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I've seen the future, and it's grim,
dark and really rather awesome.
This month sees the release of
the new Warhammer 40,000
rulebook, which is a fantastic
tome packed with all manner

of cool things from evocative

art and background to rules

for Flyers, fortifications and a
scenario set on a space station.

The release of Warhammer
40,000 takes me back to when | first started working in the
Design Studio, as we were just putting the finishing touches
to 5th edition at the time. | started thinking about all that
I've done in that time.

To coincide with the last edition of Warhammer 40,000,
| started a new Salamanders army. That army now stands at
well over 3000 points and has been joined by contingents
of Imperial Guard and Flesh Tearers, and it’s still growing,
as I'm going to paint a Stormtalon so that | can add a Flyer
to my Space Marines.

I've played in campaigns, leagues and tournaments
aplenty, from the Warhammer 40,000 Doubles to
Phil Kelly’s Rok of Ages campaign and even the Battle
for Tanrak we played only a couple of months back. I've
certainly got many more staunch allies and friendly rivals
to play against than | had back then, that's for sure.

And all of this nostalgia makes me even more excited
for the future — what will the next few years will bring? How
many more awesome battles will | have fought, what new
armies will | be playing with and what new opponents will
| have found to crush (or, more likely, be crushed by)? | for
one can’t wait to embrace this dark future!

How about you? What are you most looking forward to
about Warhammer 40,0007

Andrew Kenrick, Editor I ——

CONTENTS

Cover by Paul Dainton
New Relgasas I
Black Library 18

The latest Black Library releases, plus an interview with

Bill King about his new series, the Macharian Crusade.

There is Only Warl 20
Simon Grant takes a look at the Warhammer 40,000 rulebook,
talking to the various people responsible for its design.

Armies of the A1st Millennium 30

We showease some of the awesome armies belonging to the
Studio’s hebbyists, finding out what they're most excited about.

The Scouring of Kasr XV 58
In the first of this month’s battle reports, the Imperial Guard
stand firm in the face of a Chaos Space Marine invasion.

Battlefield Terrain .1
A look at some inspirational battiefields and how battlefield
terrain works in Warhammer 40,000.

Assauit on Felistorm Alrfield 18
It's war in the Hobby Team as Duncan Rhodes and Steve
Bowerman fight it out in our second battle report.

Army Project: Tau Empire 84
Duncan and Steve can't keep away as they show us how to
paint a Tau Empire army.

Hour of the Witch _ 98
Mat Ward explains how to use the new psychic disciplines.

Standard Bearer 102
Armies on Parade 104
Games Day Preview 106
Your Local Store 12

White Dwarf:
Contributors: Dave Andrews,

Phil Cowey, Simon Grant, Andrew Kenrick, Matthew Hutson, Jim Shardlow, Kris Shield, UK Team: Rik Turner, Louise Wi
Nick Bayton, Steve Bowerman, John Bracken, Robin Cruddace, jon Flindall, Zak Gucklhorn, Matthew Hobday, Jervis lohn
Glenn More, Chad Mierzwa, Chris Peach, Duncan Rhodes, Adam Snook, Adam Troke, leremy Vetock, Sarah Wallen, Lise Ward, Matthew Ward, Citadel D:
Giorgio Bassani, Samir Battistotti, Steve Buddle, Trish Carden, Ed Cottrell, Juan Diaz, Martin Footitt, Michael Fores, Colin Grayson, Jes Goodwin, Mark H
Matt Holland, Israel Laborda, Neil Langdawn, Darren Latham, Aragorn Marks, Aly Morrison, Brian Nelson, Gavin Newton, Oliver Norman, Seb P
Edgar Ramos, Dale Stringer, Dave Thomas and Tom Walton, ‘Eavy Metal: Simon Adams, Neil Green, David Heathfield, Matt Kennedy, Kornel Ko
Tom Winstone. Art: John Blanche, Alex Boyd, Kevin Chin, Paul Dainton, Mark Holmes, David Gallagher, Neil Hodgson, Nuala Kinrade,

f‘lf\'t-’.}!.-\i

WS\VG&KSHOP @ NEW LIN

d curr
5 0w Stores, Casalogue or we

www.games-workshop.com

51011921103838 :

Product Code: 66249289381

Wit abAhe following Intermet adidee

‘W Canrrers Wreston _ereted

N: 0265-8712 87

2  WHITE DWARF



J -

ON SALE SATURDAY 30th JUNE — AVAILABLE TO ADVANCE ORDER NOW FROM

WIWW.GAMES-WORKSHOPCOM

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.




WARHAMMER 40,000 RULEBOOK

The enemies of Mankind muster in hitherto-unprecedented
numbers as traitors and aliens amass for the kill, sensing
that the Imperium is ready to fall. Gather forth your
armies and prepare for war unending, for only by victory
on a million worlds and countless battlefields will the
Imperium endure.

The Warhammer 40,000 rulebook is a vast tome of
knowledge, revealing everything you could want to know
about living, fighting and dying in the grim darkness of

the far future. 452 full-colour pages are bound within the
hardback rulebook, comprised of five main sections: the
Rules, explaining how to fight battles set in the Warhammer
40,000 universe; the 41st Millennium, which introduces
the Imperium of Man, its myriad armed forces and many
enemies; an incredible Miniatures Showcase, courtesy of

: A . WARHAMMER 40,000 £45
the 'Favy Metal team; the Hobby section, offering guidance RULEBOOK
on how to assemble and paint your miniatures; and finally, Prochuct code: 60040199026

. ¢ e €600, 450elke, SE0skr, S60nks 450rmb, 22524
the Battles section, showcasing some awesome battlefields S L e

created specially for the rulebook to |_nsp|re—h0bby15ts at SN SALE RHEIOTH
home to make and play their own unique scenarios.

Pictures for illustrative purposes only, Product contents may vary. Products sold unpainted and unassemnl
contact us for current availzhility and prices. Prices quoted are for produets sold by Games Workshop throug
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WARHAMMER 40,000 COLLECTORS’ EDITION

AVAILABLE IN ENGLISH LANGUAGE ONLY

When the officers of the Imperial Guard pray to the
Emperor for salvation, it is for the intervention of his Angels
of Death that they beseech him. The Warhammer 40,000
Collectors’ Edition represents a sacred artefact, a reliquary
of the Space Marines over which they invoke the Emperor’s
divine blessing. lts leatherette exterior features a debossed
design of an iron halo and Imperial aquila. Two panels
open either side to reveal four gold gilt embossed arched
faces, within which are depicted four great heroes of the
Space Marines. A secret panel pops open at the top of the
reliquary, revealing access to a premium edition of the
Warhammer 40,000 rulebook. The pages of this hardback
rulebook are made from the very highest quality parchment
paper, making it an even greater tome to possess. The
Warhammer 40,000 Collectors’ Edition is strictly limited

to 4000 individually numbered copies worldwide, so don't
miss out on this great opportunity to own a genuine artefact
from the 41st Millennium.

WARHAMMER 40,000: £80

'COLLECTORS' EDITION RULEBOOK
Praducl code: 6040199027

ON SALE JUNE 30TH

—_—

WHILE STOCKS LAST /

Pictures for ilistrative purposes only. Product confents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous i used incorrectly. Frices correct at time of going o press, please
contact us for current availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or webtite. Independent retailers are responsible far determining their own prices:
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WARHAMMER 40,000 GAMERS’ EDITION

The Warhammer 40,000 Gamers’ Edition represents a
Munitorum Officer’s kit as if it came straight out of the

41st Millennium. The Gamers’ Edition bundle consists of

a versatile brown leatherette signal satchel, a Warhammer
40,000 rulebook and a limited edition set of 12 red
Munitorum Dice that are only available in this set and
come with a lasgun power pack tin. The satchel is large
enough to carry the rulebook along with any accompanying
Codexes and Munitorum Templates, but also features three
internal pouches, each designed to fit a lasgun power pack
tin. Two 4mm thick metal pin badges are also included (one
representing the Imperial Aquila and the other the eight-
pointed Chaos star), one of which can be fitted above the
satchel’s wooden toggle so that you may proudly declare
your allegiance for or against the Emperor. The Warhammer
40,000 Gamers' Edition is only available to order from the
website and in strictly limited numbers, so don’t miss out.

WARHAMMER 40,000 £75
GAMERS” EDITION.

Product code:- 600207199007

€55, 7500k, 9205k, 890nky, 750mb, 37571

s for illustraty

—_—

WHILE STOCKS LAST

purposes only. Product conlents may vary, Products safd unpainted and unassemibled. Certain Citade! products may be dangerous If used incarrectly. Prices correct at lime of going to press, please
t-us for current availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website: Independent retallers are resy ihie for determining their awn prices,
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Supporting the release of the new Warhammer 40,000 rules comes a wave of handy
hobby products designed to serve a budding Imperial Munitorum officer in the field,
such as templates, tape measures, dice and objective markers.

MUNITORUM TEMPLATES

The Warhammer 40,000 Munitorum Templates are three

intricately detailed gaming aids used to work out the WARHAMMER 40,000 12
blast radius of a variety of weapons on the battlefield. il
The set includes three plastic templates — a round 3" blast 615,50, 1200k, 1408k7 130nks, 1200, 607

and 5" large blast template, and an 8" long, tear-shaped

flamer template. The templates are designed to look like m
Munitorum instruments, framed with cogs and Mechanicum

iconography sculpted by Citadel designer Ed Cottrell. Each

template’s inner frame denotes a weapon'’s blast area and is

detailed with arcing lightning effects of blue crystal.

e MUNITORUM TAPE MEASURE

The design of the plastic Munitorum Tape Measure is
immediately recognisable as that of an Imperial servo skull.
Based on artwork by John Blanche, Ed Cottrell faithfully
reproduced the servo skull’s iconic design. The metal tang of
the tape measure is formed from the servo skull’s front teeth,
which extends to reveal a red tape detailed with white numbers.
The tape measure extends up to 120" and every 13th inch is
marked by an Imperial Aquila in honour of the 12 High Lords of
Terra and the benevolent Emperor. Pressing the servo skull’s red
bionic eye withdraws the tape after it has been extended.

WARHAMMER 40,000 £10
MUNITORUM TAPE MEASURE

Product coder 99230199005
613, 100gkr T20skr, 1100k, 100mb; 5oz
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The Warhammer Munitorum Dice, Battlefield Objectives and
Vehicle Markers are supplied with a lasgun power pack dice tin
and six plastic, pewter-effect dice holders. Each lasgun power
pack tin has a designated origin and serial number, depending
on the set. The skull-mounted dice holders are designed to
mark the location of specific objectives or denote vehicle
damage by holding the appropriate markers, thus preventing
them from being rolled unwittingly in the middle of a game.

WARHAMMER 40,000  £10
MUNITORUM DICE :
Product code: 99220799044
£13, 100dks, 120skr, 1110nks, 100rmb, 5071

WARHAMMER 40,000 £10
BATTLEFIELD OBJECTIVES
Product code: 99220759045
€14, 100k 120ske 11 0nks, 100k, 5028

WARHAMMER 40,000 E10
VEHICLE MARKERS ;
Froduct code: 99220199046

£13, 100dks 1205k, 100k [00vmb, 5021

MUNITORUM DICE

The Munitorum Dice pack consists of 12
individually numbered six-sided dice, each
square-edged and 14mm in width. The dice
display a unique piece of Warhammer 40,000
art as a background to the ornate number on
each facing, as if they are officially sanctioned
Imperial dice.

BATTLEFIELD OBJECTIVES

The 12 six-sided Munitorum Battlefield
Objectives are not dice, but rather a means

of representing the location and significance

of the myriad Primary and Secondary Mission
Objectives used in the Eternal War scenarios. In
addition, they can be used to denote the nature
of a Mysterious Objective once revealed.

VEHICLE MARKERS

The Munitorum Vehicle Markers are a quick and
effective means of determining what damage a vehicle
suffers when an attack has penetrated its armour, and
serve as a visual reminder of any ongoing vehicle status
effects. The set includes four AP 3 damage dice, two AP
2 Damage Dice, 2 AP 1 Damage Dice, two Hull Point
counters and two Vehicle Status markers.

NEW. RELEASES

&
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PSYCHIC POWER CARDS

The Psychic Power Cards are a core deck
of 35 large-format cards that contain all of
the powers from the five psychic disciplines
printed in the Warhammer 40,000
rulebook. The full range of six powers from
each psychic discipline are represented,

as are the archetypal Primaris Powers that
exemplify the art of Biomancy, Divination,
Pyromancy, Telekinesis and Telepathy. The
Psychic Power Cards are great ways of
keeping track of which powers your Psykers

TRSCALIE e o

DESTIPLINE ¢

e MAREEL ivimamaon:
TN -

Prakntiy

DISCIENE

RISCIFL T

43

HNE . Tinrkinr: Biscining
= e T .
oo b R ]

Harn,

have access to during the game and act as
a handy visual reminder of their ongoing
effects after they have been manifested. The
deck of power cards is contained in a two-
part moulded plastic box that pivots open
at the bottom-left corner. Also contained
in the set is a 4-page instruction booklet
that classifies which psychic disciplines
can be utilised by the many Psykers in the
41st Millennium (as Mat Ward explains in
further detail on page 98).

WARHAMMER 40,000 £8
PSYCHIC POWER CARDS

Product code! 60220193001

10,50, BOdks 108k, S0aky, 80rmb, £0:t

ON SALE JUNE 30TH
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Pictures for illustrative perposes only. Praduct contents may vary, Products sold unpainted and unassembled, Centain- Citadel products may be dangerous If used incorrectly, Prices correct at time of going o press, please
conlact us for current avaiabilty and prices. Prices quoted are for products sold by Games Warkshop theough its own stores, catalogee or website: Independent retailers are respansible for determining their own prices,
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TANGLEWIRE

The Tanglewire pack contains two rolls of coiled wire

i . % WARHAMMER 40,000 3
approximately 6" in length. However, each coil can be stretched TANGLEWIRE 9 =
to multiply the length of the tanglewire many times over. A Product code: 99220199049,
R . ; D s €810, 70clk, 05k, 75k, 70mb, 3521

thin wire entwines the entire length of the main coil, providing '

the tanglewire with a barbed look that is completely safe to m
touch. Tanglewire can be used to decorate tank traps and other

scenery, or as a piece of battlefield debris terrain on its own.

This month’s release of Anrakyr the Traveller and Orikan the Diviner adds two new
special characters to the Necron army. These two miniatures are released in Citadel
Finecast, Games Workshop’s range of premium quality resin.

ANRAKYRTHE TRAVELLER = ORIKAN THE DIVINER

ANRAKYRTHETRAVELLER  £12 ORIKANTHE DIVINER  £12

Product code: 99800110617 Product code: 99800110016

Sculpted by Edzar Ramos. Sculpted by Darren Latharn,

€15.50, 20kkr, 1405k 140nks | 20mmb; b0zF E1550; 120k, 408ks 1Hnks, | 20rmb, #0af
Anrakyr the Traveller bears an ornate warscythe in his right Orikan the Diviner stands atop a Scarab-wreathed rock,
nand with a tachyon arrow mounted on his left wrist. A holding the imposing Staff of Tomorrow in a two-handed
<vlised, segmented robe flows from his waist, serving to grip. This Citadel Finecast miniature features an extended
complement his regal countenance. carapace and a segmented spine curls around his feet.

NEW RELEASES 11
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Citadel Finecast is Games Workshop s range of hlghly detailed resin
miniatures. This month sees the launch of a number of Dark Eldar models in
Citadel Finecast on our website, a selection of which are shewnbelow.
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le Waaagh! of Ork models are released in Citadel .
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PREPARE FOR WAR!

mmertime is here which means one thing, loads of great events and
tivities at your local Games Workshop Hobby Centre!
The release of the Warhammer 40,000 6th Edition Rulebook makes
is an extra special summer by fuelling loads of fantastic events in Hobby
Centres across the country. It is a great time to expand your Warhammer
40,000 armies or even start afresh with your friends! Whether new to the
10bby, or a hobbyist of many years, this summer is the start of a new era
# Warhammer 40,000, so get down to your local store where the staff will
there to offer their advice and knowledge whatever your hobby needs
iy be. And by attending the regular gaming events within your gaming
community, your skills and your understanding of the new Rulebook will be
bolstered, preparing you for many battles ahead!
Make the most of the summer by visiting your local store, or head to
vour Hobby Centre’s Facebook page to find out all the very latest details on
the summer activities that lie ahead in your area. Have a great summer!

WARHAMMER
Jannon,

For most, fate is cruel and
unpredictable... but for Tzeentch's
chosen few, it is a path to ultimate
power, The Tome of Fate, a supplement
for Black Crusacle, presents invaluable
information on Tzeentch, his dark
servants, and how his influence is felt
across the Screaming Vortex. With
new weapons and psychic powers,
you can go forth across that unholy
stretch of stars and beyond into the
depths of the Imperium, ready to
challenge Fate and make it your own,
Do you possess the will to stand
among Tzeentch's chosen?

www.FantasyFlightgames.com

ames publisher THQ and its developme
ainment released two \le’h

up with grcat d()w ]rmdablr- C unlpnl 1hai hrealh(-s new fne into the

war that rages eternal!

ou the 1hr|||v to tear rhrnugh Thc uppu_ 15, team *wth dev
“brutal effect. But not to be outdone, Dawn of War Il Retribution hd‘-‘
now added the devastating artillery specialist, the Tau Commander
and game mode. An all-new hero with completely
foes on the battlefield.

find out more about these games and the digital content

ailable for them at:

www.space marine.com

www.community.dawnofwar2.com
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fTHEBLACK LIBRARY

BRINGING T _ﬁ, ORLDS OF WARHAMMER AND WARHAMMER 40,000 TO LIFE

B | 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.

B www.blacklibrary.com

&

Herald of Oblivion y

Have you ever wanted to be a
Space Marine Terminator?

Well now you can, in the new
Path to Victory game book
from Black Library:

Herald of Oblivion.

You are a veteran of the
Imperial Fists Chapter, clad in
a suit of Tactical Dreadnought
'Armour and wielding the finest
weapons in Mankind's arsenal.
Trapped aboard a gargantuan space hulk, you must navigate your
way through the tangled labyrinth of the vessel and escape. Battle
aliens, heretics and unknown hotrors to complete your mission
and return to the Chapter. :

Order your copy today, -(_f)ii'lyi"frb_h'l.?bl_a_djki'ibl"_'ary._c_n'm

o |

WRATH OF
[RON

CHRIS WRAIGHT

AN

Queen of the northern tribes,

Sample the best short fiction As foul Daemons begin to Lord Commander Solar
Valkia’s risa to power (s swift from Black Library’s monthly swarm into the sub-sector, Macharius begins his
and violent. But when her magazine, from our most the Space Marines of the lron legendary crusade to conquer

enemies conspire against her, popular authors and a hast of Hands bring furious retribution the unknown worlds in the
Khorne himself intervenes to new talent. Available for the ta the Slaanesh-worshipping Segmentum Pacificus, The
save his champion. first time in print. citizens of Contqual, heretics of Karsk will fall!
Valkia the Bloody £7.99 Hammer and Bolter  £12.99 Wrath of lron £B.99 Angel of Fire .. E17.9%
1SBN: 978-1-84970-185-3 ISBIN: $78-1-84970-177-8 15BN 978-1-64970-181.5 1SBN: 978-1-84970-183:9

1050, 850k idskr, 100nks, 68nmb, 29,952 €15.05, 1350k 165k 1 6Gnky 105mb; 649520 £13.50, 100dkr, 1155k, 150k B3rmb, 44.952( €25, 18idir, 230eks, J30nke 17 0nmb, 89,9521

guotad are for produsts sofd by Games Workshop through
datermi



A Chat with Bill King

To coincide with the release of his
new novel, Angel of Fire, we sat
down to chat with Bill King.

What can we expect from your first
Warhammer 40,000 story in over

a decade?

The usual stuff — a lot of violence
and some very dark jokes. This book
ntroduces us to the main characters of the series: Leo,
ton and Ivan, three Imperial Guardsmen who become
harius’ bodyguards; Inquisitor Drake, a man with a
secret agenda of his own focused on Macharius; Anna,
an Imperial Assassin who may or may not be protectmg
\acharius; and, of course, Macharius himself. It is set
during a particularly brutal campaign at the opening of
the Crusade against what turns out to be a very nasty
pyromaniac cult of Tzeentch worshippers.

Lord Macharius is obviously the pivotal character in the
novel. What can you tell us about him?

To begin with he is very much modelled on Alexander the
Creat, a brilliant general who is not afraid to engage in up

close and personal combat, who will in fact lead from the
front. As the series progresses, in response to some of the
events he witnesses, he becomes the darker, more driven
and ruthless character we know from the background
text. Macharius is a titanic figure, one of those giants

who occasionally emerge on to the stage of Imperial
history and change its entire flow. He's a driven, visionary,
enigmatic man who is basically grabbing the galaxy by
the throat and shaking it into the shape he wants it.

What can we look forward to in the rest of the series?
More violence and more dark humour! The books
trace the rise, and eventual failure, of Macharius and
the Crusade he sets in motion. Obviously | can’t cover
an event as gigantic as the Macharian Crusade in three
books, so I have selected three moments in time to
concentrate on. In Angel of Fire we see the start of the
Crusade. In Fist of Demetrius we see Macharius at the
height of his power, with the worm starting to become
visible in the core of the apple. In Fall of Macharius we
see him at the bitter end, still desperately trying to hold
it all together in the face of enemies within and without,
and the rebellion of his own invincible armies.

NEWS
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In the grim darkness of the far future, there is only war. In this

article, Simon Grant investigates the impact this proverb has

had on the latest edition of the Warhammer 40,000 rulebook.

ife in the 41st Millennjum is cheap.

sad short and
thankless lives, toiling beneath the
tyrannical rule of the High Lords
rra to serve Mankind, But
a vast place 3nd whatever

disparate
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Golden Throne
lorious emp
e Imperium is r
as ancient enemies stir and
n its borders, even as aposta
s undermine it from within.

But weak though the Imperium may
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A Galaxy in Flames
Adam Troke: My

love of Warhammer
40,000 stems from the
enjoyment of collecting
armies from such an
evocative background.
When we started work
on the new rulebook
we were determined to
bring the Warhammer
40,000 universe to life
on the tabletop. It is
these twinned aspects of
collecting and gaming
that we focused on in
the Battles section of the
book - exciting scenes
depicting iconic clashes
from the timeline with
incredible scenery and
backdrops that breathe
life into the game.
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Even 2 man who has nothing can still offer his life.

Forging a Narrative
Mat Ward: In
Warhammer 40,000
there’s nothing more
important than being
able to tell a story as
you play or, as we've
called it in the rulebook,
Forging a Narrative.

ﬁ* With that in mind, there
f_ J are a number of rules
o to accommodate how
n”; individual models can

make a difference to the

battle without bogging
the game down. Some
of these rules are quite
subtle, such as characters
being able to pick out
individual targets; others
are more obvious and
integral to the game,

like challenging your
opponent to a duel.
There are plenty of
opportunities for your
unsung heroes to earn
honour and glory!

The 41st Millennium section in the new
rulebook brings this apocalyptic era to
vibrant life. It is a grim universe of endless
battles, of war on a thousand fronts, ever
threatened by treachery and horrifying
aliens and all of it the beneath the shadow
of brutal Imperial oppression. But it is also
an age of legendary heroes, titanic war
machines, impenetrable fortifications and
indomitable faith. There may be hope yet!

The Warhammer 40,000 rulebook itself
is intrinsically entwined with the evocative
background of the 41st Millennium. The
Rules, Battles and Hobby sections of the
rulebook allow you to explore this universe
in its entirety, from the way you collect and
paint your miniatures to the choice of army
you field and how you use it.

This marriage of background and rules
grants your models greater freedom to
perform heroic feats of valour and derring-
do. Have you ever imagined how cool
it would be to bring down a Monstrous
Creature by throwing a krak grenade into
its mouth? Well, you can! Have you ever
wanted your army’s commander to call
out a rival and engage him in a duel to the
death so that you may settle a grudge from
a previous encounter? You can do that too!

There are a number of special rules
that have been included entirely for the
cinematic imagery that they bring to the
tabletop. The Hammer of Wrath special
rule, for example, allows jump units to leap
into combat and crush their foes beneath
their armoured bulk as they hurtle down
from above. Similarly, Flying Monstrous
Creatures can deliver a deadly Vector
Strike as they swoop over their enemies,
tearing heads from shoulders with taloned
limbs as they do so. Even a unit's desperate
actions as charging enemies bear down on
them is represented by the ability to make
an Overwatch attack — a free round of
shooting, but at Ballistic Skill 1,

In its quest for the ultimate cinematic
experience, the Warhammer 40,000 game
has taken to another dimension. Not even
the skies above your gaming tables are
safe as Flyers descend from the heavens
to bomb, strafe and destroy. The stage has
been set for aerial dogfights as flying aces
vie for dominance of the air, for what, if
anything, is better at shooting down an
enemy aircraft than a Flyer of your own?
Flying above the battlefield at supersonic
speed certainly has its advantages; you're
very difficult to target with ground-based

(44 Flymg at supersonic speed has |ts advantages, :

\
|
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_ €€ The Warhah%fmer
40,000 rulebook
itself is intrinsically
entwined with the ,
endlessly evocative
background of the
41st Millennium. 99

THERE IS ONLY WAR! 23



For every battle honour a thousand heroes dic alone, unsung and unremembered.

€€ The armies of the 41st Millennium can choose
to deploy nigh-impregnable fortifications
against which their enemies will shatter. 99

Allies & Fortifications
Jervis Johnson: There

are countless examples
in Warhammer 40,000
lore of a combined

army - sometimes
consisting of two rival
factions - engaging a
mutual foe in battle.

We expanded the Force
Organisation Chart to
allow players to represent
just such a situation on
the battlefield, featuring
the option to include an
allied detachment as part
of your standard army.
Not wishing to stop
there, we also included

a choice of fortifications
that enable players

to reinforce their
deployment zones with
defensive emplacements,
ranging from a linked
section of Aegis defence
lines to the mighty
Fortress of Redemption.

WHITE DWARF

weaponry, for one. Aircraft pilots are thus
indifferent to all but the most dedicated
anti-aircraft fire as they unleash their
payloads of death from above.

The armies of the 41st Millennium
can choose to deploy nigh-impregnable
fortifications against which their enemies
will shatter. Indeed, you can raise solid
Bastions, complete with automated
defence weaponry to shore up your
battleline, or Skyshield Landing Pads can be
positioned to coordinate the arrival of your
reinforcements with utmost accuracy. Many
fortifications can be further augmented with
a comms relay or turret-mounted anti-
aircraft weapons.

But what story would be complete
without a hero (or villain)? Each army is
led by a Warlord - a powerful, charismatic
leader that represents you on the battlefield.
Before every game, your Warlord makes
a roll on one of three Warlord Trait tables
— Command, Personal or Strategic Traits.
Perhaps Captain Sicarius has inspired his
Ultramarines with a rousing speech before
the battle, or maybe a Dark Eldar Archon
has timed his raid to begin a few minutes
before the break of dawn. These Warlord
Traits reflect just such eventualities.

But the battlefield itself can pose a
threat to an unwary commander. The
Warhammer 40,000 universe is replete with
death worlds wreathed in noxious fumes
or deadly radiation, and myriad other
planets whose native, fauna or flora are
incredibly hostile, even lethal, to human
and alien alike. Some scenery types are
therefore Mysterious Terrain, only revealed
as flesh-searing fireblood rivers or forests of
overgrown spinethorn when a unit enters
its area of effect. The Battles section of the
rulebook also includes a Warzone Traits
table, introducing optional rules for fighting
in unusual or abnormal environments.
Change things up by fighting on a high or
low-gravity battlefield or, if you're feeling
particularly brave, try waging war as your
forces are assailed by a planet’s corrosive
atmosphere or toxic mist.

The battlefields of the 41st Millennium
are oft-covered with ruins, debris and
other detritus that can offer sanctuary to
troops under fire, even inspire those nearby
them to greater glory. Some engagements
reveal previously undiscovered archeotech
artefacts — sites of ancient or xenos
technology that can swing the tide of a
battle to those that can master their secrets.



€Ceach army is --I!"ed:!f'by a W;‘arl_;jord Lig 4
powerful, charismatic leader that -
represents you on the battlefield. 99 i
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It is better to die for the Emperor than fo live for yourself.

/I

A Vision of the Far Future we really wanted to evoke that image. In order to do
Glenn More: When it came to planning the photography this, we resolved to be as cinematic as possible with
for the Warhammer 40,000 rulebook, John Blanche each shot, taking pictures from lower angles to give the
tasked me with making the photography as realistic viewer the feeling that they were right in the middle of
and atmospheric as possible, The Warhammer 40,000 the action. We also used subtle lighting to recreate the
universe is a dark, oppressive and war-torn place, and grim darkness of the far future.

