commercial Road,

BHZ 5RT Tel: (202 314 292
facehouk com/CWRuemouth

GW POOLE:

Unit 12 Towngate Centre,

BHI5 1ER Tek 0120 268 5034
fatehack,com/GWPaale
BLANDFORD, Inspirations:
Ded e Tel: 01258 SAr9Y
BOURNEMOUTH, HobbyCrait:
B2 90) Tel: 0845 051 6520
BRIDPORT, Frosts Toymaster:
076 308 Tek 01308 422 271

CHRISTCHURCH, Simple Miniature Games:

BH23 1ER Tek: 01202 409727
DORCHESTER, Dorchesler Ti
Tl:

o7 18Y : B1305 361 152
SHAFTSBURY, The Toy Box Dorset Ltd:
SP7 BJE Tel: (4747 #50 677
SHERBOURNE, The Corner House:
DTS 3L Tek: 01935 815 £15
SHERBOURNE, The Toy Barn:

D79 44X Tel: 01935 H15 (40
SWANAGE, Leonard's:

BHI9 18T Tel 01929 326096

WEYMOUTH, Howley's Toymaster:
D74 8HQ Tel: I'P’JE;ﬂS TTYR5S
WIMBORNE MINSTER, Riverside Toys:
BHZT 1N Teb 01202 851754

GW CHELMSFORD:

Uit 4T, The Meadows Cenlre,

CM2 GFD Tel: {1124 549 0038
faceboek com/GW Chedmsiard

GW COLCHESTER:

T Short Wyre Street,

con TN Tel: 0120 576 7279
tacebook.com/CWColchestor

GW SOUTHEND:

12 Sputhchurch Road,

B5F ZNF Ted: 0170 246 1251
Tacehook.com/GWScuthend

GW THURROCK:

Unit 4138, Leved 3, Lakeside Shopping Centre,
Rian 22) Tel: 0070 86 7133
facebaak.com/GWThurrock
BASILDON, Habby(_raft

5514 1WP ol 1145 051 6536
BASILDON, xto nge Gaming Lid:
W1B 4ND 266 293 491
BILLERICAY, Toys N Tuck:

CM12 9YE Tel: 01277 650444
BRAINTREE, Kidzone Toys:

CM7 3YA Tel: 01376 554 793
BRAINTREE, Games Cellar:

CM7 30Y Tek 11376 552755

BRENTWOOD, B&M Cycles:
CM1d 4RG Tol: 01277 714 342

CH.‘\DWEI.I. HEATH, Atomic Comics:

Tel: 02085 978 547

CHELMSFORD Hohby(‘raft.
2 GXE : 0834 051 6572

CLACTON ON SEA, Clacton Art & Crafi Centre:
COs 1A Tel: 01255 436 346
(_OI.I'_'HESTER, 4TK Gaming:

Tel: 71206 756300
HARLGW, HobhyCraft:
CMZ0 204 Ted; G845 051 6545
HARLOW, Marquee Models:
M 1XS Tel: 01270 423 334
HORNCHURCH, Tole Have
HMIZ 4T Tel: DI70E 475051
LEIGH ON SEA, Caliver Books:
559 3NH Tel: 01159 382 111
MALDON, Colin Bliss Models:
M9 5ET Tel: 621 8§31 327
RAYLEIGH, Gamerz Nexus:
556 THL Tek: 47375 G57506
SAFFRON WALDEN, Game On:
CBID 14X Tel: 0179 506 022
SOUTHEND ON SEA, Wayland Games:
552 55 Tel: 01702 GAE7E0
WESTCLIFFE ON SEA, Argosy Toys:
550 91 Tel: 1702 336 B06

GLOUCESTERSHIRE

GW CHELTENHAM:
16 Piltville Streed,
GE32 2L Tel: 0124 722 8419
facehook com/GWChetenham
* GW GLOUCESTER:
38 Clarence Street,
GLY 1EA Tel: 0745 250 5033
facebook_com/GWGloucester
BOURTON ON THE WATER, Bourton Model Railway:
GL54 ZAN Tel: 01457 820 686
CHELTENHAM, HobbyCraft:
GL51 9RR Tel: 0645 B51 B3ET
CIRENCESTER, Crocodile Toys:

PR Tok 01285 656 051
GLOUCEI‘ER HobbyCraft:
GL1 55F Tel: GH35 051 65%
MORETON IN MARSH, Cotswold Boak Store:
G156 UAF Tel: B8 655 265
STROUD, Antics Model Shop:
Gis 14N Tel: 01453 Fiada7

GW BASINGSTOKE:
3 Patters Walk,

RC 7CGG Tel: 0125 646 G050
facebook. con GWBasingdoke

GW PORTSMOUTH:

34 Arundel Street,

POA INL Tel: 0239 287 6266
facehook,com/ GWPorlsenouth

GW SOUTHAMPTON:

23 East Sdreet,

5014 MG Tel: 0238 033 1962
tacedinok, comd GWSnuthampton

= CW WINCHESTER:

335 Jewry Street,

S023 ERY Tel: 07496 286 99
facebiak com/CWWinchester
ALDERSHOT, The Game Shop:
GU11 1D Tek: 01252 311 443
ALTON, Alton Model Centre:
GU34 10D Tel: 01420 542 244
ANDOVER, Andover Toys:

P10 1L Tel: (264 352 263
BASINGSTOKE, HobhyCraft:
RG22 6HN Tel: 0845 051 &5
EASTLEIGH, Eastleigh War,

SO50 94 Ted: 2380 644 174
FAREHAM, Craft Crazy:
PO DEF Tel: (1329 205 551

FARNBOROUGH, Dark Star:

GUT4 DEN Tel: 11252 545019
FLEET, Fleet Toys:

GU15 3EL el 01252 613944
FORDINGBRIDGE, All The Cool Stuff:
5P TAX Tel: 01425 650 696
GOSPORT, TD Books and Wargames:
POTL LR Tel: 0796% 494855
HAVANT, HobbyCraft:

708 18D Tol: (4145 nn 4554

L\"M{NGTON HE Fij

1 9AQ Tel: 015%0 {mem
MILFOﬂIJ O SEA, Milford Models and Hobbies:
S041 QD Tel: 01590 642 112
NEW MILTON, Toys of New Milton:
BH25 EHY Tek: 01425 617 805
NORTHEND, Fun Toys and Games:
POZOLH Teb: 02392 p95734

PETERSFIELD, Folly Models:
GU3T 4AD Tek: 01730 267 932
PORTCHESTER, Wicor Models:
PONE LT Tel: 02392 351 160
RINGWOOD, Tnl-/s of Ringwood:
BHZA 1AT 11425 479 444
ROMSEY, Roundabout:
S051 8GD Tel: 41794 512 145
SDUTHAMPTON Bod & Sues Models:
Tel: G230 844 550
SDUTH.‘\MPTON HobbyCrafi:

SO0 IHW Tel: B3 051 6521
SOUTHSEA, Solent Wargames:
04 0P Tel: 12392 363575

SOUTHSEA, Southsea Models:

POS 258G Tel: (2392 731 200
WINCHESTER, Childhood's Dreams Ltd:
S023 90T Tel: U796 &61 453

HEREFORDSHIRE

* GW HEREFORD:

41 Eign Gate,

HR% 0AB Tel: (1432 355 040
Eacobook, comGWHereford
HEREFORD, Weobley Booksh

HR4 854 Tel: 01544 J!‘J}P‘;F
LEDBURY, Little Shop of Wonders:
HRS 2AA Tel: OF531 632G
LEOMINSTER, Martin's Models & Crafts:
HR& BES Tek: 01568 613 782
ROSS ON WYE, Revolutions:

HRY 7DY Tel: 1969 562 639

HERTFORDSHIRE

= GW HEMEL HEMPSTEAD:

V6 Hridge Street,

HP11EF Tel: 0144 224 5752
facebook. com/GWHemeHempstaad

= GW ST ALBANS:

18 Heritage Close,

ALY 4FE Tel: 172 Th6 1193
facebaok.com/GWSiAlBans

* GW STEVENAGE:

5 Queensway,

561104 Tel: 11438 355044
acehonk.com/CWStevenage
IIEIIKHAMSTEAD Hamlins:

AR Tel: 01442 Bink 632
BUNTINGFORD Lost Ark Games:
5G9 SAD Tel: 11763 448 414
CHESHUNT, Creative Thinking:
END AL Tel: 11992 (21333
HITCHIN, Battle Worlds:

505 18Y Tel: 071462 436508
HITCHIN, Maml}' Models:
SG5 108 i 01462 422 204
I.ETCHWOR’IH CA]I'DEN CITY, Cuthbert's Toys
Tal: 07462 406030
I.ETCHWOIIIH szﬂs Toy Emporium:
SGH DN Tel: uubz B0 TIT
STEV[NACE, HobbyCraft:
Tel: 1845 U151 6553
S‘I'E\"ENAGE, K5 Models:
561 aw Tel: 07438 746 616
WELWYN GARDEN CITY, Fun House Toy Store:
ALS 6HA Tok: RI707 331 319
WATFORD, HobbyCraft:
WDI7 I5F Tel: 0845 051 6538

ISLE OF MAN

DOUGLAS, Model Tech:
IMT 2ER Tel: 01624 666 045

ISIE OF WIGHT

NEWPORT, Cheap Thrills:

PO Tel: 01953 530 370
MNEWPORT, R P Gam,
P00 180 Tel: nmz 827 821

NEWPORT, Toy & Models:

MO0 1BG Tel: 01993 528 258
RYDE, The Sports & Model Shop:
P03 207 Tel: 07953 252 454

KENT

GW BLUEWATER:

Unit 0528, Upper Thames Walk, Bluewater,
DAS 950, Tel: 0132 242 7R00
Facehook com/GWBluswater

CW CANTERBLIRY:

Unlt 5, bron Bar Lane,

71 2HN Tel: 0722 745 2880
facehook.com GWTanterbury

GAMES WORKSHOP TRADE OUTLETS

GW MAIDSTONE:

Ta Pudding Lane,

MET4 TPa Tel: 0i62 26T 435
Faeeback com/GWaldstione

GW TUNBRIDGE WELLS:

36 Grosvennr Road,

1M1 2AF Tel: D189 252 5763
facebook.com/ GWTunbridpeWells
ASHFORD, Kid's Stuff:

TNI3 TAB Tel: 11231 610260
ASHFORD, XPRESS Games:
TNT4 N Tel: 07233 621710
BEXLEY HEATH, Kit Krazy:

DAR BDT Tel: 0208 198 F177
BROADSTAIRS, Ti ce:
CT10 1P Tek: 01843 866 DU6

Chromos:
“Tel, 01227 450536
CHATHAM, Maynes:
MES 488 Tel: 07634 41HF 031
CRAYFORD, HobbyCraft:

DAT 4LD Tek 0045 051 6515
DEAL, John Roper:
CT14 BFE Teb: 11404 361404

DOVER, Turmers Models:

o7 asT Tel: (0304 203 711

DOVER, XPRESS Games:

CT16 18U Tel: 41304 449350

EDENBRIDGE, D&M News and Toys:

TR SAG Tedi V72 BOT H2T

FOLKESTONE, Penkraft:

CT19 407 Tok: D303 275092

FOLKESTONE, Xpress Games:

€720 2AD Tel: (7303 4848 474

GRJ\\‘EEND Steve's Collectables and Toys:
2 3G Tel: 11474 564 465

GR.-\VESEND The Stamp Centre:

DATT BAY Tel: 01474 534 166

HILDENBOROUGH, Toy Time:

THN11 9AQ Tel: 0T732 833 635
HYTHE, Apple jax
CT21 55U Tel: 01303 262 60T

MAIDSTONE, HobbyCraft:
MET6 05N Tel: 0245 051 6539
MAIDSTONE, Model World:
ME1d 5LH Tel: 01622 735655
MAIDSTONE, No Man's Land:
ME14 1HP Tek TBC
IIDCHES!'EII Rochester Games:
Tel: B7S52230618
SE\"ENOAKS IH Lorimer:
TNI3 1R Tel: 1732 452 40
SEVENOAKS, Manklows:
TN14 5AR Tel: {11732 454 952
SlTTlNGBOURNE, F1 Hobbies:
Tel: G045 2602622
SI'ITINGBDUI!NE Nickel Books:
METD 490 Tel: 61795 429 546
THANET, HobbyCrat;
] el: GA45 057 G504
TUNBRIDGE WELLS, HobbyCraft:
NZEUR Tel: 0845 151 6568

* GW BLACKPOOL:

H Blrley Steeet,

Y1 10U Tel: 0125 375 2056
facchook com/GWiackponl

GW BOLTON:

Linit 14 (151 floorh, Cromptan Place,
HL 1DF Ted: (120 436 2131
facebook.com/ GWaclton

= GW BURY:

16 Crompion Street,

EL9 DAL Tel: 0161 797 6540
Tacehuok. comdGWHury

GW PRESTON:

15 Miller Arcade,

PR1 20Y Tel: 0177 282 1855
Facebook.com/GamesWarkshapPredun
= CW WIGAM:

12 Cromplon Stree!

WHNT1YFP Tek: 01942 825121
facchonk com/GVWWigan

ASHTON UNDER LYNE, Roundabout Toys:
QL6 fit] Teli MB13 432 194
BLACKBURN, Batcave:

BHZ 1L Tel: 11254 Gb7 480
BLACKBURN, Mercers Toys:
BE2 2BL Tek: 07254 6HIHIT
BLACKPOOL, iCollectables:

FY4 1BW Tel: 01253 203435

IN YOUR LOCAL AREA

hobby need.
PRODUCT RANGES

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

The Trade Outlets listed here all carry a good range of
Warhammer, Warhammer 40,000, The Lord of the Rings and
Hobby products. If you don't find this to be the case please call us!

Games Workshop Trade Outlets are official sellers of Games Workshop games
and hobby products, sold in a large number of shops in many different countries
across the world.