6 6 The Battles section of the rulebook delves
even further into the narrative aspect of

playing games of Warhammer 40,000. 9 9




WARHAMMER

0,000

Sere are six Eternal War scenarios,
== with its own mission objectives to
= =ve. In many of the scenarios there are
= =.mber of objectives to contest. Some of
“ === may house useful technology such
geting relay or grav wave generator,
St 15 also possible for an objective to
~= = been sabotaged with proximity mines.
_ ncer normal circumstances, only Troops
w=s can control objectives, but in the Big
== Never Tire mission, for example, your
“v Support units can capture them too,
if they are vehicles! In each scenario,
ers can also attempt to complete any
the three Secondary Objectives too: Slay
Varlord, by killing the commander
o the enemy army; First Blood, by being
irst to destroy an enemy unit; and
=breaker, by storming the enemy’s
loyment zone.

The Battles section of the rulebook
c=lves even further into the narrative
=<nect of playing games of Warhammer
£0.000. Hobbyists are introduced to a
s=ries of unique scenarios that also serve to
=ncourage and inspire players to generate
sheir own campaign and mission ideas.
Hobby Team created an awesome

floating asteroids especially for the Scour
the Starfort scenario. Similarly, scenery guru
Dave Andrews built the walls of an Imperial
city for one of the rulebook’s incredible
gatefold battle shots depicting the Battle of
Eagle Gate. This epic confrontation between
the Ultramarines and the Word Bearers is
fully described with both background and
force dispositions, detailing its events,

At the rear of the rulebook lies the
Appendices section, replete with handy
reference sheets that include the statistics
for every weapon and unit in the game
(including every vehicle’s Hull Points). The
Appendices also feature thirty new powers
from five psychic disciplines that Psykers
can choose to generate their powers from
(see page 98), and yet more insights into
the inner workings of this dark millennium,
from how to field dress a las wound to the
scientific classification of the Imperium’s
many abhuman species. Every page oozes
with atmosphere and a sense of sefting,
from the artwork and photography to little
details such as the thoughts for the day.

War is set to rage across the universe
like never before, so gather forth your
armies and prepare to fight. The universe
needs heroes like never before...

A huge game of Warhammer
40,000 in progress, between the
Ultramarines and Orks,

Munitorum Standard Issue Kit
Sam Dinwiddy: Even when it came to
designing the accessories that support
the game, we had the overall vision for
Warhammer 40,000 firmly in mind. From
the servo skull tape measure to the dice
tins in the shape of lasgun power packs,
we wanted to represent the look and feel
of everything that an Imperial Munitorum
Officer would need.

Having a Blast!
Robin Cruddace: | love
the fact that the little
things matter so much in
Warhammer 40,000. That
it’s the guy in the front of
your squad who always ;
takes the first bullet is ;
not only very cinematic, i
but it makes you think
a lot more about every i A
move you make. [ also ¢
love the fact that units ]
are reduced to Ballistic 4
Skill 1 when resolving
Overwatch, It’s entirely
realistic that they would
lose all fire discipline in
the face of their enemies
bearing down on them,
combat weapons drawn.
But ultimately,
there’s nothing quite
so satisfying for me as
yelling ‘Grenade!’ as your
heroic Sergeant tosses a
frag grenade and blasts
your opponent’s favourite
squad to smithereens!

Even More War
There’s loads more about
Warhammer 40,000:

e Studio hobbyists share
what’s exciting them
about 40K p30.

¢ Andrew & Simon fight
it out on p58.

* We look at how terrain
works on p70.

s Mat Ward talks about

psychic powers on p98.
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i | SECURE YOUR COPY TODAY!

Guarantee and secure your own copy of the brand new
edition of the Warhammer 40,000 Rulebook by advance
order to your local Hobby Centre today! With Limited and
Collectors Editions also available, the release day will be

. | truly epic. Be sure not to miss out.

DISCOVER

The 30th June will be a momentous day with celebrations

| happening in your Hobby Centre. Pick up your copy of the

6th Edition Warhammer 40,000 Rulebook in-store on the
30th. Be a part of the discovery as a new and exciting way

| of gaming begins.

ail

GAMES WORKSHOP

games-workshop.com
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GETTING STARTED

It is a great time to start an army in Warhammer 40,000;
that army you have always wanted. With the changes
ahead, start afresh with friends and discover the

Warhammer 40,000 universe together with your local

Hobby Centre staff.

{
THERE IS ONLY WAR ||
In the grim darkness of the far future there is only war. ]
Round up your forces and prepare for the many battles

ahead in your local Hobby Centre and gaming community.
With the new rules, who amongst you will rise to become
masters of war?

FOLLOW YOUR LOCAL STORE ON FACEBOOK AND TWITTER
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1°" MILLENNIUM

Over the past few months, there has been a palpable aura of excitement across the
Studio as Warhammer 40,000 enthusiasts both new and old have been frantically
painting armies of every description in preparation for the release of the new game.
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A mind without purpose will wander in dark places.

WS

he Studio has been abuzz of late, with ~ armies are represented in their own Codex,
hobbyists frantically assembling and within which are countless more variations
painting Warhammer 40,000 armies such as bace Marine Chapters, Your Army of the
eir lunch breaks, after work and Eldar Craftworlds or Tyranid Hive Fleets. 41st Millennium
f _a‘e into the night. Over the last few Taking a look around the Studio armies The release of a new
new models have been painted at made this point abundantly clear — each Warhammer 40,000
ied pace, older miniatures have had hobbyist had his or her own take on what edition invariably gets
intwork tidied or patched up, some their army should look like and what us hobbyists excited,
have even converted from scratch, models t} wanted to include in their but what about you at

3 . 3 : home? The What's New
end result is the same — th ere have Todayteam (who update

& . the blog on the Games
f hr_)bby:bts people responsible for painting each ¢ Workshop website) are
llenged each other to paint a new the Collet‘t s displayed in this article always looking for people
to hr‘Fp kick-start their new to get «.umethim, an insight as to what to send in photos of their
ed deadlines and excited them most about their armies. Some latest hobby projects.
tudio were inspired by the new rules, others by If you have been busy
are now fit to burst with all the the challenge to finally paint an army as paintingup your own
= o Tyl ; ; i Warhammer 40,000
mies on display, so we've taken the nppo:ed to a few single igures; more s

; sonta solset £t ere ins | h th e army, why not take some

0 present 4 selection of them were ins pll"t'( y the ev photos of your models
se for your perusal. and email it to them at:
st Millennium

with their exXpansions, yoks and Bl; whatsnewtoday@
gwplc.com

methods of war. Sixteen of these be your II‘I:»pIIdU on?
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e Blood Ang

that I'd return to th ntually. The
ed before starting the

army was against Matt Hutson's Blo

Angels —a game | lost - so | was all

etermined to start my own

up a Blood Angels

Battleforce and a few other kit

just went to town kit-bashing them,

army, in partic
helmets of th
ey had jump pa
yuld re-roll the 2D6" charge
in the Assault phas
1 to add some more
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Carl: I'm normally a
die-hard Warhammer
player, so this is my f
Warhammer 40,000
h their
sards, ornate
and martial
prov the Black
Templars are the c
| could get to knigh
in space. | reinforced
ing them

a spare hammer from a
adknight.
y like my
Dreadnoughts — they're
such an imposing
presence and, with 3
Hull P 3
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CHAOS SPACE MARINES

Glenn: |'ve been collecting and playing
with my Eldar for many years and,
more recently, with my Grey Knights
as well. However, with a new edition
of Warhammer 40,000, | thought that
the time was right for me to start afresh
with a completely different army.
Whereas my other armies were
great for painting, with lots of intricate
details that allo to really go
town with the paintwork, an army of
Chaos Space Marines is second to
none for conversion opportunities.
Having been reading the Horus Heresy
series from Black Library recently, |
was inspired by the events in the First
Heretic and Know No Fear novels
to paint my Chaos Space Marines as
Word Bea m going for a close
assault army with plenty of Troops units
to help capture and control objectives.
These
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Wade: In the Chaos Daemon army,
everything causes Fear, which is nicely
representative of their horror. But that's
not nearly as exciting as the Flying
Monstrous Creature rules. These allow
my Bloodthirster and Daemon Princes
to soar up to 24" across the tabletop,
ignoring all but the most dedicated
anti-aircraft weapons as they get ready
to assault the puny mortals below.

My army is often outnumbered
and always outgunned, so | need a
Soul Grinder. They have the heaviest
weapons in the army list and the most
Hull Points in the game (4, the same as
a Land Raider).

Using my Chaos Daemons as an
allied detachment for my World Eaters
lets me play Warhammer 40,000 the
way it's supposed to be played (with
chainaxes and hellblades)! | will raise
mountains of skulls and oceans of
blood in the name of Khorne.
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Steve: The inspiration for my Chaos
Space Marine army came from the
Night Lords novels by Aaron Dembski-
Bowden — Soul Hunter and Void

“l Stalker. | really liked how they're

I"| portrayed - renegade anti-heroes

who scavenge their armour from the
dead and who hate the Chaos Legions
almost as much as the Imperium - so
wanted to bring this to life on the
tabletop. Whilst I used the Chaos
Space Marine Battleforce as the core
of the army, | added all manner of
other Space Marine components from
my bitz box to give their armour a
piecemeal, scavenged quality. One

of the things that struck me from the
hook was how the Night Lords were
accompanied by vast numbers of
renegade Imperial Guard, so | fully
intend to make use of the Allied
Detachment rules to include a few
squads of Imperial Guard in my army
next to represent these.

T

Ben: | started collecting my Dark

Angels army specially to play the new
edition of Warhammer 40,000 and
used the Ravenwing Battleforce as

my way of getting started. | love the
thought of all those bikes and Land
Speeders zooming across the battlefield
— doubly so as their Jink special rule
gives them a 5+ cover save, or 4+ if
they Turbo-boost or move Flat Out. The
Dark Angels were my first Warhammer
40,000 army, and they’re on the cover
of the new rulebook, so there’s a bit

of a nostalgic kick going on with

them. For me, they embady what a
Space Marine is all about — monastic
knights who adorn their mounts

with Cothic architecture and ornate
censers, to whom ritual and tradition
is more important than functionality

— something that really comes across
in the background section and lavish
artwork that's scattered throughout the
new book.
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Ben added the stone
slab to the front of
the Land Speeder to
reinforce the idea that
the iconography is
more important to the
Dark Angels than the
vehicle’s functionality.
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Knowledge is to be feared!

Stu: My Dark Eldar army is all about
the miniatures — to be honest, the
new rulebook provided all the excuse
| needed to paint some of these
awesome models. I've started with

a Battleforce and went for a fairly
simple colour scheme to let the detail
on the miniatures stand out. I'm
already adding in an Archon and his
accompanying Court, although I've
not got beyond the Sslyth so far, and
then it'll be on to the 10 Scourges | got
for Christmas.

The one model that really made
me want to collect a Dark Eldar army
was the Razorwing Jetfighter, and |
can’t wait to add one to the force. It
looks so sleek and fast and, as a Flyer,
it can really zoom about the battlefield
unleashing its payload of deadly
rockets at enemy aircraft.

38 WHITE DWARF



WARHAM MER -

40000"<

f shuriken at the attacker,
rery resilient, If I really

two smaller units.
Eldar are a highly ps
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. the Divination
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Mercy is weakness.

Glenn: | started my Grey Knights army
maml\' beLau';e I'm a mas |\"e hm of

As if 1_'hat
already, G
be upL, 0 have a Mastery
of 3. W hen cumhlned with their
ability to command so many ps
2 5, and their access to the ps
iplines, they're a tool box to
complish almost anything you want.
In addition, his psychic hood will
usually augment any rolls to Deny the
Witch wnhln 6" to a 4+, making him
awesome at countering any enemy
psychic powers. And if he doesn't
sound amazing enough, he also gets
to make a roll on the Warlord Traits
charts, making him even better!
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Chris Peach: I've always imagined

the Imperium to be baroque and
ostentatious, completely over the

top in its ornamentation. | wanted to
capture this aspect of the background
in my Imperial Guard army, which is
why I've added spare parts from my
Empire Pistoliers, giving them big hats
and plumed helms. The way | collect
miniatures — painting units as they take
my fancy - works really well with the
Allied Detachment rules, as | can field
them alongside my Imperial Guard.
Perhaps the coolest part of the rules is
that every man counts, as they can all
move and fire (even the lascannon!),
and can even make a valiant last stand
when they're charged, overwatching
with their lasguns at the incoming foe.
After all, | don’t play to win, | play to
die in the name of the Emperor.

42 WHITE DWARF

Chris devised his own regimental markings to denote rank and role, so regular Guardsmen have
white plumes, Command Squads have red tips and officers hats are larger the more senior they are,



MIKE ANDERSON'S _

Mike: ['ve always had a preference for e
human armies, but the Imperial Guard
I\'PERIAL GUARD are also an incredibly diverse army. i
- 4 There are hundreds of thousands of
different Imperial Guard regiments to :
choose from, not to mention dozens

of abhuman species. In fact, the Dark o
Millennium section in the rulebook’s ke
appendices talks at great length about AR
abhumans, so | decided to convert 43
a Beastman model to add a bit of 3’ -
character to my Command Squad. | 6

will eventually give him his own squad b
to lead as | expand the army.

This is actually the first army I've
painted in about ten years, as I'm
usually working on single miniatures or
dioramas to enter at Golden Demon.
The Imperial Guard are a challenging
but fun army, as the models are nicely
detailed but still fairly quick to paint.

odels from Mike'’s Command Squad, including an Astropath. The mocdel on the left is
o2 a type of abhuman designated Homo sapiens variatus in the rulebook’s appendix.
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Joe: Believe it or not, this is actually
the first army I've painted si oining
Metal team b 007. I'd
the Necrons,

) many new
units last year, ; decided to start
an army : i
n—‘dlt!(m uT Warhar

ing those
of ‘[ht army

I'm not mu ot a }jdlllt‘l, so |
assembled the models with the wargear
that | found the most appealing to
look at. Saying that, I'm told that the
Deathmarks are quite nasty, as snipers
can se argets if they roll a 6 To Hit!

== | r———
E’--ﬁ ,5' .f-.. =
2 | na@&{
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edition of Warhammer 40,000 has
added more tricks to the Shooting
and there are few armies better
ing than the Necrons. Necron

on the advan i

able to rapid fi long range as they
move this is doubly true. The Necron's
usual vulnerability — close comb i

special
fire at an enemy
s them but anly hitting

sened by the

for sure
aspecially resilient
A4 Hull Points —
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Stu: I've wanted an Ork army since | was 12, but have
always | by the number of models to
paint — until the last edition of Warhammer 40,000 was
1, when Fil Dunn painted an Ork army for
Four Gamers using a really quick and effective
so | followed along at home with my arn
Five years on and I've got 5000 points and counting,
y aim to paint one of everything in the Ork arm
I’'m nearly there... nearly. I've just finished my Bu
bommer, and next up is another 9 Killa-kans,

WHITE DWARF

The leader of my Waaagh! is my Warboss, Krusha

Magog ag Nathrak, the Warfiend of Scalax, and | alway
include him in my army. He'll be my Warlord from now
on, which means he not only gets a bonus rule from the
Warlord Trait tables, but he’s even mare the focal point
for my army.

Orks aren’t good at shooting, but they make up

get charged, the

enemy will have tc igh a veritable bullet
storm. And BST1 isn’t so bad when you’re normally BS2.




“WARHAMMER

30000

S = Eurna-bommer is — quite literally — fresh from my paint station.
“ . =l of my Ork vehicles it was incredibly quick to paint - |

wwo=c it Chaos Black and then highlighted it by painting metal chips
“o w=athering around the edges. Although I've painted the Blitza-
T i

st, | fully intend to paint one of each type of Ork Bommer.
< ‘ust the start of my Orky air force,

mes, the Burna-bommer is a Flyer so is a formidable threat to
on the ground as it zooms about the battlefield, dropping its

. pavload and proving nigh-on impossible to hit in return.
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time painting m ‘_ it takes a spe miniature, or
army of them, n| r doing so in our spare time
as well. H : m Thc f

and barba

ffered by their e
ppl‘alurl to us both.
K \er, mmall\ |L:r.t painting

ffkoptas and Grots,
Warboss to lead the army.
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Dave: The Ultramarines are the

: archetypal Space Marines with a regal,

SPACE MABINES classic imagery firmly embedded in

' Warhammer 40,000 lore. However,
as the Hobby section in the rulebook
showcases, there's always room to &
do your own thing, whether it's how
you assemble and paint your models,
or even just how you base them. This
concept even applies to armies whose 51
background is steeped in tradition or BE
rigidly adheres to a particular method je
of organisation. | didn’t want my ’
Ultramarines to look like anyone else’s
and so converted a number of the
models to help set them apart.

My plan now is to paint up a
Warlord, probably an Ultramarines
Captain, in preparation for the next
time that Jeremy Vetock is over from

Dave’s Ultramarines have been extensively converted, from the Scout’s rebreather and modified America so that we can have a game,
boltgun, to the dynamic leaping pose of his Assault Marine.

—
43/
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Matt: Of course, if you thought my Eldar were shooty, t
nothing on my Imy al Fists. | pack loads of bolter armed Hpace
Marines into my army, all of which can move and rapid fire, giving
them both a I(m'1 reach and a great deal of manoeuvrability. This is
even more th e with my Sternguard Veterans, as their already-
deadly special ammunition becomes even more so. The Land R

en a king amongst tanks, but with 4 Hull Points and
armour value of 14, it can withstand an unholy amount of firepower.
But it's not just go .od at taking it, as it can dish it out too! Even if it
moves at combat speed, it can still fire all of its weapons (it can fire
one flamestorm cannon normally, another using its machine-spirit
and then snap fire both the assault cannon and the multi-melta).




i

"y

A ' Matt: | suspect that I'll be facing a lot
i of Flyers in Warhammer 40,000 from
now on, so | thought I'd get ahead
of the game and paint one of my
own for my Imperial Fists. | think the
Stormtalon is one of the best Flyers
in the game — its assault cannons and
skyhammer missile launcher will blast
just about any other Flyer out of the
sky, making it a fantastic interceptor.

Better still, once it’s dealt with

enemy aircraft, it can turn from
dogfighting duties to perform a Hover
Strike against ground-based targets,
letting it devastate enemy units one
after another.
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We do not flinch from death.

WHITE DWARF

Simon: When | play games with my Space Wolves, | always try
to play in the most heroic manner possible, as befits the mighty
sons of Russ. Indeed, it was the fact that the Space Wolves are
5o suited to the narrative aspect of Warhammer 40,000 that
inspired me to collect the army in the first place.

With that in mind, my Wolf Lord only takes to battle after
swearing a sacred oath to strike down the champions of the
enemy in glorious single combat. For me, being able to declare
a challenge with a rival character, singling his opponents out to
fight them in one-on-one combat, is one of the coolest features
of the game. It allows me both to achieve the oath sworn by his
Saga of the Bear and prove beyond question the might of my
Warlord, Sigvald Deathgranter.
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and from Ha
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{ then built

e bits. I'm

a pair of Fenrisian

s to accompany him and have
y started to fc for them
— he and his wolves a d

rge my own
ti - the army, coming up with
sersonalities for all of the characters
paint so as to make their deeds in
battle come to life all the mc
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Sam: The clean-lined, futuristic look
of the Tau app 0 me as a designer,
and | emphasised that with the colour
scheme | used. | chose solid blocks
of militaristic green tones, but made
sure it didn’t end up looking like
camouflage by using bright whites and
oranges as contrast.

| recently tried out the new rules in
a game against fellow designer Paul’s
Space Wolves and found the Tau to

yre than a match for those hairy
Marines. For a start, pulse ri

are very, very nasty weapons for your
basic Troops choice to be armed with
— not only can they move and still
rapid fire up to 30" away, making them
as highly mobile as the ba und
suggests, but they can Overwatch these
Strength 5 guns if they're charged.

My Battlesuit is great as well - he
proves nigh-on impo 2
as can scoot up to 2
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Chris: | painted most of these Tyranids
for How to Paint Citadel Miniatures,
and then Steve added the Swarmlord 8
to the army a little while afterwards. &
The inclusion of not just one but two '
mighty Monstrous Creatures makes it
extremely deadly on the battlefield —
they're both AP2, so even Terminators &
won't be able to stand in their way in
an assault, and if they charge into any
heavier armour they can halve their
Attacks and perform a Smash attack, i
doubling their Strength. Ouch!
The Swarmlord’s already a potent
Psyker, but I'd be tempted to swap out [
some of his powers in exchange for
access to the psychic disciplines in the
rulebook. Biomancy and Telepathy in
particular fit right in, boosting the stats
of my own gribblies whilst sapping the
enemy of their own. Or | could go for
a rather more aggressive manifestation
of the Hive Mind with Telekinesis,
blasting holes in the enemy lines.

4h B el
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"BATTLEFORCES

Whether you wish to start a new Warhammer 40,000 army or expand an existing
one to fight in the eternal war, a Battleforce is a great way to add a great selection
of Citadel miniatures to your force.
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Space Marines
Bio-engineered superhuman
warriors, the Space Marines
are Mankind’s greatest heroes
and the Emperor’s lasting
legacy.

Box Contents:

15 Tactical Marines
5 Assault Marines
5 Scouts

1 Rhino

Product Code: 991201071059

Blood Anic]s
Scions of the winged Primarch
Sanguinius, the Blood Angels
favour a fast and furious style
of warfare.

Box Contents:

10 Tactical Marines
5 Assault Marines
5 Death Company
1 Rhino

Praduct Code: 99120101087

Catachan Imperial Guard
Raised from the death world
of Catachan, these jungle
fighters make for ferocious
Imperial Guardsmen.

Box Contents:

20 Guardsmen

3 Heavy Weapon Teams
1 Command Squad

1 Sentinel

Product Code: 99120105042

Space Wolves

Hailing from the frozen world
of Fenris, the Space Wolves
are brave and savage heroes
defending humanity.

Box Contents:
20 Space Wolves
5 Wolf Scouts

1 Drop Pod

Product Code: 39120107080

Ravenwing

The Dark Angels 2nd
Company ride to war entirely
mounted upon bikes and Land
Speeders.

Box Contents:

6 Ravenwing Bikers

1 Ravenwing Land Speeder
1 Ravenwing Attack Bike

Product Code: 997120101052

Cadian Imperial Guard

The brave Imperial Guardsmen
of Cadia stand guard over the
Cadian Gate, ever vigilant
against Chaos.

Box Contents:

20 Guardsmen

3 Heavy Weapon Teams
1 Command Squad

1 Sentinel

Product Code: 991207105047



Chaos Space Marines
10,000 years ago the Chaos
Space Marines turned their
back on the Emperor and still
fight their bitter war today.

Box Contents:
15 Chaos Space Marines
8 Khorne Berzerkers
5 Possessed

Chaos Space Marines
1.Chaos Rhino

Product Code: 99120102078

Ork Battleforce

The most warlike aliens in
the galaxy, the Orks have
an unquenchable thirst for
violence and brutal melee.

Box Contents:
20 Ork Boyz

3 Ork Warbikes
1 Ork Trukk

Product Code: 991200103009

Tau Empire

A young and vibrant race
with mastery of incredibly
advanced weaponry, the Tau

fight to expand their frontiers.

Box Contents:

1 XV8 Crisis Battlesuit
3 XV25 Stealth Suits
12 Fire Warriors

12 Kroot Carnivores

1 Devilfish

Product Code; 997120113018

Eldar

The enigmatic Eldar suffered
a terrible cataclysm that
devastated their race, but are
still a deadly force in battle.

Box Contents:

5 Dire Avengers

8 Guardians

1 Heavy Weapon Platform
1 War Walker

1 Wave Serpent

Product Code: 99120104022

Chaos Daemons

Daemons are servants of

the Chaos God tasked with
bringing ruin and destruction
to the galaxy. i

Box Contents:

20 Bloodletters of Khorne
10 Daemonettes of Slaanesh
10 Pink Horrors of Tzeentch
5 Seekers of Slaanesh

Product Code: 99129915003

Tyranids

The alien Tyranids attack in
endless swarms of chitinous
creatures, leaving entire
planets scoured clean and
barren in their wake.

Box Contents:

3 Tyranid Warriors
8 Genestealers

16 Hormagaunts
16 Termagants

Product Code: 99120106017

Necrons

An ancient race of implacable
machines, the Necrons have
awoken from their slumber to
reconquer the galaxy.

Box Contents:

20 Necron Warriors

5 Immortals/Deathmarks

1 Ghost Ark/Doomsday Ark
5 Canoptek Scarab Swarms

Product Code: 99120110018

Dark Eldar

The Dark Eldar are a piratical
race of sadistic murderers that
launch raids to capture slaves
for their gladiatorial arenas.

Box Contents:

10 Kabalite Warriors
10 Wyches

3 Reaver Jethikes

1 Raider

Product Code: 991207112017

AVAILABLE NOW IN STORES AND FROM:

WARHAMMER 40,000 57




~WARHAMMER

740,000

_THE SCOURING OF .

A dread alliance of Chaos Space Marines and Daemons is set to descend upon Cadia
as Simon Grant seeks to burn and destroy in honour of the Dark Gods. Can Andrew
Kenrick’s brave Imperial Guardsmen and Grey Knights hold them back?

Battle Facts:

SCENAR]O

ARMIES:
Chaos

Imperial (;ua_rd & C

Knight Allies
PLAYERS:

Simon Gr
Andrew I\enru:lf
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Simon: It’s internecine war in White Dwarf
this month, as Andrew and | duke it out to
ho can claim victory in the i
arhammer 40,000 battle report. In t
grim darkness of the far future, there are
many great rivalries: the Eldar and the
Nec the Tau Empire and the Orks; ¢
the m onic of them all, the armies ¢
the Imperium and the forces of Chaos. It
is the latter of these bitter feuds that we
plumped for today
\VP wanted to include as many of
f Warhammer 40,000
and psychic
1 detac hments and
tortahLatu C
of the F anisation C Nith that
in mind, we ed on two leLlhle armies
As our main armies would be from the
Imperial Guard and Chaos Space Marines,

we opted for natural allies that would
epitomise the antipathy between the Fo
of the Imperium and Chaos — the Grey
Knights and Chaos Daemons.
Having readied our armies, Andrew
rolled on the Eternal War | ion table
vould be

> scenario
Primary Ob
the table. T
between 1 a
side that controlled rhpm but, tlw \fd|U€‘
would not be rev
In addition rherp

— each wurth as
Vic Iury Pumt In this scenario, F <
units also counted oring units, but are
waorth 1 Victory Point if destroyed.




Bereft of all hope is he who spurns the Emperor’s Blessing. i

Forging a Narrative

Andrew: One of my favourite bits about any game is
coming up with a cool story, a premise for why the battle
is being fought to really make it feel a part of the 41st
Millennium. This is what Simon and 1 did at the start of
the game, starting the moment we got the scenery out
on the table. All of the walkways and buildings suggested
some sort of command outpost or manufactorum
belonging to the Imperium, whilst my choice of Aegis
defence lines and Castellan Creed in my army implied

a world under siege, defended by the finest men of the
Imperial Guard. Enter Simon’s army, a Chaos Space
Marine force mostly drawn from the Black Legion with
foul Daemon allies, and the story was set.

So, this was the command post of Kasr XV, one of the
heavily defended fortress-cities that stand guard over the
world of Cadia. A warband of the Black Legion, aided
by their infernal allies, have blazed a trail of destruction
across the surrounding landscape. Creed, with the aid of
a small strike force of Grey Knights, has chosen the Kasr
as the site where he will make his stand.

~
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HQ
Cadian Alpha Command
Company Command Squad
with Lord Castellan Creed,
Colour Sergeant Kell,
Veteran with medi-pack,
Veteran Weapons Team
with lascannon, Master of
Ordnance and Astropath.
335 points
Korvus Ventilles
Primaris Psyker with
Terrify and Puppet Master
(Telepathy}.

70 points
ELITES
Creed’s Chosen Men
5 Ratlings.

50 points

Storm Trooper Squad,
Codename: ‘Sigma-4’
8§ Storm Troopers with
grenade launcherand
Sergeant with power sword,

148 points
TROOPS
Cadian 1st Infantry Platoon:
‘Creed’s Own’
Platoon Command Squad
with vox-caster.
5 Infantry Squads with vox
casters, 3 grenade launchers,
flamer and meltagun.

340 points
Cadian 113th Armoured Fist:
‘The Daredevils’
Veteran Squad with
meltagun, mounted in
Chimera Armoured Transport.

135 points
FAST ATTACK
Cadia’s Grace
Valkyrie with lascannon.

115 paints
HEAVY SUPPORT
Cadian 72nd
Leman Russ Squadron,
‘The Siege Breakers’
3 Leman Russ Battle Tanks
with lascannons and heavy
bolter sponsons.

555 points
GREY KNIGHTS ALLIES:
HQ
Brother-Librarian Aldred
Grey Knight Librarian with
Mastery Level 3, Nemesis
warding stave, Hammerhand
and Crush and Telekine
Dome (Telekinesis).

235 points
TROOPS
Grey Knight Terminator
Squad Cadman
5 Grey Knight Terminators
with 4 Nemesis force
halberds, Nemesis Daemon
hammer and psycannon.

225 points
FAST ATTACK
Titan’s Vengeance
Stormraven Gunship with
twin-linked multi-melta.

205 points
FORTIFICATION
Redoubt Position C-134A
Aegis defence line with
Icarus lascannon,

85 points

TOTAL: 2498 points
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Andrew: Last time | used Imperial Guard in
a battle report | got thoroughly trounced by
Phil Kelly’s Dark Eldar, so | knew more was
at stake than victory — the honour of the
Imperial Guard had to be restored!

| packed in as many Guardsmen as
| could to man my Aegis defence line
(chosen as a fortification in my army list,
you'll note) and guard any objectives with
deadly bursts of Overwatch; or to advance,
rapid firing as they do so.

There are few tanks better than the
Leman Russ, so I've taken three! I've taken
them as a squadron as it means they can
operate together without blocking each
other’s line of sight.

Imperial Guard have a really great —
and fairly cheap — Flyer at their disposal
in the form of the Valkyrie. | also picked a
squad of Storm Troopers to ride in it — their

hot-shot lasguns can decimate a squad of
Chaos Marines, so I'll use the Valkyrie to
deploy them as far into Simon’s table half as
I can to relieve him of one of his objectives.

Grey Knight Terminators are awesome,
and as I'd gotten wind that Si was planning
on taking daemonic allies, what more
reason did | need to include them as allies?
| plan on using them in much the same
way as my Storm Troopers, but, as they're
Troops, they can capture an objective once
they've cleared the Traitors from it.

Finally, Ursarkar Creed was my Warlord
as he was the Imperial Guard HQ with the
highest Leadership, which meant | rolled
on one of the Warlord trait tables. | picked
Command Traits, which gives nearby units
a bonus. | rolled Inspiring Presence, which
means units within 12" can use Creed’s
Leadership of 10 — stand firm, men!



Simon: As | wrote my army list | realised
I had no idea what to take. | had the
combined might of the Chaos Space
Marines and Chaos Daemons at my
disposal, yet couldn't decide what to
unleash on my poor, unsuspecting victim
er, | mean, opponent). | settled on a
warband from the Black Legion, so decided
0 include as many Chaos Space Marines
as | could get my hands on, led by a Chaos
Lord in Terminator armour. He would be
my Warlord and | chose to roll on the
Personal Trait table, giving him a special
wule. I rolled Immovable Object, allowing
him to capture objectives all by himself!
With a Toughness of 5 and the Feel No
Pain special rule {enabling them to ignore
20y wounds on a 5+ that don't inflict
Instant Death), Plague Marines are amongst
the best squads in the game for capturing

“WARHAMMER

objectives, so | included two units.My final
choice for the Primary Detachment was a
winged Daemon Prince of Tzeentch. As a
Flying Monstrous Creature, he can swoop
24", inflicting a Vector Strike (D3+1 hits

at the model’s Strength) on a unit he has
moved over.

As well as a selection of daemonic
gribblies as allies to Deep Strike into
Andrew’s deployment zone, | chose a
Bastion with a quad-gun. Not only would
this allow me to shoot down Andrew’s
Flyers as they arrived — it has both the
Interceptor rule (allowing it to shoot at a
unit as it arrives from reserves) and the
Skyfire rule (which lets it shoot at Flyers
at its normal BS, rather than BS1) — but
it would provide a sturdy fortification for
one of my Chaos Space Marine squads to
defend my objectives from.

40,000
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HQ
Skyrak Slaughterborn,
Chaosen of Abaddon
Chaos Lord with Terminator
armour, twin-linked bolter,
power axe and personal icon,
125 points
Vileheart Soulpyre
Daemon Prince with wings,
Mark of Tzeenlch, Bolt of
Change and Molten Beamn
(Pyromancy).
185 points
TROOPS
Skyrak’s Slaughterkin
8 Chaos Space Marines with
plasma gun and Aspiring
Champion with plasma pistol
and power fist.
190 points
The Sunderers
10 Chaos Space Marines
with plasma gun, lascannon
and Aspiring Champion with
plasma pistol and power
sword, mounted in a Chaos
Rhino with havoe launcher,
280 points
The Blighted Brotherhood
7 Plague Marines with
plasma gun and Plague
Champion with power sword,
206 points
The Patrons of Pestilence
7 Plague Marines with Plague
Champion with power
weapon and plasma pistol.
206 points
HEAVY SUPPORT
Abyssal Hate
Chaos Predator with
twin-linked lascannon and
lascannon side sponsons.
165 points
Killfrenzy
Chaos Defiler with
havoc launcher,
155 points
Infernal Splendour
Chaos Land Raider with extra
armour and pintle mounted
twin-linked bolter.

240 points
CHAOS DAEMONS ALLIES:
HQ
Bilebelly,

the Architect of Atrophy
Great Unclean One with
Cloud of Flies.
165 points
ELITES
The Crimson Slaughterkin
3 Bloodcrushers of Khorne
with Fury of Khorne.
130 points
TROOPS
The Sisters of Sin
12 Daemonettes of Slaanesh.
168 points
HEAVY SUPPORT
Hellvoid
Soul Grinder with phlegm.
160 points
FORTIFICATIONS
Outpost D-13
Imperial Bastion with
quad-gun.
125 points

TOTAL: 2500 points
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Dakkajet’s strafing run. The squad had,
however, failed the subsequent pinning
test and would therefore be unable to act
this turn. Steve made his 3+ roll for his
Stormtalon to arrive from Reserves and
immediately set about hunting da Krimson
Barun. However, the canny Fighta Ace
chose to Evade for a 5+ cover save and

suffered only a single Hull Point of damage.

Steve’s Dreadnought wiped out the
remaining Deffkoptas after shooting then
charging them, but things went from bad to
worse in the centre as Joghaten Khan and
his squad were wiped out by the Orks.

“WARHAMMER =

AROAON

To the Death!

As soon as combat was joined, Joghaten Khan and Skullkrumpa began trading
blows in a challenge that could decide the outcome of the battle. After fighting
the Warhoss to a stalemate in the first round of combat the White Scar seemed
to be getting the upper hand, dealing the Ork a grievous wound, but the

enraged Ork promptly felled the Khan with a mighty swipe of his power klaw.



By the way of their death we shall know them.

++ Incoming... ++
The Ork Boyz seize
the relic and run
back towards the
relative safety of their
deployment zone.

Da Krimson Barun
arrives, unleashing
a torrent of supa-
shoota fire at the
Terminators, felling
the squad Sergeant.

Skullkrumpa leaps
from his Trukk with
five Nobz in tow and
slaughters his way
through the White
Scars. Not even
Joghaten Khan can
slow the Warboss’
rampage and is struck
down by the Ork’s
power klaw, though
not before he wounds
Skullkrumpa.

Techmarine Vor'Tarro
arrives in the
Stormtalon Gunship,

the Spear of Chogoris.

Lascannon beams and
mass reactive shells
wrack the fuselage of
da Krimson Barun's
Dakkajet, but the
Fighta Ace evades the
worst of the incoming
fire and suffers only
minor damage.

TurN 2

The rising crescendo of jet engines heralded
the arrival of da Krimson Barun in his
trusty Dakkajet as he screamed past the
Deffkoptas, guns blazing. On the ground
below, the Ork Boyz grabbed the relic and
Ran back south with their new-found loot
in tow. Duncan covered their retreat by
disembarking his Warboss and Nobz squad
from their Trukk and throwing them into
combat with Steve’s Captain and Combat
Squad, calling a Waaagh! as he did so.
Duncan’s Shooting phase was once agam
hampered by poor dice rolls, only felling
single Space Marine.

One of the Ork Nobz was wounded by
Steve’s Overwatch shooting as they charged
— his Snap Fire was poor, but the Combat
Squad’s flamer inflicted the full three (out of
D3 automatic) hits. The wounded Nob was
finished off moments later by a
blow in combat. In return, the
managed to kill a single

Barun, Ste
been gunned down, but the res
squad had emerged unscathed from the




Preparing for Battle
Duncan and Steve had
painted the opposing
Ork and Space Marine
armies from the Assault
on Black Reach set for an
Army Project last issue,
but had also incorporated
a new Flyer into their
forces — a Dakkajet and
Stormtalon respectively.
With the inclusion of a
fortification each and a
few additional units to
expand their armies, both
players had a 1000 point
army ready for battle. The

Scenario: The Relic ‘

In this mission, Duncan and
Steve will be attempting to
recover a valuable relic from
no-man’s-land that will help
them to gain the upper hand
in the ongoing conflict. The
relic begins the game in the
centre of the battlefield,

but any scoring unit (in

this mission units from the
Troops section of the Force
Organisation Chart) can pick
it up and attempt to move it
to safety. The unit carrying
the relic cannot move more
than 6" in a single phase and
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game was on! will drop the relic if killed.

DEpPLOYMENT & TURN 1

Duncan determined which deployment
method he and Steve would be using

by rolling Vanguard Strike. Faced with a
diagonal deployment zone running through
the centre of the board, Duncan opted to
claim the south-west corner and placed

his ‘looted’ Bastion as close to the relic as
possible. Steve set up opposite, deploying
his Skyshield Landing Pad atop the hill to
secure the best fields of fire.

Having deployed first, Duncan had
the first turn and a head start with which
to close on the relic in the centre of the
battlefield. With a roar of engines, two Ork
Trukks headed at full speed towards the
White Scars whilst the large mob of Orks in
the centre made haste towards the relic.

Duncan opted to move Flat Out with
his Trukks and Run with his Ork Boyz,
earning each unit an extra D6" move in the
Shooting phase at the cost of firing, leaving
him with little in the way of firepower. The
Deffkoptas were one of the few units in
range and able to fire, but they scored a
penetrating hit on the Dreadnought with
their rokkit launchers, stunning it and
reducing its Hull Points to 2.

The White Scars reacted immediately,
surging forwards to engage the Orks. Steve
had opted to split his Tactical Marines into
Combat Squads, covering his advance with
the two squads equipped with a missile
launcher. His stunned Dreadnought could
only fire Snap Shots at the Deffkoptas so
would need 6s To Hit. He failed to do
so though the Terminators did manage
to cause a wound. The closest Ork Trukk
survived two direct hits from krak missiles,
but lost its final Hull Point to an exploding
krak grenade thrown by Steve’s Captain,
earning him a Victory Point for First Blood.
The Trukk detonated spectacularly, taking
five Orks with it in the conflagration. The
Khan immediately led his squad in and
butchered the now disembarked survivors.

ASSAULT ON FELLSTORM AIRFIELD 79

T ST e
B

Ork Deffkaptas pound Honoured
Temajin with salvoes of rokkits.

Joghaten Khan leads the charge
againzt the supviving Ork Boyz.
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Having painted an army of.'.\/\/;hité Scars aind-_‘-g_rks from :}th-'e'";q:ggamfﬁﬁ,-! .-Bl'acl;- R-‘?@h O
boxed game for. an Army Project last month, the "Hobby Team’s Steve Bowerman,and . .
Du"_ncan Rhodes refight a bitter enco ter from the B’éttﬁ@fﬁ “Cardri U im0

!

drim,,

Cardrim 925.M41 — Assault on Fellstorm Airfield
the 4th Company of White Scars, led by Joghaten Khan,

In the wake of the devastation inflicted upon the Ryza

warzone by Waaagh! Grax, an aspiring Ork Warboss
known as Skullkrumpa attempts to carve out a realm of
his own, The first to feel his wrath is the barren world of
Cardrim, but when the planet comes under attack

is quick to respond. After a series of bloody battles, the
stranded White Scars lead a guerrilla assault on the Ork-
held position at Fellstorm Airfield, seeking to reestablish
contact with their orbiting Strike Cruiser.
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Success is commemorated: failuse merely remembered.

Honoured Imperium
A three-piece kit containing

a section of ruined Imperial
architecture, a broken aquila
and a statue that stands 6" tall,
depicting a fallen hero of the
Space Marines,

Product Code: 991207199023

Imperial Bastion

This kit makes a Bastion — a
solid and reliable stronghold
that can house two squads
of infantry, offering them
protection within its heavily
armoured walls.

Product Code: 99120799018

Citadel Wood

The Citadel Wood contains
three trees and a scenic base
to represent the wood’s
boundary. A choice of 70
componenis means no two
trees need look the same.

Product Code: 997129999002

Manufactorum

The shattered remnants of

a factory or warehouse, the
Manufactorum kit creates a
building emblazoned with
the cog wheel symbol of the
Adeptus Mechanicus.

Product Code: 99120139009
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Basilica Administratum
The ruins of a building that
once serving as a central hub
of the Imperial bureaucracy
known as the Administratum,
this building can be assembled
in a number of different ways.

Product Code: 99120199005 Ol

Skyshicld Landing Pad

A landing pad large enough
to comfortably fit an Imperial
Valkyrie with plenty of room
to spare. The armoured
crenellations are movable and
can be lowered or raised.

Praduct Code: 99120199016

Acgis Defence Line

This kit contains four single
and four double sections of
armoured shieldwall with
which to form your defences.
A quad-gun emplacement is
also included in the set.

Product Code: 99120199015

Sanctum Imperialis

This kit can be assembled
to represent a ruined
building that is replete with
the baroque majesty and
iconography typical of the
Imperial Creed.

Product Code: 99120199008

AVAILABLE NOW IN STORES AND FROM:
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The Warhammer 40,000 Citadel scenery range includes a comprehensive
selection of plastic kits, from ruined buildings to defensive fortifications. Check
out the website to see the full range of scenery from the 41st Millennium.

1@ No battlefield is complete without a variety of terrain to
B fight over, but remember that it is now possible to include
a fortification as part of your army, too. The kits displayed
below are only available to order online, but you can pick
up the terrain shown opposite in your local Hobby Centre.

Fortress of Redemption

An unyielding citadel consisting of a large tower and

two bunker annexes, the Fortress of Redemption is an
incredibly durable and heavily defended fortification,

Product Code; 99120101082

A set of five different variations of plastic craters
that can be used to decorate your war-torn
battlefield, representing artillery blast craters or
the scars of orbital barrages.

1
|
Moonscape ‘
|

Product Code: 99220199037

Battlefield Accessorics

A multi-purpose kit comprising a selection of battlefield debris
such as fuel drums, tank traps and weapon crates, the Battlefield
Accessories kit provides a variety of useful terrain options.

Product Code: 99229999041
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Fuel Reserves

In the most
desperate circumstances,
even fuel barrels can act
as shelter, despite the
inherent risks involved!

Fuel reserves offer a 5+
cover save to any models
brave or foolish enough
to hide behind them.
However, each time one
such model successfully
passes a cover save, roll
a D6. On the roll of a

1, the barrel was filled
with fuel and explodes,
inflicting a Strength 3 hit
on any models nearby.

: o Fortress of Redemption

These mighty defensive bulwarks
date back to the Great Crusade and were
first used by the Dark Angels to secure the
many worlds they had conquered.

Comprising two bunker annexes, one

main tower and housing an assortment

of powerful weapons to defend against
assaults by land or by air, a Fortress of
Redemption is all but unassailable. For 220
points, this awesome defensive stronghold
can even be selected as a Fortification!

~WARHAMMER
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Impact Craters

The impact of heavy shelling,
exploding mines and orbital bombardments
can leave scars upon the landscape, but
also provides limited cover to desperate
soldiers that can hide within them.

Impact Craters are area terrain and grant
a 5+ cover save to any model within their
boundaries, Here, the impact craters
have been used to give a more visual
representation of the Ork hombardments
that have continually pounded the area.




Ghazghkull thraka and Bad
Moons Warboss. Nazdreg. Orkish

attack and only the stout defence
commanded by Master Belial of
the Dark Angels, and the timely
arrival of reinforcements end

the Ork threat. Although the
victory is great, several Imperial
Commanders, including Master
Belial, feel that Ghazghkull might
have further tricks up his sieeve.




0 Imperial Statuary

Countless Imperial worlds have been freed from anarchy or tyranny by
brave heroes of the Imperium, their noble visage commemorated in stone that
others may be inspired by their courage and valour.

So inspiring is the countenance of these great champions of humanity that any
models from the armies of the Imperium (Imperial Guard, Sisters of Battle and
all Chapters of Space Marines) are Fearless within 2" of Imperial statuary.

766.M41

Blinded

Many Imperial watch stations and listening
posts in the Catachan and Ryza systems
are attacked by Eldar pirates under the
command of Prince Yriel. Without their early
warning ‘eyes and ears’, this leaves both
systems vulnerable for decades to come,




Mysterious Forests

The forests of the 41st Millennium
are as varied as the million worlds on
which they are found and can conceal all
kinds of exotic danger within their thickets.

Models within a forest’s boundary benefit
from a 5+ cover save. However, forests

are also mysterious terrain, so as soon as

a unit enters a forest, you must roll on the
Mysterious Forest table to discover what
fate awaits your hapless models. Mysterious
forests can range from brainleaf fronds, the
sentient tendrils of which can dominate
living beings and cause them to lash out

at their comrades, to a carnivorous jungle,
which inflicts D3 Strength 5 hits on any
unit seeking shelter beneath its boughs.

Ruins

Many civilisations have risen and
fallen on every world over the millennia,
their broken architecture left in ruins,

All ruins are treated as difficult terrain, but
offer a 4+ cover save to those concealed
within their shattered structure.

9 Wild Undergrowth

There are many worlds in the
Imperium renowned for the native flora
that covers their lands in verdant morasses.

Wild Undergrowth is also difficult terrain,
though the dense foliage is less effective at
shielding those within its boundaries from
incoming fire, granting them a 5+ cover
save instead.




Bastions

Bastions are heavily armoured
strongholds that can be erected in short
order. They are well suited to forces aiming
to consolidate their position or launch
further attacks from a place of strength.

Bastions have an Armour Value of 14 all
around, and an emplaced heavy bolter

on each facing - automated weapons that
target the nearest enemy unit. A Bastion
can be used as neutral battlefield terrain
or selected as a Fortification as part of the
Force Organisation Chart, enabling you to
deploy within a solid defensive stronghold.
A Bastion can be upgraded with a comms
relay or heavy weapon on its battlements.

An open mind is like a fortress with its gate unbarred and unguarded.

Tank Traps

Defensive emplacements usually
employed to protect infantry-held positions
from armoured assault, tank traps are all
but impossible to traverse with a vehicle.

Tank traps are designed specifically to
thwart the movement of land vehicles and,
as such, count as impassable terrain to all
non-Skimmer vehicles. Bikes can attempt
to manoeuvre past them, but must pass

a difficult terrain test in order to do so.
Against all other units, however, tank traps
are treated as open ground, though any
models hidden behind a set of tank traps
can still claim a 4+ cover save from its
solid, robust frame.

Aegis

Detence Lines
Built from crenellated
armoured s, Aegis
Defence Lines form a
solid shieldwall to screen
infantry squads.

Aegis defence lines offer
a 4+ cover save, but any
unit that decides to Go to
Ground behind a defence
line gains +2 to its cover
save, rather than +1. An
Aegis defence line may
also be selected as a
Fortification choice.
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| BATTLEFIELD TERRAIN

No gaming table is complete without some atmospheric scenery to fight over.
Inspired by events from the Warhammer 40,000 timeline, we showcase a selection of
battlefield terrain and introduce some of the rules that can be applied to them.

937.M41

& Hunt for the Red Corsairs
| Inquisitor Pranix leads five companies of Space Wolves and units of the
¢! Cadian 301st and Tallarn 14th in an attempt to reclaim the nine Hollow
# Worlds from the vile clutches of Huron Blackheart and the traitorous
| Red Corsairs. The Imperium’s forces are stunned to see how quickly
the renegades have expanded and how vast their piratical empire has
grown in such a short space of time.
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LET CaADIA BURN!

Simon: For the Dark Gods! Once more, the
weakling cattle of the false Emperor have
been culled, their souls torn from broken
bodies to feed the Daemons of the Warp.
Glory to Chaos!

Ahem. Sorry about that. Well, that was
fun! | don't think I've ever played in a more
cinematic game. There were so many cool
moments, from my Chaos Lord slaughtering
all before him until he was left alone in
a heroic duel with Andrew’s Librarian, to
Creed lasting two rounds of combat with a
Soul Grinder before finally succumbing.

| confess that on more than one
occasion, | should’ve been punished
far more heavily by Andrew’s massed
firepower, but | just couldn’t seem to stop
passing my cover saves, Combined with
Andrew’s less-than-desirable dice rolls, he
was never really able to strike any decisive
blows. I, on the other hand, had good luck
exactly when | needed it in a number of
crucial moments throughout the battle.

Despite knowing that | had to play
aggressively, | actually held back a lot more
than | should have, especially with my
Plague Marines, and had Andrew defeated
my attacking wave, he would've left me
badly wrong-footed. Thankfully, my heavy-
hitters did me proud and smashed Andrew’s
hapless army to pieces.

Moment of the Match — Crash & Burn

Simon: For me, each time | shot down one of Andrew’s Flyers it was
incredibly satisfying, but I've chosen the destruction of the Valkyrie
as my moment of the match. Not only did it remove any threat to my
home objectives, but I loved it when the last surviving Storm Trooper
crawled from the wreckage only to be cut down by automated fire!

Andrew: Well, if I'd set out with the hope
of salvaging some semblance of honour
for the Imperial Guard, I've utterly failed

to do that in this game! Even the Grey
Knights couldn’t compensate for my dismal
luck (and Simon’s outrageous saving
throws). | think my mistake was getting too
entrenched, which allowed Simon to keep
me on the back foot for the whole game.

| should have thundered up the flank with
my Leman Russ squadron and advanced
with the massed ranks of my Infantry
Platoon, making Simon react to me, rather
than the other way round. The Grey Knights
did their job admirably, but once their
Stormraven was shot down they found
themselves stranded.

What | hope | have done, however, is
showcase just how bloody Warhammer
40,000 is, not to mention how the grim
darkness of the far future really comes
to life on the tabletop. With the Imperial
Guard hunkered down behind their

Moment of the Match: Explosive Arrival
Andrew: For me, the highlight of the match was the arrival of both my
Flyers. Apart from the fun that’s to be had zooming the models about
(and making the accompanying noises), the sheer amount of damage
the Stormraven can put out even at top speed is great. And then the
Grey Knight Terminators climbed out...

defensive emplacements, under fire and
under siege from the Black Legion, and
Valkyries, Stormravens and Daemon Princes
duelling for dominance of the skies above,
it certainly felt that there was enough action
to match the most action-packed of Black
Library books!
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Chaos consumes all.

THE END TIMES Turns 5-6

Andrew: It's fair to say that my luck was

atrocious last turn as, aside from blowing

; up the Daemon Prince, my shooting did
very little. This turn, however, it was to

go from bad to worse, My Grey Knights

charged the Land Raider, hopeful that

the combination of Hammerhand and a
9 Daemon hammer could crack its stationary
7%y form wide open, but | failed to penetrate
&Y atall. Poor, very poor. Insult was added
§ to injury on Simon’s turn when he backed
away with the Land Raider and shot the
Justicar armed with the Daemon hammer
right through the head.

The Soul Grinder charged the last
Leman Russ, re-rolling its random charge
distance due to its Fleet special rule,
effortlessly smashing the tank aside, and
in Turn 6 it went on to charge Castellan
Creed. To my surprise, the noble hero of
Cadia stood firm, making all his refractor
field saves to survive the fight! :

In my last turn, the Grey Knights turned S e

from the Land Raider to try to seize the

objective worth 4 victory points, whilst Lords of War

the Librarian charged the Chaos Lord, Simon: Throughout the game, our Warlords had been simply fantastic.
who was now standing alone, the rest of Andrew’s Warlord, Usarkar Creed, had held the Imperial line intact,
his squad whittled down by weight of fire. his Inspiring Presence Command Trait enabling friendly units with 12"
Unfortunately the Grey Knights fell to the to make use of his Ld 10. My Chaos Lord, on the other hand, had the
Chaos ordnance, although the Librarian Immovable Object Personal Trait, making him a scoring unit!

denied the Chaos Lord his objective.

End of Game VPs

Imperial Chaos Space
Guard Marines

| Castellan Creed faces down the
gigantic Soul Grinder atop the
% landing pad.
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Hover Mode

Andrew: As much as |
was enjoying zooming
my Stormraven about
shooting Greater
Daemons, it had a
precious cargo to
deliver. Passengers can’t
disembark from a Flyer
whilst it’s zooming, so

at the start of Turn 3

I switched it to hover
mode, which meant it
effectively turned into a
Fast Skimmer. | hovered it
forwards 6" and deployed
the Terminators. The
downside to hovering,
as | quickly discovered,
is that you're no longer
quite as hard to hit, so
Simon'’s Chaos Predator
only needed 3s to hit it
and, sadly, he penetrated
it twice. Kaboom.

Death from Below End of Turn 4 VPs
Simon: 1 had upgraded my Bastion with a quad-gun, as its Skyfire special rule allowed Imperial Chaos Space
me to engage Andrew’s Flyers without needing 6s to hit. His Valkyrie learnt this the Guard Marines
hard way as I blasted it clean out of the sky in Turn 4, the Storm Troopers onboard

each suffering a Strength 10 hit with no saves allowed from the explosion. One 3 9
survived the crash only to be gunned down by my Bastion’s heavy bolter!
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Simon: Things
now. fime

tarting to get serious
g short and [ still
the objectives in
rl.c-p[n\ ment zone. Who am |
2 | just wanted to slaughter his
pathetic mortals with my C haos Lord for the
f the Dark Gods! | moved my Land
dlf-cml:ark my Lord and his squad
ne.
y Daemon Prince
) join the party, beheading
d's command squad with

as much firepower ¢

the cowardly
efence line for a 2+
<5 (B going to have

Turns 3-4

his army the old fashioned way, so my
Chaos Lord led the charge and wiped out
two Imperial Guard squads in combat.
Andrew's reaction to my bold assault
was hampered by a turn of incredibly bad
luck. He moved his Grey Knights closer to
vy Chaos Lord before opening fire with
7 r\thin he had. Th' Stormraven gunned
, but the Land

aven down with another
~.hor from my Chaos Predator, | then
chargeti no less than three Infantry Squads
with my Chaos Lord’s dwindling unit, but it
didn’t go too well and | suffered a number
of casualties for my overconfidence,

Stand Firm and Fire, Men!

Andrew: My favourite rule is Overwatch -
when a squad is charged, it can open fire
at the assaulting unit but at Ballistic Skill
1. This makes charging an Imperial Guard
battleline a frightening prospect, and |
brought down a couple of Chaos Marines
before they reached my lines. Si also
launched a multiple assault, which meant
he lost the bonus Attack for charging and
was overwatched by two units at once.




Monster Smash

Simon: Monstrous Creatures are particularly deadly
when it comes to wrecking vehicles. Their Smash
special rule allows them to forgo half their Attacks to
double their Strength — an ability that Andrew’s Leman
Russ fell foul of against my Great Unclean One.

“WARHAMMER
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Psychic Death!

Andrew: If for no other reason than I could, I swapped
all my Psykers’ innate powers for the shiny new ones
from the book, and they immediately proved their
worth, the Grey Knight Librarian using his Telekinetic
Crush to take a wound from the Great Unclean One.
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Imperial Gua

Flyers & Reserves
Andrew: Flyers always
arrive from reserve and
because my Astropath
increased my reserve
rolls to a 2+ instead of
the normal 3, | was fairly
certain both would arrive
on Turn 2. | zoomed the
Valkryie up the flank,
heading for the objective
behind Simon’s lines,
whilst my Grey Knight-
laden Stormraven headed
straight for the Great
Unclean One that had
very rudely appeared in
my deployment zone,
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Andrew: Well, so much for my plan to
decimate Simon’s army with massed
h:epnwvr - my l‘!‘lt‘dl rolling an

d : upperml that.

Umurtunate[\ the

topped with a quad gun, whosc Interceptor

rule allowed it to fire at arriving Reser

knocking a Hull Point off the Stormra
Still, the Stormraven opened

all its weapons at the Great Unc

wounding it. Creed ordered the Imperial

Guard squad to ‘Bring it Down’ on the

Daemon Prince, but Simon made all his

In S:mnn 5 turn ﬂw rest of hra D °emons
showed up, but he was outrageously
unlucky and they all had to roll on the
Deep Strike Mishap table — | placed the

rent bac
ng phase wa

ad Hté‘ppt'd out in trnnt to
getting shot by the Land Ra
In Turn 3 the St
}:n\fer mndP all

them up in S[mun. ; )

for them to ignore the Daemons in my own
deployment zone. The Grey Knights did

what they're there to do, blasting the Great

Unclean One apart with storm bolters.