IN THIS DIRECTORY

Listings of Trade Outlets 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 Trade Outlet is located,
anywhere in the world, call Customer Services on:
+44 (0) 115 91 40000

-workshop.com




BOLTON, HobbyCraft:
BL1 251 el D45 05T 6331
BOLTON, Portcullis
BLT 4AD Tel: 11304 772 523
BURNLEY, Compendium:
BH12 0BG Tek: 01262 457 060
CHORLEY, Hampsons Toys & Nursey Warld:
PR7 250 Tel: 01257 263045
jlls of Clitheroe Lid:
BET 2DA : 01200 423 587
OOLNE West am Maodel Centre:

Tel: 01782 BE7TTI
FLEETWCIOD The Model Exchange:
Fy7 7N Tel: 01253 874 247
LEIGH, Storktown Ltd:
WNT TAW Tel: 01942 671 116
CIIEMSKIIIK, l'ar{lors,

ol 01645 573516
POULION LE FLYDE, Padley Toys:

Tal: G457 997 749
PRESTON HobbyCraft:

Ték: 0845 051 6529

6479

ﬂn el 1704
THORNTON, Toys 2 Save:
FY5 412 Tel: 01233 855 905
WIGAN, Crazy Gamer:

WNS saL) Tef: DT942 375 594

LEICESTERSHIRE

GW LEWCESTER:

Unsit 2,3 6720 SHver Street,

LET 56T Tek: 0716 253 0510
facehook com/GWieicester

= GW LOUGH

22 Riggin Street,

LETT 1UA Tel: 0150 921 4107
Taceimok. com/CWLoughboraugh
ASHBY-DE-LA-ZOUCH, Shellbrook Toys:
LEGS 1AF Tel: 01530 412 185
ASHBY-DE-LA-ZOUCH, Steve's Models:

LEGS THP Tel: DIS30 416 827
LEICESTER, Table Top Tyrant:

LE1 3R Tel: 01162 531 954
LOUGHBOROUGH, Wargames Inc:
LETT 1]A Tel: 41505 235505
LUTTERWORTH, Ace Connections:
LETY 48 Tel; 01455 558335

MARKET HARBOROUGH, Chips:

LETG TS Tel: 01858 466 372
MELTON MOWBRAY, Cobwebs:
LE13 TXA Tel: 11 “4 MG
= GW BOSTON:

45 Wide Bargate,

PE21 G5H Tol: 11205 356596
faceback com/CWlaston

= GW GRIMSBY:

9 West 5L Mary’s Gat,

DN3T TLE Tel: 0147 234 7757
Excoboak.com/GWrimshy

b LINCOLN:

Uil SUA, Saltengate, :u‘uuid: of Waterside Centre),
N2 10 Tak D132 754 H027
facebuah com/GWiincoin

ALFORD, Last Minute Gift Shop:
L3 9EF el 01507 462130
BOURNE, Paint A Pot Place:

FPETD BNB Tel: 01770 420 409
GAINSEOROUGH, Mad About Trains:
DN21 THS Tol: 01427 817 040
GRANTHAM, A1 Hobbies Ltd:

NG3T 958 Telt 07476 579303
LOUTH, Castaline:
LNTT 9ET Tel: 01507 602 149

MABLETHORPE, Belas Toymaster:
LNAZ 1AD Tel: 1507 473 328
SCUNTHORPE, Shermans Model Shop:
D15 6L Tel: 01724 842 439
SKEGNESS, The Model Shop:

PEZ5 3NY Tel: 11754 763 429
SKEGNESS, Warlords of the Coast:
PE25 1RY Tel: 41754 763085
SPALDING, Mason's Models:

FE1T 100 Tef: 1775 722 456
STAMFORD, Stamford Models and Hobbies:
PEY AT Tel: (1780 767934

ANGEL:
36-37 Myddleton Steeet, Angel Islington,
ECTR 1UA Tel: BE0F 7130835
Tacebook, com/GWangel
W BROMLEY:
Linit 24, The Mall, Bromiley,
BRI 1TS Tel: 0206 466 1678
Eacebook.com/ GWBromley
GW COVENT GARDEN:
Unit 33, The Market,
WCZE BBE Teh: 0207 240 5106
facchnok.com/GWCoventGardes
CGW CROYDON:
Ul 35, Centrale Shupping Cenire, Kecley Road,
CRO TTF Tel: 02040 680 4600
facehovk com/GWEroydon
= GW EPSOM:
& High Streat,
KT19 8AD Tel: B1372° 751881
facelbook, com/GWEpsam
GW KE?

NSINGTON:
Shap 7, Lancer Square, Kessington Charch $trset,
Wa JEH Tek: 0207 937 7011
Facoboak.com/ GWKensington
GW KINGSTON Cm THAMES:
33 Fife Road,
K11 15F Tel: 0203 549 5224
facehpak.com/ GWKingsion
GW OXFORD ST:
Linit F10, The Plaza Shopping Centre,
WID LT Tel: 0207 436 0639
facehook com/GWLandanPlaza
= CW MUSWELL HILL:
117 Alexandea Pask Road,
N1io 2DF Tel: G20B B3 9901
facebook,com/GWuswed |l
GW ROMFORD:
12 Quadrant Arcade,
RM1 3ED Tel: 01700 742 140
facebook.com/ GV Ruaord
* GW STAINES:
& Clarence Sreet,
Twis 45p Tel: 0178 446 G675
Facebook.com/GWStaines

GW SUTTION:
L 26, Times Square Shopgirg Cendre,
SHi1 1EF Tel: G208 770 9434
facehook.com/GamesWorkshopSutton
GW UXBRIDGE
Uit 32, Chequers Mall, The Pavifons Shopping Centro,
UBE TLN Tel: 0189 525 2800
facehook.com/GWLisbridge
GW WATFORD:
Unit ), 14 Queen Steeet, Harlegquin Centre,
WOI7 2LH Tel: 11923 245380
faceboak.com/GWWalfard
GW WOOD GREEN:
Unit 93, The Mall Waod Greer, High Street,
N22 BBA Tel: 0208 BISTO7G
facehouk. com/ GWWoodGreen
BARNET, Toys Toys Toys:
ENS SXO o r??fmmq 0966
BATTERSEA, Comel Miniatures Market:
SWIT SRH Tel: 8207 924 1005
BECKENHAM, Beckenham Toys:
BRI 1EN Tel; 02086 305 355
BLACKHEATH, anl fons:
SE3 OTA zﬂ #52 6192
BRENT CROSS, Hnb raft:
NWT 6LW Tel: 0645 051 6574
BROMLEY, Chalterton T:F.
HRZ 90N Tel: 02004643000
CHISWICK, Turnham Arts and Crafts:
Wi L5 Tel: 0308 9952672
CIID\"DON HobbyCraft:

Tel: G045 057 6570
DLI LWICH, The Art Stalioners:
SE21 7BN Tel: 0204 693 5936
E.M.ING Northfields Models:

Tel: 0208 259 3444
EASf SHEEN, Pandemonium:

SW14 BAE Tel: D208 676 0864
ENFIELD, Pearsons:

ENZ 5] Tel: 0208 373 4200
FINCHLEY, Leisure Games:

N3 28N Tek: 0208 346 2327
FULHAM, Patrick's Toys:

SWH 75X Tel: 0207 3459864
GREENFORD, HobbyCraft:

UBG OUW Tek: 0843 051 G520

HAMPSTEAD, Happy Returns:

NW3 1NH Tel: 0207 435 2431
HARROW, Toy Galaxy:
HA1 2RH Tel: 0208 424 B30

HERNE HILL, Just Williams:
SET4 BHU Tel: 0207 733 9955
HORNCHURCH, Modellers Waorld:
RM1Z SR Tel: 01708 630633
KINGSTON, The P nt Gallery:
W17 3HL I; 420 7221 BHdS
MUSWEI.L HILL, Art For Art's Sake:
N1D 1D Ted: 070 B442 0572
I.EYTON Engine Shed Model Railways:
11405 Tel: 0208 539 3950
LONDON, 4D Modelshop:
1 8EU Tel: 020 7264 7248
ORPINGTON, Chips:
BRE-OJR Tel; D642 127348
ORPINGTON, HobbyCraft:

Tel: (045 B516576
FUTNEY, Toystop:
SW15 ITW Tel: 0208 785 9955
RICHMOND, Planet Ace Ltd:
TWI TRW Tel: 0208 944 4476
ROM-FDIID HobbryCraft:
RMI Tel: 45 rm 6545
RUIS!.IP John Sanders:

Teli 01895 634 B4
SOLI'IHWOODFORD South Woodbord
E1d 205 Tel: 0208 708 9067

i1 6
wnom PARK The Toybox:
wl: 0204 533 2870
warmoo Dark Sphere Retail:
1 IN) Tel: 0207 %28 720
WEST DRAYTON, The Avition Hobby Shop:
UBT BEA Tel: 11595 442122

MANCHESTER ARER

= GW ALTRINCHAM:

Unit 1, 19 Grafton Street,

WAL TOU Tel: 61 D29 9896
Eacebook.com/GW.ARrincham

GW MANCHESTER:

Unit B35, Marsden Way Soulls, Arndale Centre,
M4 3AT Tek: 0161 834 GA71
facehook com/ CWManchester
MANCHESTER, Fanboy 3:
M1z Tel: 01422 378 532
MANCHES‘I‘ER, Travelling Man:
M1 W Tek: 01612 371 B77

GW LIVERPOOL:

12h Central Shopping Centre, Runcheigh Street,
LT 1QE Tel: 0151 703 (963
facchook. com/GWLiverpoal

* GW SOUTHPORT:

Wit 2, The Edge, 7 Hoghlan 5,

PRE OTE Tel: 170 450 1255
facehook,com/GWSauthport
BIRKENHEAD, Minney Tradin;

CHA1 IYH Tek: 01576 661 013
BRIMSTAGE, Wargamestore:

CHE BjA Tele 11244 678139

ST HELENS, Scott Rock Hobbies:
WA 3N Tel: 07517 096742

ST HELENS, Rennies Arts and Crafts:

WATD INW Tel 01744 ?_1'1‘rfl|’li
bttt g

NORFOLK

= GW KINGS LYNN:

23 Nurlolk Street,

PE30 TAN Tel: 11553 777 920
facebook com/GWKingsLynn

CW NORWHH:

12-14 Exchange Sireet,

N2 1AT Tel: DT6N 376 7656
Incebicol com/CWhorwich
CROMER, Cromer Furniture:
NR27 9HT Tel: 01263 515153
DEREHAM, Starlmgs I’oymastzr
NRIY 1TR 01352 647 TR0
DISS, Toy Box ‘!nr
P22 4LD Tel: 01379 650 003
GREAT YARMOUTH, Kerrisons:
NRIO INZ Tel: 17493 853 897

GREAT YARMOUTH, Flatform 1 Model Shop:
RO INL Tol: 11493 843 258
HOLT Starii»gs Toymaster:

Tel: 07263 713 101
HUN!TI\NTDN, Pavilion Toymaster;
6 SAH Tel: (N1485 533 108

NClll\'\"ICHr HobbyCraft:

NRT TWR Tel: 4845 057 6573

NORWICH, Kerrisons:

N#3 2RY Tel: B160% 494 606

NORWICH, Langleys:

NRT3 BLH Tel: 603 521954
lings T

GHAM,

wiz6 BOS Tel: 01263 822 368

NORTHAMPTONSHIRE
GW KETTERING:

4 Lower Stroet,

NN BDH Tel: 11536411114

farehoak.com/GWketering
NORTHAMPT

LY

24 Abinglon Square,

NNT SAA Tel: 01504 636 687
facehookrom GV Northampton

BURTON LATIMER, Cockpitsonic UK Ltd:

NNTS 518 Tel: 01536 725 905

NORTHAMPTON, HobbyCraft:

NN% SAF Tok 0B45 051 6523

NORTHAMPTON, Wargames Workshop:
NNT JAE Tel: 07931 775263

PETERBOROQUGH, Hi aft:

PET SYZ Ted: 045 051 6563

RUSHDEN, Oshorne ris & Toys:

NN OPE Tel: 01933 312415

WELLINGBOROUGH, Software Seller:
i Tel: 01933 440 61

CORBRIDGE, The Village Square:

NEAS BAW Tel: 01434 634 036
MORPETH, TG Allan:
NEGT 184 Tel: 01670 515 13

HOTTINGHAMSHIRE
GW NOTTINGHAM (Central):
Sda Friar Lane,

NG 600 Tel: 0115 448 0651
facebaok.comGWNottigham

GW WARHAMMER Wi

W
Willow Road, Lentan,

NGT IWS Tel: (115 976 8310
facehoak.com/GWWarhammerWorld
ARNOLD, W Boyes & Co Ltd:
NGS5 TER Tok: 01159 260 1046
BEESTON, Chimera Leisure:

NG 2tH Tel: 01159 229080
MANSFIELD, TC Painting Studios:
NG 9DA Tel: 01623 480841
MANSFIELD, Eye of the Storm:
NGB 5BU Tel: 01623 238015
MANSFIELD, The Games Empori
NG181NG Tol: D162 640 022
NEWTHORPE, Caliver Books:

NG6 2DP Tel: 0115% 382111
NOTTINGHAM, Foundry Miniatures:
MNG31DE Tel: DT15 8413000
NOTTINGHAM, Hobb

NGZ 3GE Tel: 0845 051 GN‘!
NOTTINGHAM, Vague Connections:
NGT SFP Tl ﬂ?ﬂlb 97BB4E
RETFORD, B

DNZI2 BEA Tek 017"? 69224

WEST BRIDGFORD, Inspirations
NG 5GR Tel; 0115 982 1200

DIHIRIISIIIIIE

1.\ nush House, New fna Hall Sireet,
OX1 20H Tel: H1665 243 182
facebook.com/GWihdard

BANBURY, Trinder Bros:

0OX16 388 Tel: 01253 262 546
SICESTER HobbyCraft:

X252 Tel: (845 051 5557
CARTERTCIN, Giles §i 52

OXTH 3L Ted: 01093 a:tz 396
DIDCOT, Toys-UK;

QX171 81 Tek: 01235 754450
GORING ON THAMES, Goring Hardware:
RGH HHG Tel: 01491 472420
OXFDIID Boswells Toymaster:

OXT Tel: 01065 241 244
WAI.I.JNGFORD Kev's luyshap.