Mpysterious Phenomena

Simion: In this battle, we agreed that the
radar tower was an Archeotech Artefact

— a piece of mysterious terrain. As my
Plague Marines approached the tower, they
inadvertently disturbed a psychneuein hive,
every Psyker on the board immediately
suffering D3 Strength 3, AP 2 hits, The
Daemon Prince and Primaris Psyker both
escaped unharmed, but Andrew thanked
the Emperor that his Grey Knights had yet
to arrive!

Hold the Line

“WARHAMMER

Riding on Wings of Terror

Simon: My Daemon Prince took to the air, swooping over the Ratlings
and performing a Vector Strike as he did so (D3+2 $6 hits), before
summoning forth a Molten Beam. Andrew needed to roll a 6 to Deny
the Witch and stop the psychic attack, but failed, leaving Vileheart
Soulpyre to blast another Ratling and three Guardsmen apart.

End of Turn 1 VPs

Imperial Chaos Space
Guard Marines

> 5

Andrew: Whilst | had been tempted to take a Bastion of my
own in the army, | reasoned that only two squads would be
able to benefit from it. An Aegis defence line, on the other
hand, could provide shelter for my entire Infantry Platoon. |
upgraded it with a lascannon too, to add yet more firepower.
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The sins of heresy and treachery can never be repented.

LET THE SCOURING BEGIN

Simon: We rolled Hammer and Anvil for
our deployment zones, which meant we'd
be fighting along th gth of the table.
Andrew rolled highest so picked the end
with the fortress leployment,
we turned over the six objective dice to
reveal that Andrew had three high-value
objectives in or near his deployment zone.

It was immediately obvious that | was going

to have to play aggressively to win, but
having lost the roll-off for the first turn, | set
up my army to take advantage of
avoid the worst of Andrew’s firepower,
My cautious deploy
well as Andrew’s wer was hampered
enormously by his limited line of sight and
my fortunate cover saving throws. His only
success of note was in immobilising my
Defiler. Andrew had kept his movement to
a minimum, advancing an Infantry Squad
to claim the objective in the north-east and
braving the killing ground with his Veteran
Squad in their Chimera to race northwards.
| began my turn with a push down
the left flank, my Land Raider sweeping
around the central landing pad to threaten
Andrew’s main battleline from the north.
My ‘-hDGtmt, was similarly poor, but |
i ry Point by
ing his Chimera with concentrated

weapons fire, earning me First Blood.

Turns 1-2

The Siege Breakers

Andrew: Vehlcie 5quadrons sacrifice some of the flexibility of taking
individual vehicles in exchange for increased resilience and line of
sight. So, even though my Leman Russ were tightly packed, they didn’t
block each other’s line of sight, allowing them all to focus fire on the
Defiler without needing to move into position on Turn 1.




Codex: Blood Angels

A Blood Angels Librarian (including
Mephiston) may use the psychic disciplines
found in the Warhammer 40,000 rulebook,
instead of those in Codex: Blood Angels. If
he does so, generate two new powers from
the Biomancy, Divination, Telepathy or
Telekinesis disciplines (in any combination) i3
before armies are deployed, Space Marines

Mat says: Blood Angels benefit greatly from 5. Space Wolves
access to. Biomancy — it has a couple of '
close combat blessings (Iron Arm and Warp
Speed) as well as some nasty close range

witchfires (Haemorrhage and Life Leech). | :
Just the thing for a Librarian who'll spend @ | Grey Knights
the battle in the thick of the foe! : s

Blood Angels

Black Templars

Codex: Chaos Space Marines

Any model with psychic powers may ,
use the psychic disciplines found in the @ | Chaos Daemons
Warhammer 40,000 rulebook, instead of ]
those in Codex: Chaos Space Marines.
If he does so, for each psychic power he ¥ | fldar
has purchased from Codex: Chaos Space '
Marines, generate a new power from Dark Eldar
the Pyromancy, Telekinesis or Telepathy i
discipline before armies are deployed. A .
model can generate powers from different b e ots
disciplines if you wish. Typhus generates '
two new powers. Ahriman generates three W | Orks
new powers, 4 |

Chaos.Space:Miaﬁnﬁ'&;

Tau Empire

Sisters of Battle

Imperial Guard

¢ 13 (3¢ I3 (3 3 |33 [ [ [N S [N |3 | voneumig
I3 I 3 3 (3 3 I [N xS IS IS S [ | s1seunppL,

Mat says: Chaos Space Marine ps yke_'rs Tyranids
are normally best focusing on psychic
firepower (Pyromancy and Telekinesis)
or psychological warfare (Telekinesis and

& The Aspiring Sorcerer of the
3{}‘!’2 Thousand Sons can devastate the
foe with Pyromancy powers.
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The Warhammer 40,000 rulebook includes five new psychic disciplines, each
containing a potent array of powers to be turned upon your foe. In this article,
Mat Ward explains how you can get the best out of the power of the Warp.

The Warhammer 40,000:

Psychic Powers box
includes cards for all

of the psychic powers,
including the archetypal
powers for each of the
psychic disciplines.

WHITE DWARF

s every loyal citizen of the Imperium
knows, psykers are dangerous and

unpredictable. And, it’s fair to say,

 time to dig out your psychic

, gloom prisms and condemnor-
pattern boltguns, for the Hour of the Witch
is upon us...

The ne
contains son
sure to bring g
vers, Allies and Fortificatic
to spring to mind).

dition of Warhammer 40,000

appe ;
psychic disciplines. These might have

sscaped your notice so far, because, unlike
the other additic ally
into your

around,

core psych

But it really does seem a shame to leave
them unused and unloved in the meantime.
Accordin layers should feel free to use
the guidance in this article to grant their

s access to the new powers

‘ou can mi

across your army. For example, ifa S
Marines army had two Librari:
could use the powers from C :
Marines, and the other could generate them
from the Warhammer 40,000 rulebook,
using the rules given here,

Only the armies (and units within those
armies) sp ally mentioned here can
access the new psychic powers. Some
armies (namely the Dar Necrons
and Tau) don't have psy at all, whilst
other races harness the Warp in such an
unusual way (Orks and Chaos Daemons in
particular) that they always use their own
unique rules,




TAU MANTA

The cyclopean Manta is a super-heavy drop ship. The biggest single kit that Forge World produce, this 2000-point behemoth

weighs an impressive 28lbs, boasts a 34" wingspan and is supplied with two Devilfish, two Hammerheads, eight Battlesuits

and 6 gun drones, all of which fit inside its cavernous troop bays!

mounting rearsome
firepower for a vehicle:
of its size and capable of

Marines into the thick of
an assault.

carrying numerous Space.

Containing rules for
over 40 aircraft and antj-
aircraft vehicles, this
new book also features
a story-based map
campaign that pits the
noble defenders

of the Imperium against
the Arch-Enemy of
Mankind, the dread
legions of Chaos. Six
scenarios allow players
to refight the desperate
struggle to control

the world of Kerrack

in exciting games of
Warhammer 40,000.

FORGE WORLD
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PERIAL ARMOUR AERONAUTICA

Forge World make a range of large aircraft models, from the Thunderbolt and
Storm Eagle to the huge Tau Manta and Eldar Vampire Raider, the rules for all of
which are included in the new Imperial Armour Aero;l}utica book.

VULTURE GUNSHIP

An-agile and heavily armed
-aft, the Vulture is

inflict devastating altacks

upon massed infantry,
supply convoys and other
valuable enemy targets.
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DEATH KORPS OF KRIEG

Manpower for the Imperial
Guard is the sole export of the
fallout-ravaged world of Krieg,
and the fanatical loyalty of the
Death Korps regiments is born
of an ancient treachery. Their
relentless and grinding manner
of siege warfare is described in
Imperial Armour Volumes 5-7:
The Siege of Vraks.

A Brass Scorpion accompanies a
warhost of World Eaters to battle.

The Contemptor-Mortis is an ancient design of
Dreadnought, mounting its assault cannons on anti-
aircraft mounts for blasting aircraft from the sky. The
rules for Forge World’s many miniatures can be found
in the various Imperial Armour baoks.
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Named for the planets that produce much of the materiel for the Imperium’s war
efforts, Forge World make huge resin kits of everything from Thunderhawk
Gunships to Reaver Titans to use in your Warhammer 40,000 games.

& J -y, "
v }.‘ IS a1 e

Lugft Huren

Tyrant of Badab and
master of the Astral
Claws, Lugft Huron's
hubris and secession
plunged his demesnes
into a brutal civil war.

WHITE DWARF

Forge World produce a huge range of
detailed resin kits for use with Warhammer
40,000 as well as the immense super-
heavy tanks, Titans and Flyers that they
are best-known for, allowing you to add
some of the most iconic war engines of
the 41st Millennium to your collection
such as the Eldar Phantom Titan or Space
Marine Thunderhawk Gunship. As well
as these huge kits, Forge World also
produce dozens of different tanks, aircraft,
Dreadnoughts, Daemon Engines and more,
such as the Ork Mega Dread, Space Marine
Contemptor Dreadnought and Chaos Brass
Scorpion. Their range also includes detailed
resin upgrade kits for dozens of Space
Marine Chapters, with sculpted shoulder
pads and vehicle iconography etched brass
symbols and decal sheets, all designed to
add greater depth and detail to the armies
of Warhammer 40,000.

In addition to mind-blowingly detailed
models, Forge World also produce a
range of Imperial Armour books. Fach of
these present an incredibly deep slice of

Warhammer 40,000 rich and Gothic
background; a specific campaign or
operation from the Imperium of Man’s long
history. The wars of the 41st Millennium are
presented in all their dizzying scope and
brutal savagery.

Each book is packed with colour
profiles showcasing the forces of the
Imperium and its foes in exacting detail,
as well as stunning full-colour photo-art
depicting the military conflicts of the far
future. So far, the books have covered
conflicts from the internecine Space Marine
battles of the Badab War to the gruelling
renegade uprising Siege of Vraks and, most
recently, the Doom of Mymeara, which
pitched the Space Wolves against the Eldar.

An Imperial Armour book also contains
a vast swathe of extra game content —
from the ‘Blood in the Void" expansion
for fighting boarding actions to the Eldar
Corsair army list and the detailed Badab
War campaign system, each and every
book is packed with new ideas and details
to make no two games alike!



FINECAST

In addition to the Ethereal and Vespid Stingwings showeased in this month’s
Army Pm]ect the 2 f___t_he,; Ta.u E‘mpire have been | bolstered by a number

ADVANCE ORDER FROM 14TH JULY AT WWW.GAMES-WORKSHOFPCOM
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HOW TO PAINT CITADEL MINIATURES CITADEL SPRAY GUN
How to Paint Citadel Miniatures includes loads of modelling and  The Citadel Spray Gun is a handy tool that enables you to
painting advice useful for any hobbyist. rapidly basecoat large numbers of models in a single batch.

AVAILABLE NOW IN STORES AND ONLINE FROM WWW.GAMES-WORKSHOP.COM
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T'AU SEPT HUNTER CADRE

Hobby Team Army Painters Steve Bowerman
and Duncan Rhodes recently teamed up to
paint a Tau Empire army. Here they show us
the colours and techniques they used.

INSPIRATION

Duncan: The Tau Empire army is very different to any other
race in Warhammer 40,000. On the one hand, they display
a vibrant, uniform colour scheme on all their Tau infantry,
battlesuits and vehicles, yet their alien allies in the Vespid
and Kroot stand wildly apart from the rest of the army — so
too the clandestine Stealthsuits and majestic Ethereals.
Steve and | decided to paint a Tau Empire army to showcase
these different aspects. We started out with a Tau Empire
Battleforce, which provided us with most of the miniatures
we needed, but added in a Vespid Stingwing squad for extra
variety and an Ethereal to lead the army.

PREPARATION

After undercoating the models with Chaos Black Spray,

we used the Citadel Spray Gun to apply the basecoat and
first Layer stages on the Fire Warriors, Devilfish and Crisis
Battlesuit. We used the same method to paint the blue skin of
the Vespid Stingwings. However, in the case of the Ethereal,
we painted the first two stages with a Basecoat Brush, as only
his hands and face were exposed.

Codex: Tau Empire includes the full background of the army, detailing their
race’s evolution, rapid expansion and assimilation of many other alien species.




Turns 3-4

Da Krimson Barun, only able to fire Snap
Shots having evaded last turn, gunned his
engines and zoomed off the board, but
would return as part of Ongoing Reserves
in the following Movement phase. The Ork
Boyz continued to move further south with
the relic. Despite his best efforts, Duncan
couldn’t seem to hit Steve’s Stormtalon,
the 65 required to hit the Flyer proving

too difficult. The Warboss and Nobz fared
better, charging and wiping out another
White Scars Combat Squad.

Steve was rapidly beginning to run out
of models yet still had an angry Warboss
on the warpath in his deployment zone
and a retreating mob of Ork Boyz with the
relic in the other. He combined the speed
and firepower of his Stormtalon and the
range of his last remaining missile launcher
to slay five of the Ork Boyz, though they
held their ground. Meanwhile, it fell to the
Terminators to deal with the Warboss and
his Nobz bodyguard. After an incredibly
bloody and mutually destructive assault,
only Skullkrumpa emerged alive.

The start of Duncan’s turn once again
sounded to the roar of jet engines as
da Krimson Barun returned to the fray.
Every available Ork gun targeted the
Stormtalon but no shots could find their
mark. As a Flyer, however, Duncan’s
Dakkajet would be able to engage Steve's
gunship on equal terms. Tracer fire stitched
the sky as Duncan's Dakkajet opened
up with all of its guns and the Spear of
Chogoris was blown out of the air, its two
Hull Points no match for the sheer ferocity
of the incoming fire. But Steve did have
the last laugh when the wreckage of his
Stormtalon spiralled earthwards to land
directly on top of the Ork Bastion, killing
three Ork Boyz in the ensuing explosion.

Considering his army had been reduced
to a Dreadnought and a single Combat
Squad, Steve's Turn 4 was surprisingly
effective. A long-range volley of bolter fire
and a well-aimed frag missile tore into the
Ork Boyz with the relic. Three Orks were
slain, one of which was the Nob that led
the squad after Duncan failed both Look
Out, Sir rolls (as he wasn't an Independent
Character, Duncan needed to roll a 4+ to
redistribute the hit to another model). His
poor luck was compounded further when
the surviving Orks fled, dropping the relic.
Meanwhile, Steve’s Dreadnought charged
the Ork Bastion, causing it to partially
collapse under the brutal assault, crushing
four of the Orks stationed inside.

Duncan’s fleeing Ork Boyz rallied in
the last turn and were able to move 3" back
onto the relic, blasting the Dreadnought’s
rear armour as they did so and reducing it
to a single Hull Point. But the embattled
Dreadnought turned and charged them,
killing one Ork and routing the survivors.

The White Scars continue to fight =
bravely untif da Krimson Barun’s 1z
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deadly strafing run wipes them out. L e

Defiant to the Last
Honoured Temajin had won the relic but, as the
Dreadnought wasn’t a scoring unit, the game

ended in a narrow victory for the Orks. Duncan

had earned 2 Victory Points for completing two
Secondary Objectives - Slay the Warlord and
Linebreaker (his sneaky Kommandos - a denial unit
— had ended the game in his opponent’s deployment .
zone). Steve, on the other hand, had only won a o

single Victory Point for claiming First Blood. VI CTO}%Y
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Death or Glory!

Not satisfied with cutting
down Steve’s Captain (and
earning himself a valuable
Victory Point for the Slay
the Warlord objective),
Duncan continued to
press the attack with

his Warboss. Steve lost
another of his Combat
Squads as the Orks tore
through them in a single
Assault phase, and was
forced to gamble his
Terminators in a charge
that could well determine
the outcome of the battle.

WHITE DWARF

Fighta Ace da Krimson Barun
relurns to the warzone, guns
blazing at the Spear of Chiogoris.
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An unprotected soul can no more cross the storms of the Warp than a heretic can bear the gaze of an Inquisitor.

A Farseer uses his Divination
powers to bolster the actions of
the Eldar around him.

Mephiston, Chief Librarian
of the Blood Angels

WHITE DWARF

Telepathy). Of course, there’s nothing to
stop you mixing and matching along other
lines, but as Telepathy has relatively few
witchfire powers, its easy to optimise your
selections (most psykers can’t use more
than one witchfire each turn).

Codex: Dark Angels

A Dark Angels Librarian (including Ezekiel)
may use the psychic disciplines found in
the Warhammer 40,000 rulebook, instead
of those in Codex: Dark Angels. If he

does so, generate two new powers from
the Divination, Pyromancy, Telepathy or
Telekinesis disciplines (in any combination)
before armies are deployed.

Mat says: For the brooding Dark Angels,
I'd always take most (or all) of my powers
from the Telepathy discipline. The sheer
weight of ‘denial’ powers is a big help for
the (usually) outnumbered Ravenwing
and Deathwing forces. If, however, | know
I'm going up against another elite army
(Eldar, for example) I'd take at least a little
Divination — re-rolls are great for making
sure your shots really count.

Codex: Eldar
A Farseer (including Eldrad Ulthran) may

use the psychic disciplines found in the
Warhammer 40,000 rulebook, instead of
those in Codex: Eldar. If he does so, for
each psychic power he has purchased from
Codex: Eldar, generate a new power from
either the Divination or Telepathy discipline
(in any combination) before armies are
deployed. Eldrad Ulthran generates four
new powers.

Mat says: Whilst Divination can yield
effective bonuses to an Eldar army (as

with Dark Angels, a careful Divination
casting or two can save a friendly unit
from obliteration, or doom an enemy to
destruction) I'll always favour Telepathy.
Why? Well, leaving asidle the sheer
amusement value of what it can force your
enemies to do (Hallucination is the best for
this) its mix of blessings and maledictions
are great for helping out a specialist unit
that’s ended up in the wrong kind of fight,
which is always a danger for Eldar.

Codex: Grey Knights

A Grey Knights Librarian may use
the psychic disciplines found in the
Warhammer 40,000 rulebook, instead of
those in Codex: Grey Knights. If he does so,
generate a number of psychic powers equal
to his Mastery Level from the Divination,
Pyromancy or Telekinesis disciplines (in any
combination) before armies are deployed.
If he does so he may not purchase
additional powers. Hammerhand cannot be
exchanged in this manner.

An Inquisitor with Mastery Level 1 can
exchange his psychic power for a single
roll on either the Divination, Pyromancy or
Telekinesis disciplines. Coteaz can generate
two powers from either Divination,
Pyromancy or Telekinesis disciplines (in
any combination) in place of those listed
on his profile.

Mat says: Grey Knights can always use a
little extra firepower, and Pyromancy packs
a real wallop — especially at close range!
With access to Mastery Level 3 psykers,
you can all but guarantee generating either
Sunburst or Molten Beam, both of which
are ridiculously effective if you can time
their use properly.



Codex: Imperial Guard

A Primaris Psyker may use the psychic
disciplines found in the Warhammer
40,000 rulebook, instead of those in Codex:
Imperial Guard. If he does so, generate

two new powers from the Biomancy,
Pyromancy, Telepathy and Telekinesis
disciplines (in any combination) before
armies are deployed.

Mat says: Whilst you might be tempted

to go for Pyromancy, and all its ranged
goodness, take a moment and consider
using Telepathy or Biomancy instead. Both
of these can be used spring unpleasant
surprises — even a Primaris Psyker can be
a formidable foe with a timely casting of
Warp Speed.

Codex: Space Marines

A Space Marine Librarian (including
Tigurius) may use the psychic disciplines
found in the Warhammer 40,000 rulebook,
instead of those in Codex: Space Marines. If
he does so, generate two new powers from
the Biomancy, Pyromancy, Telepathy or
Telekinesis disciplines (in any combination)
before armies are deployed. Tigurius instead
generates three new powers.

Mat says: As befits an all-rounder army,
Space Marines work incredibly well with
Telekinesis — it has a good mix of powers
that are effective against pretty much any
army (just remember to swap Objuration
Mechanicum for the Primaris Power if
you're up against Tyranids). If you're
planning an assault-based army, generate
one power from Biomancy instead. If a
ranged battle is more your thing, generate
one power from Pyromancy.

 WARHAMMER
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Codex: Space Wolves

A Space Wolves Rune Priest (including Njal
Stormcaller) may use the psychic
disciplines found in the Warhammer
40,000 rulebook, instead of those

in Codex: Space Wolves. If he does
50, generate two new powers from
the Biomancy, Divination or Telekinesis
disciplines (in any combination) before
armies are deployed.

Mat says: As with all relatively small armies,
Space Wolves do well to buttress their
numbers with Divination re-rolls, That said,
most Space Wolves heroes do want to get i
stuck into the thick of things, so generating Njal Stormealler

one (or both) powers from Biomancy might

be wise if your Rune Priest is determined fto

earn a saga of his own/

Codex: Tyranids

Any model with psychic powers may

use the psychic disciplines found in the
Warhammer 40,000 rulebook, instead of
those in Codex: Tyranids. If it does so, for
each psychic power it has from Codex:
Tyranids (including those it has purchased),
generate a new power from either the
Biomancy, Telekinesis or Telepathy
disciplines (in any combination) before
armies are deployed.

Mat says: A Tyranid army normally has a
load of psykers on hand, so the best advice
[ can give is that you should take as much
variety in your psychic powers as you

can. Even a Termagant swarm becomes a
formidable foe with a casting of Endurance
or Invisibility, and the damage a Warp
Speed-infused Hive Tyrant can wreak has to
be seen to be believed,

A Primaris Psyker uses the
Telekinesis discipline to protect
the Command Squad.
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Last seen being
dragged into the
hold of a Black
Ship, Jervis Johnson
has gone missing.
But fear not, as
excitable American
Jeremy Vetock has
something to say.

Playing games with
a partper gives you
someone to share your|

showing some of my friends and long-

I recently had the great pleasure of
time opponents the joys of the new

Warhammer 40,000 rules. In the beginning

of our quick game my intentions were
simply to let the guys try out a few of the

new rules — Snap Shots, Allocating Wounds,

Flyers, Hull Points and so on to get a feel
for them. However, as often happens,
especially in games between old friends,
we were soon consumed by competition.
And by competition | mean all of us were
attempting to wipe the tabletop clear of
each others’ models through tactics and a
superlative application of genius.

Here are a few of my observations —
some may help you as you try the new
Warhammer 40,000 rules yourself or
attempt to show friends how to play.
Other bits of my advice might fall into
the category of either universal gaming
truths, humorous anecdotes or deranged
blitherings depending on how often it
happens to you.

Two versus Two is my Favourite

Way to Play

There is something great about having a
partner in a 40K game. There are many
ways to slice multi-player battles, but my
favourite is a sizable game with each side
having two players each. It's amazing how
long I've been playing tabletop wargames,
but | always find ways not to play in this
manner. I'm more likely to match up in a
one-versus-one style game or a larger (and
wilder) multi-player battle with loads of
players on each side.

victories — and defeats:

i
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To this end | am intrigued to see how
the new Allied Detachments rules will
work. While many will look at these rules
as a means to add some units to their army
or an excuse lo start a second force, | find
it a perfect way to team up and play a two-
versus-two battle. There are a great many
stories in Warhammer 40,000 of hasty
alliances between unlikely armies and there
are many exciting combinations from both
a gameplay and background point of view.
This is also an excuse for me to finish off all
those Blood Axe units (the Ork clan who'll
ally with anybody)and conversions that I've
been thinking about, because, let's face it —
those gits will ally with anyone!

So why do I like two-on-two battles?
While you cannot discount the importance
of having someone sympathetic to your
complaints over bad dice rolling, more
importantly, it is fantastic to have a co-
general to talk strategy, make plans and
generally kibitz with. You can play larger
battles in a shorter amount of time and it
can especially come in handy with the next
great truth...

1 Wish I hadn’t Forgotten That

There are some details I'm apt to forget
in the heat of battle and a partner can
really help remind you about that bit of
wargear with the invulnerable save that
your character is equipped with or point
out before it’s too late that the scenario
you're playing is based on objectives, not
destroying your opponent’s army.

In the case of the new rules, | really
like that wounds from shooting are
allocated to the nearest model. As a gaming
rule it feels intuitive and it adds a new level
of tactics, making how | set up units and
how | choose the order of shooting quite
strategic. That doesn’t mean that | get it
right. In fact | seem to pretty regularly leave
an Ork Nob with a power klaw as first in
line to be mowed down by bolter fire.

For our first few games, competitive
as we are, we adopted a ‘are you sure
you want your squad arranged like that’
attitucle that often resulted in a few hasty
re-arrangements or, at the least, answers
of brave defiance. It helps to have these
friendly reminders now and again (and it's
far less insulting when it comes from your
own side and not your opponents!), but
once you've lost a few much-counted on
characters, you'll start remembering. On
the other hand, I don’t know how many
times I've simply forgotten my reserves
or outflanking units, but that's sheer
forgetfulness and not learning to make best
use of new rule.

I Shall Taunt You a Second Time
Many times Jervis has espoused in Standard
Bearer on the camaraderie of wargamers




and | can’t agree enough. However,
although | agree with Jervis’ talk on the
‘social aspects’ of the hobby, my gaming
group has not always been so mature that
| would use the phrase ‘social aspects’. In
some battles I'm pretty sure we've added
an official ‘Taunting phase’ into the normal
sequence of moves.

In my most memorable battles a certain
amount of banter goes back and forth
during the game. I've found the more tense
and pivotal the moment, the better it is for
a bit of levity. There are some within my
circle that can allow competition to get the
better of them, and few can say that in the
utter despair of missing (again) with that
twin-linked lascannon, that they themselves
have not been guilty of uttering something
that could melt ceramite armour.

It is at these times that a little teasing,
grumbling or self-deprecation goes a long
way. My favourite opponents take the
battle and tactics as seriously as do |, but
likewise, they laugh over the course of
a game as much as | do. Sportsmanship
should always rule the day, and | take as
much pride in my good-natured losses
as | do my triumphs. You have to be able
to laugh about your tooled-up character,
newly painted unit, fail safe plan or other
unsinkable Titanic idea going disastrously
wrong. Because of course, sometimes it
will. My attitude is that | might lose the
game, but I'll at least have revenge on the
Devastator Marine whao took out my new
shiny Battlewagon.

Perhaps my favourite anecdote along
these lines goes like this: | ance lost in the
last round of a (long-ago) staff 40K Design
Studio Championship to someone (it would
be childish to name names, but of course it
was Phil Kelly and his sissy Eldar!) because
they hid their unit, minus the grav-platform
gun, behind a hill to avoid being shot.
While 1 lost the game, I've had more fun
teasing him about his questionable tactics
nearly a decade ago than | ever would
have done if | had actually won the game.
And really, for the record, he beat me quite
honourably in the end.

Strike While the Iron is Hot

(To Waaagh! or Not to Waaagh!)

Like most other hobbyists | know, | have

a few too many projects on the go at all
times. Army building, painting, campaign
ambitions, scenarios 1d like to finish and
play, terrain to assemble. In my growing age
(if not wisdom) | have come to appreciate
the sprawl | sometimes leave behind me,
rather than worry about when exactly I'll
finish it all. However, | have also learned to
recognise the power of rising momentum.
A good hobby Waaagh! can propel

any number of projects forward at an
unmatched pace.

For me, there is no better time than
now. The launch of Warhammer 40,000
means a slew of exciting new models
are out, with more on the way. There are
new rules and new scenarios to challenge
me, plenty of new terrain options I'd
like to try out and a few battlefields that
I've always wanted to build and play on.
Just flipping through the massive new
Warhammer 40,000 tome is inspiration
enough to get underway with any number
of commitments. All great motivation for
sure, but the fact that encourages me most
of all is that all my different gaming circles
will be likewise engaged. The Waaagh! is as
close as your local Hobby Centre, gaming
group or like-minded gamer.

A Good Loss is Hard to Beat

So how did my ‘friendly’ show off the new
rules battle go? Well, it proved a point

to me that | already knew to be true. My
learning is that a close loss makes me want
to play again more than anything else.

After all, with a triumph | am moderately
motivated to change my troops, paint new
models or alter my (clearly) superior tactics.
But a loss where a single poor move or dice
roll does me in, or where | can clearly see
a new unit that would have countered my
foe’s diabolical army selection or tactical
tendencies — those are the ones that drive
me to my paint station or have me waiting
for a rematch with a vengeance! l'll be
back, | think, and I'm gonna stomp you

this time...