OX10.BEW Tel: 07491 B25136
WITNEY, Dentons:
OXZH BHW Tel: (M1%93 704 975

GW SHREWSBLIRY:

& Marke! Struet,

5¥1 1LE Tol: 174 346 2007
Frcebook.com/GWShrewshiery
JACKFIELD, Robert Harrop Designs Ltd:
TFE 71 Tek: BIU52 BH4B04
OSWESTR‘{ Totally Games:

511 Tel: 07697 638 994
DDNNINCTON Sanda Games:
TFL BAF Tel; 01952 676 772
WELLINGTON, Questing Knight Games:
TF1 1PS Tol: 01953 417 747
WHITECHURCH, Molibob Toys:
SY13 1AF Tel: 17943 347390

SOMERSET

GW BATH:
15 5t James Parade,
BAT UL Tel: 1122 533 4044
Lacebook comCVWEath
BRIDGWATER, Insane Games:
TAG 3BW Tel: U178 433554
BURNHAM ON SEA, GW Hurley:
TAB TPA Yef: 11778 789 261
CHIPPING SODBURY, Purple Pa
SESPEAD. Tl (144 024492
CLEVEDON, Insane Games:
BS21 6D Tel: 01275 671612
FROME, The Ellenbray Press:
BATT 185 Tel: N373 462 139
FROME, Frome Maodel Centre:
BA1T 10A Tel: 01373 465285
MIDSOMEK NORTON, Signals:
Tel: 01761 402424
SOMEIITON, Somerton Hobbies:

TATT 600 Tel: (1458 272755
STREET, Insane Games:
BATG OHP Tel: 01458 491443

TAUNTON, Krackers:

TA1 468 Tel: 01823 335 057
TAUNTON, Hatcher & Sons:
TAZ BRX Tel: 01623 272 277

WELLS Insane Games:

Tel: DT740 679911
WELI.S Kids Stuif:

Tel: 01749 676 217
WESTON SUPER MARE, The Games Bunker:

Tel: 07934 622141
\"EO\"IL, Atomic Comic & Games:
BAZ TLH Tel: 11935 432 639
YEOVIL, Witch Engine:
BAZO 1ME Tel: 01935 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:
WUnit B, Linian Court, Union Stroet,

DET4 1AA Tel: 0128 353 5365
facebook.com/CWBuron

CW STOKE:

27 Stafford St,

5T1 U Tel: 0178 220 5287
facebook cun/ GWSToke

BURTON ON TRENT, Midco Toys:
DET4 1JE Tel: 01283 515 A0
FENTON, Guys That Game:

514 204 Tk 02081 135048
HANLEY, The Game Place

ST1 1EG Tel: 01762 385 542
LEEK, Old Skool:

£T13 3pW Tek 04538 383 161

LICHFIELD, D'ﬁr"" Dragons:
WE13 BT el G794 637793
LONGTON, AN Miniature Models:

ST TMWY Tol: DITBZ 321 790
LONGTON, The Game Place:

573 INS Tel: 01728 698 218
NEWCASTLE-UNDER-LYME, Chips:
ST5 2AH Tol: 01782 660 343
NEWCASTLE-UNDER-LYME, Joffies Arts:
ST5 2AT Tel: 01.82 616 700
STAFFORD, HobbyCraft

ST 48U Tel: DB4S 0:1 6569

STAFFORD, Midlands Co-op Society:
§T16 267 Tel: 01785 223431
STAFFORD, Stafford Games:

ST16 2ZHS Tel: D785 255577
STAFFORD, Too Fat Goblinz:

ST16 2NG Tel; 11785 244 499
TAMWORTH, HobhyCraft:

870 3HE Tel: 0B45 031 6525

GW IPSWICH:

3 Westgate Strewt,

1P1 307 Tel: 07473 110 031
facehook.com/ GV Ipswich

BECCLES, Toy Box:

NE34 OHE Tel: 01502 712 785
BURY ST. EDMUNDS, Starlings Toymaster:
1P33 18¢ Tal: 01284 761 bdh
FELIXSTOWE, Wizards Workshop:

1 2w Tel: 41394 277 233
LOWESTOFT, Annatar:
NE3Z fHE Tel: 01502 513477

NEWMARKET, Moons Toyland:
CBi UG Tel: 11638 663 147
STOWMARKET, D ] Collectables:
P14 1AH Tol: 011445 771 015
STOWMARKET, Simpson & Sons:
1714 THA Tel: 01443 612 974
SUDBLURY, Tinetty's Toys:

o8 L Tek: 1707 372334
WOODERIDGE, Toytown:

P12 104 Tel: 071394 303170

SURREY

CW GUILDFORD:

Uinil 1, 9792 Tunspate,

GUT 30T Tel:0144 345 1793
Tacebook.com/CWCulldfmd

CW WOKING:

Unit 3, Cleary Cawrt, 169 Church Street Eagl,

GLI2T iH) Tel: 0148 377 1675
facebook.com/GWiWaoking
ADDLESTONE, Addlestone Model Centre:
KT15 2BE Tel: 932 B45440
CAMBERLEY, Hobby Toy 5|
GLIE 356 Tel: 01276 602 473
C.ﬁMSERlEV Morning Star:

5 356G Tel: 11378 Ga5 160
COBHA.M, Funtasia:
KT11 1R Teb: (1932 867374
DORKING, Dwkin% Maodels:
RH4 1BL Tel: 07306 B81 747
FARNHAM, Enchanted Wood:
GUY FRY Teh 1252 723221
FARNHAM Games Pod Computer Games:
GLA 7 Tel: 01232 717 563
GODALMING The Toy Box:
GU7 1NN Tel: 1483 424379

HASLEMERE, Enchanted Wood:
GU2T 2HK Tek: 01428 648500
OXTED, JH Lorimer;
RHE 004 Tel: 01683 715 305
REDHILL, Gamers Guild:
RHT 188 Tel: 01737 789 123
REIGATE, The Toy Shop:
RHZ 9AF Tek: 01737 245 300
RICHMOND, Toy Station:
TV 1EE Tel: 0205 740 4595
SURBITON, Heroes and Legends Games:

KT 7A8 Tel: 0203 258 0054
SUTT{)N, The Games Shop:

W3 9H] Tek: nwsh 246 560

woxmc, HobbyCraft:
GLIZZ BED Tel: 0545 05T 6556

GW BRIGHTON:

Unit 7, Nile Pavilions,

BMETHW Tel: 127320 3333
Facebook.con/ GWikighton

= GW CRAWLEY:

11 Broadway,

RH10 1DX Tel: 0129 355 2072
Tacebook com/GamesWarkshop Crawdey
* GW EASTEOURNE

33 Corafleld Ricd,

BN21 400G Ted: 0137 364 1423
facebaok.com GWEsthourse

* GW WORTHING:

Z Bath Place, Warlbing,

ONTY 3BA Tel: 0 273 930
Eacebook.com/GWWaorthing

BILLINGHURST, Aurora Gaming:

Tel: 01403 707 %!
BOGNOR REGIS, Models and Craft Toal:
FO21 DD ol: 01343 842 325
BOGNOR REGIS, Trains Models and Hobbies:
POZ1 1EH Tel: 01243 864 727
BRIGHTON, Bightan Toy nd Mode Musun:

N 1AD Tel: 01273 749494
SRIGHTON Onslaught Games:

Tel: 07927 963841
BURGESS HILL, Kid"s Stuif:
RH15 9P Tel: Di4dd 257 724
CHICHESTER, Kid's Stufi;
POT9 105 Tel: (1243 TABOSS
CHICHESTER, Toywi:
P19 105 01243 788 055
CRAWLEY, thbroa
RH1T 75T Tel: 0845 6552
EAST GRINSTEAD, Martells of Sutton
RH19 1BE Tel 07342 321303
EAST WITTERING, Shell Toys and Gifts:
(D BEL Tel: 01243 672353

HASI'INGS, Hastings Hobbies:
Th34 THL Tel: 07424 200021

Tek: 01444 457551
HORSHAM, Batth Games;

RH13 5AA Tel: nmm 242008
HOVE, Kids Dreams:
BN 5TD Teli 01273 430 666

LEWES, Tashtori Arts and Crafts:
N7 208 Tel: 01273 487670
SEAFORD, T wh:

BNZS TFL Tel: 01323 895 681

ST LEONARDS ON SEA, Siverhill Models and Toys:
TNIT 6PA Tel: D1424 4371 133
STEYNING, The Dollhouse Shop:
BN+ IR0 Tel: 01903 816612
UCKFIELD, Kid's Stuff:

THIZ 5D Tek: DVHLS 766 395
WISBOROUGH GREEN, Aurora Gaming:
RH14 0ES Tel: 01403 701591

TYNE AND WEAR AREA

GW NEWCASTLE (Central):

Linit &, Newgate Shopping Cenire,

NET 5PV Tel: 1797 232 2418
facnboakcom/GWheweastle

GW METRO (Metro Centrel:

Unit 2, First Floar, The Arcade

{mear the Mediterranean Village),

NET1 9L Tel: 0791 461 0950
facehoak.com/GWhdetruCentre

* GW SUNDERLAND:

2538 High Streel West, Sunderland,

SHT 3DH Tel: 11515 100 434
facehooh.com/GWSumderland

HOUGHTON LE SPRING, The Gamers

DH4 4)w Tel: (7137 385 2030
GATESHEAD: HobbyCraft

NET1 08D Tol: (1645 051 6547
NEWE&STLE UPON TYNE, Fantastic Toys:
NET 5QE Tel: 07812 511007
NEWCASTLE UPON TYNE, Travelling Man:
NE3 5[E Tel: 01912 614 893
NORTH SHIELDS, SR Gladston & Son:
WNELY 605 Tel: 09972 570 345
PELAW, Graham's Wuerkshopp:
NETD BHW Tek: 01474 690745
SUNDERLAND, Toy and 5

SR1 33 Fel: (151 565 5196

WARWICKSHIRE

CW COVENTRY:

Urit 39, Lipper Level, Cathedral Lines Shopping Cootre,
€V 1L Tel: (1247 622 7311
facebook.com/GWCsventry

* GW LEAMINGTON SPA:

4% Regont Stroed,

CVED 3EG Tel: 01926 427030
facebook.com/GWLeamingtonSpa

= GW NUMNEATON:

3 Bridge Strect,

CVit $D% Tel: 02476 325754
facshouk.com/GWhNuneatan

= GW STRATFORD:

Linit 1, 27 Windsor Strevt,

CVI7 GNL Tek: 01769 297 262
facehaok com/GWStratford
ALCESTER, Our Place:

#49 S0P Tel: 41789 766 755
COVENTRY, Antics Model Shop:
V1 17 Tel: (2476 551155
COVENTI!T HobbyCraft:

Tel: 1845 D51 6534
i.EJ\MINGTON SPA, Avon Toys:
CVI2 4R Tel: 01926339722
NUNEATON, Heart of England Co-op:
CV11 &fX Tek 02476 382 331
RUGBY, Joto Railways & Models:
OV 56 Tel: 01788 562 372
SOLIHULL, Hal raft:

B9 LD Tel: #45 051 6562
STRATFORD-UPON-AYON, Much ado abaut toys:
V37 GYW Tol: 11785 295 830
WARWICK, Castle Trains:

V34 4HS Tek: 01926 497 G05
WOLVERHAMPTON, HobbyCraft:
WYIT 1BF Tel: DHIS 057 6543

WILTSHIRE

GW SALISBURY:

18 Winchester Streel,

5P1 1HA Tel: 0172 231 0955

faceboak.com/GwSalishury

GW SWINDON:

18 Brunet Plaza,

SNTILF Tel: 0179 343 6036

facehoak.comy GWSwinden

CHIPPENHAM, Thomtons Toymaster:

SM15 W Tel: 01249 463700

DEVIZES, Devizes 'ln;s.

SN TAG Tel: G130 723 84T

M.ARI.BOI!OUGH Ducklings Toys:
THE 'Irl 672 512770

MELKSH.!\M, Gamingalore:

SN12 6LE Tel: 01225 700"54

MELKSHAM, The T

SN12 6iF l't.| 225 J' 204

SN RO el 0 Mﬁf%'

SW{NDDN Cleoma s Palace:

SNZ6 TEA Tel: D743 728526

SWINDON, HobbyCraft:

SIN3 4ES Tel 0845 051 6551

WHITE DWARF YOUR LOCAL STORE




o3%%> NORTHAMPTON

www.facebook.com/G WNorthampton

This month we set out from Head Office and headed south to
Games Workshop Northampton; an enormous Hobby Centre,
boasting enough space to swing several proverbial cats!

The Northampton Hobby Centre has a
wonderful community of gifted miniatures
painters, including Golden Demon winner,
Martin Waller, who was lucky (and skilled)
enough to come away from last year’s
Games Day with a gold and a bronze
Golden Demon. Whenever he visits the
store, Martin can often be found sharing
many of the tips and techniques he uses.

Not only that, but many of the store’s
regular hobbyists are also skilled painters
and all are equally happy to share some of
the secrets of painting they have used and
developed over time, All of which means
the store’s cabinets are crammed full with
outstanding painted miniatures, from single
pieces to entire armies!

But it's not all about painting miniatures,

BAMES WORKSHOD 2

as GW Northampton has loads of events
lined up for summer including a series of
exceptional campaigns, with enormous
Storm of Magic games and rumours of
whole Titan Legions for Apocalypse games!
In fact, there’s so much going on this
summer, we have quite literally run out of
space, so pop into the store today or check
out their Facebook page to see what other
amazing activities they have waiting for you!

Games Workshop Northampton
24 Abington Square
Nor'thampton Northamptonshire
NNT 4AA

Tel: 01604 636 6817

Belaw Martin Waller won a Bronze

www.games-workshop.com

11

5



116 WHITE DWARF

TROWBRIDGE, The Toy Shap:
BATS BAS Tek: 01225 768 415
WI—STBUR\" The Gas Cuphoard:

3 3FB Tel: 11373 825 825
WEsmURY Tnpae Helix Wargames:
BAT3 415 : 01373 £55 330
WOOTON BASSFFT, Mark's Models Ltd:
54 TAG Tel: 01793 451 242

WORCESTER:
23 Lychgate Mall, Cathedral Plaza,
Wl 205 Tel: 0190 361 6707
facebaok.com/CWWorcesder
DROITWICH, HobbyCraft:
WRY DG Tel: 0845 057 6540
I}ROITWICH Look-rite Ltd T/A Toyworld:
H9 OE| Tel: 07905 772 403
E\"ESHAM, Total Wargamer:
WR11 7RE Tek: 11386
MALVERN, The Toy Corner:
Wihi4 3T Tel: 01684 577544
PERSHORE, Pplumz Ltd:
WRI0 1EU Tel: DT3BR 555 002
REDDITCH, Hobby Hut:
BY7 5L Tel: 11537 544 B40
STOURBRIDGE, Invasion Games:
Y8 TEF Tel: 01384 371536

YORKSHIRE

= CW BRADFORD:

4 Ficcaditly, Braibford,

BOT LW Tel: 0127 473 4430
facebook.com/GWiradford

= W DONCASTER:

24 High Street, Doncaster,

0N TOW Tel: 11340 232 0535
facehank.com/GWDoencaster

= GW HARROGATE

53 Seation Parads,

HGE1TT Tek: 0142 356 4310
Racehook.com/GWHarrogate

GW HULL:

30 Paragon Street,

HUT 38D Tel: 0748 250 9576
Facebook. com/GWHul!

GW LEEDS:

w3

38A Lands Lane,

15T BLE Tel: 01713 242 DB34
facebook.com/GWieeds

= GW SHEFRIELD (Centrall:

1 Fitzwilliam Gate,

ST 4JH Tel: ¢114 275 0114

facehook. conitGwWEhefiald
CW SHEFFIELD Centrej:
Unit 118, High Street, Lpper Mafl
inext to entrance near Beats),
$5 TEN Tek: 0114 256 9836
facehack.com/ GWMeadowhall
GYW WAKEFIELD:
ik Kiskgate, The Ridings Centre,
W 1TE Ted: 0192 436 9431
facebaok.com/GWWakefield
YORK:

134 Lendal,
YOO HAG Tol: 47490 462 B4
farehool com/GamesWarkshapYurk
BARNSLEY, Janco Toys:

ST SAA Tel: 01226 208554
BEDALE, Golden Tortoise:

DH# 24N Tel: 17677 423 233
BEVERLY, Beverly Model Shop:
HUT? DAA Tel: 01452 B64 123
BRIDLINGDON, W Boyes & Co Ltd:
YOTS 20N Tel: 01262 609 711
BRIDLINGTON, T2 Internet Cafe:
YOG 3AL Tel: 11262 604 654
DEWSBURY, Cosmic Toys and Collectables:
WFIT 1LF Tel: 61924 650548
DONCASTER, Zone Out:

DN1 2PW Tek: 302 410245
DRIFFIELD, Sokells:
Y025 6PS Tel: 11377 252701

FILEY, Beachcomb
Y014 9HU Tek; 01723 514 434
GOOLE, Hall's Music:

LIN14 GEP Tel: 01405 764191
HALIFAX, Halifax Modellers World:
HKT 1RE Tel: 07422 349 157
HARROGATE, Butterfingers:

HG1 5HS Tel: 07423 507 575
HELMSLEY, The Toy Shop Helmsley:
YOo2 5 Tel: 17438 771 020
HUDDERSFIELD, Patriot Games:

HDT 10U Ted: 07484 511015
HUDDERSFIELD, Something Wicked:

HDT TBT Tel: umu 559226
HULL, Archeron Gam

HUT 3BA Tel: 01403 221011
HULL, Heroes Hideoul:

HUS 45H Tel: nusz 44 631
HULL, Hobby Fcrtlzss

HU1 3HG : B77UE 606 397
HULL, HobbyCraft:

HUT 77X Tel: 0845 051 6566
ILKELY, W Co Ltd:
L529 BHQ Tel: 01943 601 344
LEEDS, HobbyCraft:

1510 TEW Tel: 845 051 6542

LEEDS Leeds Wargaming Centre:
7 2jF Tel: 07587 121617
I.EEDS Millennium Models:
BIIS Tek DT13 218 9286
I.EEDS Travelling Man:

157 )E Tel: 01334 236 461
NORTHALLERTON, Chips Northalleton:
LG TNA Tel: 01609777612

NORTHALLERTON, T & FM Grover Ltd:
DL7 8L Tel: 07409 773 134
PICKERING, Pickering Model Centre:
YO8 7] Tel: 757 472 7ad
POCKLINGTON, Chylds Play:
Y042 207 Tel: 07759 106 041
RICHMOND, Finklegate Tea Room:
DTG 404 Tel: A1745 8246 301
RIPON, The Knowledge Magnet
HGH TP Tel: 01765 690118
SCARBOROUGH, Space, Myth and Magic:
YOT1 1HQ Tel; nwfsr:nm‘t nzMaG
SCARBOROUGH, W Boyes & Co Lid:
YO 1HS Tel: D173 375300
SCISSET, Springﬂebd Hobbies:
HDB 9LA : (11454 BAO UG
SHEFFIELD Anhcs Model Shop:

1 28, Tek: 03142 495 700

SHEFFIEI.D HobbyCrait:
Tel: 0845 051 6526

SHEFFIEI.D, Impact UK:

el (1509 Sab 273
SHEFFIEI.D Wargames Emporium:

ol: 01142 754 826
Sl(lPTON Craven Model Centre;
EDZ3 1)Z Tek: 01756 797414
THIRSK, The Artist’s Palette:
YOT 1AM Tel: 1845 574457
WETHERBY, Castlegate Toys Ltd:
52D 6LR Tel: 01937 582 816
WHITBY, John Anderson Toymaster;
Y022 486 Tek: 01947 642 213
WHITBY, W Boyes & Co Ltd:
YOI 100 Tel: 1947 604 403
HUTTON LE HOLE, The Crait Workshop:
YORZ GLA Tel: 01751 417926
YORK, Travelling Man:
Y0 7LF Tel: 01904 628 7478
YORK, W Boyes & Co Ltd:
YO TES Tel: 01904 510 660

NORTHERN IRELAND

CW BELFAST:

204 Castle Court,

{owards the back of the centre)

BT1 10D Tel: 1289 0233564
facebook. com/GWBelfast
BALLYMENA, Camerons:

ET43 GEB Tel: 078 25648821
BANBRDGE, Roger's Toymaster:
0TH2 3TL Tel: 018 20622225
BANGOR, Replay Games:

BT20 58D Tel: Q28 9145770
BELFA.ST Arts and Hobby Belfast:
BT1 4 Tel: 028 9033 2540
BEI.FAS‘I' Nerdlu ia Coffee Ltd:
BT 5FE : 07355 015 570
BELFAST, Smm{')' Games;

BT7 1k Tel: 128 W24 957E

COLERAINE, Netramedia:
BT52 TLN Tek: 07813 005066

m“’ sige %a 608

[—NNHK!LLEN Mnde![ers Corner:
BT74 TEW 20 B6ITI6T
POIIT.'\DQ\'\"l"Jr Crcah've Destruction:
BTED 1TF Tel: 02837 552411

SCOTLAKD
GW ABERDEEN:
Linit 1, 12-14 Lipper Kirkgate,

AB10 1BA Tef: 0122 464 9779
facchook.com/CWAberdeen

- LW AYR:

Unit 2, Lorme Arcade, 115 High Strect,
KAT 158 Tel: 1292 285 650
Tacebank, com GWAyr

W DUNDEE:

110 Commercial Streed,

om za) Tel: 0138 220°2302
facebnak.com/GWDundes

GW EDINBURGH:

136 High Sirect,

EH1 1G5 Tel: OF37 224 6540
facehonk. com/GWEdinburgh

= GW FALKIIK:

12 Cow Wynd,

FE11PL Tel: 0137 462 4553
facebook com/CWFalkirk

CW GLASGOW:

@1 Unian Street,

Tel: 0141 221 1673

BaW.

= OW STIRLING:
45 Barnton Streel,
FKB THF Tel: B1716 355009
facebook. com/ GWSHrling
ABERDEEN, HobbyCraft:
ABI1 5PP Tel: 0845 051 6567
ABERFELDY, Crossfire Hobby:
Tel: 01087 829 519
ANGUS, Hags:
DDA 1BP Tel: 11307 263263
ANGUS Mac’s Model Railroading:

4B Tel: 01575 572 397
AIIHR‘GA‘IH, Hags:
DOIT IHL Teh: 07241 672195
ARGYLL, Alba:
PA34 4AR Tel: 11631 563645
M"R The Lost World:

Tel; 01292 294 438
M"Il Toy Town:
Tek: 071252 294

BAINCHOR\" MNano Toy Sho)
AR31 5T Tel: 01330 824 545
DINGWALL, Sports and Model Shop:
V15 5RY + Fml 01349 562 346 hap
DUMFRIES, Toytown:
D1 1EW Tel: 01367 264484
DLINDEE Highlander Games:
Dot Tel: 11302 666 315
DUNDEE, Hol raft:

D03 BRX ;0845 U51 6583
DUNFERMLINE, Abbey Models:
KY12 TNH Jek: 01383 731 116

DUNFERMLINE, Walker's Opticians:
KYTT 9H Tel: 01383 821 608
EDINBURGH, HobbyCraft:

EHI5 3RD Tel: 0843 051 (361
EDINBURGH, Marionville Models:
EHE2 ILX Tek: (1313 177 010
EDINBURGH, Toys Galore (Mid Lathian):
EH4 1D Tel: 113133 28199
EDINBURGH, Toys Galore (West Lathian):
EH 40P Tel; 0131 447 1006
ELGIN, Junner's Toymaster:

V30 152 Tek 01343 542 492
FALKIRK Little Monster Toys:

Ki Tel: 01524 G070
FOIIT WFI.I.IAM The Granite House:
PH33 GAD Tet: .Jus? ;-n:s 751
GL.&SGDW Static Gam

Tek 1141 5.51'&’85
GLASGGW HobbyCraft:
G34 801 Tel: 0845 051 6555
GREENOCK, Arts, Crafts & Hobbies:

PATS 10 Tel: OF4TS 705 204
HAMILTON, Ink Spot:
ML3 6BL Tol: 01698 201311

HELENSI!URGH Acorn Art:

4 BAW Tel: 0143 667 2132
INVERNESS, Heroes For Sale:
V1 108 Tel: 01463 711717

YOUR LOCA

IN\-"ERNESS Inverness Modelshop:
1P Tel: DT463 712448

IN\"ERNESS unners Toymaster:
VT 104 i Tel: 11453 233 7
INVERLRIE, Models Unli
ARST 3XQ) Tel: 01467 &
ISLE OF LEWIS, NT Gaming:
H51 20X Tek: 07790 436 401
KIRKCALDY, The Hope Chest:
kY1 TED Tel: 41542 260 116
KIRKCALDY, Kingdom of Adventure:
K¥1 13%F Tel: 01592 32121
KIRKCUDBRIGHT, Solway Books:
DGR 4HT Tek: 1357 330635
KIRKNEWTON, Potter Around:
EHI7 LR Tel: 11506 235 961
KIRKWALL, Cycle Orkney:

kW15 Tel: 01836 875777
I.MIGS Bus Slur Toy Shop Ltd:
KAZD #HE o D1475 649597
LIVINGSTON, HobbyCrafi:
EHS4 6RO Tel: 1843 051 6577
LIVINGSTON, Worlds at War:
EH54 SED Tel: 01506 494013
MAIRM, Nairn Model Centre:
W21 4AG Tel: 1667 451 480
FAISI.EY Faisley Model Shop:

PAT 375 Tel: 147 489 20

PERTH, The Gamers Pad:

PHZ BEF Ted: 01730 442 836
PERTH, Intrepidations:
PHZ BT Tel: 0173 B56 1900

PETERHEAD, Geaorge Donald Ltd:
ARSZ 10T Tel: 09778 474 737
PETERHEAD, Peterhead Puffers:
B2 VTE Tek 01774 481102
SHETLAND, Han?(s Dept Store:
ZE1 L 1555 633 097
STEWARTON, Annic Arts:

KA 5BY Tel; 01560 #E4400
STONEHAVEN, Toymaster Toyland:
AB3G TBS Tol: 01364 766333
STRANRAER, Discover:

DOS 7R Tol: 01776 700069
THURSO, Durrans:

KW1d TAN Tel: 41647 893 769

GW CARDIFF:

31 High Strest,

CFI0TPL Tel: 0202 064 4517
faceboak.com/GWCardiif

= GW CARMARTHEN:

19 Hridge Street,

5437 35 Tel: 0T267 231209
faceboolcom/GWEarmarthen

= CW CWMBRAN:

30 The Parade, Cwmbran, Gienl,

NP4 TPT Tul: 01631 E74 070
faeehoek.com/GWEwmbran

= GW NEWPORT:

11 Griffin Sireet,

WNEZO TGL Tel: 1M63325 6205
ek com/ GWiiswport

W SWANSEA:

53 Kingsvay,

SAY 5HQ Tel: 0179 246 3969

facebook.com/GWSwansra
ABERYSTWYTH, Albal.mss-

36
BRECBN ] Clark Toys & Gifts:
AL Tel: 01874 62 065
CAEIIPHJ'I.I.\' Jet Models and Hobbies:
Tel: 02920 HS0ROD
EAERNARFRON Austins:
LI5S TRR Tel: 07724 817 10]
CARDIFF, Antics Model Shop:
CEIT 1AW Tel: 02920 225 085
CARDIFF, Firestorm Games:
Tel: (2820 227117

CFI0 50}
CARDIFF, HobbyCraft
CFITBAZ Tek:

CARDIFF, Otakuzoku
CEH 4AA Tel: numsau-aur
CATHAYC, Page 23 Ltd:

CF24 404 Tel: 42921 328 232
CHEPSTOW, Artists Corner:
NETE SEW Tek: 07287 627 393
DOLGELLAL, Waterloo:

1140 1AL Tel: 01341 423 407
HAVERFD T, Emrys Art Suppli
SAGT THH Tek (H437 779 636
LAMPETER, Lomax's:

SA48 THG Tel: Q1570 422 539

LLANDUDNO, Acme Games:
130 271 Tel: 01240 334738
LLANTWIT MAJOR, Rainbow Plaza;

Cre11X2 Tel: 01446 794 118
NEATH, Fish N Things:
SAIN GTE Tek: 01792 812799

NEWPORT, HobbyCrait:
Tel: RE45 051 G540

NP0 3BA
NEWPORT, D-9 Models:
NP0 10X Tel: 01633 222263

NEWTOWN, Crafts and Co:

$¥16 200 Tek: 01686627800
OSWESTRY, Totally Games:

Y1106 Tel: 1641 686994
PEMBROKE, Dra on Alley:

5471 4008 (1646 621 456
PONTYPRIDD, Sugar and Spice:

CF37 2TH Tek 07874 221 379
PORTHMADOG, Porthmadog Models:

LE£T 4DE Tel: 11766 D3EiaY

RHYL, Games Exchan’gc-.