Jeremy’s Ork Nob has learnt that
casualties are removed from the
front of the unit, so stays at the back
of his mob,

Write to Jeremy at;

Jeremy Vetock
c/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2WS§
United Kingdom

STANDARD BEARER



Armies on Parade is a chance for hobbyists to paint an
army, display it on a 2' x 2' board and proudly show it
off at their local Hobby Centre’s Parade Day. Everyone
in the store votes for their favourite entrant, and the
winner will go on to represent their Hobby Centre at
Games Day where the ultimate champion is crowned.
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DAVE TAYLOR'S EMPIRE ARMY

Last year, Dave Taylor won the Avenue at White Marsh's
Parade Day and qualified for the final at Games Day
Chicago with this hugely impressive Empire army of Nuln.

Dave: This army first started out as a unit representing my
favourite image from the Uniforms & Heraldry of the Empire
book - a regiment of renown called Griindel’s Defenders, |
entered them into the Diorama category at Golden Demon
and won a Silver award. There was no way | could leave it
at that, so | decided to expand them into a larger unit, but
the idea later developed into a full-blown Armies on Parade
entry. Griindel’s Defenders hail from the city-state of Nuln,
so | maintained that theme as the army gradually expanded.




Dave’s Spearmen unit, Griindel’s Defenders, was inspired by the
famous regiment in the Uniforms & Heraldry of the Empire book.

Great Cannon on
scenic base

Dave uses the Marius Leitdorf
miniature as his General.

Converted Master Fngineer
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It's the time of year when we at White Dwarf venture
cautiously down to Forge World’s top-secret Manufactorum to
discover what they will be lining up for Games Day UK 2012.

ad Bmwn :and a gun- smvlton met us avish displays of artwork. Our talented
Sam Lamont, Rhys Pugh, lan
~kland and Kenton Mills will also be
ieces of brand new artwork
than before’ Ead told u Startlng, with our and layout before your very eyes on their
sales stand in the cavernous Hall One of ad\-'anced cogitator units.’

e upying a vast area h|l“ toc hat to Talima Fox,
with our mnge of r its_, modeIling ' ;
supplies and b
purchase our 2
the Impm ial Enfo

|| lJt m\aelhm, loads of hrand new, te._i.lurlng tht. En
before-seen releases that will be on some really
> for the first time.

F
ill be talking about future pro
- Book Deswn 0o secret to be spoken of here, and also
From top to bottom: ‘Meanwhile, in our Studio area, the Book > forthcoming Imperial Armour Volume
Neil Wylle, and Alan n team will be sk L_asinq proof 2 which, rumour has it, will feature the
Bligh copies of future books from both Forge Minotaurs chapter alongside other Imperial
World and Warhammer Forge alongside forces fighting a sector-wide conflict against
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Neil and Alan (on the opposite page)
will be talking about the forthcoming
Imperial Armour Volume 12!

various Chaos and Xenos forces with the
shadowy threat of the Necrons lurking

in the background.’ Ead explained. It all
sounds tremendously exciting! What about
the miniatures side of the Forge World
studio, however?

Work in Progress
“Well on the subject of Necrons,” Ead
continues, ‘Will Hayes has recently started
working on concepts for some exciting
new kits for this ancient race, and he might
even have a few work-in-progress models
on display. And that's not all — our other
Warhammer 40,000 designers, Stuart
Williamson, Daren Parrwood and Phil
Stutcinskas will all be showcasing their
most recent models, future projects and
work-in-progress designs as well. Again,
there’s some “we could tell you but we'd
have to kill you” levels of secrecy but
suffice to say you'll be very excited.’

‘The Warhammer Forge team — Mark

Sunday 23"
September 2012 ¢
LG Arena, NEC™
Birmingham
10am-4pm

Mark, Edgar, Keith and Steve (to the
right) have been designing all manner
of terrifying monsters to accompany
the Monstrous Arcanum book.

Bedford, Edgar Skomorowski, Keith
Robertson and Steve Whitehead — have all
been hard at work designing all manner
of terrifying monsters to accompany the
Monstrous Arcanum book released earlier
this year. From Chaos Dwarf Bull Centaur
Renders to the fell Magma Dragon, these
are all incredibly detailed and jaw-dropping
resin models, and who knows what they’ll
be showcasing as work-in-progress for the
Black Fire Pass book. Scenery designer
Blake Spence, responsible for our fantastic
Zone Mortalis tiles, will be showcasing his
latest projects and discussing the process
of designing such awesome terrain, while
our painter Neil Cook will be on hand to
explain (and maybe even demonstrate)
some of the techniques and methods we
use for our display models and terrain
boards.

‘Oh, and finally — there will be a very
big and very exciting project unveiled for
the very first time...’

Ny Cast your vot
’ Armies on Parade!

b Simdaiu 23 "*"“‘i“;’,‘)']‘n;‘f‘*“ it

-September 2012

' 1G Arena; NEC

Birmingham
NS

1 vote for army
number:

From top to bottom:
Mark Bedford, Edgar
Skomorowski, Keith

Robertson and Steve
Whitehead

Tickets to this year’s Games Day
& Golden Demon evenl are now
available from Customer Services
on 0115 91 40000, your local
Hobby Centre, and from
www.games-workshop.com.

GAMES DAY TICKET £30
Product code: 601395997102
€39, J00dky J80ske/nks 330rmb, 1501

GAMES DAY PARENT TICKET £6*
Praduct code: 601399997103

€7.507 60dke®, 75skr/nkety 60rmb*, 302

+ Wites uri st it 4T adt cre ropular Gaes Day Tieket,

www.games-workshop.com 107



“LG ARENA, BIRMINGHAM NEC

Tickets cost £30 and are available
from your local Hobby Centre and
www.games-workshop.com
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For one day only, the Design Studio, including the 'Eavy Metal, Games Development
and Miniatures Design teams, will be at Warhammer World to celebrate the launch

of Warhammer 40,000.

n Saturday 14th July, Warhammer
OWOrIcI is set to play host to the

talented painters, sculptors, artists
and writers of the Design Studio as they
put on a grand spectacle to celebrate
the brand-new edition of Warhammer
40,000. From the photographers and book
designers to the miniatures designers and
games developers, everyone who was
involved in producing the Warhammer
40,000 rulebook will be there, so whatever
you do, don’t miss out on this wonderful
opportunity to speak to the creative minds
behind the book.

Throughout the day, the Games
Development team will be presenting
seminars discussing everything about
the Warhammer 40,000 game, from the
aims of the new edition to how fighting
in the grim darkness of the far future has
evolved over the years into the cinematic
gaming experience it is today. The ‘Eavy
Metal painters will be on hand, offering

expert advice and tips. In addition, the
Citadel Design team will be out in force to
showcase their miniatures and answer any
questions. The Design Studio artists will
also be unveiling their concept sketches
and original paintings from the Warhammer
40,000 rulebook. As if that isn’t enough,
the Hobby team will be on hand to
demonstrate techniques for painting
Warhammer 40,000 armies and modeling
battlefield scenery.

The Battles section of the Warhammer
40,000 rulebook is replete with unique
gaming boards and huge battlefield
displays, and many of these will be
available to view on the day. There will also
be a number of interactive competitions
and other activities to partake in, so any
fans of Warhammer 40,000 should expect
a busy day of fun and excitement. There
are a limited number of tickets available, so
don’t delay. Get your ticket now from
www.games-workshop.com

14th July 2012, 10am-6pm, Warhammer World,

| Forge World are

|
!
|
new products available on

renowned for their
fantastic ranges of
Warhammer 40,000
miniatures, Titans,

Flyers and Super-heavy
vehicles, in addition to
their popular series of
campaign books, The
Forge World design

team will be present and
you can even get your
hands on the very latest |
products from their sales |
stand too. Black Library
will also be in attendance,
with book signings and

the day.

{§#TrE BLACK LIBRARY

Nottingham

www.games-workshop.com
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EVENTS DIARY

Conquer the world at events and learn new skills at masterclass 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.

July 2012

July 14th

DESIGN STUDIO OPEN DAY

Age Limit: 12+

{attendees under the age of 16 must be accompanied by a responsible adult}
Details: On Saturday 14th July, the vaults shall be unsealed and chains
will be cast off as the Design Studio is unleashed upon Warhammer
World! The ‘Eavy Metal Team, the Hobby Team, Games Development
and the Sculptors, to name but a few of the luminary guests, will all

be available on the day to talk to you about everything hobby-related!
Further information will be made available closer to the date in White
Dwarf and on the Games Workshop website, so keep your eyes peeled!
Tickets: £15 per person, available from www.games-workshop.com

July 28th

YOUNG BLOODS

WARHAMMER 40,000 THRONE OF SKULLS

Age Limit: Ages 12-15 only

{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
gaming venue!

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

THRBE-SHLLS

Event Infarmation
» To find out mare information abiout this event, viit the
Worlg” section of the main website:
Yoy can ah i uz at wh
orcall 4= on 0115 200 4594

Devastating engines of war
collide as the battle for
Medusa V rages.

In an Apocalypse game of epic
proportions, can you make the
difference?

Ticket infarmation

 Tickets cost £25,50 and ane avalfable to buy from
4th July 2012

= Yau can by paur tideet at www.games-workshop. com or
call 0115 7 40000, e

_"‘d’;{y..7t Oct
Warhammer World,

Event information

= Taing put more infermatian about this avent, sisit the
“Warhammer World: section of the main website,

* You can also exmail us at whwerdereatiBgwplcom
or call us of 0115 900 4534

The mightiest battle of our time is
upon us at Karak Eight Peaks ~ which
side will you fight for? Devasting
armies will meet in this epicclash,
thie like of which Warhammer World
has never seen before...

Tieket Information

» Tickets cost £35.50 and are-available te biy from
Wedresday ath July 2012 g

» You can buy your ticket at Wi gameswarkshop.com ar
call 0115 91 40000;

WARHAMMER WORLL




FORGE WORLD MASTERCLASS: VINDICATOR
Age Limit: 16+

= wondered how the folks at Forge World make
wod in their publications, now is your chance to

v take vou through painting a Space Marine Vindicator.
ner person, available online or by calling 0115 91 40000.

COLLEGE OF ARTISANS
Age Limit: 12+

{attendees under the age of 16 must be accompanied by a responsible adult)
Details: Come and spend a whole week with us here at Warhammer
Waorld, indulging in your favourite hobby! With tutorials from special
guests from around Games Workshop, gaming events including a
hallowed Throne of Skulls and more, you won't want to miss this!

Tickets: £180 per person, available from www.games-workshop.com

s By n‘v"-s.p\

August 18th

WARHAMMER 40,000

IMPERIAL ARMOUR: WARMARCH

Age Limit: 16+

Details: War on an unprecedented scale awaits those brave enough

to march to war in August, Cities are torn apart and entire regiments
vanish as smoking shell casings the size of battle tanks rain down from
the heavens like broken gods. Men panic and aliens flee in terror as the
shadow of their source blots out the very light of the sun.

Tickets: £58 per person, available from www.games-workshap.com

August 25th

Age Limit: 12+

REALM OF BATTLE WORKSHOP

{attendees under the age of 16 must be accompanied by a responsible adult)
Details: Are you daunted by the task of fully painting a whole Citadel
Realm of Battle board? Not sure that you have the knowledge to get

it just right and don’t want to mess it up? Why not pop along to our
Warhammer World Citadel Realm of Battle workshop where our expert
teamn will take you through the steps to make your board look amazing!
Tickets: £250 per person, available from www.games-workshop.com

5

'FORTHCOMING EVENTS

To help you plan which Warhammer World events you §

~ want to attend and make sure you don’t miss out, here |
- are the ticket on sale dates for our upcoming events. « |

vent

' Forge World Masterclass: Tyranid Hive Tyrant
avy Metal Masterclass: Space Marine Commander :
arhammer 40,000 Throne of Skulls November 2012 1st Au
athammer Doubles Weekead November 2012
anetary Empires Campaign Weekend 2012

ickets and Contact Details _
ckets: Tickets for all events are available from Customer Services on
91 40000 and from www.games-werkshop.com
ct: Contact the Warhammer World Events Team on
. or by_.em(gjii at: whworld \ents@gwgiﬁ?l:g{n

AR |

({1

20th\-u st October 2012, .
Warhammer World Nottingham

Come te Warhammer World and
indulge in your favourite hobby,
fighting battles across the galaxy
and taking part in the premier
event on the calendar. Do you
have what it takes to be crowned
Throne of Skulls Champion?

L

Event Information

»'Ta find cut more information about this event, visit the
“Warhamenes Workd section of the main website.

= Yol £an alsa eimail us at whwerideventlguplccom
or calf us on 0115 900 4954 5

Ticket Information

» Tickats cost £58 and are available to buy from
Vigdriesday dth Iuly 2012, ;

» Yol can by yaur tickiet 8% wanwgamesswoerkshop.com of
eall 0315 57 AGDD, .

www.games-workshop.com 111



STORE FINDER

Hobby Centres are Games Workshop’s own retail outlets.
OPENING TIMES Each y’( id i nd inptin facilities and is
Games Workshop stores ach store provides gaming a pa 8

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

Full range of products

All our Hobby Centres stock a full range of
Warhammer 40,000, Warhammer and The maodelling skill, if you spend 30 minutes
Lord of The Rings games and models as with one of our members of staff you will
well as all the hobby materials you need to  see those skills improved and might find
collect, build and paint your armies. out something you never knew.

Free painting & modelling advice
No matter what your level of painting or

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
store for individual you can choose from our entire range of
opening times before Citadel miniatures, including the Specialist
visiting, 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 FINDER KEY
o Mo Mokl Contes i ime o5 Mol ) Tovins

July 2012

We therefore
recommend you
contact the relevant

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

* T bip sure thiey hove whot pou wand in STock, we fecommend cafling the stare first

Indicates new stockists
RVON

GW BRISTOL:

33l Wine Stroet,

B ) Yok D117 725 1533
facchook, com/GW ikristal

GW BRISTOL (CRIBBS CAUSEWAY):
Unle 109, Tia M

BS14 SUP Tel 1117 879 2530
facebank com/CWCriblisCauroway
ERISTOL, Antics Model Shop:

H51 308 DII7H- AT T44
BRISTOL, Area 51:

BS7 BRA Tef: 01179 2440135
BRISTOL, Cul 4nd Thrust Wargaming:
HS2 0F) 01173 1620 01
CRIBES CAU EEWA\', HobbyCraft:
B574 5T5 Teli OB45 057 A5 24

BEDFORDSHIRE

= GW BEDFORD:

10 Greylriars,

MEAD THE Tel: DE23 427 3663
facehoak.com/GWHediord

BEDFORD, (‘Iose El!tnumers:
MEAD 1P QTR T,

uwsm BLE, Pazalle! Worlds
il

HARPENDEI\ I.om.'g s
ALS TLH Tel: O15H i 204

LEIGHTON BUZZARD, B Mo:h:l Shop:
LUY TEA Tel: 015

* GW MAIDENHE

1 Kingsway Chambies

{3 540 348
fi sh.com/GWNewhiary
GW READINI
29 Oford Rusd,
Tel: (178 959 8653

HEN [\‘ ON ?HAMES H:nle} Mudtl Mlnulurl‘s:
RGY 1AG Tel: 17440
READING, HobbyCraft.
RGH 1S Tel:

SLOUGH Warloni Wm‘kshnp.
A
V\JI\DSOR Wi D.ml 1

HES TEP

SL4 10F Tuk (1753 062116 519 AES
BIRMINGHAM AREA e C'T".'“* T°”
GW BIRMINGHAM:

36 Iriury Qlivenswiy, M3 RPL

R b CAMBRIDGESHIRE
GW I'Jlll'][F\ i (.\’\ f_\MBIND(rl.

I

facebook, com/GWDudley facobaak com/Gamies'

' C‘A' OLIHULL: GW PETERBOROL

arwick Road,

1G] i
« GW SU'I TON COLDFIELD:
f tigham Riad, CHI TPA
B72 100 Teli o1
ok, com/GWSalionCold

GW WALSALL:

1d CHYSET

BIRM[NGHAM Console Games:
B4 DL Tel: 0121 457 7736

BO URNVILLE, I.cru‘se of Iiournvﬂle:

FET3 THA
SOLlHUI.I. Cm {;1 h s JERSEY, ST. HELIER, hc L.ulc- Shap:
gl | Tel 0ineA r00 07y e anT Tel: 07534 601925
nuc“l"ams“'ni (..UERNSI.Y ST, PETER& PORT {amusl.‘l
CYT LR 17

* GW AYLESBURY:
@ Markel Street, BI‘IESH]HI

Tel: 07296 429 703

e/ G A bes

C.w IIILH W\e’COM
G

/W Mitan
A\"I.ESBUR\‘ HobbyCraft:
HP20 106 Tel: D445 151 6575

112 WHITE DWAle- YOUR LOCAL 5TORE

CHESHAM, Har\-rv ]oh

MILTON KEYNES, HobbyCraft:

o oL

CAMHRIDQE Cambl gl: Toy Shop:
; 3304 01

43174 CAMBRIDGE, Hubbycm_ﬂ

¥ L‘oBELH, I'mnu & Tuys

CHANNEL ISllHIlS

facehanicom/ GV Macclosiield

= GW STOCKPORT:
12 Mersey Squiate,
1 C'Iul AR EE]

1, Bank Sireed, T
WAT ZAP

fLLEE“ERE FDRT, DEA Mudt]s
r||6 .:LM 013 |<~.’o|<l

('wm !\0\5 x :1 01605 fﬁ:‘ 67!
NORTHWICH, le\ﬂ.‘|
CWT SAE f
'\IDRTHW[( H, Thl.' Mod!l Shop:
cws 6 47740
STOL—KPORT, G T maslir:
5K BAWY a8
STDL—KPURT, Hubbycrafl
5K 2 )
WARRINCTG\L Hubb}‘(lall
WAL 8P 545 151 6541
WIDNES, Widnes Mudnl am{ Crait Cenlre:
WAS AT Tole 01 FrIEE

CLEVELAND

oW MIF]DI FiHROlI(rH

0164 225 4091
shiroigh

BILLINCHAM, W Iiuy\:s & Co Lid:
642 553 151

HRRTI.EPOL)I., Chlpa
TS6 THL Tel: 171425 HEAE
MII’)DLESER{)UCH, Wau%h Games:
Fel: G647
NDRMANB\‘, P!'_ 'lech

Gkl

Cnn, e Tech:
0L Tol: D164 461011
TKTON ON TEES, Hol.ihm's R Uz
TS1R 11, Tol: 1842 54518
STOCKTON ON TEES, \lmnlul.lr Games
1518 18D Fol: 01842 H74 606

CORNWALL

GW TRURD:
WUnit' 1, Bridas Hokme, N
TRt

i
l—.M.I.H\LTO\I,
PLI7 FAN Teli 01574 38900
EAST LOOE, Today Tn}shup

PLY3 1DF eh 01 T2

FLES 90Y
LISKEARD, Tragu Mll
PLI4 GHY Tel: A J4HETY
NEWQUAY, The W Shop:
TRF 18K Tl 0UnA7 H7 S A6
PENZANCE, I\ewlyn Fnsr Office:
TR SHL 3 2
rooL, Bomlmdn
TRT5 36U

REDRUIH Bnrhfs I.;I ‘ihop ww

3 3656 934
sI AUS!’ELI. M.\d for Mlma:ures
PE25 500 Tel: 17
ST I\"ES, Dragon's Ho
TR 205 Tel: 1173
\\.ﬂDEERIDL’E Bricknells Toy & Nursl."y'.
PLY7 7DD

Tel: 01205 812615

COUNTY DURHAM

* GW DURHAM:

Tel: 0797 374 1Mz
fag '~I| ok, comy GWDiarham

s GW DARHNLIU\!

2403

BISHOP AUCKLAND, (_hl
DL14 TEN Telh 1208 4

l\\"J SlAa i L
DARLINGTOM, Lu'ﬂ s
DL 95 el 07325 46
SEAHAM, Games of War:

SRT DAA Tel D1AT5 N7 T




STOCKTON ON 7ES. Balelrnt
1517 A g 3

DET 2P0 Tel: 01332 347744
GLOSSOP, Wain Service:
K1 TAR Tely uial
II.KES'ION Mndland Co-op

DET GHE

= GW BARNSTAPLE
(

Tik 0139249 05
o GW Exel
GW PLYMOUT
B4 Carnwall Stre
PLT TLR Teb ¢
Eacobook, com/GWPlymo
« GW TORQLIAY:
12 Marked Streel,

21 3AL0
facebook,com/C
BRINHAM, Mainl
105 #E) T
CULI.OMFTDN al
Tel: (1uad B39d17

DART\"[OLJTH W’G P|J1ar & Cu

1100 320 1036

X
EXETER Iran Havm Games:
Tel

PN D110 202 142
EXMOUI'H Collett’s Model Trains:
EXI1IL Tule 01395 223 HoB
HONITON, Pressplay:
EX14 1PG Tel: (404 54012
ILFI!ACBMBE, Elsfal Cycles:

14 9NH- Tl EETY HRE AT

IN YOUR LOCAL AREA

hobby need.

PRODUCT RANGES

If you are an independent retailer and you think you could

DCE The Frafing Post:

SEWTON AESOT, Trazo

PLYMOUTH

PLYMPTON, !
=z

nnnén

BRIDPURT Frosts Toymaster:
Tel: 07300 42

CHRIbT{.‘HUR‘CH Simple Miniature Games;

BH22 1ER Tel: 01202 485721

DORCHESTER, Dm‘chesler Toys:
1371 18Y el 11305 261 152

SHAFTSBURY, The Toy anl Dnrsel Ltd:

ST 8l Teh 61747 B85
SHERBOURNE The Corm.-r Huuae
Tel: 01935 812
SHERBGURNE Tht- Toy Rarn
o9 4% Tel: W35 515 040

5\‘\-'.~\N.-\(‘.l: Leonard's:
BHT Tel: 019

T
ster:

TER, Riverside Toys:

HH21 LN

M0 HRIT54

(. w L HELMSFORD:

faceboak.com/GWE
GW SOUTHEN
12 Soutbcharch B
551 2NE

faceboak com/GWS

2461251

Shispping Cenlre,
0 HE6 7 _H

HM‘) 1 22)
facehook. com/GW
BASILDON, HobbyCra
8514 1WP Tel D845 051 6536
BASILDON, Kl.nunge G mrng Lud:
Wil 4ND
BILLERICAY, Trjy; N Tuck
CMI1Z 9YE Tul: DA77 H50444
BRAINTREE, Kidzone To
CM7 3¥A Tel: 013
BRAINTREE, Games Cell
CME 0¥ Tol: B13TH

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!

CLACTON ON SEA, Ll
CO5 A Y.
CGLCHESTER 4TK Gam
D126 755300
HAIII.O\'\- Hohby(rah
CM20 21 Tel: D045 D51 6505
HARLOW \»\arquee Models
Chzg Tal: 01270 325 $34
HORN(HUKCH TnlE Hav!n
RMIZATN 700 47
II.FDRD, Mlmainm Empire:
12 LNE Tell 207 300 3000
I.Ell'H ON SF_-\ (.'al]m.r Books:
5549 3NH
MALDON, Enlm
M5BT fel: OFAZY BET 32

55 L Ted A7
SAFFROMN WAL DEN.

B 1AX Tel:
ﬁOUTHE\‘D ON sE.-\ Waylan, Gamﬁ:
Tel: 01702 &1
WESTLI.IFFE 0N SEA, Argosy Toys
S50 L) Telr (702 334 10t
GLOUCESTERSHIRE

GW C [LN.NHA’H.

AW CEs
0N THE WATER, Bourtan Model Railway:
- AN Tel: 01451 B20 686
CHELH:NHAM, Hoh :
GL5T 9RR
C!RENC(ST[R Crooodlle

MORFI'ON N MARSH Cvliwuhi Hnuk Stare:
GLEH TAF Tel: 05604 655 260

STROUD, a‘\nucs Mmiel Shoy
GLS TAN i 01453 TERA44HT

I'IIHI’SI“IIE
GW BASINGSTOKE:

¥ Patlers Walk,

Tol: 125 f6s G050

J\LDEREHDT 'lhe Game Shop:
GUIT 10T i Q1252377 443
ALTON, Altan Mo:k:l Centre:
GLIM 1D Tel: 1142 4
MDDVER, Andmﬂzl Tur
SP0 L Tel:
B!\%IN(..STCIKE, HuhbyClaf
HGZZ BHN Fel: 845

FORDINGBRIDGE All The Cool Stuif:
§P6 1AX DI425 050 69
GOSPORT, TD I!nnks zml Wargamcs
POIZALE Tok: (746

@AMES WORKSHOP TRADE OUTLETS

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.

HAVANT, HobhyCraft:

P09 IND Tel 0845 I
LYMINGTON, HE Fi
041 9A0 Tl 540
MILFORD ON SEA, Milford Mudcls and Habbies:

flity 5
NORTHEND Fl_lr\ Tnys and Games:

P12 OEH el DTFE RHHT 14
PETEIISHELD Fully \ctudel

PORTCHESTER, Wicor Models:
OB SUE el naiuz 451 160
RINGWOOD, Turs of

BHZ4 1AT o
ROMSEY, Roundahout.
S051 BGD Tef: O 43
SOUTHAMPTON, Bod & Sues Modeli
SO45 4PT Tel: 02380 4
SOUTHAMPmN, HobbyCral
Tad; ]
sS0U HGE»\ Sulunlw am
POM P Tl 2392 G
THSEA, Southsea Models:
Tl G392 733 200

IIEIIEFIIIIHSIIIIIE

* GW HEREFORD:

40 Eign Gale,

HR4 aAb Tely 01432 355 40
Facelioodk.com/GWHerefard

HEREFORD, Weobley Bookshop:
HE4 854 Tel: 1544 319292
LEDBURY, Little Shop of Wonders:
HR# 2AA Tek: 01531 632206
LEOMINSTER, Martin's Models & Crafts:
HRb BES Teb G1%68 613 702
ROSS ON WYE, Revolutions:
HR9 7DY Tok: 909 562 639

HERTFORDSHIRE

* GW HEMEL HEMPSTEAD:

18 Heritage Chise,
ALS 4ER
facebook.com/G!
+ GW STEVENAGE:
5 Cueensway,

5G1 10A e
facehook com/GWShe .
BERKHAMSTEAD, Hamlins:

HPd 2AB Tel: 11442 B4 42
BUNTINGFORD, Lost Ark Games:
SG4 9AD Tel: 763 448 414
CHESHUNT, Creative Th:nklng:
ENE INL Tol: 11542

i L1 051 6351
STFVEN.A(E KS Models:
5G1 IAW Tek: B14140 746 636

WELWYN GARDEN CITY, Fun Hmc Tov Stare;
ALB BHA Tel: 01707 19

WATFORD, HubbrClaﬂ
W07 I5F Ted: 0845 051 6534

ISLE OF MAN

DOUGLAS, Model Tech:
IMI 2ER Tel: 01624 G640 045

ISLE OF WIGHT

NEWPORT, Chear Thrills:
POI0 TP {F114

NEWPORT, R P Game
PO3D T} Tel: 31142 821 821
NEWPORT, Tny & A
PO30 TR
RYDE, The spum & Model Shop
PO 200 Tel: (1963 862 454

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

CW BLUEWATER:
Uit 0528, Lpger Thar
DAD U156,

i ||I|.\m oF,

J\WHF{)RD, XPRESS Gam
THIA BN o

1 0241
BIIOADSTMRS Tme & Spau:

147 56 06

1 Hin
C)\N'I'ERBUR\', ltn:lm Hobbies:
Tl (B0 337 189

CHMHAM M-‘t}'nei
ME4 dBP Tel: 01534 1K) 1151

05 :
DU\-' ER, XPRESS Games

CTie TR Tel: 118 5B
EDENBRIDGE, D&M News and Toys:
TNS GAG DATAE D62 B2T
FOLKESTONE, }'nnl:raﬂ

CT19.40P Tek 01303 276292
FOLKESTONE, xr.wss Games:

CTHY ZAD 5 1303 a8 474

4
GRAVESEND, Slnn (] Loalmahlu md Tovs:
DAL 28} Tel 474 5H3 i
GRAVESEND, Tht blnmp Centre
DATT MY 1473 134 16k

HILDENBOROUGH Toy Ti

CT21 50
MAIDSTONE,
MELL 158
MAIDSTONE,

MET4 5LH

MAIDSTONE, No Mim s Land:
METS THP THC

ROCHESTER, Rochester Games

R
SEVE NOAKS, M.:tn kh:l

TN13 5Ak Tel: 017

SITTINGBOURNE, Fl Hobbr
METDITH Tel= o
ﬁ]'I'IJNGIlDURNE Nk‘ I!onl(s:
MEID 4P 420 G

45 051 U564

GE WELLS, HobbyCraft:

Tele 0045 051 6360

= GW BLACKPOOL:
A firkey Streel,

iinuy Ted: 012
facehiok, com/GWRlark
GW BOLTON.
Uit 14 1181 fosrd, €
BLT 10F
ek con/GViialton

= GW BURY:

15 Miller Arcade,
PRI 20
facebook.com/€a

77242 1855
e WarkshpProstan

ext Trade Outlet, then why not give us a call?