LLTR TTR Tel: 01745 336644

SWANSEA, HobbyCral

SA5 4RA Tel: 0B45 051 6585
WELSHPOOL, Frontline Games:
syzi 7 Tel: (1938 590256

INTERNATIONAL
ACCOUNTS

BAHIA BLANCA, Las Cuatro Plumas:

Tel: 029 14 52 57 57

BUtNOS AIRES, La Cueva del Enano:
Tel: 011 52 97 44 .'z

BUENOS AIRES, Warzone SA:

Tek: AHT 47 10 (0 m

LA PLATA, Septimo Portall Comics:
Tel: 042 14 7115 67
MENDOZA, El Baron Rojo:

Tel: 034 14 24 10 54

BELGIUM i
GW ANTWERFEN:

Vieminchstraat 10, Antwerp, Antwerpen2000
Tel: 03465 67
facehoak,cam/GWARIwerpen

W GENT:

St Niklaasstrast 17219, Gent BI000

Tal: 49223 9120

facebul com/GamesWarkshopGent
AALST, Hermelijn:

Tel: 052 41 48 66

AALST, Highborn:

Tel: 04015 26 &4 47

AARSCHOT, Ingelberts:

Tel: +32 16 54 63 23

BRUGGE, Papyros:

Fel: 450 311715

BRUSSEL, Intertoys Anderlecht
Tek: 025 23 44 7

BENDERMONDE, Utopia Games:
Tel: 052 52 31

GHENT, World’s End Comics:

Tel: +32 (09) 222 05 76

HALLE, Het Spelplezier:

Tek: 0774 724 67 Bb

HALLE, Mishra’s Playground:

Tel: 023 1 5853

HALLE, Top 1 Toys:

Tel: 023 56 04 03

HASSELT, Oheronn:

Tel: 017 351 358
HEIST-OP-DEN-BERG, RC Vulture:
Tel: +32 473 12 54 62

KONTICH, Janneke Maan:

Tel; 03 445 72 34

KORTRIJK, Albion:

Tef: 056 32 43 OF

LEUVEN, Spe"anaal Leuven:

Tel: 016 #4 36 30

MECHELEN, De Spelfanaat:

Tel: 1115 34 59 07

OVERIJSE, Intertoys Overijse:
Tek: 025 &7 42 53

OOSTENDE, King Arthur:
Tel: 054 51 57 56

ROESELARE, Black Border:
Tel; 451 20 52 50

RONSE, Modelbouw Dekeyser:
Tel: 055 45 74 60

SINT NIKLAAS, Krokodil:
Tel: 1 296 77 A3
TURNHOUT, “t Bazarke:
Tel: 414 41 19 36

VILVOORD, Boekoemer BVBA:
Teh +32 (u2 251 20
WESTKERKE, Whal Ever:
Tel: +32 {04737 77 16 41
WESTOUTER, Domino:

Tel; 057 445166

|

COCH;\BAMBA Last Trick:
Tel: 59 1 707 1023

LA PAZ, Kenosha

Tel: 591 775 03283

LA PAZ, Las Dos Torres:
Tet: 59 1 720 07931

ORLURO, Taurus:

Tl 59 1 724 53514

SANTA CRUZ, Uroloki:
Tel: 59 | 726 20510

BRAZIL ,
CAMPINAS, Legends do Brasil:
Tel: 19 3234 3343

CHILE

ANTOFAGASTA, Osamu Manga & Toys:
Tek: 56 9 908567 62

LAS CONDES SANTIAGO, Fenris Hobhies:
Tel: 56 98 diid 52 07

LAS CONDES SANTIAGO, Mirax:
Tel: 56 22 46 34 61

PROVIDENCIA SANTIAGO, Guild Dreams:

Tek: 56 2231 71 37

SANTIAGO, Caleuiche Hobbies & Batile Games:
Teb: 56 77534 61 U3 - ]
CHINA P

GW SHANGHAL

B138 XinTianiyi Siyle, 745 MaDang Road,
EuWan Dristrict, Shanghai 200021

Tek: 13766176

BEWING, Beijing Book Building:

Tel: (036 10 66066504

BEIJING, Beijing Warhammer Club:
Tek: 008G 13601274736

MWWMWG#

BEIJING, N Miniatures Wargame Club
Tel: 0086 13 681244512

BEIJING, Tong Yun Card Game:

Tel: (0BG 138013 29686

BEIIING Wangfnjmg XinHua Bookstore:
0086 10 6527 7787

B NG, Warhammer Elite Club:

Tel; BOAG 13 61 274736

BEIJING, Warhammer Elite Club:

Tek: UNG6 10 5267 5654

BEIJING, Xinshi Hobby Xinjiekou Shop:
Tel: 0046 10 876 5654

BEIJING, Xinshi Hobby Zhongguancun Shop:
Tel: 005b 10 59863768

CHENGDU PROVINCE, Kid's Castle:
Tel: 0086 189B06B1T13 | 0006 2061012543
CHONGQING, XinShangYou Game:
Tel: 0086 13 636592310

FUZHOU CITY, Phay&sShaw Warhammer Club:
Tel: Dilidp 591 B33 39562

KUNMING, Kunrving Elite Warhammer Club:
Tel: 0056 1365431 3639

KUNMING, Yusnnan Lanyu Model:
Tel: 0086 B7Y 411 2937

QINGDAD, Qire ao Battle of Wits Club:

Tel: 86 136395 Glam!c -
SHAN Boocup G ateway:
mkdek?::ﬁ:'«m’r i i
SHANGHAL, Boocup Jin Qiao:

Tel: 0046 21 5030 S87T

SHANGHAI, Boyocup Kerry Parkside:
Tel: UG 2T SELOEF5T

SHANGHAI, Good Knight Board Game Store:
Tel: G086 21 35080880
SHANGHAI, You Lai, You Qu:
Tel: 0086 176719676
SHANGHAL, Zark:
Tel: dule 21 53017750
SHANTOU, Mintature Kingdom:
Tel: G754 BAITO916
SHENYANG, Shenyang Warhammer Club:
Ted: (0BG 13809197097
TIAN]IN, Tianjin Waaagh! Gaming Club:
Tek: 0086 13682190867
WUHAN, Stormcastie Warhammer Club:
Tel: 0086 13476097121
WUHAN, Zhi-Li Model:
Tel: DR 17 BIBTHFRT
XIAN, Xian Waaagh! Warhammer Club:
Tel: (HIER umumas
ZHENGIHOU, Zhengibau Warhzmmer Froot HO:
Tel: s 1149;51 574
1

COLUMBIA ==
CALI, Magic Columbia:

Tel: 072 377 45 26

MEDELLIN, Juego & Real:

Tek: 57 4 332 646

CROATIA o:m]

ZAGRER, Carta Magica:
Tel: 00385 $16F30269

NICOSIA, Isengard Fantasy Shop:
Tel: 4 35 722650700

KATO PAPHOS, Cyprus Crusade:
Telk: +357 976 49072

CIEGH-REPUBLIC B
BRNO, Cerny Rytir:

Tel: mmuumb&

CESKE BUDEJOVICE, Chaotil:

Tel: +420602489156

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 4420495522009

KOPRIVNICE, Magic:

Tol: 4 £204955 22009

KOSTELEC, Certuv Pekelny Kotlik:
Tel: 4420605504448

LIBE Battle Games-Obchodni Pavilion:
Tel: +4207 77526154

OSTRAVA, Matrix (knihkupectwi):
Tel: +420774 404 024

PRAHA, Ogri Doupe:

Tel: +&H224934811

PRAHA, Cerny Rytir:

Tek: +42022231 2461

VSETIN, Atlantis:

Tel: +420571411697

Frederiiohorigade SKL, 1360,

Tel: 0045 33 12 2217
facebook.com/GWHoberhavn
AALBORG, 9K Painting:
Tek 20 11 83 19

AALBEORG, Dragons Lair:

Teli +45 98 12 16 13
ARHUS, Gunzone:

Ted: 35 12 45 45
ARHUS C, Dragons Lair:
Tek: +45 50 18 44 03

ASN/ES, Bog & Ide:

Tel: 59 65 00 14

BORNHOLM, Dorthes Hobbystue:
Tel: 56 95 94 44

ERSLEV, Asgaard Games:

Tel: 4081 94 68

ESEJERG, Amold Buschk:

Tok 75 121177

ESPERGAERDE, Arnold Busch:
Tek 4913 19 46

GREVE, Greve Games:

Tel: 43 69 02 59

HELSINGE, Arnold Busck:

Tel: 48 79 411 01

HELSINGEIR, Hobby og Fritid:
Tek 49 21 45 47

HERLEV, Bog & Ide:

Tol: 48 5131 33

HERNING, Farges Kalder:
Tel: 45 1018 97

HJERRING, Arnold Busch:
Tel: 95 92 80 40

HOBRO, Bsterskov Efterskole:
Tek: &1 6% 15 93

HOBAEK, Bog & Ide:

Tel: 59 45 13400

HOBAEK, Hack ‘n’ Slash:

Tel: 61 i 2912

HORSENS, Legekarden:

Teli 75 61 4017

HERSHOLM, Bog & Ide:

Tel: 45 86 04 0H

KEIBENHAVN K, Fantask:

Tel: 33 91 B5 34

KEBENHAVN K, Faraos Cigarer:
Tel: 45 33 67 2009
KEBENHAVN §, Pipi Legetaj:
Tel: 32 55 74 47

KSBENHAYN N, Wicked Workshop:
Tel: b0 B4 £9 74

KOLDING, Good Games:

Tol: 73 5 03 04

LYNGEY, Arnold Busch:

Tel: 45 87 014 45

LYNGBY, Faros Cigarer:
Tel:+45 32 10 23 23

NASTVED, Guns and Games:
Tel: 31 2020 04

ODDER, Legekaeden:

Tel: 86 :4’4‘;‘-756

ODENSE C, Dlagcms Lair:

Tok: +45 63 11 121

RANDERS, Byrge Sarensen Hobby:
Tel: B 42 38 14

RANDERS, Randers Hobby Import:
Tel; & 43 3923

RINGSTED, Andros:

Tel: 27 28 46 71

REBDOVRE, Arnold Busck:
Tel: 36 47 (4 15
ROSENGARDSCENTRET, Amold Busck:
Tel: 66 13 5928

ROSKILDE, Fanatic Roskilde:
Tel: #45 46 36 35 48




WORKSHOPJ

LEICESTER

www.facebook.com/G Wl.efcester

As we entered the Leicester Hobby Centre, we were greeted
by a throng of excited hobbyists who, it quickly transpired,
are just a handful of Leicester’s thriving gaming community.

It's easy to see what draws so many into
the store, for Games Workshop Leicester is
located in the very midst of the vibrant city
centre and, being one of our larger Hobby
Centres, has plenty to offer hobbyists old
and new.

When you first walk in the store there’s
a great selection of intro tables where you
can take your first steps into the worlds of
Warhammer, Warhammer 40,000 and The
Lord of the Rings. Beyond these there’s
a whole area set aside where you can
assemble and paint your latest miniatures.
Venture even further inside and you come
to the three full-sized gaming tables which
you can book in advance to play games.

The community itself has a great sense
of oneness, where those just starting out in

the hobby are quickly invited to join the
action, learning the rules to their chosen
game system and can begin to build their
reputations as fearsome warlords of the
gaming tables.

And with a full calendar of events
and activities for you to take part in,
there’s always plenty to see and do at GW
Leicester. To find out more, check out the
store’s Facebook page.