FOR MORE INFORMATION, CALL: 08700 134411

www.games-workshop.com




* GW WIGAN:

12 Cromplon Strect,

WAL TYP Telt 0F%42 B2aTR1

facehook com/GWWigan

ASHTON UNDER LYNE, Roundabout Toys:
44

QikaAl Tl i1 4
BLACKEURN, Balcave:
A2 L Tel: 071254 607 481

BLACKBURN, Memzrs Toys:
;01254 GE1401

BLACKPCICIL, ;Cnl!eclab]cs
aw DT2EY L3048

ELS

EOLTON Porteullis Wargames Emporium:
Tel: 01204 772 512

BUIINLE\" Compendium:

BI2 0BO Tel: 11207 457 06

(HDRLEY Hampsons Toys & Nursey Waorld:
Tel: 11257 263045
l

E, C

Bll7 200

COLNE, West Emi Model Centre'
BAY 48T Tel: G120 867711
FLEETWOOD, The Maodel Exchange:
FY7 7P Tel: 11253 874 247
LEIGH, Storktown Ltd:

WNZ 1AW Tel: D12 671 116

ORMSKIRK, Taylrlws.

Sla
POI.JLTDN LE FLYDE, Padley Toys:
iy ot

PEESTON, Huhh'pl'_raﬂ
Tel; 0R45 051 6529
RAM?BOTTUM Clark Crafl

BLO SAL Tel: 0171 820 471
THORNTON, Toys 2 Save:
FY541E Tel: 01253 855 Y05
WIGAN, Crazy Gamer:

Wh4 FAL Tol: -11'342 3; 4
WIGAN, Omega Gares:

WNT LR Tele (7502157 408

LEICESTERSHIRE

GW LEICESTER:

Linll 2,16520 Silver Steect,

LET 5ET Tek: 0116 253 0510
facebonk cony/GW Loicester

* GW LOUGHBOROUGH:

22 Biggin Stroct,

LETT TL Tel: 0150 923 8107
tacehaok,com/ GWLoughboraugh
ASHBY-DE-LA- ZOUCH hellbrook Toys:

LE6S 1AF 5340 812 105
ASHBY-DE-] L‘\-\ZOUCH Steve's podels:
0 416 #27

LERS THF

EET 31 Tel 01163 530 954
lOUGHBOROUGH Wargames Inc:
E11 Tek 01509 235505
I.U'I'I'EII'WORTH, Me Cnnll!dlons
Tek

M
LET 1XA Tel: O1664 500700

= OW BOSTOM:

45 Wide Bargale,

PE2T H5H Tel; 01205 356596
facebookcom/GyWHnston

= GW GRIMSBY:

o Wesl St Mary's Gate

[ELAR Tel: G147 234 7757
faceboak. com/GWGrHmshy

* GW LINCOL
Unit SLA, Saltrgale,
INZIBH

i Waterside Ce
Ted: 52 254 n0i7

faceboak.com/GWLincaln
ALFORD, Last Minute Gift Slmpc
e

LNT3 9EF Tel: 91507
BOURNE, I’alnt A Pot Haa
PETO UM ;03778 420 409
GAINSBDROUGH Mad .-\houl Trains:
DNET THS 1a4

m:-
LNTT 9ET : 112 149
M.ABI.ETHOIII'E Belas Tavmaster
LNTZ TAD I r 597
SCUNTHORPE, Shmmns Model Shop:

DN15 BLD Telt 17724 842 439
4 ?I::!‘-{l‘l
he Coast:
754 TRINEG
Tel: 01775 722 456
STAMFORD, Stamiord Mndels and Hobbies:
PES 2AT Tol: M7HD THT 34
* GW ANGEL:

3637 Myddletan Streel, Argel

ECIR 1WA Yol (VEU7 7130835

facehook.com/GWAngel

GW BROMLEY!

Unif 24, The Mall, Bromiley,

BR11TS Tel: 0200 466 0676

facebaok.com/GWEnmmley
Ke

oW E_OVENT GARDEN:
Lt 33, The Market,

WC2E iag Tel: (207 2405106
freeboobkcom/GWoventGarden

GW CROYDON:

Linit 35, Centrale Shopplme Centre, Keedy Koad,
CRIVITF Tel: 0200 RO0 4600
Faebondcom/ GWraydisn

* GW EPSOM:

Ik High Street,

KT19 BAL: Tel: 11372751881

faxehook,com/GWEpsim

114 WHITE DWARF

CGW KENSINGTON
Sho 7, Lancer Square,
Wi dEH Ted: 0207 937 7011
dncebok com/GWReazinglon

CW KINGSTON UN THAMES:
3 Filu Rowl,

K11 I5F Tel: D28 549 5224
facebuak. com GWRIng

GW OXFORD ST:

Uinit 10, The Flaza \I.wu.-y- L:uh.
WIILT Tel:
Giebuak.com/GWLon
* GW MUSWELL HILL:

asington Chusrch Stree,

117 Abexamles Park Koad,

N10 20P Tel: 0204 (153 495)
facedipok. comd GWAHsw el Hil

GW ROMFORD:

12 Cyuaaleam Arcaile,

AMIT 36D Tel: 01708 742
facetmak. com/ CW!
= GW STAINE

3 Claronen Strent,

N
smios Seiare: Shopping Ci
E Tel: U208
farchook com/GamesWarkshops

C.W UXBRID(‘ E:

Pivifionn Stopping Ceitre,
il 525 THiN

GW WATFORD:
Lnit 3, 1A Cuieen Strect, Hasluguln Centre;
2LH Vel 1 b
facchook, com/GWWatlord

GW WOOD GREEN:
Green, High Street,
’l)u BAGI07S

Wil 5
BE(KENHAM. Ileckenham Toys:
BRI TEN Tel, D200 3105 3
BLACKHEATH, 2nd Impressions:
SE3 OTA Tel: w20y H‘! 201592

NWZ LW Tek: 0

BROMLEY, Chatterton Toys

BRI 90N Tel: UZOB4BAURN

CHISWI(K, Turnham Arts am:f Crafis:
Tul: DERG 52872

CRO!"DDN HohbyCraft:

CRIO 4XL Tob: 1545051 6571

DULWICH, The Art Stationers

SELI TBN Tel: o200 64
EALING, Northiields Models:
Wiz uou Tol: 0206 349 T444

EAST SHEEN, Pandemonium:

SW4 BAE Tel; 0208 878 UBbbh

ENF]EI.IJ Pearsons:

ENZ 6Ly Tek D208 373 4200

FINCHLEY, Leisure Games:

N 20N Tel: 0208 344 23

FULHAM, Patrick's 'loys.

SWih 75X Tok: @207

GREENFORD, HobhyCr.
W Tel: Dpa5

NW3 INH

(it
HAIIROW Toy Galaxy
et us 424 0100

KINGSTDN The Pr 1G Iler
7201 s
MUSWE!.L HIl.L. Arl Fol' Art's Sake:
101D Tel: 020 0442 0512
LE\‘TON’ Engine Shed Model Italhuays.
B 408 Tel: 6208 539 3950
LONDON 40 Mnd Ishop:

Tl G201 7264 124
ORPINGTON Chips:

B84 OIR Tel: Q1047 227348
ORPINGTON, HobbyCral

HAS 3RF Tel: 0545 05

PUTNEY, Toystop:

SWI5 1TW Tel 0208 785 9955

RICHMOND, Planet Ace Lid:

W 1RW Tel: B 940 14760

ROMFORD, HohbyCraft:

RMT 1AL Tel: 0845 151 6545

RUISLIP, John Sanders:

HAY DjE Tel: 01095 634 848
), South Wouodtord Library:

18 205 Tel: 0708 708 Y067

UPTON PARK, The Who Shop Ltd:

Tel: 021G 471 2350
V[L—“JR[A PhRK, ThE Toyhox:

el 1200 553 1074
WATERI.D(.), Dark Sphere Rclaﬂ
SET 7H] Tol: 0207
WEST DRAYTON, The Aviation HohhyShop:
URT BEA Tel: UIRYS 442128

* GW ALTRINCHAM:

Unil 1,19 Graftan Stresl,

WAL 10U Tel: B161 929 4895

facehuok.con GW. Altrincham

GW MANCHESTER:

Uit /35, Marsden Way South, Ardate Centre,

M4 IAT Tel: 0161 834 6871

facahok.cony/ CWManchester

MANCHESTER, Fanboy 3:
Tel: m-m 3

542

'F Studio:
T irelk: n‘tm F15911
MAN{‘HESTER 'lravellmg Man:
M1 EW Tel: D112 371 877

GW LIVERFOOL:

1k Central Shipping Cenlre, Ratieleigh 5
1108 Fels 00137 700 0963
facohonk comy GV Liverpand

= GW SOUTHPORT:

Unit 2, The Edys, 7 Hoghton 51,

PR fITE Telz 171711 4
Tacelionk, com/ G Sgathport

BIRKENHEAD, Minney Trading:
CHAT2YH Tel: B1514 b6 073

BRIMSTAGE, Wargamestore:
0

CHEZ WA Tel: E\l.! H mn
uvwom,ngsquw
GLIn T |

ST HELENS, Scott 2
WA 3PN Tel: 07512 pUATA2
ST HELENS, Rennies Arts and Crafts:
WATD INW Tel: 01744 739560
UPTON PARK, War and Hobhy:
WD 20 Tel: 07645 116 044

= GW KINGS LYNN:

23 Noriolk Street,

PEM TAN Tely 01553 777 920
facehouk.com/ GWK:
GW NORWICH:

12-14 Exchange Steee,

WRL TAT Tol: 1160 376 7656
kocom Gy iNorwich
CROMER, Cromer Furniture:

NRIT 9HT Tel: 1263 1515
DEREHAM, Starlings Toymast
NRIO TR Tel: W36 497 T&1

5, Toy Box Turs
1] (1379 640 003

GREAT YARMOUTH, Ki ons:

NI ANE Tel: Illﬂ‘lldﬁ'€ et

GREAT YARMOUTH, Platiorm 1 Madel Shop:

MR ANL Tel: V1491 843 250

HOLT, Stallmgs Tnym:lslur

MRS |.lw

HUNSTANTON, I’a

NR3 2RX Tel: |nn‘ua 4594 100
NORWICH, Langleys

NRTT 6LH ol 11603 bikiase
SHERINGHAM, Starlings Toymaster:
NiEp B0S Tel: (11263 822 368

NORTHAMPTONSHIRE

* GW KETTERING:

4 Lower Street,

NN16 BOH Tel: 1536 411714

farebark,com/ GWHettering

* GW NORTHAMPTON:

24 Abingtan Square,

NN 444 Tol: &4 626 6317

facebank,com/ GWNorthampton

BURTOMN LATIMER, (‘od:pluomc UK Ltd:

NMI3 SLA Tel

I'\ORTHAMPTON HehbyCrafl

NS SAF Tel: 0045 051 6523

NGII'IH.'\MPTON Wargames Worlsﬂlnp:
| 4AE 75263

PETERBOROUGH HobbyCraﬂ

NN 10 OPE 4
WEI.I.INGBDROUGH Soﬁwane Seller:
GRTRL Tek: 07933 4400 841

CORBRIDGE, The Village Square:

NE4T AW Tek: 01434 534 058
MORPETH, TG Allan:
NE 1RA Tek: B1670 515 134

NOTTINGHAMSHIRE

GW NOTTINGHAM (Central):
THa Friar Lane,

NGt &DQ Tet: 0115 944 0651
nceboak,com/GWNattingham

GW WARHAMMER WORLD:
willow Road, Lentosn,

KNG IWS Tek 0115916 8410
facehoak.com/GwWWarhamamerWerld
ARNOLD, W Boyes & Co Ltd:
N5 TER Ted: 01154 260 10
BEESTON, Chimera L(!I!LI
NGI ZLH
MAMNSFIELD, TC ?
NG ADA Tel: OFGET 4HD04Y
MANSFIELD, Eye of the Storm:
NGigsiu Ted: 01623 230019
MAMNSFIELD, ‘I'ho Gamcs Emporium
NG TNG

NE;:»‘AII dl:ls,
NE 1szK' STel 0055 o7 116

NEWTHORPE, Caliver Books:

NG 20P Tel: 01154 3H2FT

NOTTINGHAM, Foundry Miniatures:

NGY1DE Tel: §115 04130400

NOTTINGHAM, HobbyCraft:

NG AGE Tet: JIS-'IJ 051 6249

NOTTINGH.‘\M Vague Connections:
Tel: (7016 97054R

RETFORD, Bookworm:

N2 GEA Tel; 01777 869224

WEST BRIDGFORD, Inspirations

NGE SGR Tel: 0915 92 1200

GW OXFORD:

1A Bush Hawse, New 1nn Hall Sireel,
%1 201 Tel: 01
Taceliongle comy GWETonb
BANBURY, Trinder Bros:
OX16 56N Tel: 012 C
BICESTER, HohbyCraft
OX25 ¥ Tel: 0845 051 6557
CARTERTON, Giles Sports:

2 54b

OX18 HL Tel: U199 842 396
DIDCOT, Toys-UK:
LK1 1 ER) Tel: D1235 7549450

GORING ON THAMES, Goring Hardware:
HGE 9HG Tel: 111497 #72420
OXFORD, Boswells To
K1 348G Fel: 1
WALLINGFORD, Kev's Toyshop:
X108 DEW Tel: 1391 #25136
WITNEY, Dentons:

IR BHW Tel: 1593 704 079

GW SHREWSBURY:
& Market Stroet,
S¥1 1LE Tel: D174 136 2007
fncebonk.com/tiWShrowshury
iaCKEIEI.D, Robert Harrop Designs Lid:

Tel: 01952 54904
OSW[STI!Y Totally Games:

Tel: 165 670 454

DONNINGTON Sanda Games:
TF2 W76 712
\«Eumc:m\l Qucslmg ijnc
TFYIPs Tel: 01952 417 747
WHITECHURCH, Molibob Toys:
5Y13 1AF Tel: 148 1799

SOMERSET

CW BATH:

15 51 James Parade,

BAT TLL Tel: 0122 533 4044
facehonl com/GWilath

BRIDGWATER, Insane Games:

TAh 3044 Tel: (1270 413554
BURNHAM ON SEA, GW Hurley:
TAH 1PA Tel: 09278 709 281

CHIPPING SODBURY, Purple Parrot:
REAT GAD Tel: 01454 323 332
CLEVEDON, Insane Games:

1521 6ND Tel: 01275 871612
FROME, The Ellenbray Press:

BAFT 183 Tel: 01373 462 134
FROME, Frome Madel Centre:

BAT1 1DA Tel: 11373 465405

MIDSOMER NORTON, Signals:
A3 208 Tel; 01761 dli2db4

AE

SOMERTDN Somerton Hobbies:
TAT1 600 Tel: nll:f‘)“svi:
SI'IIEET Insane Games:
BATE PHF Tel: (1458 441443
TAUNTON, Kracker:
TAT 4EH Tel: 01623 335 057
TAUNTON, Hatcher & Sons:
TAZ GRX Tel: 01823 272 37
'WELLS, Insane (ames.
AS ZAW : 1749 679911
WELLS, Kids Stuﬁ',

749676 217
WESIDJ\I SUPER MAIIE The Games Bunker:
BS23 TRH Tel: 1534 622141
YEOVIL, Atomic Cum & Games:
BAZD 1LH Te 32 (39
YEOVIL, Witch Engin,
BAZD 1N Yol: (41935 427077

STAFFORDSHIRE

= GW III.JRICN ON TREN'I

Linit B, Unson Coo

DE14 184

facebiok com/GWkurlon

GW STOKE:

27 Stafionl t,

T U Tel 0176 220 5207

facebok com/ GWStike

BURTOMN ON TRENT, Mudm Tays

114 1E Tol: 0123 5

FEN‘IDN, Guys That Gam
14 2 Tel: 02081 336041

ST1 1EC L

LEEK, Old Skool:

STV SIW Tels 41340 783 161
LICHFIELD, Digital Dragon:

W13 BET Tel: 07941 &
LONGTON, AN Miniature Mudels
ST3 INW Tel: OT762 321 790
LONGTON, The Game Place:

ST3 2NS Tek. 01720 698 210

MNEWCASTLE- UNDER L\"ME Chlps
515 TAH
NEWCASTLI:-UNDH! !’ME Inllws Arts:

NOAToN LANE G il
STAFFORD, Hohh}'Craﬂ

STV 45U 45 0151 6569
STAFFORD, Mld!ands Co-op Society:
STk 287 Tel M178! 431
STAFFORD, Stafford Games:

ST16 2HS Tedt 01785 3
STAFFORD, Too Fat anlmz.
STH62NG Tet: 4 459
TAMWORTH, Hobb}f
A7 HE Tel: OE45 051

GW IPSWICH:

63 Wesigale Sirect,
1P 307 Tel:
Lacebinok.e (.\\'!P',l
BECCLES, Toy Box:

NR14 9HE el 0, TR
BURY 5T, EDMUNDS, Shrlu\gs Toymaster;
P33 1BE Tel: 171284 761 bdi
FELIXSTOWE, Wizards Workshop:

P11 24W Tel: 0394 277 203
LOWESTOFT, Annatar:

NRIZ THE Tal: 07502 513477
NEWMARKET, Moons Tozland:
CEB UG Tel; 05638 @63 147
STOWMARKET, D | Collectables;
P13 1AH L (1446 771 S
STCIWM.ARKET, S;mpscm & Sons:
1#14 1HA Tel: (1442 612 914

SUDBURY, Tinelty's To
€Ot L Telt 01787 372238
WOODERIDGE, Toytown:

P12 1DH Tel: 01394 363 170

GW GUILDFORD:

Unit 1, 9712 Tunsgate,

Tel:0748 345 1793
facehook com! GV Guildiard

W WOKING:

Unit 3, Cleary Court, 169 Church
GLZT GH| Tel: (144 377
facrbook comi GWWiking
ADDLESTONE, Addlestone Model Centre:
KT15 2BE Tel: 932 8434440

{—AM.BERLE\", Mo 2 Sta
GU15 3506 Tel: 01274 h#s16)
COBHAM, Funf:ﬁ
KTLEZLR

R 6B m
DDRKINC, Durkmg Models:
RH4 1BL Tel: 1130 831 747
FARNHAM, Enchanted Wood:

G 7HY Tel: 01252 Txa22
FARNHAM\. CGames Pod (‘ompulcr Games;
oL R Tel: 01252 il

GGW!LMING, ﬁgéilﬂﬁ aitie Shop:
GUTAEH. . . Teli 014
GODALMING The Toy Box:

GU7 1NN Tel: 01483 424379,
HASLEMERE, Enchanted Woaod:

GLI2? IHR Teli 48420 6AAMI0

REIGATE, Shop:
RH2 JAE ll'l.h-’ a5 300
RICHMOND, TLI}' Statior
TWIIEE Tal (K200 440 4895
SURBITON, Heroes and Legends Games:
KTG 7AR Tel: 0203 258 M54
SUTTON, The Games Shop:

SM3 8H) Tel: UANHE 436 Ao0
WOKING, HobbyCraft:
GUL2 BRD Tel: 0845 051 R356

GW BRIGHTON:

Linit 7, Ml Pavillans,

BN THW Tel: 0147 120 3333
facebank,com/GWikrightan

= GW CRAWLEY:

11 Broadway,

RH10 10X Tel: 0120 355 2072
facel v GamesWarkehnpCrawley
= GW EASTBOURNE:

The Tu{'

33 Coriiehl Koad,
BN2 T A0 Tel: 0132 44 1423
favebank.

7 Bath Flace, Wardlrng, i

BN 3R Tol: 01903217 930

facobaok com/GWWorlhing

BILLINGHURST, Aurora Gaming;

Tel: 01443 707 991

BOGNOR REGIS, Syuires Modek and [‘mﬁTonk.

PEIET 10D ol 01243 842 1

EOG\IOR REGIS, Trains Models and thlue,
Tel: 01243 ind 727

BRIGHTON. Knghlm Toy ami Model M.u;emm-

1AD

BRIGHTON, Onslangh Gamc;
GXT0 16w 177 AT
BURGESS HILL, Kid's Stuff:
RH15 9NP '{vl. H1444 7
CHICHESTER, Iﬁld'; Stuﬁ-
PO1% 105
CHICHESTER, T b\ 5

PONS 105 Tel: 01243 708 055
CRAWLEY, thhrCraft:

REH1T 7S G145 051 6552
EAST GRINSTEAD, Martells of Suttan
KkH1% 1HE Tel: 01342 421303

EAST WITTERING, Shell To}' and Gifts:
PLEID BBL Tel: 01243
HASTINGS, Hashngs Hob (2}
T4 1THL Tef: 01424 200027
HAYWARD'S HEATH Clarkes
RH16 41 51
HORSHAM, Baltlnqm'sl Ga
RH13 5344 Tel: 01403 &
HOVE, Kids Dreams

81 570 Teli 01273 420 8R4
LEWES, Tashtori Arts and Crafts:
BT 20B Tel: DF273 487670
SEAFGRD Toytown:
25 1P Tel: 01323 B95 651

ST lEONMlDS OM SEA, Silverhill Models and Toys:
VN7 BPA Tel: 01424 431133
STEYNING, The Dollhouse Shop:
BN44 TRD Tel: 01003 B16612
UCKFIELD, Kid's Stuff:
N2 500 Tel: 01025 748 394
WISBOROUGH GREEN, Aurora Gaming:
RH14 OF5. Tel: 07403 711993

TYNE AND WEAR AREA
GW NEWCASTLE (Central):
Leni b, Newale Shopp
’ ¥ Tel; @i

faceboak. Com/GWNeweastle
GW METRO (Metro Centre):
Uit 2, First Floor, The Arcade
{near the Mediterranean el

MEL| A¥1 Tel: 0191 41 (50
facehoak com/GWidotriCentre

* GW SUNDERLAND:

2538 Hu:ln Street West, Sunderland,

SR A0 Tels 01915 T4 474
Tacabiok.com G Sunderiand

HOUGHTON LE SPRING, The Gamers Oulpast:
T AW Tel: 11191 385 2030
GATESHEAD: HobbyCraft

NEVI HBD Tel: U345 051 A547
NtWCAS'II.E UPON TYNE, Fantastic Toys:
Tel 07612 311001
hal’_‘ASILE UPON TYME, Travelling Man:

(T

NED GIE Tel: 01812 614 4993
NORTH SHIELDS, SR Gladston & Son:
NEDH G0 Tel: 01912 570 335

PELAW, Graham's Wuerkshopp:

NET HW Tel: HI14 630745
SUNDERLAND, Toy and Computer Store:
Sitt a1k Tel: 1181 565 3196

WRARWICKSHIRE

GW COVENTRY:

Unit 39, Upper Level, Cathedral Lanes Shopping Centre,
Cv1 1L Tel: 0247 6227311
cebook.com/GWCoventry

GW LEAMINGTON SPA:

Tol: 111326 427030
ot GV Ly npa

* GW NUNEATON:

3 Bridye Stret,

V130T Tel: 62476 325754
facehauk,cony GWNunzalan

= GW STRATFDRD:

Linit 1,
Cvar b‘h L
facebaok.comy/ G \\.tlntk rrd

ESTER, Our Place:

COVENTRY, An cs Madel Shop

CYLIRL Tel: 02474 551
COVENTRY, HobbyCral
CV3 6TA Tel: Datd5 051




www.facebook.com/GamesWorkshopChiswick

WORESHOPS

Back in April, amid much fun and frivolity, we proudly
opened our latest Hobby Centre, Games Workshop Chiswick,
and White Dwarf was there on the day to witness the event.

Situated in the heart of London, just a Three months later, the Chiswick Hobby

short walk from the site of our very first Centre has a vibrant hobby community

Hobby Centre and the birthplace of Games (you'll always be able to find someone in

Workshop 37 years ago, Games Workshop the store willing and eager to play a game),

Chiswick is located right on the High Street, and to celebrate we're throwing a Grand

and is just a few steps from the Stamford Opening party on Saturday 30th June.

Brook tube station. Packed full with gaming To find out the very latest news and keep .
tables and painting areas, the new store up to date on all the events and activities at LY
has all the familiar goodness of any Games the brand new Hobby Centre, check out the
Workshop Hobby Centre, Games Workshop Chiswick Facebook page. e

When the doors opened for the first time
on Saturday 7th April, a wave of enthusiastic FI—
hobbyists piled into the store, all eager to Games Workshop Chiswick

try out the brand new Citadel paints, thumb 6 Chiswick High Road
through the glorious new Empire army book Chiswick

and have their photo taken with the life-size W4 1TH

Space Marine chainsword that we'd brought Tel: 0208 994 59"3

along for the day.

www.games-workshop.mm 115



LEAMINGTON SPA, Avon Toys:
CV32 4RE Fol: 152634942
NUNEATON, Heart of England Co-op:
OV X Tel: U2476 #2331
RUGBY Joto Railways & Models:

i) Tel: (1708 362 372
SOLIHULL, HobbyCraft:
90 4L Tel: 9045 151 6562
s‘;mmmummm Much ado about foys;
V37 61 T 4 255 050
WARWICK, (‘nsllc ain:
CV34 4HS Tel: (926 497 965
WOLVERHAMPTON, HobbyCraft:
WvIi 18P Tel: D45 05T 6643

WILTSHIRE

GW SALISBLRY:
18 Winchester Sireet,
SP1 THRE
[atehook com/c
GW SWINDON:

T8 Drumel Plaza,

SN TLF Tel: 0776 343 G036
facehbook, com/GWSwindon

CHIPPENHAM, Thorntons Toymaster:

5M15 WL Tel: 01249 463100
DEVIZES, Devizes Tays:
SM10 1AG Tel: 01380 733 341

MAKLBOROUGH Dllr ngs Tu\rs
SNG18E 170
MELKSHAM, G::mll:gauo
M1 GLE Tel; 01225 700754
MELKSHAM, The ‘luysh p:
SNTZELE Tel: 112
SWINDON, The Batli
SN2 7RO Telt :
SWINDON, Cleopatr;
SN0 TEA Tel; 01793
SWINDON, HobbyCrait:
SN3 4ES Tel: 0843 051 6351
TROWBRIDGE, The Toy Shop:
BAT BAS

0413 3PB
WESTBURY, Trnpie H

BATR4LS Tel 01373 855 380
WOOTON BASSETT, Mark's Models Ltd:
SN FAQ Tel: 01793 851 242

GW WORCESTER:

gt Mall, Cathedral Plaza,

15 Tel: 0190 561 6707
Tacebook.con/ GWWorcestee
DROITWICH, HobbyCraft:

WRY DDG Tel (45 151 G546
DROITWICH, Look-rite Lid T/A Toyworld:
WRY BE| Tal: 111905 772 403
EVESHAM, Total Wargamer:

W11 TRE Tul: (130G 573 M3
MALVERN, The Toy Corm

WRIE 0T Tel: BTAES 5
55 002
ol 40
STOURBIUDGE Invasion Games:
Y8 1B Tek 01354 171536

YORKSHIRE

* GW BRADFORE:

4 Fceadifly, Bradfoed,

BOT 30w Teh 01727 473 9430
facebaok.com/GWBradiard

= GW DONCASTER:

T4 High Steeet, Dancastor,

BNT TDYW Tek 0130 232 0335
izcibankcom/GWDancasior

* GW HARROGATE:

55 Stalion Pasade,

HG1ATT Tol: 0142 356 4310
Ercobook com/GWHarrogale

GW HULL:

30 Paragon Stroet,

HUT IND Tel: D148 256 95786
facobook.com/GWHall

GW LEEDS:

155 ripgale,

151 LY Tel; 0113 236 1499

facehoak.com/GwWleeds

* GW SHEFFIELD (Centeal):

16 FiLey i Gate,

51 4fH Tel 0414275 0114
facebook com/GWSheifiold

GW SHEFFIELD (Meadowhall Centre):
Linit 918, High Sineel, Upper Mall
(sl Ko emitrance neas Foots),

S91EN Teh 0974 256 9836
Tacebook.com/GWiradowhall

GW WAKEFIELL:

b Kiskgate, The Ridings Centrr,
WFLAT Tel: 0192 416 9431
facehookcom/ TWWaho ek

GW YORK:

134 Lendal,

YO #A0 Tel: () 462 BU14

farehoub.comy GamexWorkshopYork

HiHR5A

DHE 2AN Tel: 11677 413 234
BEVERL\" Beverly Model Shop:

BT Tol: V1482 St 223
BII]DI.INC.DON, W Boyes & Co Ltd:
YO5 20N Tok: 11262 604 111
BRIDLINGTOMN, T2 Internet Cafe:
VS AL Tl 1262 604 634
DEWSBURY, Cosmic Toys and Coll'ectah]es
WFI3 L Tel: BI524 (5
DONCASTER, chl: Oul:
DN 2PW HOZ ETO2RS

Y025 6P 7T
FILEY, Reachcomber:

Y04 9HU Teli 01723514 434
GOOLE, Hall’s Music:

ON14 6P Tel: 01405 764191
HALIFAX, Halifax Modeflers World:
HXT TRE Tel: 01422 148 157
HARROGATE, Butterfingers:

G EHS Tel: 01423 507 575

HEI.MSLE\' The Toy Shop Helmsley:
N S0 Tl 01439771 020

116 WHITE DWARF

HUDDERSFIELD, Patriot Games:

HO1 10U Tel: 1414 571079
HUDDERSFIELD, Something Wicked:
HD 1AT Tel: (1484 5359 226
HULL, Archeron Games:

HIUN 38A Tel: (1482221011
HULL, Heroes Hideout:

HUS 45H Tel: (402 044 631
HULL, Hobby Furln.-ss

HUT 3HG
HULL, HobbyLra[
HUT 2TX Tol: 1545 051 G566
ILKELY, W Boyes & Co Lid:

43 H06 397

1529 BHG Tel: 01543 (01 144
LEEDS, HobbyCraft:

Ls10 1EW Tel: BH45 D51 G541
LEEDS, Leeds Wargamin

LS7 2IF Tal: 0734071

LEEDS, Millennium Models:

L527 AEs Tel: U113 218 9206

I.EEDS Travelling Man:
Tel: 01334 236 361
NORTHMI.EI!TON Ch‘w Nnnhzileinn
7Te1Z
NOH'II-LAL[ER‘I’DN T & fM Grover Ltd:
T oW Tel: 01609 771 434
PILKERING Pickering Model Cemre
VOTE Tel: 61751 472
PD(_J(I.ING'ION, Chylﬁs Play
Y042 208 Tel; 017549 316 041
RICHMOND, Finklegate Tea Room:
DL 424 Tel: 07745 2 801
RIPON, The Kno dge Magnel:
HEG4 114
SCARBOROUGH, S?a: and Magic:
Y011 THO ﬂ's-hr.l LRAE]
SCARBOROUGH, W Boyes & Co Ltd:
YO THY Tel: 01723 375331
SCISSET, Springfield Hobhies:
HDE SLA Tel: 01474 B6O 0BG
SHEFFIFID J\nllcs Model Shop:
1 2AZ Tel: 01142 495 700
SHEFHEI.D HnbbyCrai\‘
Tel; 0845 051 6526
SHEFFIEI.D Impact UK:
5 2PN

25 Tel: 01909 560 273
SI'!EFFIELD 0 e

SHEFFIEI.D, W rgames Empnnrium

&1 20 Tel: (T30 754 U2
SKIPTON, Craven Model Centre:
B3 1 Tel: 01756 797474
THIRSK, The Artist's Palette:

¥YOT 1AA Tel: 11545 7
WETHERBY, Castlegate oys Ltd:
LS27 6LR Tol: 11937 582 B16

WHITEY, John Anderson Toymaster:
Y022 4BG Tel: 01947 602 213
WHITBY, W Boyes & Co Lid:
Y021 100 Tel: 01947 604 403
HUTTON LE HOI.E The C!aﬂ Wnrle;hnp-
YORZ 6LIA - 0173
\"ORK Tra\«ellmg Man

Tel: B1904 620 7570
YORK W Boyes & Co Ltd:

Tel: 01904 610 660

IIIIIl'I'IlEIIH IRELAND
GW BELFAST:

204 Castle Couet,

tavards the back of the centre)

EFf 10D Tok: A% nriiand
facehask.com/GWBeling

BALLYMENA, Camerons:

HE31 6E8 Tok: B28 25640421
HANBRDGE Ro ers Twm.\ster
BTz 3 223225
HA\IGDR, Rf_-play Gamcs

BT20 36D Tek G20 91432260
BELFAST, Arts and Hobby Belfast:
BTL4LS Tk D28 4033 2540

BELFAST, NErdlutia Coffee Lid:
BTY 5FE ek 07955 M6 570

COI.EIIMNE Netra
BTS2 TEN 0
DERR\‘ Jungle Km

Ted; UFHAR 116 044
ENNlSI(fI.I.EN Modellers Comer:
W74 TEW Tel: 02 (6372367
PORTADOWN, Creative Destruction:
BT 1TE Tel; 02637 552411

SCOTLAND

GW ABERDEEN:

Uinil 1, 1274 Uper Kirkgate,

ABTO 1HA Teh 0122 46d 9779
facebooh.com/GAWAberdeen

= GW AYR:
Unit 2, Larae Arcade, 115 High Stecet,
KAz 158 Teli (1292 205 630
facehih.com/CWAYT

GW DUNDEE:
114 Commercial Street,

D0 2A) Telr 0938 220 2362
facebiak. com/ CWDundee

GW EDINBURGH:

13 High Street,

EH1 108 Tel: 1141 220 G540
faerhonk-com/GWEdinburgh

« GW FALKIRK:

1 Cow Wynd,

EK1 7L Tel: (132 407 4553
faceboukicon/ GW Fallirk

GW GLASGOW:

01 Unioint Slreel,

GaTA Tel: (141 2211673
Facebook,com/ty
= GW STIRLING:
473 Barnlon Street,

FEIL THF Tel: M1786 459009
facehauk cuny/ GWStirfing
ABERDEEN, HobbyCraft:

AR1T EPP Tol: DUAS (51 6567
ABERFELDY, Crossfire Hobby:
Tel; (11087 #29 519

ANGUS, Hags

DoE 1he Tel: 307 F203
ANGUS, Mac's Model Railroading:
D0 485 Tel: 015 aor

ARBROATH, Hags:
DiN 1HI Tk (1241 0172185
ARGYLL, Alba:

A3 4AR Tok 616371 563645

.-'\\"R 'ﬂ’w Lost World:

Tel: {1292 290 48H
)\\"R Toy Town:

Tel: 0702 264945
BANCHOR\" Nano Toy Shop:

ABZEST] Tel: 1330 824 545
DINGWALL, Sporls and Model Shop:
V15 9RY 1F17349 RA2 46
DUMFRIES, Tn}'!own

DG1ARW Tel: 01307 264864
DUNDEE, H1gi1hnder Games:

Do SiH Tel: 01342 666 315
DUNDEE, HobbyCraft:

D0 BRX Tel: 045 051 6543

DUNFERMLINE, Abhey Models:
KY127NH Tel: 01183 730 116
DUNFERMLINE, Walker's Opticians:
RYT198H Tol: DT303 827 6HH
EDINBURGH, Hul:llz'r('laﬂ

EH15 ARD iH45
EDINBURGH, M:

EH12 81X i
EDINBURGH, Toys Galuu‘ [Mld Lathian):
EH4 1D fak: D1A193 20199

EDINBURGH, Toys Galore (West Lothian):

EHI0 4030 Tk 0171 447 1004

ELGIN, Junner’s Tuymasltr

W30 1)Z Tel: 01343 542 402

F.R'LKIRK. Little Ml!nsll:'r Toys:
1700 24

131
FOR‘I W’II.LIAM The Gra Ho
PHEI AR Tek: 01397 703 451
GtASGOW Slanc Games:
G150 : 0141 3520785
GLASGOW, HobbyCM
G34 80L
GkEtNII)CK .\\rls, CrnFls & thbles

use;

HA. 1I.TON Ink Sp
MLI BBLL Tel; W1n80 201311
HELENSBURGH .v\l:nrn Art:
CHE BAW : 0143 667 2132
INVERMNESS, Hemes For Sale:

V11D Tel: 01461 711717
IN 5 elshof
W1 19} Tel: 01463 712448
INVERNESS, Junners Toymaster:
V1104 Tel: 01461

AL BT T
KIRKCM.D\' The Hope Cllesi

KY¥1 1ED. Tel: 11592 764 116
KIRKCAI.D\', Km*dum of Adventure:

K¥1 1XF M5 sHTa
KIRKCUDBRIGHT, Solway Books:
RGE AHE Tel: W1557 330635

KIRENEWTON, Potter Around:
EHIT BLE Fel: 11504 230 o1
KIRKWALL; Cycle Orkney:

KWis 140 Tel: 1854 BF5777
LARGS, Bus Slur Toy Shop Lid:
KA HHR ol 01475 aBORYE
LIVINGSTON, HohbyC
EH34 AR} Tel: (k45 0 i
LIVINGSTON, Worlds al War:

EH54 5ED Tel: 3151 424011
MNAIRN, Nairn Model Cenltre:
W21 4AG Tok: 01667 451 400
PAISLEY, Paigley Model Shoj 0p:
PAY 315 Tk U147 09 4111
PERTH, The Gamers Pad:

P2 EEP Tek: 007750 462 830

PH (k017185 1500
PETERHEAD, George Donald Ltd:
AB4Z DT Tek: 01779 474 737
PETERHEAD, Peterhead Pufiers:
A2 1T Tek: 01779 401102
SHETLAND, Harrys Dept Store;
ZE10LL : 01595 B93 OYT
STEWARTON, Ann[c Arts:

KA1 Y Tel: 01560} 414400

STONEHAVEN, Toymaster Toyland:
AR3S 1BS Tel: 01560 766333

THURSO, Durrans:

KW 7AN

GW CARDIFF:
31 High Strued,
CFI0PL Tel: 0242 064 4917
facehoak com/GWCard
= GW l'J\IIM.ARTHEIN
19

Tel; 01447 893 159

231209

30 The Parade, Cwibr
NP4 TPT Tel:
lagehoolcom/CWwnibran
* GW NEWPORT:

NP2O TGL

Tel: 0163 375 /295

fehouk.com/GWNewpart

GW SWANSEA:

33 Kingeway,

AL SHOQ Tel: 1179 246 3960

facehook. con MW Swansea

ABERYSTWYTH, Albatross:

SYZUZLN Tel: 01970 6317 136

BRE(_ON. | Clark Toys & Giits:
i

pl: {1174 422 65

CAI:!IPHII.I.Y Iet Models ar\d Ho!!hles:

Tel: 02920 5
CAERNARFRDN Aus{lns.
LLSS 1R el 07724 301101
CARDIFF Am!cs Mndel Shnp
CRID 1AW 5
CARDIFF, Fil"eslorm Gam
CFi0 500 Tel- 12320 227117
CAIIDIFF Hobl:lyCraﬁ

118 845 051 b556
CAIIDIFF Ota!:uml:u
CE24 AAA Tel: 07691638960
CATHAYC, Page 23 Lt
CF24 AAA Tel- 02921 326 K
CHEPSTOW, Artists Cornes
NP6 SEW Tel: D12 627 343
DOLGELLAL, Waterloo:
LL40 1AL Tol: 01341 423 307

HAVERI’ORDWEST Emrys MI inpplw;

SALT T

I.I.ANDUDNO Acme Games
LLan 2T Tel: H24B 35470
LLANTWIT MAJOR, Rainbow Flaza:
CFoT XT Telz B1446 754 118
N[ATH Fish N Things:

Tl D792 112 199
NEWPORT Hobtlyfraﬁ

0 3BA

;0845 051 6540

NEWTOWN, Craﬂs and C
SY16 203 Tel: D16B66ITRO0
OSWESTRY, Totally Games:
Y1106 el 7681 (994
PEMBROKE, Lrra,

SATT 48 T
PONTYPRIDD, Sugar ani b
CFITITH Tel: D779 221 379
PORTHMADOG, Ponhmadng Models;
LL41 4Dk Tel: 01766 30264
RHYL, Games Ext_hangc
l\III!IH Tel: 01
SWANSEA, HnbbyCrafl
543 A Tely 45 051 6505
WELSHPOOL, Frontline Games:
sv2n I Tel: 01916 590256

INTERNATIONAL
ACCOUNTS

ARGENTINA

BUENDS AIRES, La Cueva del Enano:
Tebl @11 5297 49 22

BUENOS AIRES, Warzone SA:

Tel: 011 47 10 00 40

LA PLATA, eptrmo Portall Comics:
Tek 022 1422 15 67

MENDOZA, El Baron Rojo:

Tel: 034 14 24 10 54

CW ANTWERPEN:
Vieminclsieaal 10, Anbwerp, Anlwerendaon
Tel: 03485 Ba27
faceliouk comsGWARLYerpen
GW GENT:
i aasstranl 1 719, Gent BRIO0
0

Jiahidd

Las Cuatro Plumas:

W GarieWarkshopGont
LST, Hermelijn:

Tek: 15141 48 66

AALST, Highborn:

11; (1485 26 64 47

AARSCHOT, ‘I'oplToys Ingelberts:
Tel; +32 16 .rr. 2

Tel: 150 311715
US l In[moys Anderlecht:
AER )

GENT Worlds End Comics:
Tol; #32 40%) 222 05 76
HALLE, Het Speiplezler.
Tel; 124 724 567 86
HALLE, Mishra’s Flayground:
Tel: 023 61 50 53
HALLE, Top 1 Toys:
Tel: 023 56 04 153
HASSELT, Oberonn:
Tel: 1171351 358
HEIST-OP-DEN-BERG, RCVulture:
Tel: =32 473 62 54 62
KONTICH, Janneke Maan:
Tel: 03 44022 34
KORTRIJK, Albion:
Tol: 156 3243 07
LEUVEN, Speliamaat Leuven:
Tel; 076 B4 36 30
MECHELEN, De Spelfanaat:
Tol: 015 34 39 07
OVERIJSE, Inll‘ﬂa}'i Owverijse:
Tel: 026 87 41 5
DOSTENDE, Klng Arthur:
Tel: 059 51 57 56
ROESELARE, Black Border:
Teb: 051 2082 5
RONSE, Modelhouw Dekeyser:
Tel: 055 45 74 &l
VILVOORD, Boekcenter BVBA:
Tel: 32 (02) 251 20 05
WESTKERKE, What Ever:
Tek +32 (473 77 16 41
WESTOUTER, Doming:
Tuk

COCHABAMBA, Last Trick:

Teki 511 707 102

ORURO Taurus
Tel: 5% 1724 53614
SANTA CRUZ, Uraloki:
Ted: 59 1 720 20510

BRAZIL
CAMPINAS, Legends do Brasil:
Teh 19 3234 3343

AMGF&GASM Osamu Manga & Toys:

Tel: 569 2003676

LAS COMNDES SANIIAGD Fenris Habbies:

Telr 36 90 464 42

I.AS CONDES SJ‘\NTI.!\GO Miraxs

), Calsche Hobbies & Bt Games:

FAAIAT Y

CHINA

GW SHANGHAL:

Nk 0 Style, 245 MaDing Road,

LuWan Shanghal ZogoE

Tels 33746

BEI|ING, Beijing Book Building:

Tel: O6Heh 10 4ROGL504

BEIING, Beijing Warhammer Club:

Ted: H00G 11601274736

BENING, J&C Wonderland Warhammer Club:

Tel: 0466 10 57526737

BEIJING, Q1-WAN Miniatures Wargame Club

Tel: 0BG 13 81244512

BEHING, Tong Yun Card Game:

Tel: 0086 13801324686

BEIJING, Wangfujing XinHua Bookstore:

Tel; (IR0 10 f5477787

BEIING, Warhammer Elite Club:

Tel: (M6 13 HO12747 45

BENING, Warhammer Elite Club:

{0 hl Hik15h54

BEIJING, Xinshi Hobby Xinjiekou Shop:

Tel: (K86 10 112615654

BEIING, Xinshi Hubby Zhorsgguancun Shop:

Tel: (HKEG 10 598647608

CHENGDU PROVINCE, Kid's Castle:

Fob: e THIBOGE1 110 | MUSG 2061812543

CHONGQING, }(mShangYuu Game:
30

Tel: 0086 13 6G3R3YL
Shaw Warhammer Club;

FUZHOU CITY, Pla
Tel: OUAG 391 A543

KUNMING, Kunming Elite Warhammer Club:
Tek: 006 136501813689

KUNMING, Yunnan Lanyu Model:

Tel: DA A7 4112937

QINGDAQ, Qingdao Battle of Wits Club:
Tel: 0006 13963850013

SHANGHAL Bnot\lp Grand Gateway:

Tek: QG 21 6446097

SHANGHAI, Euucup lin Qiae:

Tul: 0t 71 Sk

SHANGHAI Bou:up Kerry Parkside:

Tol: 06 21 UKN551

SHANGHAI Goud Knight Board Game §tore:
Tek: OUIlG 21 3500050

SHANGH Lai, You Qu:

Tel: 00b4 1

Tel: 0084 27 53017 .||:|

SHA {TOU, Miniature Kingdom:

4 |||Sn1lr|I§l|

SH[M‘.\\NG Shenyang Warhammer Club:
Tel: tnkh num .-: 92

TIANJIN, Tianjin Waaagh! Gaming Club:
Ted: 00166 ur.uufmnul

WUHAN, Stormcastle Warhammer Club:
Tel: 00B6 13476097151

WUHAN, Zhi-Li Model:

Tel: 086 27 B2A10761

XIAN, Xian Waaagh! Warhammer Club:
Tel; 0086 1348R370100

IHENGZHOU, Thengzhou Warhamnwer Front KO
Ted: DOBH 13592517573

COLUMBIR -

CALL Magi: Columbia:
Tel: 072 371 46 26
MED LLIN, }ncgn & Real:

ZAGREB, Carta Magica:
Tel: i 130269

CYPRUS <
NICOSIA, Isengard Fantasy Shop:
Tel: 00 35 7 l‘(ﬂﬂ 700

KATO PAPHOS, Cyprus Crusade:
Tek 4157 976 49078

CIECH-REPUBLIC B

BRNO, Cerny Rytir:

Tel: +420541213860

CESKE BUDEJOVICE, Chaotit:

Tel: +4 20602485158

HARADEC KRAI.D\"E, Knihkupeetvi ValhaHa:
Tel: +32090:
KOPRIV
Tol: 4420445
KOSTELEC, Cerluv Pekelny Kotlik:
Tel: 4206055844,

I.i REC ﬂallbu Gwes Ohchadni Pavilion:

OSTIIA\-' Matrlx {knihkupectvil:
Tol: 420274 4

PRAHA, O [ Deupe

Tel: 42022034011

PRAHA, Cerny R)‘\II’

Tel: +42022231 24,
VSETIN, Al!antls
Tel: +42057 (411697

DENMARK -
C-W KOBENHAVN:
qp,ldr SKL 136,

Kby
AALBORG, 9K Painting:
2 9

A Us ¢, Dragons Lair:

AN, 'sog & Ides

Tel: 5% 45 00 14

BORNHOLM, Dorthes Hobbystue:
Tl 56 95 14 49

ERSLEV, Aspgaard Games:

Ted: 40 81 ™ B4

ESBJERG, Arnold Busch:

Teh 751211 77

ESPERGAERDE, Arnold Busck:
Telt 4913 19 46

GREVE, Greve Games:

Teel: 43 6% 03 4%

HELSINGE, Amold Busck:

Tel 48 79 400 0

HEleNcm, Hobby og Fritid:

Tol: 44 4

HERLEY, og& Ide:

Tol: 44 91 4 13

HERNING, Ferges Kelder:
Tel: 2510 18 57




=
o

www.facebook.com/GWLiverpool

This month we headed to the Northwest, to the historic city
of Liverpool and to one of the most venerable GW Hobby

Centres in the UK.

arksheop Liverpool is located in
pping Centre, adjoining

y refurbished Liverpool Central
on. It’s a fantastic Hobby
packed full with gaming tables for
you fo wage war across and painting areas
where you can assemble and paint your
latest miniatures.

There’s a fantastic sense of community
in the store as many of the regular
hobbyists are talented painters and enter
Golden Demon each year. The great thing
is that this talent is shared with everyone
in the store, from newer hobbyists who are
just beginning their first armies, to those
who are looking for some help perfecting
a particular technique, or who want to
push themselves towards painting truly

exceptional Citadel miniatures.

Games Workshop Liverpool is a
fantastic place where you can get advice
on collecting for your armies, painting your
miniatures and playing games. To find out
all the latest news about what's going on
in store, together with details of their latest
painting competitions and gaming events,
visit the store today or check out their
Facebook page.

Games Workshop Liverpool
13b Central Shopping Centre

Ranelagh Street
Liverpool, Merseyside, L1 1QE

Tel: 0151703 0963

www.games-workshop.com
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HIGRRING, Arnold Busch:

Tel: 98 52 1 40

HOBRO, @sterskov Efterskole:
Tek: 6 6995 93

HOBAEK, Bog & Ide:

Teli, 3943 11,00

HOBAEK, Hack ‘n" Slash:

Tek: 1 6 29 12

HORSENS, Legekaden:

Tel: 75 61 GO 11

H@RSHOLM, Bog & Ide:

Tek: 43 86 04 0

KO@BENHAVN K, Fantask:

Teli 33 93 85 38

K@BENHAVN K, Faraos Cigarer:
Teki +45 34 67 20.09

KABENHAVN §, Pipi Legetoj:
Tel 3255 74 47

KOBENHAVN N, Wicked Workshop:
Tel: 60 b 69 74

KOLDING, Good Games:

Teli 755000 04

LYNGBY, Arnold Busck:

Tel: 45 87 04 4%

LYNGBY, Faros Cigarer:

Fol; 445 3210 23 33

NASTVED, Guns and Games:
Tel: 11 20 Jf’ll.‘l

ODDER, chelmdl.‘n

Tel B6 54 42 7

ODENSE C, Dragar\s Lair:

Tel: +45 63 11 12 10

ﬂANUERS B}'rge Sarensen Hobby:
Tel: 6642 5

R;\NT)ERG Randers Hobby Import:
Teli B6 43 3873

RINGSTED, Andros:

el 27 28 36 7

RGDOVRE, Arnold Busck:

Tel: 36 41 0495
ROSENGARDSCENTRET, Arnold Busck:
Tel: 6h 15 559 28

ROSKILDE, Fanatic Roskilde:

Velt +45 46 46 33 4l

SKIVE ]ydsk Boghandel:

Tel

SLAGEI.SE Uldtotlen

Tel: 56,53 50 3

SOLROD STRANI'J Fantacia Games:
Tel: 43 9 02 99

ST HEDDINGE, Hobbystalden:

Tels 56 54 6610

STENLESE, HH Hobby:

Tel: 21 46 39 6

S\"ENDBORG Farve & Hobby Hjomel:
Tel: 61 21 31 31

TAASTRUP, Genbrugsboper:

Tel: 43 71 61.15

VIBORG, Bog & Ide:

Tal: 86 63 Bl AE

FINLAND E =

GW HELSINKI:
Simnakato 9, 00100,
Tek 0973 15 45
facehook.com/G ik
AHTARI, Hnnkamemen Kirjakauppa:
Tel: 06 353 0027
ALAND, Dillen AB:
Tek: 01019570
EKENAS, Kungsbokhandeln AB:
Tel 0792401125
ESPOO, Tapicﬂan Pelikauppa:
Teki 09 - 217 F04
HELSINKI, Fanfas:apellt Helsinki:
[eft (09) 630 803
HELSINKI, Stadin Pelikauppa:
o U9 GHHO300

VINKAA, Viirinappi:
Tel (119 413 70
IMATRA, Kr)]:n Lahja Alex Ky:
Fel: 0543 19354
JOENSUU, Fantasiapelit joensuu:
Telt 1073) 284 114
JYVASKYLA, F.mlasiapel-ll Jyviishyli:
Teht014) 214 6
KARIS, Bli I.&l‘lnll KD
Yol 119 234 94
KERAVA, Keravan Pelikauppa:
Teli 0942800013
KOTKA, Eagle Card OY:
Tel: 0034 5 314438

I‘OU\"DL.\, anmpux KY:

Tek 053117955

LAHTI, Lahden Puolenkuun Pelit:

Teli 037315157

LAPPEENRANTA, leasmﬂ Lappeerraniz:
541 13

Ted; 5]
MIKKI
Tel: 0
MIKKELI,

Tl 04 J"HM
DIIIVESI Silver Seed:

1, Lasln:nmwkc Muppela:
11

OULU Fanta apelit Oulu:

FIEKS.\M x:, Sirkkis:

Tel: 015 348 370

PORI, Askartely-Pori:

Tel 02 6326671

PORVOO, Porvoon Pelikauppa:
Tel: 019-5.
RAAHE, Raa
Tek: BE2236H25
SEINAJOKI, Fintasmllnnz
ol (340 56163

SEIMA) OKI Pel:keldas

n Astartelu ja Paperi:

Tel: 03 715 05

'IURKU Fantasiapelit Turku:
Tel: (02) 242 04 13

VAASA, Pelimies OY:
'|=| il JI 1

‘n.-k L8 m M"

WHITE DWARF

GREECE =

HALANDRI, Box of War:

Tek: 030 G944RIZT3T

ATHENS; Fantasy Shop:

Tel: 0030 210 8237072

ATHENS, Fantasy Slmp Exarcheia:
Tek 430 210 3824477

ATHENS, Fantasy ihnp Kallithea:
Tel 0030.2501 959 22

ATHENS, Hobby Flanet:

Tkt 030 210 6142816

ATHENS, Kaissa Amarousiou:

Tek 0030 210 6147675

ATHENS, Kaissa Glyl'adas

Tel: 00341 210 MOmE D57

ATHENS, Kaissa Halandr:ou

Ted: 01030 211 6UYB4E!

ATHENS, Kaissa Kﬂlildrnmmu

Felr (046 210 306406

ATHENS, Kaissa Monokeras:

Tel: D034 210) BI13 590

ATHENS, K;ussn Pngratmu

Tek 0030 2(0 7.