Games Workshop Leicester
Unit 2, 16/20 Silver Street
Leicester, Leicestershire
LET 5ET

Tel: 0116 253 0510

www.games-workshop.com
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SKI\«"E, ]yd'sl( Boghandel:

Tek 97 5°

SLAGEI.S&. Uldtulten

Tel: 58 53 50 35

SOLROD STRAND, Fantacia Games:
Tek: 43 69 02 %9

5T HEDDINGE, Hobbystalden:

Tel: 56 50 &6 10

STENLESE, HH Hobhy:

Tel: 23 46 39 61

SVENDBORG, Farve & Hobby Hjsmel:
Tak: &2 2137 31

TAASTRUF, Genbrugshager:

Tel: 43 71 61 15

VIBORG, Bog & Ide:

Teld: 84 62 63 &

FINLAND =
GW HELSINKI:
Simonkatu 9, 40100,
Tel 09 75 1545 25
facehaok.com/GWclsinki
AHTARI, Honkaniemen Kirjakauppa:
Tek: 06 553 27
ALAND, Dillen AB:
Tel: 01815578
EKENAS, Kungshokhandein AB:
Tel: 0192461020
ESPOO, Tapiolan Pelikauppa:
Tel: 09 - 432 5041
HELSINKI, Fantasiapelit Helsinki:
Tel: (09} 650 803
HELSINKI, Stadin Pelikauppa:
Tek: 09 630304
HYVINKAA, Virinappi:
Tol: 079 474 700
IMATRA, Kirja-Lahja Alex Ky:
Tel: 0543 19355
JOENSUU, Fantasiapelit joensuu:
Tek: (013} 284 314
JYVASKYLA, Fantasiapelit Jyvis
Tel:(074) 216 629
KARIS, Bl Ladan KD:
Tel: 19 234 84
KERAVA, Keravan Pelikauppa:
Tel: 09-42190813
KLAUKKALA, Hilma ja Huugo:
Tel: 14 679 2697
KOTKA, Eagle Card OY:
Tek: G030 5 213238
Kowvalan Puolenkuun Pelit:
Tel: (03] 222 52 00
KOUVOLA, Muoviepox KY:
Tel: 053117955
LAHTI, Lahden Puolenkuun Pelit:
Tel: 037515151
LAPINIARVI, Onnimuxu:

Tel: 4D 7389543
LAPPEENRANTA, Fantasiapelit Lappeenrant:
Tel: (05) 547 1375
MIKKELI, Lastentarvike Muppela:
Tel: 015361611
MIKKELI, Mikkelin Pelikauppa:
Tel: 09-42890753
ORIVESI, Silver Seed:
Tel: 417775160
OULL, Fantaa.apelut Oulu:
ek {DW
PIEKSMKI Sirkkis:
Tel: D15 348 370
PORI, Askartely-Pori:
Tek: 2 6326671
PORVQO, Porvoon Pelikauppa:
Taol: 079-53 48377
PUDASJARVI, Aarrearkku:
Tel: 650 386 8660
RAAHE, Raahen Astartelu ja Paperi:
Tek: 182236825
SEINAJOKI, Fantasialinna:
Tel: 0441 5H1R33E
SEINAJOKI, Pelikeidas:
Tel: IA54 6 4177840
T E, Fantasiapelit Tampere;
Tek: (03) 222 52 00
TAMPERE, Kirja Karkkainen:
Tel: 03 2251850
TAMPERE, Tuum Tatuoinnit:
Tek: 13 715 ;
TURKU, Fantasnapelrf Turku:
Tel: (02) 32 84 13
Pelimies OY:
Tel: 06 312 5177

GREECE =

HALANDRI, Box of War:

Tel: G030 6944832531

ATHENS, Fantasy Shop:

Tel: D030 210 8237072

ATHENS, Fantasy Shop: Exarcheia:
Tek: 0030 210 3828877

ATHENS, Fantasy Shop: Kallithea:
Tel: 030 210 959 2922

ATHENS, Hobby Planet:

Tel: (030 210 RO42816

ATHENS, Kaissa Amarousiou:
Tel: 0030 210 6141675

ATHENS, Kaissa Glyfadas:

Tel: BOZ0 2140 BSH2 057

ATHENS, Kaissa Halandriou:
Ted: D030 ZYO BHSHARS

ATHENS, Kaissa Kallidromiou:
Tel: 0030 '210 LTS

ATHENS, Kaissa Monokeros:
Tel: D030 210 8673 391

ATHENS, Kaissa Pagratiou:
Tel: 00 30 210 7218 314

ATHENS, Stralﬁy Hall:

Tel: 00 302104135

CHANIA, Kaissa Chanion:

Tel: 0030 2B2106899%

CRETE IRAKLEION, Papercut:
Ted: 0030 2810346168
HALANDRI, Game Corps:

Tel: DOZD 6947990764

HALKIDA, CD Corner:

Tek: 0030 2221 087315
ILIOUPOLI, Kaissa llioupoleos:
Tel: D030 2113043455
KALLITHEA, Kansa Kallitheas:
Tel: O30 210 S55515

KERKYRA, I}lallai Faniasr
Ted: 0022610352,

LARISA, Kafssa Larisas:

Tel: D030 2410 538555
LOANNINA, Kaissa Loannina:
Tel: 00 30 2631030090

WHITE DWARF

LARISA, Kaissa lansaﬁ
Tek: 0030 2418 3
NAFPLIO, ature Shop:

Tel: B 38 2753024884

NEA SMYRNI, Games Vault:

Tek 030 213 0304722

PATRAS, Kaissa Patras:

Tal: 0030 2610625632

PERISTERIO, Kaissa Peristeriou:

Tel: (4130 2105786707

THESSALOMIKI, Kaissa Kalamaria:
Tel: U0 2310 449377

THESSALONIKI, Hobby Games:

Tel: 1310 252666

THESSALONIKI, Kaissa Thessalonikis:
Tel: () 30 2310 257 397

THESSALONIKI, Underwurld

Tek: 0030 2310 2407 4

VOLOS, Famastsmop

Tek: 0030 24210 28702

HONG KONG ISLAND, Jumbo Arts Co:
Tek: 852} 6811 405

WANCHAI, Fun Atelier:

Tel: (852) 20665 4670

BUDAPEST, Holdfeny Fantasy:
0636 1 3430730
BUDAPEST, Jatek Box:
0036 1 2393710
BUDAPEST, Modell Hungaria:
0936 1 7691171
BUDAPEST, Sarkanytuz:
0036 70 3223093
BUDAPEST, S:s Military:
G036 T 266439
BUBDAPEST, Szlkla-Funlx:
D036 20 5373003
BUDAPEST, Veg-Ye:
Tek: 0035 70 8661593

I 0055 20 428170
BUDAPEST, Wargammers:
0036 30 667678
DUNAKESZI, Yellow Dreams:
Tek: 0036 71 6201060
GYOR, Ai Models:
Tel: D036 70 3442670
KECSKEMET, Sarkanytuz:
1036 76 329008
LETENYE, Zordkom-Game kft:
Tel: D36 20 4281727
MISKOLC, Sarkanytuz:
036 20 3962160
MISKOLC, Valhalla Paholy:
0036 30 9950564
PECS, Sarkanytuz:
36 20 2962060
SZEGED, Sarkanytuz:
U35 70 3290245
SZEKESFEHERVAR, Holdfeny Fantasy:
1036 22 329793
SZEKESFEHERVAR, Sarkanyluz:
0036 20 2062790
SZEKESFEHERVAR, Fonix Csarnok:
TG 20 9179197
SZOLNOK, Sarkanytuz:
UA36 20 3962050
SZOMBETHELY, Sarkanytuz:
BiF36 24 THII08
VESZPREM, Sarkanytuz:
106 20 3670015
ZALAEGERSZEG, Sarkanytuz:
0036 20 2962E70

REYKJAVIK, Nexus:
Ted; 00354 552 90711

=
INDONESIA -

BANDUNG, Hobbyline:

Tel; (22 4218555

JAKARTA BARAT, Comics N Games:
Tel: 121 5h96-3855

JAKARTA SELATAN, Fantasy N Games:
Tek: 01-500-50343

SURABAYA, Fantasy N Games:

Tol: 031-600-50343

SURABAYA, Fantasy N Games:

Ted: 431-740-2475

IRELAND i
W DUBLIN:

Unit 3, tower Liffey Street

Tek 00353 187 257 91
Tacehook.com/GWblin

BALINA, World of Wonder Balina:
Tel: 046 THETE

BLACK ROCK, Arts and Hobby

Tel: (MI353 12032394

COBETT COURT, Arts and Hobby

Tek: (1 874 5312

CORK, Murphy’s Toymaster:

Tel: 00353 50 313 76

CORK, Other Realms:

Tel: 121 4279505

COUNTY DONEGAL, Tinnys Toys:
Tek: 074 9122374

COUNTY KILDARE, Gamers Hub:
Tel: 353 B (66 029

COUNTY LOUTH, Marley Model Mania:
Tel: 00353 419873747

COUNTY MEATH, Art and Hobby Navan:
Tek: 00353 12565208

COUNTY MEATH, Toys © Fun Galaxy:
Tel: 00353 19 690 253

COUNTY OFFALY, Marty's Model Miniatures:
T6 T Tal: 0353 579 341 G217
COUNTY TIPPERARY, RB Models

Tel: 00353 526724503

COUNTY 'IIPPERARY Tall Tales Bookshop
Tel: 00353 51 873 o

COUNTY WETMTH Arts and Hebby Athlone
Tek 01 062 4500
DOUNIYWES?ME& Arts and Hobby Muffingar:
Tek: 003534443153 z’:}

o Arts
Tek 021 436 3580
DROGHEDA, Arts and Hobby:
Tel: 441 987 2570
DUBLIN, Arts and Hobhy Dundrum:
Tel: B0353 13362044

OUR LOCAL

DUBLIN, Art and Hobby Liffey Valley:
Tok: 043573 14565308

DUBLIN, Banha Toymaster:

Tel: 12 727 100

DUBLIN, Gamm World:

Tel- Qa7

DUNLLDGI’NK( Toymasder Banba Dun Laoghaire:
Tek 012 004 011

DUN LAOGHAIRE, Arts and Hobby:
Tel: (12805047

DUNGARVAN, Toymaster Murphys:
Tel: 050 41376

DROGHEDA, Arts and Hobby

Tel: 0353 41 987 3270

ENNIS, Tir na Nog Toymaster:

Tel: BI353 65 G042 _srgt L
GALWAY, Nobby's Hobby's:

Tel: 10353 8R8870177

GREYSTONES, Arts and Hobby

Tek 00353 12873796

KERRY, Cabal's Toymaster:

Tel: 1353 56 7121047

LIMERICK, Arts and Hobby:

Tel: 061 05757

LIMERICK, The Gathering:

Tek: 061 315113

MARKET CROSS, Arts and Hobby
Tel: D56 777 1904

NEW ROSS, Bndge Stores:

Tek 051 Mlb.‘]

NEWEBRIDGE, Arts and Hobby:

Tel: 045 450260

SANTRY, Arts and Hobby:

Tel: #1862 4560

STIILDRG&N Toymaster Nimble Fingers:
Tel: 01 260879

THURLES, Bookwom:

Tel: 0504 22257

WEXFORD, Gamers Paradise:

Tel: 0353 539121190

WEXFORD, Readers Paradise:

Tel: 054 9124400

WICKLOW, The Hobby Shack:

Tel: DD35IE61072706

WICKLOW, Hopkins Toymaster:

Tel; 10353 46 722 25

YOUGHAL, Murphys Toymaster:
Tek 00353 58 413 76

HAIFA, Kitaro:

Tel: (0577 48503232

HERZLIA, Freak:

Tek: G0YT2 RUSEIOTT

RAMAT HASHARON, Tapuah:
Tel: Q0972 35404713

TEL AVIV, Freak:

Ted: 00972 36461826

TEL AVIV, Kitaro:

Tel: 00972 36299310

IAPAN (@]

GW [INBOCHO:

linhocha 1-7 1F, Chivoda-Ku Kandz, Tokys,
Tek: 03 3296 2733

facehonk com/GW.finhachs

GW NAKANOD:

Broadway By, 2253, Nakano-¥e Nakano 552.15, Tekyn
Tel: 3 5300 4636

fateback.cam/GW . Nakane

NAZAKHSTAN [ e |
ALMATY, Meloman Dostyk:

Tel: B (727} 291 5328
ALMATY, Meloman Grand:
Tel: 8 {727) 2 133 555

ASTANA, Meloman:
Tel: B (7172) 777 951

LATVIA

RIGA, Games Shop:
Tel: 0371 27700390
LITHURNIA =
VILINIUS, Hobbg’ﬂﬁ Games:
Tel: 00 370 & 528691

by

MACAL, Game Fun Table Games S
Tel: +853 66498427

MADEIRA, Sétima Dimensao:
Tel: 351 291 236 244

BANDAR TANJONG TOKONG, Gameforce;
Tel: DT64445794 ¢ D4BI003ET

KOTA KINABALL, Just Wargame:
Tel: 60113 - BG5S 5269

KUALA LUMPUR, Comics Mart:

Toki 03 - 2267 0626

KUALA LUMPAR, Hobby Forge:

Tel: 61} 176126670

PENANAG, Game Forge:

Tel: 601 164701475 / 60 4E900351
PETALING JAYA, Wolf's Game Shop:
Tel: 112 2309952

MALTA, Forbidden Power:
Tel: 00356 21 277950
MALTA, K Hobbies Ltd:
Tel: 00356 21 893423

AGUASCALIENTES AGS, Tienda Omega:
Tel: 449915 39 26

CANCUN Q ROO, Gamer's Den:
Tek: 995 95 08 03

CELAYA GTO, Animundo:

Tel: 61 200 0 27

CELAYA GTO, La Cueva Del Mago:
Tel: 461 546 76 16

CELAYA GTO, Zona Otaku:

Tek: {461) 206 D051

CUERNAVACA, Darkland:

Tel: 777137 71 52

el 1347 46 45
MEXICO DF, Capi
Tek: 55 55 34 76 57

MEXICO DF, Colecciones Colibri:
Tel: 85 50 19 99 60
MEXICO DF, Ilnp Comics:

Tek: 55 55 00 9% 7

MEXICO DF, Ka“isli

Tel: 35 56 40 o

Tek @) 11 70,01 8

MIXCO#.C Qlltst Hobbies & Games:
Tol: 55 56 92 7

SATELITE EDO, Entretente Toys:
Tel: 55 46 3% 4 32

TOLUCA, War Games:

Tek 742 37 5277 11

MOLDOVA 3|

CHISINAU, Adept:
Tel: 373 65819996

GW ALKMAAR:

Laat 68, 1817 EK,

Tel: 672 512 2560
favebaak.com/GWaAlkmaar

GW AMERSFOORT:

20 Koestrasl, 3071,

Tel: 033 365 4423
Lscebookcom/CWAmersfoart

GW AMSTERDAM:

Rokin 36, 1012 KT,

Tek: 020 622 3063
facehook.com/GWAmSsterdam

GW BREDA:

Tarenstezal 21, 4071 XV,

Tel; 0765 229 377

facelook com!GWBreda

GW DEN HAAG:

Schoolstraat 176, 2511 AX,

Tel: 070 392 TH36
facobook.com/GWDenHaag

GW DORDRECHT:

Voorstraat 3864, 3110,

Tol: 078 611 5040

facchook.comy GWDurdrecht

GW EINDHOVEN:

Kleine Berg 50, 5611 JV,

Ted: 040 244 3448
facebaok.cam/GWEndhuven

GW GRONINGEN:

1 Grole Kromma Ellebaag, 9712 B),

Tel: 050 391 0101

facebaok.com/GW Groningen

CGW ROTTERDAM:

Van Oidenbarneveldplaats 452, 3012 AP,
Tel: 010 280 0264

facebook com/GWiotlerdam
ALKMAAR, Bookers & Strippers:
Tek: 072 512 1213

ALMERE STAD, Ruan Creatief:
Tel: 036 5331377

ALPHEN AAN DEN RIJN, Hoge Ogen:
Tel: 172473037

AMERSFOORT, Spellenwinckel:
Tek: 033 470 0322

AMSTELVEEN, Het Ganzenbord:
Tol: 020 641 2357

ARNHEM, Spelkwartier:

Tel: D26 370 2020

BARENDRECHT, Peter's Posttrein:
Tek 1130 615539

BERGEN OF ZOOM, Boz Spellen:
Tel: 764 244120

BERGEYK, Woulers Technohobby:
Tel: 049 755 0248

BEVERWIJK, Bmm Games:

Tek: {125 1216568

BREDA, Spe!lenwmkel Breda:
Tel: 076 572 17 56

Toh31'15 747
DELFT, Speldorado:
Tol: 015 213 4516
DEN BOSCH, De Dobbelsteen:

Tel: 173 614 5530

DEVENTER, Knibbel Comics:

Tel: 057 061 6679

DOETINCHEM, Top 1 Toys Speelplanet:
Tel: 0314 3663648

DORDRECHT, Hobby Modelbouw Dordrecht:
Tel: 075 631 2711

EDE, Tinnen Soldaat:

Tek: U318 65 3296

EINDHOVEN, Gameforce Eindhoven:
Tal: B4 2447030

EMMELOORD: Toys & Zo

Tel: 152 7620 0HF

EMMEN, Spirithoes:

Tek: 05491 645767

ENSCHEDE, Pijplines:

Tel: 653 430 5727

GEMERT, Top 1 Toys Van de Goor:
Tel: K442 36 58 45

GRONINGEN, Purperen Draak:

Tel: 064 The 1972

GRONINGEN, Wirwar:

Tel: 050 314 5424

HAARLEM, Spellenhuis:

Ted: {123 53 13 185

HEEMSKERK, Bob Hes:

Tek 437 (0251) 24 19 95
HEERHUGOWAARD, Huider Modeltreinen:
Tel: 4725714157

HENGELO, De Dondersteen:

Tel; 073 2595050

HILVERSUM, Hilversumse Boekhandel:
Tel: 035 62 33 131

HOODFDORP, Spellenwinkel Wahalla:
Tel: 1123 5578092

HOORN, De Spellenhoorn:

Tek: 41 (0229 29 5

KERKRADE, Allo Allo Modelbouw:
Tel: +21 657 958 71

LEEUWARDEN, Spellekijn:

Tel: 058 213 1112

LEIDEN, Tolkienwinkel:

Tel: 071 347 2324

LEIDEN, Viiegershop:

Tek 071 513 2783

LEIDEN, Warp 9:

Tel 171 s'mm

LELYSTAD, Games of War:

Ted: 06 3195 9619

MAASTRICHT, Hounjet:

Tel: 043 363 6776

ST Wodioas:

MAASTRICHT, V"fg{r—llll.

Tel: 043 325 1653

MIDDELBURG, De Burcht:

Tek: 017 oG4

NES AMELAND, Tnp 1 Toys Van den Brink:
Tel: 0515 54 21 21

NIJMEGEN, Moenen & Mariken:
Tek 024 323 6319

NUENEN, Schellens Speelgoed:

Tel: +31 40787 10 00

OLDENZAAL, Top 1 Toys:
Tel: 05 i

Toki 431 512 420515

RINSEURG, Toys 2 Play

Tel: 071 40 27 244

RIJSWIJK, Ted's RC Shop:

Tek: +31 704 159 014

kOER.M.CIND nlo«nboetmk Hermien:

Tel: 0147 53

1 Toys Jovi:

Tek 431 7 s2ia
ROSMALEN, Top
Teb: 431 {73 5212409
ROOSENDAAL, Top 1 Tays Jadin:
Tel: 0165 55 7984

ROTTERDAM, Rﬂgue Trader:
Teb: 010 2709333

#4510 42 = i
SCHOONHOVEN, De Gruijter Boekhandek:
Tel: 011 82 341243 § ]

B BRI LR
SITTARD, Atomik:
Tel: 046 A5T074
SLIEDRECHT, De Gruijter:
Ted: 164 412 744
SLUIS, Ed van de \"i]ver Top 1 Tays

Tel: 0117 4671393

fedan Lol
TILBURG, De mllbelslt\en:

Tel: 734 534 3700

UDEN, Goblin:

Tel: (41 327 062

UTRECHT, Labyrinth;

Ted: 030 2.!]:'7! 57

UTRECHT, Subcultures:

Tel: 030 2311722

UTRECHT, Whoops:

Ted: 030 230 2123

VENLO, Mudelbunw Luthart:

Tek 077 154 264

WASSENAAR, 'I'ap 1 Toys Kouwenhoven:
Tel: 070 511 0211

WINTERSWIJK, Top 1 Toys Winterswijk:
Tel: 054 151 2827

ZEVENBERGEN, Top 1 Toys:

Tk D168 330455

ZOETERMEER, RC-Pilstop:

Tel: 075 Ha 0560

ZWOLLE, Games-n-Us:

Tel: 038 421 6345

=]
NORWAY =
GW OSLO:
Mpllergata 7, 0179,
Tel: 447 22 33 29 90
facebook.com/GWOdn
ALESUND, Brio Kremmerhuset Moa Syd:
Tel: +47 FOTITT0
BERGEN, Outland:
Tel: +47 55114822
DRAMMEN, Drammen Spillforening:
Tel: +47 93619757
FREDRIKSTAD, Norstar Leketarvet:
Tek: +47 6931563
KONGSRERG, Roli Liane:
Tel: +47 TB519560
KRISTIANSAND, Outland:
Tel: +47 33095420
MO | RANA, Ringo Lekehjernet Mo:
Tel: 447 75151717
MOS]EEN, Hobbysenteret:
Tel: +47 75170170
NARVIK, Ringo Barnas Verden:
Tek: 147 7E946505
SANDNES, Oszland Hobby:
Tel: +47 51661509
SIEVEGAN, Outpost:
Tel: 147 95703245
SKIEN, Sokratis Hobby Girden:
Tel: 447 35528764
STAVANGER, Outland:
Tel: +47 51938040
STOKKE, Hobby Hagen:
Tek 447 33335202
TROMSE, Tromsa Bruktbokhandel:
Tel: 547 776BG974
TRONDHEIM, Outland:
Tel: 447 73520545
TRONDHEIM, Tronderirim:
Tel: 447 73520840
TEINSBERG, Brio Bamse:
Tel: 447 33316790
TEHNSBERG, Gledeshuset:
Tek 447 92251707

x
HATO PINTADO, Arkham & Hobbie Games:
Ted: 507 395 6011

PERU
AV ARENALES, Calores y Miniaturas:
Tel: 5114 71 6664

PHILIPPI
LAHUG CITY, Neutral Grounds:
Tel: (3916} 8305040

MAKATAI CITY, Neutral Grounds:
Tek: (6312) 9195600

MUNTINLUPA, Neutral Grounds:
Tel: (632} 8502033

QUEZON CITY, Neutral Grounds:
Tel: (h22) £348982

SAN JAUN, Neutral Grounds:

Tek: {£32) 7278503

TAGUIG, Hobbes and Landés:

Tel: (632) BAOT39




GW WARSAW:

Uit Mo, 215, Zlate Tarasy, ul. Zhata 59, 00120
Tel: TRC

Facebook.comy/ GWWarcaw
BIALYSTOK, Komnata Gier:
Tel; (048 B661H7 663
BIELSKO-BIALA, Gnom:

Tek 0048 33 4213437
BYDGOSZCZ, Wargamer:

Tel: 048 513799725
CZESTOCHOWA, Bard:

Tel: BO4H FORKITI1Y

GIDANSK, Rebel Centrum Gier:
Ted: 0048 58 3470204

GIDANSK, Usmiech Naszego Dziecka:
Tol: 0048 58 057065

GDYNIA, Futurex:

Tel: 048 501563068

GLOGOW, Zivlone Wagdrza:
Tel: 1048 GO2337754
GOLUB-DOBRZYN, Excalibur:
Tel: OB4E 781702499

GORA, Ziclone Wzgdrza Centrum Gier:
Tele GOZAZTI54

GORZOW WIELKOPOLSKI, Przystan Gier:
Tel: 0048 790715116

KATOWICE, Bard:

Tek: (048 32 2573417

KIELCE, W

Tel: DU4R 510 BIG7A2Y

KOSZALIN, Tecza Zabawki:
Tel: 0048 94 3422075

KRAKOW, AGTOM:

Tek: (045 12 2565670

KRAKOW, Bard:

Tel: 048 12 2596144

KRAKOW, Bard:

Tei: 0040 12 $33 80 63

KRAKOW, Sklep Smok:

Tek: 0048 12 433071710

KRAKOW, Valkiria-skelp:

Tel: 0048 12 4115525

KRAKOW, Vanaheim:

Tel: 0048 12 4221137

LEGNICA, Skelp Feniks:

Tek 0048 63 4506E1H

LODZ, Da-ta:

Tel: 0040 42 6337263

LODZ, Model-Fan:

Tel: 1048 42 6424020

LODZ, Gamelord:

Tek: 0048 42 63117467

LODZ, raf Studio:

Tel: 65650752

LODZ, Strategia Centrum Gier:
Tel; 0048 796595539

NOWY SACZ, Graal Hobbit:
Tel: 004 60 4133612

OPOLE HMS Computers 1i:
Tel; 0048 77 4547413
OSTROW WIELKOPROLSK], Centrum Gier Arena:
Tel: 0048 634877877
WIEGIM, Skelp Modelarski Model-Hit:
Tel: 0045 602745519
POZNAN, Bard:
Tel: (048 61 8538277
POZNAN, Cube-Q-Workshop Polanka:
Tel 061 6712415
POZNAN, Cube-Q-Workshop M1:
Tek: 061 6712415
POZNAN, Cube-Q-Waorkshop King Cross:
Tel: 048 506079264
POZNAN, Cube-0-Workshop Panorama:
Tel: 514812564
POZNAN, Cube-Q-Warkshop Pestka:
Tek 514812564
POZNAN, Wilczek:
Tel: D47 503652080
PSZCZYNA, Red Scorpion:
Tel: p02656281
RADOM, Wargamer:
Tel: D48 SU358I781
RZESZOW, Gamekeeper:
Tek: DIMB 69 2629258
RZESZOW, WEW Skelp Modelarski Hobby:
Tol: M7 #5 28 107
SIEMIANOWICE, jaga PHU:
Tel: 0048 32 12907134
SZCZECIN, Fenix:
Tek o048 5934995
TARNOW, Salun Gier Jaskinie:
Tel: 873250405
TORUN, Skh: Papiernic:
Tel 1048 56 6522554 Pty
TORUN, Strefa Gier:
Tek: G048 609752796
WARSZAWA, Afra Games World:
Tel: (048 501946348
WARSZAWA, Altdorf:
Tel: 0045 22 6280392
WARSZAWA, Cytadela:
Tel: 0043 22 #5527 00
WARSZAWA, Faber i Faber:
Tel: G048 22 3491265
WARSZAWA, Graal Blue City:
Tel: 1048 72 3117627
WARSZAWA, Graal CF Skorosze:
Tel: 0148 22 BA275Y5
WARSZAWA, Graal Dwaorzec Centralny:
Fok: D4 626501053
WARSZAWA, Graal Galeria Mokotow:
Tel: (1048 23 5413316
WARSZAWA, Craal KEN Centre:
Tek: U048 22 2089090
WARSZAWA, Graal Rondo Wiatraczna:
Tel: 0048 224080051
WARSZAWA, Graal Sarmacka:
Tel: (068 22 B427040
WARSZAWA, Hobbyt:
Tek: 0048 22 8340206
WARSZAWA, Morion Bielany:
Tel: Q048 22 4241062
WARSZAWA, Paradox:
Tel; (4148 122 6280751
WARSZAWA, Sklep Super.
Tek: 1048 5 nr.':'aq Py serie:
WARSZAWA, Wargamer Centrala:
Tel: 048 72457573
WARSEAWA, Wargamer CH Targowek:
Tel: 48 72457513
WARSZAWA, Wargamer CH Wola Park:
Tek 0045 T2 6759084

WARSZAWA, Wargamer Wilcza:
Tel: OIME 72 6224296
WROCLAW, Bard:
Tel: 1044 71 3417472
CLAW, Bolier:
Taki 0048 SHTTI9691
WROCLAW, Skelp Feniks:
Tel: BIE b 4606611
WROCLAW, Wroclaw Model Centre:
Tel: 713419991
WROCLAW, Planszoweczka:
Tel; 752301706
ZABRZE, U Zyrafy:
Tel: 510240581
ZIELONA GORA, Zielone Wzgorza:
Teli M4 602337754

ALCABIDECHE, CascaisPress:

Tel: +351 314 609 530

BELOURA, Hobbykit;

Tel: +351 214 850 901

CALDAS DA RAINHA, Magic Club Caldas:
Tel: +351 239 049 610

COIMBRA, Divercentro:

Tal: +351 239 049 610

Tel; +351 239 781 466
LISBOA, Fnac:

Tel: +357 219 404 700

LISBOA, Homem Azul:

Tol: 4351 213 629 382

LISBOA, Lojas Arena:

Tel; +351 213 135 580

LISBOA, Myrdinn's ic, Lda:
Tel: ws‘?'zn};u 238 Magle,
PORTO, Lojas Arena;

Tel: +351 222 011 388

SINES, Caleria BT:

Tel; +351 269 632 511
TELHEIRAS, Tahak:

Tel: 4357 417 165 574

PUERTO RICO

SAN JUAN, Maximum DC:
Tel: +7H7 766 4634

BARMAUL, Europa:
Tel: 8 (903 072 0615
BLAGOVESHENSK, Igromir:
Tal: B (4160) 522 243
BOR, Karusel:
Tel: # (HIT39] 65 297
CHELYABINSK, Hobby Store:
Tol: & (512 20 7006
CHEREPOVEC, Galaktika:
Tel: & (921} 253 6347
EKATERINBURG, Magicportal.ru:
Tel: B (343) 310 5987
EKATERINBURG, Mosigra:
Tel: B (343) 372 3446
EKATERINBURG, World of Models:
Tel: B (343 301 0075
IRKUTSK, Krasivaya Igra:
Tel: B (3953) 722 972
KALININGRAD, Fangorn:
Tel: & (4072 521 524
KALUGA, Nastolniy Grad:
Tel: B (4842745 477
KAZAN, Urza:
Tek: 8(917) 247 7938
KHABAROVSK, Karton:
Tel: & (9241 1019 100
KRASNODAR, Hobby Land:
Tel: 8 (305] 477 0025
KRASNODAR, Astronomikon:
Tel: B (905) 477 0025
KRASNOYARK, Rodnik:
Tek 8 (913 573 1843
KRASNOYARK, Mosigra:
Tel: 6 (391) 293 7158
KRASNOYARD, Stek CD-DVD:
Tel: 8 (391) 265 2571
LUKING, Aisherg:
Tel: 8 (908} 759 4906
MAGNITOGORSK, Gostinniy Dvor:
Tel: § (1519) 280 496
MOSCOW, Algeris:
Tedi 8 1495) 628 3337
MOSCOW, Algeris:
Tek: & (485) 137 5HGE
MOSCOW, Algeris:
Tal: B (495} 261 5075
MOSCOW, Cardplace.ru:
Tek: # (495) 535 5429
MOSCOW, Edinorog:
Tek: & (906 185 §907
MOSCOW, Mosigra:
Tel: & (495} 641 4311
MOSCOW, NeaToy:
Tel, 0 (295) 621 8579

', Paladin:
Tel: @ (826) 777 1777

rtal:

Tel: & (395} 613 1070
MOSCOW, Triominos.ru:
Tel: 3[4951 951 5405
MOSCOW, IP Kopeykin:
Tel: @ rgoﬁ] 7 7505
NIZHNIY NOVGOROD, Fishka:
Tel: & (831} 2777 666
NIZHNIY NOVGOROD, HobbyDay:
Tel: § (H37) 423 0248
NOVOMOSKOVSK, World of Models:
Tel: 81915) 785 6404
NOVOSIBIRSK, Clever Games:
Tal: B (923 155 0535
NOVOSIBIRSK, Clever Games:
Tel: (49134 923 3543
OREL, Hobbit Store:
Tek: 8 (980) 367 7957
PENZA, Blockbuster:
Tel: & (3623 474 VARG
PE Petropaviovs
Td%‘ll ?aspaauz b
ROSTOV NA DONU, Samolety, Tank, Korabli:
Tek: 6 (863) 263 B335 anl 7
SARATOV, Alien-Logic:
Tel: 5 (902} 710 1415
SARATOV, Martel:
Ted: § (917 7 9476
5T PETERSBURG, Art Miniatures:
Tel: 8 (812) 633 3395
ST PETER BUIIG Hobbit:
Tel: 8 (8121 515 771

5T PETERSBURG, Mosigra:
Tel: 8 (612} 520 5106

5T PFTEI!SBURG Sargona:
Tek: & (812 445 1054

TOMSK, Parad:

Tel: & (3822} 514 463

TULA, Okinava:

Tel: & {520} 747 562

TVER, Armada:

Tel: B (910} 531 7659

TYUMEN, Perekrestok Mirov:
Tel: 8 (912) 523 9977

TYUMEN, Labirint Mirov:

Tels & (904) 494 1706
LILAN-UDE, BMV:

Tel: B (302) 1674 758
VOLOGDA, Mozgolom:

Tel: (8172} 701 530
VORONEZH, Edinorog:

Tel: 4 {903) 856 1839
VOROMNEZH, llya Muromets:
Tek 3 (4732 916 721
VORONEZH, Krokodil:

Tel: B (4732} 564 488

YAKUTSK, Artefakt:

Tel: 0 (914} 290 0840
YOSHIKAR OLA, Kenga:

Ted: 8 (8362) 460 112

FUNAN CENTRE, Battle Bunker:

Tel: 65 G3530450

FUSIONOPOLIS, Paradigm Infinitum:
Tel: 65 67343858

IONS ORCHARD, Prologue Bookstore:
Tek: 65 64651477

MIDPOINT O ), Parailigm Infinitum Pre Lid:
Tel: 5 67343058

PLAZA SINGAPLUIRA, Comics Cannection PTE Lid:
Tel: 65 63370300

SEREN CENTRE, Toy Station:

Tel: 65 64603054

SUOMERSET, Harris Planerds:
Tek: 65 146555

BRATISLAVA, Madmaxon:
Tel: 421 2 524 937 &7

LIUBLIJANA, Cma Luknja:
Ted: 00386 59001221
LJUBLIJANA, qu\endaJ Citypark:
00386 45768030

LLE, The Boys and Mens Hobly Shopc
Td MZ? Zt 914 8688
BLOEMFONTEIN, The Games Dungeon:
Tel: 0027 72 BST 9970
CAPE TOWN, Pastimes Retail:
Tel: 0027 21 421 1191
CAPE TOWN, Wizards Books and Games:
Tel: 0027 27 683 0360
CRAIGHALL, OtherWorld Games:
Tel; D11 326 0790
DORINGKLOOF, Battle Planet:
Tel: 00 27 AT45 B3933
DURBAN, The Hobby Specialists:
Tek: 0027 31 566 4006
EAST LONDON, Slaters Tay Magic:
Tel: +27 43 72R5762
EDENVALE, Plasfiks:
Tel: O0ZT 82 783 1489
JOHANNESBURG, The Underground:
Ted: +27 11 795 3046
JOHANNESBURG, Esswex Retail:
Tek (27 171 B853679

Limits

Tol: 6027 11 -is;J;nn =
JOHANNESBURG, Outer Limits Pretoria:
Tel: DOZT 12 342 4360

jOHANHESBURG Warfair:

Tek 0027 B2 437 2242

JOHANNESBURG SOUTH, Dragons Den:
Tel: BU2T 17 432 3996

MENLYN, Top CD:

Tel: D027 12 361 3122
PIETERMARITZBURG, Games Direct:
Tel: +27 13 342 9978

RUSTENBURG, Warcry:

Tek: 0027 72 010 2608

UMHLANGA, The Hobby Specialists:
Tel: 0027 31 566 4806

SOUTH KOREA
SEQUL, Orctown:
Telk: 02 6402 5945

SWEDEN

GOTHORG:
Druﬂmng‘gmem 52, 411 07,
Tel: 031-133958
Facebook.com/GWGatelarg
GW ST M
Master Samielsgatan /7, 117121,
Tek: 04:21 38 40
facehack com/GWitockhobm
BORLANGE, Hobby Drake:
Tek: 076-1088 030
ESKILSTUNA, Lasses Leksaker:
Tel: B187-204 15
FALKENBERG, Lekcenter:
Tel: 0346-807 64
FRITSLA, Fritsla Hobby:
Tek: U320-70166
GAVLE, Hobbyshopen:
Tek: 026-16 62 99
GOTEBORG, Toys Leksaker & Hobby:
Tel: 031-455401
GOTEBORG, Wizard Games:
Tel: 031-51 41 50
HALMSTAD, Lekcenter:
Tel: 435-15 91 75
HUDDINGE, Humlan Lek & Hobby:
Tel: UB-589 G485
KALMAR, Lek & Hobby:
Tel: Dan-24717
KARLSKRONA, Leksakshuset:
Tel: 0455-24082
KARLSTAD, ,S‘rtl & Fantasi:
Tek: 054-15 10
KATRINEHOLM, Narren Spel:
Tek: 015012032

KIRUNA, Lekhuset Lekia:
Tel; 0990-B25 65
KUNGSBACKA, Lek & Hobby:
Tel: 0300-14136
KUNGALY, Friknarna Bus:
Tel: 0303-139 40
LAHOLM, Lekia:
Tek: 0430-10069
LANDSKRONA, Leksakshuset:
Tel: D418-107 50
LIDKOPING, Game Maniacs:
Tl D510-25320
LINKOPING, Sagoland:
Tel: D131-22200
LJUNGBY , Lekman:
Tek 0372-13481
LULEA, Barnens Hus:
“Tel: 0520220095
LULEA, locus:
Tel: P920-69934
LUND, Playoteket Center:
Tel: 1461-27810
LUND, Unispel:
Tek: 046-285 4112
MALMO, Playoteket Center:
Tek: 040-183530
MALMO, Playoteket Entre:
Tel: $40-183530
NORRKOPING, Hobbyhiirnan:
Tel: 4171-62120
NORRKOPING, Lekhuset:
Tel: 0712-87070
NORRTALJE, Lekplaneten:
Tek 017612358
NYKOPING, Laka TV-spel:
Tel: (135-281000
ORMINGE, Happies:
Tel: 447152501
SALA, Elons Leksaker:
Tel: 02241 03 14
SKELLEFTEA, Legend:
Tok: 091-07 35 02
STOCKHOLM, Arcane pa Hagagatan:
Tek: 0412 25 12
STOCKHOLM, Hagdalens Leksaker:
Tol; 08-749 1135
STOCKHOLM, Dragons Lair:
Tel: 08-634 60 50
STOCKHOLM, Hobbyisterna:
Tek: GB-403 90500
STOCKHOLM, Science Fiction Bokhandeln:
Tek: 08-21 50 52
SUNDBORN, Géranssons Firg:
Tel: (123-621 55 (21
SUNDSVALL, Orions Spel & Backer:
Tel: 060-155 947
TROLLHATTAN, Hobbyhirnan:
Tel 052013363
UMEA, Fantasia:
Tek: 0177 03 60
UMEA, Incrade:
Tel: 098-196 580
UDDEVALLA, Ofles Leksaker:
Tel: U522-88520
UPPSALA, Fantasia:
Tel: 016-1HA 50
UPPSALA, Prisfyndet:
Tek: 018-10 6h 07
VARBERG, Fyndm: inet:
Tek WavThst O
VIMMERBY, Lekia:
Tel: 4231188
VISBY, Sk k:
Tel: n-tsfn.uuﬁﬁug!
VASTERAS, Zetterlunds:
T=£ [l 1044 m
VASTERVIK, Lekstugan:
Tel: 0490 .mx;x g
VAXJO, Helges Hala:
Tel: 047-02 18 bl
YSTAD, Tv-Spelshérnan:
E‘ 041 1-66680
GELHOLM, Leksaksm: inet:

Tek: 0431- uzxsoMF g
OREBRO, Batalj:
gls?w 10 46 00

ERSUND, Hol oden:
Tel: 063513310 Bbyh

CHANGHUA, Lian Xin:

Tek: +866 4 BATDAZ0
GANGSHAN, Toys Cat:

Tel: 266 7 6214940
HSINCHL, Mini Shoppa:
Tel: +486 3 5231802
HSINCHLU, Style Toy House:
Tok: +H56 3 5617405
KAOHSIUNG, Dwarf’s Goldmine:
Tal: 4886 7 1299467
KAOHSIUNG, Longmen:

Tel: 206 7 3118567
KAOHSIUNG, Toys Cat:

Tel: +h86 7 6214540

PINTUNG, Texas TV Game Shops:
Tek: +886 & 7212720
TAICHUNG, Fantasy House:
Tel: 4886 4 23143720

TAINAN, Star Toy Castle:
Tel: +806 b 2470927

TAIPEL, Akmigames:

Tek: +B86 2 2731904

TAIPEL, Cacacity:

Tek +I86 23090579

TAIPEI, MPK Hobby Shop:
Tel: +366 2 26161466

XINBEI, Table Games:

Tel; +BHG 2 20015698

BANGKOK, A Framing:

Tal: +hi 5414 64313

BANGKOK, Battlefield Banghok:
Tel: 486 4747 a7T15

BANGKOK, Slice and Dice:
Ted: 46k 814% 47593
BANGKOK, Thinx Hobby:
Tel: +hé 959 11729

CHIANG MAI, Hobo Books:
Tel: +66 8158 25741
CHONBURI, Patlaya Players:
Tel: +66 8309 29523

UNRRINE
DNEPROPETROVSK, Toy House:
Tel: 0034 D56 T47 9213

L e —— e o N EDSEEE REERERR aR R RNERR

DONETSK, Toy House:
Tel: 0038 62 367 5703
KHARKIV, Aladdin:
Tel: 0038 057 715 6310
KY1V, Convercor:
Tel: DU38 057 417 2442
KYIV, Hobby Games:
Tel: 138 096 100 4064
KYIV, Mastolki:

Tel: 1038 044 360 1917
KYIV, Nastolki:

Tel: Q038 044 360 1997
KY1V, Toy House:

Tel: DO33 044 377 7122
KYIV, Toy House:

Tel: (038 044 377 7198
KYIV, Toy House:
Tel: 0038 044 377 7128
KYIV, Toy House:
Tek: 0638 044 377 7131
KYIV, Yakaboo:

Tel: GO38 044 503 7049
LEVOY, Hobby Warld:
Tel: (4938 066 764 2261
ODESSA, Avanguard:
Tek: 0034 150 562 2277

ARAB EMIRATES

DUBAI, Bishops Trading:
Tel: G097 1559487670

www.games-workshop.com
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Necron Doom Seyvthe
+++Xenos patiernd++
The bringer of death:

A xenos attack crafl capable of
supersonic speeds, a Doom Scythe's
primary armament can tear through
armour, {lesh and bone with impunity.
Engage with extreme projudice.
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tesla destructor

An-alien mind cannot accept
the Emperar's Blessing.
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