ATHEN. Stralegv Hall

Tel: 00 302104135757

CHANIA, Kaissa Chanion:

Tel: 0034 2021 0BE996

CRETE IRAKLEION, Papercut:
Tel: G030 2030346164
HALANDRI, Game Corps:

Tel: (I3} 69479HI7 04
HALKIDA, CD Corner:
Tel 0030 2431 047915
ILIOUPOLI, Kaissa llioupoleos:
Tl (HERD 2114044

LOANNINA, Kai sa Loannina:
Tek: 00 30 2651030890

LARIS.-\ Kaissa Larisas:

N.-\FPLI-O Miniature Shop:
Tek DD 30 <‘._'5 J0TEEH

NEA SMYRNI, Games Vault:
Tek: DGO 213 0722

PATIMS l(aissa Fatra;

ok 0030 210
THESSALO!
Tk 0030 271

HONG KONG ISLAND, Jumbo Arts Co:

{B32) 6511 405
WANCHAI, Fun Atelier:
Tel; {853] 2666 4870

HUNGARY ]

BUDAPEST, Holdfeny Fantasy:
1036 1 3430730

BUDAPEST, Jatek Box:

0036 1 233710

BUDAPEST, Modell Hungaria:
V035 1 7691171

BUDAPEST, Sarkanyluz:

06134 70322500

BUDAPEST, Sas Military:
(1367 264301

BUDAPEST, Szikla-Fonix:

0346 20 5373403

BUDAPEST, Veg-Ye:

Tel; 0036 70 661993

BUDAPEST, Zordkom_Game:
Tel: 0036 20 4281727

BUDAPEST, Wargammers:
D36 30 6467670

DUNAKESZI, Yellow Dreams:
Tel: Bbe 70 A207BR0

GYOR, Airport Models:

Tel: 0036 70 9442670
KECSKEMET, Sarkanytuz:

D36 7 3EH00E

LETENYE, Zordkom-Game kit:
Tul; 136 20 4261727

MISKOLC, Sarkanytuz:

36 20 1962160
MISKO
B35 40
PECS, Sarkanyluz
DIFKG 20 2862

SZEG!
i3k 245
SZEKESFEHERVAR, Holdfeny Fantasy:
DG 22 329753

ﬁzEKE‘FEHER\’hR Sarkanytuz:

D036 20 19637

SZEKESFEHER\-’AR Fonix Csarnok:
0036 20 11717

SZOLNOK, Sarkanyluz:

DUXG 20 3962054

SZOMBETHELY, Sarkanytuz:

GG B4 TRY2ON

VESZPREM, Sarkanytuz:

0036 2 36115

FALAEGERSZEG, Sarkanyluz:

DIKE L 2962870

ICELAND
REYKJAVIK, Nex:ls
5515

Vel: 01

INDONESIA —
BANDUNG, Hob&lylme

Tel: 02 42145

JAKARTA BA
Tel: 021 5606, "

JAKARTA SEIJ\TRN Fantasy N Games:
Tek 031-000-50343

SURABAYA, Fantasy N Gamies:

Tek: 031-600.50343

SURABAYA, Fantasy N Games:

Tok 03 1-740-247

Comics N Games:

faceha GWDublin
BALINA, World of Wonder Balina:
Tek: 096 TG67H

BLACK ROCK, Arls and Hobby
Tel: 035 ED

co RK, Mnrphy s Toymaster:
Teh 00353 58413 76

CORK, Other Realms:

Tol; 021 4279500

COUNTY DDNE(..AI. Tinnys Toys:
Teh 074 4122373

COUNTY KILDARE, Gamers Hub:

Tel: 1353 86 0466 029

COUNTY LOUTH, Marley Mode! Mania:
Tel: (0353 479873741

COUNTY MEATH, Art and Hobby Navan:
Tl 00353 14565 !Iill

COUNTY MEATH, Toys @ Fun Galaxy:
Tel: D035 19 60 253

COUNTY OFFALY, Marty's Model Miniatures:
T&G 0T Tel: D353 579 141 027
COUNTY TIPPERARY, RB Models

Tel: (1353 520124804

COUNTY TIPPERARY, Tall Tales Baokshop
Tel: (N353 51 873 967

COUNTY WESTMEATH, Arts and Hobby Athlone
Tel: 01 463 4500

COUNTY WESTMEATH, Arts and Habby Mullingr:
Tl 0353445335247

COUNTY WEXFORD, Campbell's

Tel: DI353 514 214 73

DOUGLAS, Arts and Hobby:

Tel- 021 435 3380

DROGHEDA, Arts and Hobhby:

Tol: D41 987 3ET0

DUBLIN, Arts and Hobby Dundrum:
Fel: 0115312062944

DUBLIN, Art and Hobby Liffey Valley:
Tel: 0351 14565108

DUBLIN, Banba Toymaster:

Tel: 018 727 106

DUBLIN, Gamers World:

Tel: GHTH2EI3G2

DUN LAOGHAIRE, Toymaster Banba Dun Laoghaire:
Tek: 012 404 011

DUN LAOGHAIRE, Arts and Hobby:
Tek 012805047

DUNGARW\N Toymaster Murphys:

ENNIS 'llr na Nug Toymaster

Tek: 00353 65 HA42 388

GALWAY, Nobby's Hobby's:

Tek DU353 BABRTOTT

) Bamgémiﬂld Dnuts:
GHT

Tah 1035

GREYSTOMNES, Arts and Hobby
Tek: 06353 “871 i

KERRY, Cabal's Toymaster:

Tel 00351 6 121847

LIMERICK, Arts and Hobby:
Tel: 61 309757

LIMERICK, The Gathering:

Tek: 081 3115133

MARKET CROSS, Arts and Hobby
Tek: il56 777 1444

NEW ROSS, Bridge Stores:

Tel: 031 422696

NEWBRIDGE, Arts and Hobby:
Ted: U45 450280

SANTRY, Arts and Hobhy:

Teh M 862 4500

STILLORGAN, Toymaster Mimble Fingers:
Felt 0 2EER7HA

THURLES, Bookworm:

Teli UG08 22157

V\F_KFORD Readers Paradise:
Tol: 1154 9124400

WICKLOW, The Hobby Shack:
Tel: 0353841072700

WICKLOW, Hopklns Toymaster:
Tel: 00354 46 722 2

YOUGHAL, Murphys Toymaster:
Tel: 10353 58 413 74

mnnnism M.
G vt

SURABAYA, Far
Talf (1) 74l

ISRAEL
HAIFA, Kitaro:
el 00972 4R5A1232
HERZLIA, Freak:
Tok G972 9956077
RAMAT HASHARON, Tapuah:
Tel: U972 33404711
TEL AVIV, Freak:
Tk G082 36061820

TEL AVIV, Kitaro:
Tel; 0972 36299320

|:‘

KAZRKHSTAN

ALMATY, Meloman Dostyk:

Tob; B {27} 291 5320

ALMATY, Melnm.m Grand:

Tel & 55!

»‘\LMMY Melnrm\n Mega:
Tuk: &

ASTANA, Meloman:
Tek B (7172} 777 951

LATVIA

RIGA, Games Shop:
Tek 0371 27700350

LITHUANIA
KAUNAS Hobby D6 Games:
Tek

VILINILS, Huhh'p D6 Games:

=

MACAU, Game Fun Table Games S
Tel: +45 oy

op:

MADEIRA, Sétima Dimensio:
Tel: 151 291 230 244

BANDAR TANJONG TOKONG, Gamedorce:
Tel: 164424154/ 040900381

KOTA KINABALLL, Just Wargame:
Tel: 6011 - BE5 5269

KUALA LUMPLIR, Comics Mart:

Tel: 03+ 2287 0626

KUALA LUMPAR, Hobby Forge:

Tel: 60 1761266710

PEMANAG, Game Forpe:

ol Gl THA70E75 ( H0 4901981
PETALING JAYA, Wolf's Game Shop:
Tel: 012 2599452

MALTA, Forbidden Power:
Tol: GN356 21 2279949
MALTA, K Hobbies Lid:
Tel: fl35b 21 095423

AGUASCALIENTES AGS, Tienda Omega:
Tel: 449 915 34 26

CANCUN Q ROO, Gamer's Den:

Tel: 998 398 60 03

CELAYA GTO, Animundo:

Tek: 461 200 B4 27

CELAYA GTO, La Cueva Del Mago:
Teh #61 546 76 th

CELAYA rTO, Zona Ortabou:

Tel: (451 2016 083

CUERNA\-’ACA, Darkland:

Tel: 777 137 71 5

GU&DAI.A]ARA JALISCO, Miniguerras:
Telk (13 36 45 32 99

5 14
MEXICO TJF Co]cccmnes Colibri:
Tel: 55 50149 IIl 4

MEXICO DF Kalllsll

Tedt 55 56 B0 03 7;

MONTERREY Nl., Imperial Fleet:
Tl (811 1170 81 B7

MIXCOAC, Quest Habbies & Gamus:
Ted: 55 98 52 74

SATELITE EDO, Entretente Toys:
Tedt 55 46 33 (4 32

TOLUCA, War szza

Tel: 72237 5277

CHISINAU, Adept:
Teli 373 HUA 19906

THENETHERLANDS =
GW ALKMAAR:

L 1611 EK,

512 2600
facobank.com/GWANnsaar
GW AMERSFOORT:

20 Koestraal, 3611,

AWhreda
GW DEN HAAG:
Schoalstrant 128, 2511 AX,
Vel: 070452 7836

05 311 0
|'.>.l'|:L||mI..(‘nr||.'lJ\\=(-n>.\it-p|'||

GW ROTTI
Van uldu i m\t—nhq:l.a.l\ 452, ML AR,
Yol: 010 21
facebiokcom/GYWRatTartam

ALKMAAR, Bookers & Strippers:

Tel: 072512 1916

ALMERE 5TAD, Ruan Creatief:

Tel: 036 5331377

ALPHEN AAN DEN RIIN, Hoge Ogen:
Tel: B172470031

AMERSFOORT, Spellenwinckel:

Tel: 033 470 1322

AMS‘IEL\"EEN Het Ganzenboril:

41 255

EM, Spellm«.'lrll 4

Tel: 024 474 2028
BARENDRECHT, Peter’s Posttrein:
Tk 0140 619539

BERGEN OP ZOOM, BOZ Spellen:
Tek 0164 249120

BERGEYK, Wouters Technohohby:
Tek 049 755 124R

BEVERWIJK, BMM Games:

Tel: 025 1216568

BREDA, ﬁpe]lenmnkel Breda:

Tel: a7

BUSSUM, 2 Brothers RC:

Tely 431 156 922 64

DELFT, Bazaar of Magic:

Tel: #3115 737 0224

DELFT, Speldorado:

Tel: 115 213 4514

DEN BOSCH, De Dobhelsteen:

Telp 077 614 3530

DEVENTER, Knibbel Comics:

Tel: 03F 061 L6879

DHOETINCHEM, Tap1Toys de Speelgoedplanest:
Tel: 1314 366360

DORDRECHT, Hobby Modelbouw Dordrechi:
Tel 478 631 2711

EDE, Tinnen Soldaat:

Tel: D310 73 31

EINDHOVEN, Gameforce:

Tl (20 2447050

EMMELOORD: Toys & Zo

Tel; N2 TAHZN Lk

EN&CHEDE Pqpi:nes
Tal: B53 430 5717
GEMERT, Top 1 Toys Van de Goor:
Tel: 0392 30 50 45

GRONINGEN, Purperen Draak:

Tel: 063 166 1972

GRONINGEN, Wirwar:

Tel: 050 394 4424

HAARLEM, Spellenhms

Tel:- 023 5313 188

HEEMSKERK, Bab Hes:

ol 431 (02512419 50

HEl HUFDW&AED Huider Modeltreinen:
Tek:
HENG! D DE Dondersteen:

Tel: 074 2515030

HILVERSUM, Hilversumse Boekhandel:
Tel: 035 52 33 131

HOODFOORP, Spellenwinkel Wahalla:
Tuk 023 557400

R
Tel: +31 657 990 191
LEEUW’ARDEN Spellekijn:
Tel: 050 213 11
LEIDEN, Tolkleﬂwmkel
Tel: 071 §41 2
LEIDEN, \-'Ilesershop
Tel: 071 §
LEIDEN Wal’p 9
Tek: 071 51210
LELYSTAD, Games of War:
Tel: 0 3195 9619
MAASTRICHT, Hounjet:
Tuk: 143 363 6776
MAASTRICHT, Shamruck Modelbouw:
Ted: +31 43 16 13 33
MAASTRICHT, Vll!g er-uit:
Teki 043 325 1651
MIDDELBURG, De Burcht:
Tod: 197 BA50044
NIJMEGENL M.oencn & Mariken:

:Is Esler Modelbouw:

d‘s RC Shop:

Tel: +41 704 159 014

ROERMOND, Bloemboetiek Hermien:
Ted: 047 537 6824

ROSMALEN, Brekelmans Modelbouw:
Telt +41 73 5214 61M

ROOSENDAAL, HOBBYTOYS Jadin:
Tel: 55 55 74

ROTTERDAM, Gamers of the Wesl:
Tel: 1D 1700233

SCHIEDAM, Gamestarl:

Tel: 431 1042 63 492

SCHOONOORD, Seillas Winkel:

Teli £37 6282 37 014

SITTARD, Atomik:

Tel: 04A 4515074

SLIEDRECHT, De Gruijter:

Tol: (184 412 744

SLUIS, Ed van de Vijver Top1 Toys:
Tel: 0117 461353

TEGELEN Exlm Mndelhouw

Tels I'AH 327 046

UTRECHT, Labyrinth:

Tel: 030 281 7157

UTRECHT, Subculfures:

Tel: D30 2311122

UTRECHT, Whoops:

Tel: 030 230 4123

WINTERSWIJK, Top1 Toys Winterswijk:
Tel: D54 351 2827 A
ZE\-'ENEERGEN, Topl Toys Zevenbergen:
Tel: 0166 33035

ZOETER.MEER. RC-Pitstop:

ZWOLI.[ Games MN-Stufi:
Tel: 0398 4271 K325

III]IIHI\'

o
0, Brio Kremmerhuset Moa Syd:

o 0143770
BERGEN, Outland:
Telt 7 5314821

ammen Spilliorening:

FREDRIKSTAU Morstar Lekelorvel:
Tek: +47 61315

K()NGSBER(. Ilu!f Liane:

Tel 447 5081 J|||H

KRISTIANSAND, Outland:

Tok: 47 400942

MG I RANA, ngo Lekehjarnet Mo:
Tek 447 7!
MOS}Q[N Hubhysenleret

Tol 47 FE170

NAR\'IK R;ngﬂ Barnas Verden:
Tel: 4 .'I.JJJh'JI}.'t




HATO PINTADG. Arkham & Hobbie Games:
Tl 547 3 W5 &8 11

PERU ¥
AV ARENALES, Colores y Minfaluras:

Tek 81 3271 66 04

HII].IPPIIIES

Muu—al Grounds:

lTTI Ncutr;tl Grounds:
Tal: (532)
NI.L;?A. Meutral Grounds:
502038

Tel: (632) (340962
SAN | UN Neullal Grounds:
Tel (632} 727051
TAGUIG, uhbes and Landes:
Tul: (632) B30

GW WARSAW:
Uil Mo, lote Tarasy, ol Blota s
Tul: D4B 1133
facehoikcom/ GWWarsaw
BIELSKO-BIALA, Gnom:
Tul: 004033 1213432
BYDGOSECZ, \hrgamer‘
Tek QU4 3187990
CZESTUCHO\-\"A Bard:

i U048 790537213
GDAN%K Rebel Centrum Gier:

£ 0048 56 3470204
GD!\NSK Usmiech Naszego Dziecka:
Tel: 0048 58 3057045
GDYNIA, Futurex:
Tel: (1048 501563056

elone W:;gérza Centrum Gier:
Tel: MIJ 337754
GORlO\\‘ WIELKOPOLSK, Przystan Gier:
{148 F90710110

Kl[LCE \‘\"argamer

el I!II-III 540 B0BTHIY
KOSZALIN, Tecza Zabawki:
Tel: 0ikl 94 3402075
KRAKOW, AGTOM:

Tel: OMMIF 12 3365676
KRAKOW, Bard:

Tok: 0048 12 2590140
KRAKOW, Bard:

Tel: D042 12 B3 HD &1
KRAKOW, Sklep Smok:
Tk 0048 17 4330170
KRAKOW, \«’all\lna skelp:
Teb- 0048 12 4115

KRAKOW, Vanahx]m:
Ted: 046 132 4221137
LEGNICA, Skelp Feniks:

Ted 0048 65 4606616

LODZ, Gamelnr{!
Tel: (44t 42 63111461

LODZ, Stagraf Studio:

Tel: BUFUSOTEE

Centrum Gier:
T

NOWY SACZ, Graal Hobbit:

Tals DI 51 139612

NYSA, Raptor Hoblby:

Tk BRI 2e

DPDLE, HMS Cumpulcrs i
T ARTMG

umcm wuomm Centri Gier Arena:

w ARSZ\W-\. Afra Games World:

\-'h A.b_L-\“A. (_ lade!a

Tek 2034

w ARSZ—\“ A Faber i Faber:
“ARSL\WA C-raal Blue City:

aal CF Skorosze:

raal Sarmacka:
Tel: 0043 2 437040
WARSZAWA, Hobbyl:

Tel: 0048 22 8340206
WARSZAWA, Morion Bielany:
Tel: 0048 22 F2411H2
WARSZAWA, Paradox:

Tel: 0034 22 62 HU’II\

WARSZAWA, Sklep Superserie:
Tel: 0048 515 |-lJl 444

WARSZAWA, Wargamer Centrala:
Tel: (NMl 724378

WARSZJ\ .h, Wargzmer CH Targowek:

Tek: 00
WARSZAWA. Wargamer Wilcza:
Tol: (46

5 elp Feniks:

Tek: DOME &) it

WROCLAW, Wroclaw Model Centre:
Tel: 713419991

WROCLAW, Planszoweczka:

ok 742501 795

IABRI_E U Zyrafy:

Zielone Wzgorza:

PORTUGAL

ALCABIDECHE, CascaisPress:

Tel: +351 414 6141 530

BELOURA, Hobbykit:

Tek +351 214 850 901

CALDAS DA RAINHA, Magic Club Caldas:
Telt +351 239 044 0

COIMBRA, Divercentro:

Tel: £351 239 040 610

LOIMBRA Inforhobbies:

Te 3512397 bk
LISBOA, Fnac:
Tol: +351 219 404 700

LISEOA, Homem Azul:

Tel: +351°213 (21 382

LISBEOA, Lojas Arena:

Tele +251-213 155 540

LISBOA, Myﬂilnn s Magic, Lda;
Tel: 4351 213 D32 258

PORTO, Lojas Arena:

Tel: +351 222 117 364

SINES, Galeria BT:

Tel: +351 261 632511

TELHEIRAS, Tabak:

Tek: 4351217 165 574

PUERTO RICO £
SAN JUAN, Maximum DC:
Tek 47 n? T BHEL

RUSSIA

BARNAUL, Europa:

Teki 1l (963}072 0615
B!.AGO\"ESHENSK Igromir:
el 13154
BOR, Karusel
ek # (B3159) & 5

CHELYABINSK, Hobb'y Store:

Ted: 1972, 320 7008

CHEREPOVEC Gahkllkm

Tek: B 4921) 2336

EKA“RINEURG Magicportal.ru:
Tel: 5 1343} 310 5

EKATER 'EURG, Mosigra:

Tek B (3432 Ml
EKATERINBURG, World of Motels:
Tel: B {343} 387 007

IRKUTSK, Kr.mvaya Igra:

Tel: B (2952

KAI.NU\GIIA]J !-angom
I8 | 24

[

K.AI.UGA, Na!lul v Grad;
Tek 401795 911
Urza:

, Ka
Tel 1l (924} 1019 100
KRASNODAR, Hobby Land:
Teli @ (905 477 U025

KRASNODAR, Astronomikon:
Ted: 8 (905) 477 DOES
KMSNOY I( Rndmk

K!l-'\SNO'MRK M.ur.:grn

Tel: 8 (391) 293 7158
KRASNDYARD, Stek CD-DVD:
Tek & (1917265 2571

LUKING, Aisberg:

T @ 001 730 A6

MACNITOGORSK, Goslinnly Dvor:
ek B 31 280 305

MOSCOW, Paladm
Tel: B {426 777

MOSCOW I‘orlal
Tel: B
MOSCOW T mmns.ru:
Tel: /(495 951 3405

MOSCOW, IP Knpe'yi:m

Tel: & )

Tk 6 531) 423 0240
KOVS!( Waorld of Modefs:

‘OREL, Hobhit Store:
Tl 10 (380 361 7957
PEMZA, Blockbuster:
Teli §(962) 474 3h5N
PERM, Petropaviovsky:
Tel: 11 (913) 784 8412

ROSTOV NA DONU, Samalety, Tanki, Korabli:

Tels B (k) 363 B35
SARATOV, Alien-Logic:

Fel: 1 102) 710 1413
SARATOV, Martel:

Tl [ (917} 307 9476

ST PETERSBURG, Art Miniatures:
Tel: B (B12} 633 3395

5T PETERSBURG, Hobbit:
Tel: B (812} 315 7763

ST PETERSBURG, Mosigra:
Tols 8 {612 520 510k

5T PETERSBURG, Sargona:
Tel: & (512} 445 1054

‘WER Armad
Tok 41976) 541 7659
TYUMEN, Perekrestok Mirov:
Tek § (912) 923 9577

TYUMEN, Labirint Mirov:

Tek: 11 (904) 404 1786
ULAN-LIDE, BMV:

Tel 0 (902) 1674 754
VOLOGDA, Mozgolom:

Tek: 6 (#1725 701 530
VORONEZH, Edinorog:

Tel; B (903) HF6 1HZ
VORONEZH, llya Muromets:
Tel: B (4732 914 721
VORONEZH, Krokodil:

Tel: V{4732 564 288

\".M(UTSK Artefakl:

AR OLA, Kenga:
Tol: 4 (B30 460 112

SINGAPORE

FUNAN CENTRE, Battle Bunker:

Tel: 65 $3820450

FUSIONOPOLIS, Paradigm Infinitum:
Tel: 65 67343058

IONS ORCHAIID. Prologue Bookstore:
Tul: 63 63651477

MIDPOINT ORCHARD, Paradizm Infinitun Pte Lid:
Tek: 65 67343658

PLAZA SINGAFURA, Comics Cannection PTE Lid:
Tel: 65 63379300

SEREN CENTRE, Toy Station:

SUDMEII EI', Harris Planerds:
Teli 65 1465335

SLOVAKIA =
BRATISLAVA, Madmaxon:
Tel: 421 4 524 927 67

LIUBLIJANA, Crna Luknja:

Tel: 016 $HI1220

LIUBLIJANA, Direndaj Citypark:
(MR 45768030

SOUTH AFRICA
BELVILLE, The Bovs and Mens Hobby Shop:
Tel: D027 T 914 BRSE
BLOEMFONTEIN, The Games Dungeon:
Tel: BILT 72051 5970
CAPE TDWN Pastimes Retail:
Tel: DOET 21 521 1191
CAPE TDWN, Wizards Books and Games:
T2 02T 21 B BL40
CRAIGHALL, OtherWeorld Games:
Tels 001 326 0750

RINGKLOOF, Battle Planet:
el D0 27 8245 93933

RBAN, The Hobby Specialists:
02T A1 Shd BN

N, Slaters Toy Magic:
EDENVME Plastlks

& 11027 H2 ‘II
IOHA\I\IESBURG The Underground:
Ted +27 11

IOHN\NESBURC, Esswex Retail:

Tel: 027 11 8581619

|OHANNESBURG, Quter Limits Johannesbarg:
Tel: 10127 41 4E2377 )

IOHANNESBUEIG Quier Limits Fretoria:
Tel: 2712 342 4360

JOHAMNESBURG, Wizards Book and Games:

Tel: (4127 114909253
JOHANNESBURG, Wariair:
Tel: 1 B 40T 2

JOHANNESBURG SOUTH, Dragons Den:
Tel: BOZT- 11 432 3996

MEMLYN, Top CD:

Tel: DUZT 12 36T A122
PIETERMARITZBURG, Games Direct:
7 33342 9978

LRG, Warcry:

Tol: 00Z7-72 00 2608

UMHLANGA, The Hobby Specialists:
Tok: Q02731 565 4004

SOUTH KORER (el
SEOUL, Orclown:
Tek 07 6402 54946

facebieah.comy GW Gotehong
GW STOCKHOLM
Master Sil‘“ul‘hg,”-lﬂ b7 T2,

Yol 0821 30 40
favehook.com/Givitockholm
BORLANGE, Hobby Drake:
Tek 0761086 (40

ESKILSTUMNA, Lasses Leksaker:
Tol: 0161-303 35

FALKENBEI{G Lekcenter:

i 06007
Frt!sl.\ Haobby:
GA\"E.E Hnmryshupen

Ted: 126-18 62 99

GOTEBORG, Toys Leksaker & Hobby:

Tedt D31 459411

GOTEBORG, Wizard Games:

Ted: hb1-51 o1 500

HALMS‘IAD I.ekcenler

Tel; 135:15 5

HUDDINGE Hum]an Lek & Hobby:
Tel: 04-689 5045

IU\LMAR, I.ek & Hobby:

Tel: 0450-:

KARLSKRGNA, Leksakshuset:

Tel: 1435-24082

KARLSTAD, Spel & Fantasi:

Tel: 65475 10

KATI!INEHOLM Narren Spel:

Tel: O¥50-1
KIRUNA, iekllusel Lekia:

Tol: 030125 5
KUMGSBACKA, Lek & Hobby:
Tel: 0300-141 35

KUNGALY, Frisknarna Bus:

Tek 0303-149 40

LAHOLM, Lekia:

Tel: 0430-1 0011

LANDSKRONA, Leksakshusel:

Ted: 041107 )

LIDKOPING, Game Maniacs:
Tel: 0310:27320

LINKOPING, Sagoland:

Teli 093122290

LIUNGBY , Lekman:

Tel; g7z-anam

LULEA, Barnens Hus:

Tel: (420-220095
LULEA, loc
Tel: 0920-6495
LUND, Piayoteket Center:
Tel: -hl 27t

MALMO, Playoteket Center:
Tol: 040185530

MALME), Playoteket Entre:

Tel: 040-1 85570

NORRKOPING, Hobbyhérman:
Tel: 0111-6;

NORRKOPING, Lekhuset:
Tel D11LLATITH

NORRTALJE, Lekplaneten:
Tel: 0176-12558

NYKOPING, Laka TV-spel:
Tek 01155281000

ORMINGE, Happies:

Tek: 067152541

SALA Eluns I.eksaker

SKELLEF EA Legend
Teds 09144 502
STOCKHOIM. Arcane pa Hagagatan:
Tel: 0822 25

STO HOLM Hiigdalens Leksaker:

Tedr 0874
STOCKHOEM Dragons Lair:
Tel: 0-654 &1 300
STOCKHOLM, Hobbyisterna:
Tel: 101-404 S035H)
STOC
Tel: 1
SUNDBORM, Giranssons Firg:
Tel: U23-42F 53 (1)
SUNDWAI.I. Orions Spel & Backer:
Tel: Dh-
TROLLH I'AN, Hobbyhidrnan:

Tel: B520-14361
U\AEA Fantasia:

3 6

bt
VARBERG, Fyndmagasmel
Ted: 0340676990

VIMMERBY, Lekia:

Telk: 0492-31 148

VISBY, Skuggspel:

T T404-21 10 B2

VASTERAS, Zetterlunds:

Tel: 021-10 4391

VASTERVIK, Lekstugan:

Tel: 0450-36171

VAXIO, Helges Hala:

Telt 47-021H 41

YSTAD, Tv-! 51pelshiﬁmnln

Tel: (4171-6hHH0

ANGELHOLM, Leksaksmagazinet:
Tel: D431-82350

OREBRO, Batalj:

Tel: (74-18 46 00

OSTERSUND, Hobhyhoden:

Tol: BA35-13310

TAIWAN F2i

CHANGHUA, Lian Xin:
Tol: 4806 4 BI70420
GANGSHAN
Tek 4880 7 621
HSINCHU, Mini Shoppa:

Telt +fiis | 573TAL

HSINCHU, Style Toy House:

Yol 4085 1 5612480

KAOHSIUNG, Dwarf's Goldmine:

Teli + 18t 7 2190467

M, Science Fiction Bokhandeln:

KAOHSIUNG, longmen

Tol; 806 7 1118067
KAOHSIUNG, Toys Cat:
el wbiih 7 6214H0
PINTUNG, Texas TV Game Shops:
Tel: 06 4 7212720
TAICHUNG, Fanlasy House:
Tel: +8116 4 131437

TAINAN, Star Tay Castle:
Tel: +306 b 2470327

TAIPEI, Akmigames:

Tel +806 1 47413004

TAIPEI, MPK Hobby Shop:
Tek: +HF
XINB|

Tel: +8B6 2 2HA5HYE

BANGKOK, A Fram'mg:
13

Tedi 06 4314 6431

BANGKOK, sauleﬂeld Banghok:

Tel: +66 2747 9

BANGKOK, Thinx Hobby:

Tel: +086 8999 31129

CHIANG MAI, Hobo Books:
Tel <66 0158 25747
CHONBURI, Pattaya Players:
Tél: <+hh 4909 29521

DNEPROP[TIIO\'SK Toy House:
Tel: DO3R V56 747 9215

DONETSK, T“}‘ Housc—

Tel: D20 D62 387 5203

KHARKIY, Aladdin

KYIV, Hobby Games.
Tel: 038 Ot 100 d064
KY1V, Nastolki:
Tel: 00338 144 60 1
KY1V, Nasto
Tek; 0033 044 3
KYIV, Toy House
Tek: 0038044 3777121
KYIV, Toy House
Tel 1038 044 477 T1d8
KYIV, Toy House:
Telr 03B°044 377 7128
KYIV, Toy House:
Tel: 03H 044 377 7177
KYIV, Yakahoo:
Tel: 1076 044 503 7069
LEVOY, Hobly World:
Tel (3H ik 74 2061
ODESSA, Avanguard:

Tel: 030 D50 Sk

UNITED ARAB EMIRATES
DUBAI, Bishops Trading:

Tel: D097 1559407 670

www.games-workshop.com
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Get your first 3 issues
for only £3!

A saving of more than 60% off the cover price.
Hereafter your subscription will be
just £9 every 3 months

* This means you effectively get a
FREE issue every three months

e Get access to the exclusive subscriber
model every year. Check out this year’s
White Dwarf ‘Pirate’ above!

e Have every issue of White Dwarf
delivered direct to your home

e Most importantly, it guarantees you never
miss another issue!

01778 392 083

Call now to subscribe
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SENIATURES Fa2]

SUBSCRIPTIONS

[ 1 would like to pay by Direct Debit

(I understand that £9.00 will be debited from my account every 3 months)

Originator's
Identification Number

388464

To the Manager (Bank Nama)...

Address

ame(s} of account hulderlsl

Branch sort code DD DI:] DD
Banlk/Building Society DDDDDDDD

Red Mo (Office use only
0
Signature(s) ..
Date ..

Banks 1n{| le(llng ‘inrmnr_ fiay’ ot \Lu_pl U ot D

| would like to subscribe to White £

Surname.
Address .
Postcode ...,

Telephone flm STD ((Jd{-‘l

Address .
Postcode ...

Telephone (inc SIULorIc

RETUR"J TH?'& I—ORM TO

Instruction to your Bank
or Building Society fo
pay by Direct Debit.

Posteode .

Pheave py Game

ar seme types of account

Ywarf beginning with {ssue: WD
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BATTLE-BROTHER:
AND INFERNAL ALLIES

We take a closer 1ook"‘at Alhcd Detachments.

i
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